




~J)tJJ~~I~~1 
~IU~OItI' 

OFFICIAL GAME ADVENTURE 

ADVENTURES IN BLACKMOOR 

Edicor: Deborah C. Ri(chie 
Cover Artis!: .lefT Easley 
interior Artist: Jim H olloway 
C artographer: Tom Darden 
Typographer: Belly Elmore and Kim Lindau 

DAVID L ARNESON ;1 Ihe co-author of the 
DUNGEO~S & DRAGONS'" Fantasy Role Play­
ing Game. 

DliNGWI'S & I)RAGONS.nod I~D ......... ",<N '~m..-b 
ownnl by TSR If>< 
The TSIl "'«"". ,'-m •• k ow"..~ by TS Il Inc 
[), .... b.o1.,j 10 ,II< book " .... on , .... UnIt«! So .... by Rondom 
H .... "'. In< ...... ,n C..,.b. I;.. 11. __ H ..... "'e ... lda. ud 
o.."",b.otnl.o , .... ooy...,. ho:Ibby If"'" by ",pooo.oI<h""bu'<r. 0..-
,"bu«<l In ..... t;n,,«1 K,",oom 1><>- T'StI VK Lod 

Th" tood~1< .. .,...,.«ltd ~_, ,h< <"PY"sn, I."" of , .... Un,,<d 
So .... of Am,,,,,,, Any "'1'.00"",_ '" olio." "Q&.,bQ.nt«i .... of 
,hot .... ,.,..).,. .an"",", "",..,n " "..,I"bIlN w",-, , .... "P"''' 
wml<:np<._oITSR Inc 

TSR Inc 
P01I7~ 

Lake Gcnc~a, 
WJ ~31~i 

TSR U K [~d 
The 1'.1111. R'uhrnOK Road 

Cambndgc CII HAO 
Unlit<! Kingdom 

~'. 

ISBN 0·88038·314·3 

by David L. Arneson & David] . Ritchie 

Tablt of Conttnts 

OM BAC KGRO UND 

Begin ning the Adventure 
Running the Adventure 

THE INN BETWEEN THE WORLDS 

General Background 
Description 

THE BLAC KMOOR COMEBAC K INN 

General Background 
Description ........ . 

THE PRI SON O UT OF TIME .. 

General Background 
Description 
Ending the Ad\'enture 
Funhcr Adventures 

ROGUES , REGENTS & RASCALS 

PREROLLED CHARACTERS ..... 

2 

8 
10 

12 

12 
i3 

...... 29 

.....•. . . ..29 
. . • ...... 32 

. .................. 38 

............... 38 
.... 38 

... , ..... 40 
.......................... . 41 

.. 46 

. ........... , .............. , ...... Cover 

9172 



DM BACKGROUND 

SlOp! Jfyou plan 10 participate In Ihis module 
as a player. read no furthe r, Knowing Ihc ad­
venture's details will make il leS$ fun for ev­
eryone. 

This module ISlhe first in a scriesorad,-cn­
IUn:s sel m the mythical kingdom of Black­
mOOT. Blackmoor was the first campaign 
setting ever dcvistd for use in a fantasy ro[e­
playing game. T he ~lackmoor presented in 
this module is a substantially revised and ex­
panded selling based on material developed 
for Ihal venerable: carnpail;"lI. In vic ..... of this 
fact, it is perhaps fitting 10 nOte thai Ihe 
events, places, and characters resident in 
Blackmoor exist some 3,000 years before 
those described in any other D&D® fantasy 
role-playing game material. 

The adventure in this module: is designed 
for a party of five to eight player charactcrs 
(pes) of the 10lh to 14th levds of experience. 
A balance of character classes will be needed 
since the PC s will face many problc:ms, each 
of which may be most easily and effcctivdy 
solved by a character of a different class. A 
number of prerolled characten are included 
for use in the event lhat there aren't enough 
PCs of the correct Ievcl and c1a~~ available. In 
addition. Ihe campaign matcrial includes a 
long list of famous persons indigenous to 
Bla ... kmoor who can. if desired, be used as 
high·level NPCs 10 flesh out thc party. 

In addition to the adventure that intro­
duces the PCs to the Empire of Thonia and 
the kingdom of Blackmoor, this module in­
cludes extensive background material on 
both of thoS(' areas. This material is designed 
to provide you, the Dungeon Master (OM), 
wnh a campaign S('l1i ng wilh'n which 10 run 
further adventures. Future modules in this 
serics will be set within the confines ofThonia 
and Blackmoor, and will usc the places and 
characters introduc(.-d in thi! module. 

Read Ihis entire module before playing. 
There are some plOt clements that won ' t be 
fully developed until late in the module, but 
for which the groundwork must be: laid much 
earlier. If you arc not already aware of these 
dements before play begins, you won't be 
able 10 plant clUe' o r build drama as effec­
tively, and the module will be Ie" fun 10 play. 

Study the maps while reading the area keys 
in the module bookie!. Most of these keys 
contain boxed information Ihal should be 
read aloud to the players when they enter the 
area. Unboxed information is provided only 
as a guide for you, the D~l : it i~ not read to 
the players. While every effort has been made 
to provide all information needed for play, 
you may want to add cxtra details to the 
oolCed descriptions for atmosphere. 

The following abbreviations are used 
throughout thc text of this module: 

AC - Armour Class; 
MV - Movement Rate; 
HD - Hit Dice o r Level; 
hp - current hit points; 
'AT - Number of attacks; 
D - Damage; 
ML - Morale; 
AL - Alignment: 
XP - Experience Points; 
F - Fighter; 
T - T hief; 
M - Magic User: 
C - Cleric ; 
t p copper pieces; 
ep ekctrum pieces; 
!tP gold pieces; 
pp platinum pieces: 
sp - silver pieces: 
OL Open Locks; .-T Find Traps; 
RT Remove Traps; 
PP - Pick Pockets; 
MS - Move Silently; 
CW - Climb Walls (Sheer Surfaces); 
HS - Hide in Shadows; 
HN - Hear NoiS('. 

Nonplayer characters (NPCs) IIrc intnxluced 
throughout the text where they are most 
likely to be encountered. When intnxluced, 
their statistics are shown in an abbreviated 
form with all combat a nd movement adjusI­
ments already computed. 

And now-welcome to Blackmoor. 

THE LAND OF LEGEND 

Before there was T hyatis-before there was 
H yboria-before there wa s the land of 
No .... ·old-before the cruel Nentsun built 
their longships or the the Four Kingdoms 
fought their deadly wars-before the dread 
Alphatians fell from the sky-before alllhi!, 
there was Thonia. 

No/ the T honia of our time. No. That bar­
ren, frozen Thonia is but a pale shadow of the 
Thonia thai was, and Ihe mind can but weep 
al the sightless vision of its past glory. Full 
3,000 years agone and 2,000 years before the 
crowning of the first Emperor of T hyatis, 
whose coronation day marks the beginning of 
o ur own age, that cider Thonia was torn 
apart and half drowned in the vastest cata· 
c1ysm this world has known . 

Fearful W35 that time-a waking horror 
when the earth shook and the skies burned. 
And when it was done, Thonia was no more. 
The land existed, yes. BUI its cities were \lIm-
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bled, its pride humbled, its cult ure a poor lal· 
tered thing lacking the will even to continue . 
A few survivors sailed to a new land, which 
they called Thonia in memory of all that thcy 
had lost. But it does not bear and never bore 
the least resemblance 10 the waking dream of 
cider Thonia-the Golden Empire. 

In the far north of what was cider Thonia, 
where fo r half a rnillenium a vigorous border 
province called Blackmoor had dominated 
the affairs of the empire, the gray seas lapped 
unbroken save for a few islands that were 
o nce uninhabited peaks. Of Ihe towns and 
castles of the Northlands, there was­
nothing. All were swallowed by the sea. And 
when the land again rose up from that vasty 
deep, it had been K raped clean. Whal was 
not dest royed by the waters-the mountains 
and river beds, the cliffs and lakes-were 
soon buried under a half a mile of ice, as cli­
matic changes wrought by the catastrophe 
made the Northlands into a howling glacial 
wilderness . When the climate again shifted 
back to more or less ils origi nal panern, the 
very face orthe land had changed. I! was as if, 
said men, a curse from an angry and ,'engc:ful 
god had utterly and purposefully oblitcrated 
Blackmoor and all her work~. And the name 
of Blackmoor, it self. became a curse. 

I! was in Blackmoor. you see, that the cata­
clysm originated. NOI a calaclysm of nature , 
but aeacaclysm wrought solely by the hand of 
man. For a thousand years, first as half­
forgotten province, then as independent 
kingdom, then as keystone of a falteri ng em­
pire, Blackmoor had followed its curious des­
tiny. There, far from Ihe ken of che great 
wizards of the Thonian capi tal, men discov­
ered wild magic, stronger than any at the em­
pire 's cell ter. IJy blending this magic with the 
arts of science. they forged tools of awesome 
pu"·er, devices to tame seas and raise moun­
tains. It was these that ga"e them place of 
pride in the empire. It .... as these that were 
their undoing. 

None in our time knows which of the de­
vices of the Blackmoor philosophers set off 
the chain of disasters that dest royed that 
land. E"en the names of such machines have 
been lost. All that is kllo ..... n is that some acci­
dent occurred. and Blackmoor sank beneath 
(h,· seas, its shattered shores becoming the 
Broken Lands we know today. 

But of the sinking of the fabled land­
another time! Today. we speak of other 
things. Of a lime a thousand )'ears before the 
cataclysm . Of a time when Thonia was still 
master of the world, and Blackmoor but its 
least and newest province. Of a time when 
men werejtlstlearning to use Ihe wild magic, 



and Ihe new science was but a glimmer in Ihe 
mind of a J>t:uy baron in thc wilds of the 
Nonh. 

This then is the greal talc of agc~ . Three 
thousand years ~fore tnc Emperor of Thy­
alis donned his crystal crown and built his 
petty dominion upon Ihc body of our world, 
thc Greal Empire of Thonia was already in 
decline , not for the first, but for the third and 
final lime. For a millenium , thc degenerate, 
perfumed Emperors of All had sal upon their 
silk-hned thrones and dribbled precious 
Slones and provinces ttHough their fingers 
with equal alatrity. Like squalling I>t:ilsant 
bralS who play at princelings and smear their 
gruel mid infam Jocks, these poor excuses for 
rulers had squandered wilh no thought for 
Ihe morrow the strength their forebears built 
wilh sweat and blood. Yet so great wa~ Tho­
nia in tIS time, that it had taken full 1,000 
years of such rulers to bring it 10 a pass where 
men could see the ghostly outline of the end­
ing of its da)·s. 

It was in the third monlh of the fifth year of 
the rdgn of the Emperor Iyx that a message 
came to Mohacs. the capital and grcatcst city 
of the empire. There was movement in the 
west-a great migration of wild hillmen 
pouring from the high, cold lands oftlu: Gob­
lin Kush across the Plains ofHak and toward 
the empire. At news of this event, the: Em ­
peror of All yawned and ordered slaves to 
bring him a cooli ng ice 10 cut the pall of the 
summer heat. The movement of50me ragged 
tribe of skill-clad beggars across a trackless 
plain not even part of the empire was of no in­
terest to he who ruled Thonia. 

Thu s, offhandedly, was Ihe empire 
doomed and the spark of rebellion struck to 
the tinder of the Nonhlam.!s. 

THE TIDE OF CONQUEST 
The movement of the peoples that was of so 
linle nOI(: to the Emperor Iyx began in thc 
forbidding fastness of a mountain chain 
<:ailed the Goblin Kush (the Goblin Killer), a 
land whose major crop was death. The Gob· 
lin Kush bred a hard type orman, and when 
the hillmen who dwelt there came down to 
fight for an empire in the lowlands, their fear­
some army swept all resistance before it. 

The Afridlti, they called themselve:s, the 
C/Jildre:n of Fire. For. in their legends, fire is 
the gift thai allowed them to live in their high, 
cold land Without fire, there would have 
been no Afridhi. And fire was the gift orthdr 
great god, Zugzul the One. Consequently, 
the Afridhi worshipped Zugzul with a fervor 
foreign to most lowland cultures, where the 

life was easier and such simple gifts less ap­
preciated. So great was the Afridhi awe of 
their goo that they made his high priestess 
(called the NlistTesS of God) the head of their 
state and accepted her word as law. 

Thus it was that when the new high priest­
ess who took the bride name Toska Rusa 
(Rosy Dawn) pronounced thai it was 
Zugzul's will that the Afridhi leave Ihe moun­
tains and pursue their funher destiny in the 
lands to the cast. the wild hillmen began to 
mm"e. No undiSCiplined sa\·ages, these: they 
had for long yean been subject to the iron law 
of Zugzul and his high priestess. Thus, while 
they had the individual warrior traits of great 
cou rage, stamina. a nd weapon skill found 
only among wild peoples, they also had the 
sense of order and discipline common to 

more civilized troops. This marriage of 
strengths made an unbeatable combination. 

Once they exerted their full strength in Ihe 
cause of conquest , it took the Afridhi just 
three yeaT!i to ullerly destroy the valemen 
whose presence blocked their march to the 
east. The first year was spent in quickly over­
runing their seillemcnts and smashing their 
armies. The s«ond year was used to hunt 
down and slaughter those who survived the 
first year's campaign. The third year was 
spent in practicing the heavy infantry tactics 
which caplured vale men said Ihey used 
against the horsemen who often raided them 
fmm the plains to the cast. 

At the end of the third year, when Toska 
Rusa was sure that hcr Afridhi spearmen 
could duplicate the winnmg tactics of the va­
lemen, they left the hill country behind and 
began their trek across the Plains of Hak. 
Some 170,000 men, women, and children 
made that trek. Behind them, the remnants 
of the valerncn were organized to act as a 
commisary for the migrating Afridhi. The 
Vales, as il was named, became the first prov­
ince in the new Afridhi Empire. 

It took Ihe Afridhi two yean to fight their 
way across the plains. And again their anny 
changed. At fint. it had been mostly light in­
famry, bowmen. and slingen. Then, in Ihe 
land of the valemen, heavy infantry were 
added. Now. during the fighting on the open 
plains. the ever adaptable Afridhi replaced 
their sturdy mountain ponies with riding 
horses and developed a disciplined light cav­
alry. While never quite as skilled as the 
Peshwah horsemen who fought them, they 
were good enough to keep the Peshwah away 
from their infantry (which was, after all, their 
purpose). By the time the Afridhi reached 
their next objective, they were a sophisticated 
army indeed. 
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Behind them was a well-organized supply 
base, wntrolled by an efficient military gov­
ernment. A string of defended outposts se­
cured a line of communications \0 thi~ base. 
Betwe:en the OUlpOStS patrolled small troops 
of light cavalry who harried and harassed the 
former occupants of the plains so as to keep 
them always olT balance. At the eastern end 
of this string of Outposts was a series of foni· 
fied camps where the Afridhi army rcsted and 
again reorganized in preparation for Its most 
difficult campaign. 

The Afridhis ' third victim was the Duchy 
of Ten, a military power far dilTcrem from 
anything encountered before. Here were en­
tire comp,mies of common men-at-arms who 
fought in the chainmail reserved by the 
Afridhi only for their elite infantry. H ere 
were other men who fought in heavy plate ar­
mor on great, shaggy horses that killed and 
maimed with the same glee as their riden. 
The Afridhi should ha,"e lost their war 
against these men . But the Duchy's com­
manders were o"erconfident. They did not 
expect the Afridhi infantry to stand and fight 
when charged by heavy cavalry. They did nOt 
expect the Afridhi bowmen to be so accurate, 
nor so stubborn. They certainly did not ex­
pect Ihe Afridhi light horse to harry them so 
elTectively once they we~e locked in combat 
with the infantry. 

After winning their first two battles. the 
Afridhi had their own companies of heavy 
plate·armored heavy caval ry. The armor 
came from the bodies of their former foes; the 
horses were the spoils of Ihe enemy camp. 
Captured officers of the Duchy 'S army 
trained thecompanie! and advised their com­
manden (under pain of death for any mis­
takes). Thereafter, the Duchy's army was 
afraid to meet the Afridhi in the field. In· 
stead, it locked itseJfup in castles and walled 
towns . This bothered the Afridhi not at all. 
They simply captured engineers who taught 
them the ans of siege. 

It took the Afridhi se,·en years to win their 
war against the Duchy. It was seven years' 
educat ion in a hard school. But Ihe Afridhi 
were good students. When the Duchy's last 
stronghold finally surrendered and the: land 
was organized into the third province of the 
Afridhi Empire, their army was the e:qual of 
any in oron the borders ofThonia. Fearful of 
it! might, the Duchess of the Peaks had can­
eluded a treaty with Toska Rusa e,"en before 
Ten ..... a$ finally subdued. With her flank thus 
secu red, the high priestess (and by now ac· 
complished general) cast her eyes on her next 
target to the east, the ultimate goal of this 12-
year march, the Thonian Empire. 
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Thl! was Ihc goal that had burned in ' Ioska 
Rusa's breast sinc~ thc night she first became 
tho:: MisllTS50fGod-tho:: night "hen Zu~ul, 
as her wedding gift, showal her Ihe warm 
green empire by the sea thaI he said it would 
be the Afridhi destiny 10 rule. For 12 years 
sho: had led hcr people toward an end they 
could not sec. Now the rich lands of Thonia 
SW:lIl1 before their eyes. And the Afridhi hun­
gered. 

THE KING ON HORSEBACK 
Smnding between the all-conquering Afridhi 
and the heart of the Thonian Empire was that 
rude area called by empire military men the 
NOr/hem AI,1rc/JC$. Empire scribes, who 
deah in bushds of corn and board feCI of lilll­
bc!r, nO! in marches, called it the ."orlh/flnds_ 
Those: few poets who still wrote on epic and 
heroic subjects called i1 the diUk and blM), 
ground. But to those ..... ho lived Ihere, it ..... as 
sitnply-thc Norrh. 

Still only lighdy settled after centuries of 
human habitation, the North was an area of 
small baronies and freeholds that Jived by 
trade and the exploitation of mineral and tim­
ocr resources. As was to be expected of an 
area still half frontier, life there was hard, 
hllrder than anywhere <:Ise in the empire, 
$ave perhaps for Ihe miserable slave· worked 
plantations of the far $outh. Only men who 
camc from a place as inhospitable as the Gob· 
hn Kush could have thought of it as a place of 
<OK 

That, it sur<:lr was not. A wild and po ..... er­
ful magic permeated the place. II seemed 10 

have its source in an out jutting peninsula of 
h.nd all the northern coast where men first 
~cltled-a place called Blackmoor. Blessed 
..... ith a g(M)(J harbor and ..... ith rich black soil 
that promised bountiful harvests, Blackmoor 
became the sight of the first pon-and the 
first castle-in the ?'>lo rth It looked like para-
dise. It ..... as nOL 

The ..... ild magic spawned monsters such as 
had not been seen inside the empire's borden 
in centuries. Worse, it also spawned things 
that had never been seen any ..... here else 
before-gibbering horrors thaI kilkd by 
night, leaving in their wake only smashed 
timbers and the bloody remains of farm fam­
Ilies maimed in their passing. Nor were mon° 
!len the onlr danger. Orcs and <:I"el, 
dwarves and halllings already claimed parts 
of the North and would have to be dealt with 
in peace or war. 

Moreover, there were fierce enemies on all 
sides. Far to the nonheast and north ..... est, the 
Skandaharian raiden set out each year to 

reave along whatever coast seemed fattest. To 
the north "'as an evil and unnatural domin­
ion ruled by a bizarre and evil supc:rbemg 
that called itself the Egg of COOt. '10 the 
northwC5t was the decadent Duchy of the 
Peaks. which counted its ..... ealth in diamonds 
and slaves. To the west was the so-called 
Duchy ofTen. now the forward base of"lhska 
Rusa and her Afridhi Empire. To the south 
..... ere the hOl"1emen of Peshwah, who feared 
and hated the wild North and all who called it 
home. The new !etllers were separated from 
their foes to west and south by a tangled web 
of rivers and marshes, but the sea gave their 
enemies to northeast, north ..... est and nonh 
easy access to their weak cuastal selllemems. 

The North that looked so promising to 
Ihose fil'St selllen took much taming before it 
..... ould give up it$ bounty. 

Thus. like the Coblin Kush, this area bred 
a hard and practical type of man. So when the 
Afridhi began their first incursions against 
the Northlands, testing the waters before tak­
ing their final great plunge into the game of 
empire, the leaders of the North did not view 
this Ihreat ..... ith the same disdain as Mohacs. 
For five long yean, while the Afndhi gobbled 
the Duchy of"l(:n. they begged the empire to 
deal ..... ith this new threat-or even to let them 
go 10 the aid of their old enemies in the duchy 
befure it was 100 late. The empire took a 
lunger view and sent messengers of peace 
bearing gifls to the Afridhi. Toska Rusa had 
the messengers sacrificed to Zugzul along 
with their gifts. 

When the first Afridhi raiding parties 
crossed the M isauga into the empire, they 
burned several small villages in the Barony of 
the Lakes and put their populace to the 
s ..... ord. Then they crossed the river back into 
the old Duchr of l en to await some response 
tothis test. It was not long in coming. Several 
of the Nonhern Barons sent their own forces 
to aid the Baron of the Lakes, who led a coun" 
terraid that COSt the Afridhi dearlr. Toska 
Rusa retired 10 ponder strategy. The imperial 
go"ernor was ordered 10 punish the barons 
..... ho had thu~ "jeopardized" a possible 
peace. When the governor reluctantlr sent a 
force 10 arrest the Baron of the Lakes, it was 
stopped at Booh br a mixed force ofhalf1ings 
and men led by the Baron of Blackmoor. By 
mutual agreement, the tWO opposing forces 
withdrew without a clash. 

Since bloodshed was avoided, all might 
have ended weI! ..... ere it nOI for the emperor's 
response. Hearing of this "act of treason" 
against his august crown and person, the 
young man had one of his periodic outbu rsts 
of temper that he cal!ed rulen;hip and ordered 
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that both the Baron of Blackmoor and the 
Baron of the Lakes be brought to Mohacs for 
immediate trial and s ..... ift execution. It was 
this act thaI fmally b rought 10 a head thc 
sorry situation in the Northland5 and led di­
rectly 10 Ihe Great Rebell ion, the founding of 
the University of Blackmoor and the sub!rC­
quent destruction ofThonia! 

10 undcntand what happened nel(t, one 
must undCl"1tand the character of the Baron 
of Blackmoor, one Uther Andahar. Last in a 
long lme ormen ..... ho had held Blackmoor for 
the empire against all manner of threats, 
Uther Andahar ..... as also the fll"1t of hi, line to 
leave the North and return 10 the heart of the 
empire. As a young m,m, he traveled to the 
capital to attend the university there. It wa~ 
his father's idea that the time had come to 
bring more learning and less s ..... ordplay to the 
problems of the North. He brought up his son 
to believe in this mission as well. 

But Mohacs was a disappointment 10 the 
duty-smitten rou ng man. Most of ..... hal 
passed for learning at the universit y was 
merely the trivial soning of brittle words ut­
tered bv men long dead. It had no relevance 
to the needs of the North For science had 
tong slIIce been replacf:d by Rholasticism 
The Slate of the empire. itself. was even more 
disturbing. In the robu~1 North, few were 
a ..... are of JUSt how far the corruption of the 
body politic had spread. In Mohan, the smell 
of decay was unmistakable. 

Young Uther returned 10 his home a bit" 
terly disillusioned man. but one still deter­
mined to make a difference in the futu re of 
the :-lorth. This he did by tirelessly pursuing 
new ideas and inventions. At first. he merely 
argued for their use before hiS father. BUI 
..... hen hi$ father died in a battle with Skada" 
harian raiders and the boy became baron, he 
began funding promising new inventions out 
of the baronial treasury. Soon lhe small port 
town of 81ackmoor was the center of a small 
revolution in industry" 

Nor did Uther neglect the sword skill! that 
had held Blackmoor safe before his rule. In 
campaigns against the Duchy of "len and the 
Egg of Coot, he fought hard and led bril" 
liantly, winning the respect of many older 
men, During one bailie with the Army of 
Ten ..... hen half of his fdlo" barons had al­
ready withdrawn and most of the rest were 
trapped and about 10 be destroyed, he led a 
charge of a mere 300 horse that smashed Ihe 
Duchy's left and won the fight against all 
hope. As a result of this and other acts of 
courage and daring. by Ihe time the Afridhi 
reched the borders of the empire, he ..... as 
seen, despite his yean;, as Ihe greatest leader 



in the Nonh. 
h wa~ this man wholl1 the emperor pro­

po~d to bring 10 Mohacs in chains. 
Refusing 10 allow hImself to be ar~5ted, 

Uther. demanded a trial by his j)«1"$, as was 
his right underelllpi~ law The emperor. in a 
towering rage (or, a1 least, a fevered pet) sent 
an army to enforce the arrest. Uther was 
driven from Blackmoor and forced in10 hid­
ing. For months thereafter. he outran, out­
fought and outmaneuvered the army sent 
against him, finally beating i1 a1 the Baule of 
Roo! River. 

While the empire was wasting i15 strength 
trying to deslroy one of its best leaders, the 
Afridhi were preparing to cross Ihc Misauga 
in force. When they finally did ~O. Ihe Non h­
ern Barons threw the whole of their strength 
into Slopping the invasion. At the Baule of 
the Neck, the Afridhi were given IheiT first 
check, losing some 10,000 men (including 
much of their heavy infantry). The Northern 
Rarons were scallered in the balik, but the 
Afridhi were so shaken that they retin:d to the 
west to regroup 

With the Afridhi temporarily beaten, the 
barons thought for the future. Already, they 
had had news that a new imperial army was 
moving north to put down the baronial revolt 
III Blackmoor. Unless peace could be made 
"ilh the empire, Ihere would 500n be a new 
and unwanted campaign in the North. None 
wanted further trouble. Certainly rebellion 
was the furthest thing from the minds of Inc 
Northern leaders. But what could be done to 
stop the looming civil war? 

A council of barons meeting in Vest fold 
tried to open negOliations with Ihe emperor 
to end the strife . T heir messengcr was impris­
oned as a rebel. A second allempt was rmlde. 
This time, the messenger, eldest son of the 
Baron of Archlis, wa~ tried and beheaded for 
treason. A fortnight later. U ther ended for­
ever the question of the North', allegiance. 
Declaring himself King of 81ackmoor, he 
raised his standard and began forming an 
army to fight the empire. In a ringing decla· 
ration, he called for "all men of conKience, 
who would fain see their loved ones in the 
chains of tyranny and injustice stalk the 
land·' to join him. The Baron of Glendower 
and the Raron of the L.1kes immediarely ral­
lied IU his call. They were soon joined by a 
handful of other men, some noble, some 
mere adventurers, who swore to defend the 
new crown untO death . 

The commanders of the new army were 
called the King's Companions They in­
cluded some of the greatest warriors in the 
entire history ofThonia-and, together, they 

wrought a miracle. It took five years of steady 
campaigning to end the threats to the new 
kingdom. Twice. the empire was beaten back 
from its borders, the sccond lime losing most 
of an army in the Crystal Peaks. lwice, the 
Egg of COOl'S min;or15 ravaged the northern 
coast only to be beaten orr by one of the 
King's Companions. The Skandaharians 
and tne Afridhi each fought the kingdom 
once, the Afridhi gelling all the way to Black­
moor before being sent reeling back into Ihe 
Duchy ofTen. 

In tne end, Blackmoor prevailed. Toska 
Rusa decided to bypass the Northlands for 
the present and re~ume her march sOllth of 
the D ragon H ills. Blackmoor', other enemies 
licked their wounds, and peace returned 10 

the North. 
Witn peace, carne the real fruits of the rc­

bellion. New lands opened up. Selllcments 
were planted between the Crystal Peaks and 
the \ \'urm River. Commerce again began to 
yield profits. Most important, the new king 
was able to realize a dream first nurtured by 
his father. He started a new university at 
Blackmoor to be a center of learning in the 
North. Here, he invited not only human· 
kind, bUI elvCll and dwarves and hal flings, all 
of whom had allied themselves with Black­
moor during the rebellion . The firsttentat;ve 
steps were taken toward a union of the four 
racCll that now shared the Nonh in peace . 

A CONVERSATION 
IN MOHACS 

In the capital of Ihe empire, they called the 
new king Black Ulher, and he was hated by 
the new emperor with a special hatred previ­
ously reserved only fo r members of his own 
twis ted fa mi ly. In his Great Nest north of 
Rlackmoor, the evil Egg of Coot counted his 
losscs at the hand s of Blackmoor's army, and 
he too decided that he hated the new king 
with a special hate. [n Blaekrnoor, itself, wiz­
ards who for generations had held secret their 
arcane knowledge saw that the new univer­
sity must make knowledge available to all 
and, thus inevitably, lower their position­
and they, too, hated Uther and formed the 
IVizards' Cabal to utterly throw him down. 
T here were many others ""ho hated Uther, 
a nd all conspired in some way to work hIS 
doom. 

T here was one man who did nOt hate 
Uther, but who, nonetheless, sought to undo 
him. This was a young man named "aha 
Marcovic, D uke of Bomo, and the new mili· 
tary governor ofThonia's northwestern fron­
tie r. The Iron Duke, as he was called, was an 
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ambitious man who aimed for nothing leu 
than rhe throne of the Emperor of All. In or­
der to ascend that throne, he needed a power 
base. His Army of the North was such a base, 
but it needed to be larger. Understanding hi~ 
ambitions but unable for complex political 
reasons to simply remove him. the emperor 
could (and did) keep the Army of the North 
starved fo r funds and equipment. In order to 
gel around this policy. the Iron Duke must 
hold a st rong province as a commisary. He 
needed the Nonn-he needed Blackmoor. 
And so long as Uther sal upon the throne, 
Ihat would be impossible. 

Uther must therefore be removed. More­
over. his removal must occur in such a way 
that the maximum uncertainty was created in 
the realm. Beller a disappearance than II 
death. Ihe duke reasoned. And. thereafter, 
better that the king remain alive as a bargain· 
ing chip than thar he die in secret. Huddled 
with his spymaster, one Skandros the Stran­
gler, the Iron Duke hammered out and then 
rejected a dozen plans before finally hitting 
on one that he liked. 

Protected by his guards and companions In 
his great castle, the king was almost unanail· 
able. But there was another place in 81ack· 
moor where he could be reached with ease, a 
famous hostel called rhe Comeback Inn 
where Uther was known to go sometimes. In 
common dress and with a few companions 
similarly attired. he would go to hear the 
news and goss ip with travelers who were un­
aware of his identity and whose tongues 
might thus be looser than was the want of 
those who regularly consorted with kings. 

All in tne Norrhlands knew of the Come­
back In n, whose eccentric enchantments 
made use of the wild magic that permeated 
the very bones of the earth around Black­
moor. What was known only to a few was that 
the complex aod unique spells that gave the 
inn its 'pecial quality had also caused a gate 
to open beneath the structure- a gate that led 
no one knew where. Or so it seemed to those 
who lived and worked around it. A few had 
tried to enter il. None who ,ucceeded ever re­
turned. 

Only the Iron D uke kneW' why. H is spie, 
had sought out one of the master wizards 
whose skills had gone into the fashioning of 
the special spells that created the gate. In long 
and deep converse. they plumbed the depths 
of the man's knowledge. When the lalk 
moved beyond what spies could g rasp with 
their unt rained minds, Ihe Iron Duke sent his 
personal wizard to speak with the aged mas· 
ter. Their first conversation was followed by a 
second; the second by a third. \Veeks passed: 
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then months_ Ideas wen: exchanged; theories 
wer.: explored; a ccrtain device w,u created: 
gold changed hands. When finally Mar­
coyie', wizard undcl1i100d the nature of the 
g:\le and had from the hand of Ih(' lllaStCr sev­
eral copies ofa device that might control il. he 
treacherously killed the old man so that he 
could not imparl his knowledge to anyone 
else. Then he sped 10 the Iron Duke wilh his 
knowledge. 

The gale, he said, wa~ a hole in lime and 
space, a place where thc vcry fabric of the 
universe was rent, opening a corridor 10 the 
past-or the future. Dimeu!! to use. il could 
still be controlled up [0 11 point by means of 
cerlain powerful enchantments A master 
wizard could work these enc;hantrm:nts into a 
magical device which, when u~ed at the 
proper lime, whcn the planeu and the Itao 
were in their proper configuration, would 
op<:n the gate onto a specific desired time­
place. 

Most imponant, said the duke's wi:r.ard, 
the gate swings both ways: it can also be used 
to return \Vith that, he handed the patron 
and ma~tcr two of the three copies of Ihe amu­
let that contmlled the gate, keeping one for 
himsclf (though hedid not inform the duke of 
Ihis facl). 

Thus was born one of Ihe boldest schemes 
in Ihe outlandish history of Thonian power 
politics. Secredy infihrating his spies into Ihe 
Comeback Inn over many months, the duke 
senl his people forward 10 a time 4,000 years 
in the. future when Blackmoor and all of its 
works wcre destroyed. All, thaI is, except the 
Comeback Inn. 

Afler the sea drowned Blackmoor, the land 
again rose, only to be swept by glaciers thaI 
changed the face of Ihe continent before re­
cedmg as rapidly as they had come. In this 
vast shifting of land masses, all else was de­
stroyed. BUI the Comcback Inn, with its pow­
erful enchantments had $Omehow endured. 
Lying hidden beneath the ice for a mille­
nium, il was carried away from its former site 
by the mO"ing glacier-eventually to surface 
in the area called the Broken Lands. Gone 
was the castle that had once towered above it. 
Gone 100 was the surrounding town. Only 
Ihe inn and the enchanted bedrock remained 
high upon a broken chimney ofland, hiddcn 
from the world. Here, the duke establi~hed a 
prison III lime. 

I-laving found this place, thc duke's agents 
expanded it. More agenlS became guests of 
the inn-and mysteriously disappeared wilh 
the help of one of the staff, a new junior serv­
ing wench named Melanie ArqueHe who was 
secretly on the duke's payroll. Gradually, the 

Comeback Inn of the future was cleaned and 
polished and restored to somethmg of 115 
formcr appearance-at least inside. No one 
could get past its enchantmellls to go ouuide 
10 repair the exterior, so il kept the weathered 
look it had developed through centuries of be­
ing firsl drowned and frozen and then baked 
in the fierce sun of Ihe Broken Lands. Save 
for that, the inn soon looked almost an exaCI 
copy Of;15 old self. T he prison in time now 
needed a prisoner. 

AN ENTERTAINMENT 
IN BLACKMOOR 
One day, whcn Ihe duke's prison had been 
completcd and staffed, a certain entertainer 
arrived in Blackmoor and scheduled at the 
Comeback Inn a show for the first night of the 
full moon in high summer. Hearing of the 
event, the kinS, who liked to encourage the 
growth of cuhure in his rough homeland, de­
termined to attend. So, on the appointed 
night, having dusted ofT one of his many dis­
guises, he apptared dresscd as a tinker and 
ready for a rare evening of relaxation. 

Now, such tricks may ha"e fooled outsid· 
ers. but his peoplc knew him, and the [ron 
Duke's spies in Blackmoor had long ago dis­
covered his favorite disguises. So when the 
show began and this entertainer, a renowncd 
Thonian songstress namcd Lola Dafin, be· 
gan to wca,'e her spell, another spell was also 
cas\. And suddcnly. to the utter amazement 
of his companions. Uther disapp<:ared from 
their midst. At first, there was concern, but 
nOt panic. After all, the Comeback Inn is un­
dcr a po"erful enchantment that makes il im­
possible to exit withoU! outside help. Since 
the front door was under the direct observa· 
lion of the king's companions and guards 
were surreptitiously keeping watch on all 
other exits, il was unlikely that the king had 
left the inn. But whcn a thorough search 
turned up no trace of the monarch. there was 
p~m ic enough. 

Within hours, the Regency Council W<lS in 
session. Composed of the greateSI leaders of 
the North and the men closesl to the ki ng, the 
council picked up the reins of power and or­
dered stern measures. The Comeback Inn 
was immediately closed until further notice. 
All persons in the inn at Ihe time of the disap­
pearance other than the king's companions 
were ordered 10 remain in Black moor. Those 
who lived more than 10 miles from the lown 
were ordered 10 remain inside Ihe inn, itsclf. 
To ensure that they remain~>d there, guards 
were st<llioned inside the inn to regulate their 
movements. The king's spymaster. the re-
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nownetl Fletcher Wi1!iam (The Fetch), aug­
mented these guards with two of his own top 
agents, Alwyn Morland and Veslo Meridan. 
A call for hclp was SCnt \0 the most powerful 
wizards friendly to Blackmoor. 

Weeks laler, the Regency Council was no 
closer to an answer than on the day of the 
king's disappearance. The songstress and her 
greasy, portly manager, a little ttI<ln named 
Dubonino Scat man, were interviewcd <It 
some lcnglh. The ton's staff was repeatedly 
questioned. The backgrounds of the guests 
were thoroughly investigated. Theonly Ihing 
that had been established wilh any cenalllty 
was that several strangers had left the com­
mon room shortlv befure the king disap­
l)Cared and had never returned. 

Attention began to center on the odd gate 
in the inn's dcepest cellar. \Vizards stared 
endlessly into il5 misty depths. a~ if the pearlv 
fog inside ils arched entrance could thereby 
be made spit OUI the lIIissing monarch like a 
pumpkin Med. 115 rocky lintel was e"amined 
for runes or other marks that might explain 
its purpose or origins. But here 100 the in"cs' 
IIgalOrs came up empty. 

THE SEARCH FOR 
TOMORROW 
Finally, the wizard Robcrt the Bald, aflcr a 
lengthy examination of Ihe magic web that 
surrounded the inn and linked it to the gale 
came up with a theory that seemed to explain 
the affair. Having surmised (correctly) that 
the gate was a hole in lime and space, the wiz· 
ard theorized thM some enemy of the king 
teleported him from the inn's common room 
into the cellar where accomplices, undoubt· 
edly the missing strangers, then dragged him 
through the gale into an unknown time-space 
location The fact that the individuals re­
sponsible had chosen to kidnap ralher than 
kill (and, indeed, had almost certainly ac' 
companied the king through the gate) im· 
plied thllt they had some mcans of returning 
to this timc and place. This, in turn, implied 
that othcrs could go through the gate and 
come back safe. 

The Regency Coundl pondered the wiz­
ard's words. After stretching and proclding 
and examIning the theory in a dozen different 
ways, its member~ agreed that this idea might 
have merit. But there were too many ques· 
tions unans"ered, tOO many threads left 
loosc. Where (and when) would those who 
entered the gate come OUI? How could they 
control il? How could they get back? Even if 
the theory were accurate, there were just tOO 
many imponderables to justify sending a res-



cue pliny through the g1<u:. The council 
funned II special magical comrnb~ion, which 
$po.:n! almOSI a year studying the mailer. In 
the meant ime, the guard (hat had been 
placed on the grue in the immediate after­
math of the kidnapping was doubled. 

The new commission determined that Ihe 
gale was nO! always open, Ihal sometimes 
thi ngs thrown at it passed through and olher 
limes Ihey bounced from ils milky surface as 
if it werc slone. They found that the limes 
when it appearw to he open often coincided 
with the first night of the full moon. They 
found that spells had no disccrnablc clTcel on 
it They aho found, by sending through vari­
ous small animals, dlat nothing that wenl 
through ever returned. Mustly. they con­
firmed wlllll they already knew. The real 
questions remained. 

Had the council but kno ..... n. thc ans ..... ers 
..... ere in their hands. Locked in the inn, itself, 
..... ere three agents oflhe Iron Duke: the song­
strus Lola Dafin who had planned the ab­
duction. her agent Dubonino Seatman ... ho 
had CaSt the teleport spell. and their accom­
plice, the serving wench Melanie. who held 
in 11I;r hands one of the three amulets created 
fOrlhe duke. BY! since the council knew noth­
ing of this, and since the Iron Duke's three 
agents were protected by a geas against lell­
ing what they knew under magical or non­
magical imerrogation. the council remained 
in the dark. 

Meanwhile, the \'uhures g«thered. The 
duke's army was preparing to invade The 
Afridhi were again on the mo'·e. The Egg of 
COOt was !Taming a new army. Skandaharian 
shipwrights were hard al work building new 
longships to carry a fresh generation of raid­
ers to Blackmoor. Without Ihe king to rally 
"nd unite the kingdom, the North ..... as st:Lring 
full in Ihe face of its doom. 

It was then that somelhing happened to 

change the situation. Unexpectedly and 
against all hope, a band of strangers walked 
through the gate and into Blackmoor. They 
were drened in outlandish clolhillg and car­
rying weapons of a style never seen in Thonia 
(though widely copied thereafter). Most in­
terestingly, while they claimed w know noth­
ing of Ihe king, they also claimed to have 
stumbled upon the inn and its gate in an un­
inhabited wilderness far 10 the nurth of an un­
known city cal led Corunglain. But the 
important thing was Ihat they had walked 
through the gate! 

FREDIGAR'S HOPE 
The surprise arrival of these adventurers Ul 

Blackmoor sent wizards and wise /lien illlo a 
frenzy. Old books, plans, a nd records were 
uncovered and examined in delail. The story 
ofilll: inn's foundin g was told and retold. The 
known details of its enchantments were re­
viewed continuou~ly. Briefly, this is whal was 
known: 

Once Ihere was a Blackmoor peasam's son 
named Fredigar Cripps who loved to hang 
about Ihe local inn and listen to the talllales 
(and rarer real exploits) of the tough-looking 
advemurers who frcquented lhe place. Fredi· 
gar dreamed of himself becoming an adven­
turer and making a great fortune. Not an 
uncommon dream. to be sure. nUl Fredigar 
made it happen-on his firSI adventure. He 
aho found, incidentally, that adventuring 
was a good deal les$ pleasant in the doing 
than in the telling. As a result, when he had 
the unheard-of good fonune to stumble on a 
good-sized treasure on hIS first and only ad­
vemure, he decided not to press his luck fur­
ther. 

Instead of going on further adventures, he 
bought his parent! a pleasant COllage inside 
Blackmoor and used the rest of the money w 
build an inn on the town's main square,just a 
short di~tance from Blackmoor caslle. He had 
originally intended to call this new establish­
ment Fredigar's HOfX" bUI settled instead on 
a different name. He called his home and 
business fhe Comeback Jnl!. [t was, e'·eryone 
agreed, a mO!lt remarkable name -bUithen. 
il was also a mO!lt remarkable place. 

From the day the walls staned togo up, the 
establishment was an important landmark in 
the North. Few who stopped in Blackmoor 
failed to make an appearance Ihere. As a re­
sult, the inn soon became an informal labor 
exchange and information market. Whether 
a person sought to hire the services of a wiz­
ard. wanted to hear Ihe real tale of the found­
ing of Lake Gloom)" needed some charm to 

ward off an illne55, or just craved good food 
and drink, the Comeback Inn was where he 
would stop. 

The reason for the inn's instal'll success 
(and the tremendous cost that went imo it­
enough to build a dozen castles, it is said) was 
the care lhal Fredigar look to have it perme­
ated with expensive a nd rare magical spells. 
One of the lesser spells. for example. ensured 
that lhe larder would always remain full and 
its coments fresh and of surpassing quality. 
The storerooms and cellars seemed hardly 
able \0 hold more {han a day's supply of food 
and drink for the clientele. Indeed. that is all 
that they contained . 

But each night, at the stroke of midnight, 
something wonderful happened. \Vith a soft 
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gurgling, the empty casks of spirits refilled 
themselves. The scraps of meal remaining on 
their hooks grew back into full sides of beef 
and juicy hams and plulIlp chickens and 
geese. The last few items in the prodUCe bins 
threw off tWillS. who threw off other twins 
who threw off still more twins until the bins 
were again full of crisp CarrOl! and potatoes. 
leafy cabbages, and large eau or fresh SWeet 
corn. With soft poppings and wooshings. the 
proviSIonS consumed during the couue of the 
day replaced themselves on theIr accustomed 
shelves. and the larder of the Comeback Inn 
was again ready for business. 

Nor wa$ this the only such powerful en­
ch"mrllem on the inn. For also at tlte stroke 
of midnight the privies and trash bins all were 
emptied and Ihe kitchen cistern refilled itself. 
In the china closet, Ihe broken crocks and 
cracked cups quietly mended themselves. In 
the laundry bin. the soiled sheets and com­
forters magically lost all nain! and folded 
them$elves into neal stacks of warm, sweet­
smelling linen. It was as if some faerie queen 
had arrived with a host of faerie scullions to 
ready lhe inn for its next day's businen. 

To ensure the privacy of the guests against 
unwanted intrusions (and to make it virtually 
impossible to leave behind an unpaid bill), 
Fredigar sent all the way to Mohaes to pur­
chase the strongest possible magical protec­
tions. These one-of-a-kind spells formed an 
invisible protective web around the Come­
back Inn . This high-level enchantment, 
which was wo'"en directly into the unique 
fabric of magIC energies beneath Blackmoor, 
itself, was far 100 strong to be dispelled by 
mere mortals, for it involved a dangerous 
tampering with the essential shape of the uni­
verse at this isolated place in space and time. 
Thu s, the enchantment has endured through 
riot and warfare. lire and ice, eaTlhquake and 
flood. 

Basically, the magical protections around 
the Comeback Inn are exceedingly Simple in 
operation. Anyone who has immediate evil 
intentions toward Ihe inn or il$ occupants. 
has been placed under bane by the Church, 
or who has had the geas laid upon him by the 
owner to "never come back in." is unable to 
enter the inn. Upon moving through what 
appeau to be an entrance. such persons find 
themselves back where they were when they 
attempted to enter the place. All other per­
sons enter the inn without difficulty. ThOse 
inside can leave only with the assistance of 
someone outSIde who grasps their hands and 
pulls them out. Persons who try to el!l\ by 
simply walking through a door o r climbing 
out a window find that they have reversed di-
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r«tion and are n:t:ntcring the 11111 through 
that same door or "'lIldow. Regardless of the 
aucmpted mtthod of l'xi! (backing, ('rawling, 
tlying. jumping, or whatever). the result is al­
""3)'5 the same. In cach case, the person sim­
ply comes back 10. 

The same web that generate! this curious 
dfco,;t has a number of equally curious side ef­
feelS. First, it ;tbo blocks the passage of magi­
cal energies iow or out of the Inn unless those 
energies arc bound within some object or en­
til\'. Thus. spells canna! be cast through Ihe 
inter.coing "eb. but rna!;!ic iu::rns can be 
frcclY('arricd in and Qut of the inn, and spells 
can be cast inside. 

Second. ils protects the mil structure and 
its permanent furnishmgs from both magical 
and non-mal.;:icaJ damage at the hands of 
those inside the wcb's field (e_g .. Inside the 
inn struClure). Thus. fire will nOt burn the 
~tructurc or furnishings unless set from out­
side. Similarlv, attempts at chopping holes in 
the walls will result in shivered ax hekes and 
Jarred shoulderl!l unless the chopping is done 
from outSIde. Even magic weapons don't 
work against the web when used from the in­
side. The web scnses. though. when an indi­
vidual's intelll is not hostile, and "reacts" 
accordingly. Thus. one can drivc a nail on 
which to hang a picture. but an attempt to use 
the same nail merelv !O punch a hole in the 
wall would fail. 

Third. the inn seems able in some fashion 
to repair itself. Thus. at midnight. when the 
tuns of ale rdill themselves and the larder 
grows new hams. the inn also n:grows a shin­
gle that may ha'-e fallen or resecures a shutter 
that has come loose or glazes a window that 
has been broken. These repairs arc never 
lllrge. A nail here, a worm hole there. no 
more. But the long-term effect. together with 
human maintenance. is!O keep the structure 
looking like new. 

Various gUCSts have tried coumleS5 
schemes in order to beat the inn's powerful 
spell (more for the sake of the challenge. one 
suspects. than for any benefit they might 
gain). A thief once tried 10 shinny down a 
magic rope let out a second·slUry window. 
only to find, when he crawled out the win­
dow, that he was back in his room with the 
coils ofrope piled at his feet A falllOus wizard 
sPCnT an entire week unintentionally teleport­
ing from room to room inside the inn (with 
sometimes emi>.1rassing re§uhs) before he fi­
nally admitted that there wu no way to tele­
port out of the building. Similar attempts to 

escape via dimeltsion door and pllSswall spells 
have been equally educational. T he dimen­
~;on doors alwavs led to some other part of the 

tlln. and no plIss":tIl~pell has ever worked i'l­
side the building. 

Of course, an inn that people can·t leave 
Isn·t much use. So the management keeps an 
employee stationed outside the main en­
trance to grasp the hands of guests and pull 
them through to the olllsidc "orld. This. he 
docs whenever Signalled by the bartender 
that the gue~t has paid and is welcome 10 
leave. For some rea:ron built into the web's 
complex stOrCtUre. inn employtt, arc able to 
freely lea.·e the buildin!\:. Again. the web 
!Cems to sense a person's status, because indi­
viduab who have been terminated by the 
management have found themselves unable 
to le/lve withoU! outside ass istance. 

\Vhat is often frustrating to those who seek 
to make an improper exit from the inn is that 
thcy can see the outside world so clearly. 
Sound will not l)as5 the web. but light is an· 
other matter. Passersby can be signalled to 
and will even conduct whole conversations by 
pantomime (though the local citizens ha'·c 
long since grown bored with thIS diversion) 
'Ct, Ihrough all such seemingly normal inter· 
action. the web remains as impervious as 
e'·e r. 

T he fim'] enchantment built mto the inn is 
a strong atunement to its owner. The inn sim­
ply knows to whom it righlfull)· belongs. and 
th;s individual has certain special abilities 
and al1ribllleS "hlle inside it: 

I . His 5t rength is the same as if he wcre wear­
ing a girdle of giant strength. 

2. He is always surrounded by an .lllli-magic 
shdl(as per the spell of that name, blll cannot 
be dispelled by a wish). 

J. He can teleport into any room in the inn 
from any other room in the inn merely by de­
ciding to do so_ 

4 . He can at any lime dispd alllllagic inside 
the inn (except the inn's own enchantments) 
as if he were a 20th level magic user. 

j. He can at any time lay a special geas on 
any person in the inn as ifhe were a 20th level 
magic-user. ThiS geas eonststs of telling the 
victim "not to come back in." Thereafter. the 
individual can never reenter the Comeback 
Inn (except via the gate in the cellar). The 
owner can also lift this geas by simply telling 
an individual to :"come back in." 

This, Ihen, is what the wizards learned about 
the Comeback Inn. This and the faci that the 
gate in its deepest cellar has been there since 
the fi nal prOl(:etive enchantment was laid 
upon the place. Of the nature or purpose of 
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that gate, Ihey srill knew nothing. 

BEG INNI NG 
THE ADVENTURE 

The entin: adventure that introduces the 
players to Hhlck'lloor takes phlce in and 
around the Comeback Inn. Actually, it would 
be more accurllle to say that it takes place in 
and around three djffcrelll Comeback Inns. 
·10 a"oid confusion, these three different inns 
have been g,,·en the following names: 

The Inn Between The Wo rlds: This Come­
back Inn exists In the world described in 
module X I (The Isle of Dreru/) which cOllies 
in the D&O® E)(I~rt sct. It is the first Come­
back Inn that the players entered (will en­
ter?). and it contains the gate through which 
they entered (Will entn?) Black moor. In fact. 
Ihis Comeback Inn exists 4.000 years after 
the Blackmoor Comeback Illn and a few 
yean before the Prison Out of Time (both of 
which are described below). 

T he Bl ack m oor Co mebillek Inn : This 
Comebat·k Inn exists 4.000 years before the 
present wurld described in mnclulc X I. T his 
i~ the Comcback Inn where the Iron Duke set 
his trap. from which the King of Blackmuor 
disapl'can·d. and into which the players 
~tcpped (will step?). 

THE PRI SO N O U T OF TIME : T his 
Comeback Inn exists in Ihe world described 
in module XI In fact.thisCorneback Inn ex­
ists just a few years after the Inn Between the 
,"'orlds. It is this Comeback Inn where the 
Iron Ouke has !Ct Ul' his prison and into 
which the pla>·ers must go if they are to rescue 
the king. 

All three Comeback Inns usc thc same floor 
plan. However. the content~ of the inn·s vari· 
ous rooms are different in each case_ These 
contents arc detailed in a separate key for 
each Comeback Inn. 

You can stan the a{h-enture in one of twO 
way~: 

I . March To The Broken Land s: If you are 
using Ihis module as part of an ongoing cam­
paign. )·ou may wisb 10 have the PCs travel 
through pan of the continent shuwn in mod· 
ule XI (The lsle Of Dread), included in the 
D&D® Expert scI. In this case, you will need 
to flesh out the details of Ihat jou rney as per 
that module and the rules in the D&[)!' Ex­
pert Rulcs Booklel. You can then use Ihe 
boxed material below as a guideline fo r plant­
ing the clues that will ultimately lead the 
players into Ihe Broken Lands in scan:;h of the 



mysterious ~!ru(!Ure thaI proves (0 be the 
Comeback Inn , 

2. Discovery Of The Inn Between The 
Worlds: If you usc the prcrollcd characters 
provided in the back of this module or if you 
don't fcdlhe need to show the PCs how Ihey 
gOI \0 the Broken Lands, simply pick up the 
aClion by reading the following passage to 
them. 

Everybody knows about Ihe Inn Between 
the Worlds. People ha\'c been u:lJing Sto­
ries aOOUi il for oyer a thousand )'cars. 
Most of the stories are bunk, of course. 
Like the legend that II houses a band orhe­
rocs sworn to save an empire-if only they 
can find their way OUI of the inn. Or the 
equally sill)' legend dl:ll it is a place of ClI­

ile for an cvillord whose people droye him 
from their own dimension so that he 
wouldn't cause them further trouble after 
they had deposed him. Or the most ridicu­
lous Story of all-that it is a hostel for a 

brotherhood of adventurers who t ravel be­
tween worlds in search of wealrh and ex­
citement. 

But not all such folk yarns need be: lies. 
And there is nm a story told about this fa­
bled inn that docs nm speak with hopeful 
vagueness of casks of sparkling gems and 
mounded piles of glittering andent coins. 
Perhaps, indeed, such things alT buried in 
thc rocky spire when' legend cia 'IllS thc 
inn is found. !ronly half of what is said in 
half the fablcs told is true, then there be 
riches then' enough to make a king give 
up his crown for just a glance. 

So it was that whcn a ragged, starving 
beggannan first stu mbled from that sun­
baked hell mcn called the Broken Lands 
and fell into Ihe cooling shade of Corun­
glain's North Gate, the hearts of men 
st irred mightily. For here had come an one 
who said he'd seen the famous inn, the ru­
mored home of so much wealth and won­
der_ 
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Such stories have been told before. And 
this one would have been discounted, the 
moreso since the broken, gasping hulk 
that om:e had been a man gave up his 
ghost with one lasl ranling gasp in Ihe 
very mornent that he had uttered his pro­
nouncement, "the Inn Between the 
\Vorlds-is found." G rim delusion of a 
dying man. some called it. But mhers rec­
ognized through sores and scars the face of 
one well known in Corunglain in former 
days. A migllly hero he had been, and one 
not given to lying boastfulness or baseless 
statement. Thus, those who kllt:w him 
wondered. 

For those olhers who knew him not , 
Ihere was yel one more proof. And this 
one set all Corunglain alight. For tightly 
clulched in Ollt: clawed, sun-blackencd 
hand was somelhing Ihal had nOI been 
seen in the waking world for ful! one thou­
sand years. A copper coin, it was-but 
coin ofa type Ihal should nm have been in 
this or any other land. This poor benl 
Ihing was al first all covered in verdegris 
of unknown orgin_ BUI "henlhe greenish­
blue patina had all been rubbed a"a)" 
there on its face for all to see was the leg­
endary Hawk of Andahar and beneath it 
the "'ords "Ulher, Once and Always:' 

The Uther named had ruled 4,000 
years agone. The house of Andahar had 
been dead for 3.000 of those years. swept 
b<:neath the sea in the cataclysm Ihat ut­
te rly destroyed the ancient kingdom of 
Blaekmoor. The laSI remembered coin of 
Ihis 'ype had been melled to a slug when 
the gro.:at Thonian 'JcmpJc of Rcmem­
brano.:e burned to the ground over a millt:­
niurn before. All history, all legend, and 
all reason screamed Ihat it should not have 
been. But hert: it was, connecled in the 
words of a dying man wilh a place sup­
posed to be the resting place of an ancient 
treasu re. 

And thus you now find yourselves in 
th is broken desert or rock and scree, seek­
II1g a lonely inn Ihal sils in legend on a 
tower of rock. The first panics that hur­
riedly formed to hunt this tlTasure have 
long sino.:e returned 10 Corunglain or per­
ished. The lau~r waves of such tlTasure 
hunters a re also but a memory. 

Thousands went into the Broken Lands 
in those lirst days and weeks. Herdsmen 
and carters, tradesmen and sef\'i ng gi rl s, 
cou rtesans and gamblers, Ihey spent their 
life's sa\'i ngs to equip themselves, boughl 
worthless maps from charlatans, and 
trekked like fat sheep into Ihe wilderness 
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of rock and sun-only to return in days or 
weeks. weary, beaten and despoiled-if 
they returned at all. Those not be<:oOlc thc 
prey of brigands b«ame the prey of mon­
ster,. Those who survived both threats. 
more often than not simply broiled quietly 
10 death when their water gave out and 
their horses died. Thus ended the great 
treasure hum of the amateurs. Now it is 
the: turn of the professionals. 

El<perienced. stedy-eyed advenlUrers 
like yourseh'es don't buy maps from char­
latans. Nor do you ride soft city-bred 
maru into the killing sun. Nor arc you 
easy prey for jackals, whether Ihey walk 
on two legs or four. But even such as you 
must sometimes wonder if there will ever 
be an end to barren rock and sand. 

For weeks now, you have braved this 
tortured hmd, climbed its rocky peaks, ne­
gotiated in sandy-bottomed canyons. 
Food and water are starting to run low. 
Your hor~(s arc tired. You, yourselves. are 
no longer fresh. Since you must have light 
to search the far horilOn, you dare not 
move at night as sense would dictate. In­
stead, you have had to quarter the blasted 
terrain by day and ~ar the full heat of the 
sun, tradingcomfon for tight . Now , your 
facc$ are burnt as black as charcoal. Your 
lips are dry and cracked. Your eyes can 
only squint sightkssly into the noonday 
glare, hardly able 10 distinguish one 
twisted rock formation from another. 

A sudden gust of wind riflles the manes 
of your horses . And then you hear it. A 
squealing sound as of metal on metal. It 
comes from above, from a chimney of 
rock off to your l!:'ft . You cannOt see the top 
from here, but a fall of broko:n stone 
peeled from the chimney forms a slope 
gentle enough for your horses to negoti­
ate . Another guM of wind. The squealing 
comes again. This time you hear a sharp 
crack of wood on wood, like a loose shutter 
banging againn a wooden window frame. 
Your hearts pounding with excitement, 
you spur your horses to take the slope 
The brittle rock falling away beneath their 
hooves sets ofT a small slido: that carries the 
slope away behind you, but you make it 
safely to the ledge of rock at the top. 

Invisible from below, this ledge of rock 
is different from the chimney you just 
climbed. That was the same crumbly 
sandstone as the surrounding hilb and 
canyons . This is diffe rent. Hilrder, 
denser, smoother, it has the same feel as 
the igneous rock found further north in 

the volcanic heart of this broken land. Un­
like the surrounding rock, the ledge is 
black as ebony and unbroken, though 
scored with many grooves and folds . It 
slants upward past a lip of sandstone. You 
follow it until the ledge begins to fall away 
into a shallow depression, a smooth, al­
most perfectly rounded bowl of black rock 
set atop the sandstone chimney. Even 
though drifted sand here and there ob­
scures the eerie symmetry, the bowl's un­
natural shape makes you shudder slightly. 

As you follow the ledge past the lip of 
blasted sandstone and the land opens out 
before you. il final gust of wind again car­
ries to your ears the squealing sound of 
tortured metal. Only now you can see its 
source. There before you, cradled in the 
bowl of black rock, rem a tall L-shaped 
building of indefinably archaic construc­
tion. The building's southwest comer, 
which you now face, is indented to forlO a 
30-foot square courtyard that is amply 
sheltered by the nonhcm and eastcm 
walls. These walls are built from the same 
dense black slone as the bowl itself, but 
the walls are stained a greenish hue like 
the moss in the bOllom of an old 
millcouoe. \Vhere the smooth, black 
walls are broken by apertures, the oaken 
frames and panels are weathered to an 
ethereal silver-gray thai fairly gleams. 

Before you, sel high in the east wall 
above a long open porch is what must be 
the main entrance, a dosed, blank door of 
oaken panels Ihat looks like it could hold 
back an army. An oaken double door in 
the south wall stands open . Through the 
cool dimness of ;ts arch, you can see what 
looks like a cobbled ramp leading down 
into blackness. You peer at the unbroken 
windows !O catch a due that will tell you 
what you've found, but their film of oily 
dust and sand gives them the appearance 
of lidded eyes. Were it nOt for this dusly 
coating and for the drifts of fine sand 
heaped upon its porch and piled high 
againSl its smooth black walls. the Struc­
ture could be quite at hOlOe set down on 
the busiest market street in Corunglain . 

Even as you take in the scene inside the 
bowl. a single broken shutter gives a final 
thump, and a signboard over the main en­
trance is released by the wind. swinging 
back down to its vertical position with a fi­
nal metallic screech. Perhaps it is some 
vestige of the paint that once graced this 
sign-or perhaps the phosphorescenl resi­
due of some dead or dying organism that 
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once infected the wood-but the leners 
seem to glow a pale green against the 
weathered silver boards. In the script and 
language of elder Thonia that has de­
scended to your generation in corrupted 
form as the Common Tongue, the sign­
board reads-"The Comeback Inn." 

RU NNING THE ADVENTU RE 

The PCs havc now been introduced to the 
Inn Between the Worlds, which is detailed in 
the next section It is necessary thai they now 
enter the inn, preferably via the double doors 
in the north wall which leads from the stable. 
If they havc not done so after three turns, a 
giant roc passing overh.:ad spots them and 
descends to attack 

Giant Roc (1): AC 0; H D 36: hp 144; MV 
60' (20'), flying4BO' (160'); IAT 2 dawsll 
bite; 03-IB/3-18/8-48; Save F14; ML 10; 
AL L; XP 6,250. 

Unless killed, the roc continues to attack as 
long as the PCs and/or their mounts are in 
the open. If they enter the inn, which is the 
only source of shelter in the open bowl of 
rock, then the roc waits o utside the inn for 1-4 
hours and then departs. 

Once in the stable. the PCscan explore Ihe 
enlire inn. It is even possible (and highly de­
sirable) for them to lead their horses and 
mules through the cellars to the gate that 
leads \0 Blackmoor without ever exiting the 
inn I n fact, from the time they first enter th(' 
Inn Between the " 'orlds until they enter the 
gate in the lower cellar, they are unable to 
leav(' the building. The fir5t part of the ad­
venture takes place within this one locale. 

Once the PC, are insid(' the Inn Bet .... ccn 
the Worlds. ~hey can explore it a~ will, and 
should be encouraged to do so, since clue' 
have been planted there which will hdp them 
in future. At some point, after trying and fail­
ing 10 get OUI of the building , they will want 
to try the gate. When they do so, they will en­
ter various incarnations of the Inn Between 
the \Vorlds until they finally reach Ih(' Black­
moor Com.:back Inn, which is the site of the 
second part of their ad,'enture. 

Use the section dealing with the Blackmoor 
Comeback Inn to run the second part of the 
advelilure . In Ihis part. the PCs meet a num­
ber of important figures in B1ackmoor and 
get a quick education in the culture and poli­
tic, of that land. They also learn something 
about how they got 10 Blackmoor. Finally, 
Ihey get a chance to solve Ih(' mystery of the 
king's disappearance and unmask the agents 



oflhe Iron Duke . Then, having found a way 
[0 cOnlrollhe gate, Ihey wilt eithc:r use it "01· 
untarily or be ordered by the Regency Coun­
ci] 10 usc it in order to find and n"scuo:: King 
Ulher. In either (a5O:. they will enter Ihe gate 
again, this lillle crucring the Prison Out of 
Time, when:: [hey will confront The Warden 
and his minions. 

mill 

The third pan of the advcnture consists of 
Ihe dangerous mission 10 rescue' the king, and 
is detailed in the seclion concerning Ihe 
Prison OU! of Time. Allhe cnd oflhis pari of 
their ad,-cnlUre. the PCs will have an oppor­
tunity to either reenter their own world or to 
return to Blackmoor 10 receive their reward. 
The players' options in Ihis regard art: de-
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tailed in the section on cnding Ihe ad,cmure. 
The final section of the module, dealing 

with funher ad"c:ntures. is duigm:d 10 help 
you construct additional adventures for the 
players should they return to Blackmoor. 
This section also serves as an introduction to 
the succeeding modules in this series. 



THE INN BETWEEN THE WORLDS 

GENERAL BAC KGROUND 

Use the material in this seclion 10 run Ihc first 
part of thc adventure. In this par!, thc PCs 
enter a Comeback Inn that exi", in Ihcirown 
lime:. This location is called thc: Inn Bc/wn.'/, 
The \\'orlds. It conlains liule: treasure and 
only a few monsters, but is rich in clues that 
wilt be of future usc: . After exploring it 10 
thcir hearts' content and thcn finding that 
Ihey can't get out, Ihe players should be en­
couraged to experiment with tnc gate. 1''''0 
days should be more than enough time for 1:;1<­

plaration. Your main objective as OM (and 
talc spinner) is, after aI!, 10 gCI dlc PCs OUI of 
thdr own limc and into Black moor. 

This Comeback Inn is an impressivc: build­
ing by any standard. In consln.,cting iI, the 
builders scooped OU! pan of the shallow hill 
on which it stood so that they could lTach the 
dense. black bedrock. Stone obtained when 
the stables an(l ccllar were hollowed Olll of 
Ihi, bedrock was trimmed and used to build 
the mn's walls_ The rc:sult was a 
monumental-looking 50-foot tall black edifice 
that towered over the lown. The finest oak 
was used for ils rough-hewn beams and raft ­
ers, while "arnished dark oak planks and 
panels were used 10 lay its Floors, panel ils in­
lerior walls. lind craft its doors and windows. 
A lighter-colored oak was used to make 115 
door jams and window sashes. and the heavy 
shul1ers Ihat frame the windows. The roof is 
tiled with black slale. 

The inn has IWO wings (weSI and sOUlh), 
joined 10 make an I.-Shaped Structure_ The 
south wing contains the main inn house of 
four levels (Ihe lower level containing the cel­
lars. Ihe main Floor. the second floor, and the 
tower room). The west wing is a IWO-Story af­
fair housing the stable and hayloft. The 
southwesl corner of the building, where the 
tWO wings join is indented to form a court­
yard. 

In general, the Inn Betwttn the Worlds is 
in excellent shape considering Ihal since the 
cataclysm it has been sunk benealh the sea for 
200 years, encased in ice for another 800 
years. mbject to [he effects of two major 
earthquakes. and lefl unattended in the mid­
dle of a blas[ed desert for a couple of millenia. 
The structure's ability to slowly regenerale it­
sdf has. during that lengthy time. allowed It 
to repair Ihe damage done by ice_ sea waler. 
and marine organisms. And, of course, as al­
ways. the larden. feed bins, troughs, and cis­
lerns are full. The china in iu magic dOset, 
the glasses beneath Ihe bar. and the crocks 
and serving platters on their magical shel"C"1 
in the common room alT all in pristine condi-

lion_ The sheets, towels, bllLnkets and com­
forlers in Ihe linen plT5.!I and the clothing 
stored in Ihe magical closets and wardrobes 
arc also as fresh and clcan a~ the dlLy they 
were first slored then::. 

In fact. most of the inn -s contents alT excel­
lent condition. Since all of its furniture except 
a few chairs is bolted to floors or built into 
walls, it partakes of the building-s magical 
protections. In addition, it~ hooks and brack­
ets all contain individual spells protecting the 
items hung from Ihem. Thus, all of the con­
tenn of the various shelves, cabinets, brack­
ets. and hooks are also protected. 

BUI the inn's complex web of enchant­
ments is nOI all-powerful. Items not pan of 
the inn structun:: and not stored in furnilulT 
or containers or hung from hooks or brackets 
Ihal arc pan oflhat structure have long since 
disintegrated. Nor can the inn clean itself. 
Only those substances in specific disposal ar­
eas are removed. The accumulatcd dust. 
sand. grease, and grime of some three mille­
nia coven every surface that does nOI have a 
sel f-clcaning enchantment. 

The painted and varnished surfaces of the 
Inn's illlcrior are in fine shape:, but they a rc 
coated with dust and grirnc. The inn's exte­
rior wooden members, which are only parli· 
ally prOlected by its enchant ment, are also 
sound, but any paint or vamish that once ad­
hered to it is now gone, and Ihe wood has 
weathered somewhat so that i\ glows with an 
eerie silvery-gray shttn. 

Mud that seeped in during the inn's long 
immersion in the sea has dried rock-hard in 
every nook and cranny. The unbrokcn leaded 
glass windows are covered inside and out 
with a thick crust of dirt. There is an inch or 
mon:: of fine dust and sand spread over every 
table_ chair. floor, and counter. Cobwebs fes­
toon every bed, table. counter, beam, and 
sconcc and block every archway (though. due 
to lack of food, few spiders survive long 
enough to do mon:: than spin their webs). The 
fireplaces and stoves are all choked with dust 
and dricd mud mixed wilh hardened soot to 

make a cementlike substance that kttp5 their 
magical fires from being kindled. Where a lit­
lIe sunlighl penetrates to the dark interior, 
motes of dust dance in it5 weak beams. 

The effect of all this age and din is as if the 
PCs wcre moving through some landscape 
mumed in newly fallen snow. Everything is 
eeril)' quiet. Sound doesn'l carry '-cry far, 
and the air has a cenain choking quality to it. 
There's also a smcll of andent death about 
the place, the legacy of hundreds of small ani­
mals thai ha'"e found Iheir way into the Struc­
ture over the long centuries and then Sla,,-ed 
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when they (ouldn"1 get OUI. 
Altogether. this Inn Between the ""orlds is 

an unpleasant and dlTary place whose "ery 
desolation makes it somewhat spooky. By us­
ing the guidelincs in [his section 10 conSTruCt 
your own de$Criptions of Ihe surroundings, 
you should be able [0 create an lLtlllosphere 
Ihat has the players ready tu leave the place 
almost as soon as they enter il. \\' hen they 
thcn discover Ihat there doesn't seem to be 
any way OUI, Iheir nerves should really be on 
edge, and they should be happy to attempt 
their escape: by walking illlo that billowing 
cloud of mist in the cellar that leads to parts 
unknown. 

\Vhen the PCs use Ihe gale to leave the Inn 
Between the \\'orld5_ Ihcir destination is de­
termined by rolling !d4 lLnd modifying thc 
result by adding Ihe number of times they 
have pre"iously entered the gate_ If th" result 
is 5 or greate r. the players arrive in the Black­
moor Comeback Inn. Olherwise, Ihey arrive 
at an inn that cxists dowmime from the inn 
they originally enlered (e.g., sometime in [he 
fUlure) or uprime from that inn (e,g., some­
time in Ihe pasl, but afler the destruction of 
Blackmoor). The choice of" hen the mil ex­
ists is yOllrs. Howcver, whether located in the 
fUlure or Ihe past" each inn is identical to the 
first Inll Betwttn the "'orlds cxcept as fol­
lows: 

I. It contains no tracc of He path Nun's party, 
the orcs or any of the monsten cncountered 
in the fint Inn Between the \\'orlds or any 
!ubscquent inn. The inn exists either far up­
rime from when these emities entered Ihe 
building. or so far downtime that all traces of 
their presence are obliterated. 

2_ If the inn exists downtime frOIll any inn 
pn::viously visited by the PCs, Ihen any Irea­
su re or other items they pre"iously removed 
are no longer present. and anything Ihey 
damaged still refleclS [hal damage. Ifit exisls 
uprime from an inn they "re"iously visled, 
then they fail to find or obtain any treasure 
thaI the PCs found downtime from their cur­
n::nt location. For example. if the PCs 1001 [he 
cash drawer under the bar in cOlllmon room 
of the first Inn Iktween the Worlds, they au­
tomatically find illiniocked and empty when­
ever Ihey are downtime frolll thai first inn 
and fail to pick Ihe lock when uptime from it. 
In order to prevent confusion, you must keep 
dose track of where each inn lies in lime_ A 
good way of doing Ihis is to designate the fiut 
Inn Between Ihe \\'orlds <IS "0" and assign 
posiril'f: numbers to all downtime inns and 
/legali,'" numben to alli/plime inns. 



J. The inn contains monsters not present in 
Ihe first Inn Between the " 'orlds, but that 
h:l\'<: wandered into the inn al some other 
time. Each lime II,,: PCs go Ihrough the gate 
and cntl'r an inn other than the Blackmoor 
Comeback Inn, the peril is different It 
dmngcs as follows: 

The first lime the PCs pass through the 
gale, lhey are attllcked by a band of JO 
troJl, in the lower cellar (8). 

Trolls (10): AC 4: HD 6 + 3"; hp 52 each: 
:-'IV 120'(40'); IKr2c1aws/' bite: 0 ' ·6! 
1-6/1·]0: Saq: F6: ML to ;A LC: XP650 
each. 

Eilch troll carrics a pack w ntaining some tat­
Icn;d clothing, a couple o r well-gnawed 
bones. a ~mall g Teas)" sack containing 10 to· 
p.'1ZCS (wonh 300 gold pieces each) and 1,000 
gold pieces. 

• The SlXond time the pes pass through the 
gate. they are attacked by three cocka· 
trices in the lower cellar (8). 

Cockatrices (3): AC 6; HD 5 " ; hp 20 each; 
1\oIV 90' (30'), flying 180' (60'); '",r I 
beak; D 1·6 + petrification; Save F5: M L 
7: AL N: XP 425 each . 

The third time the PCs pass through the 
gate, they an: ambushcd in the cast pas­
sage (5) by a party of 12 wcrerats in man ­
si7.ed rat form who h:H'e ht:ard thelll come 
th rough the gate_ 

\Ven:nllS (12): AC 7. 1103'. hp IS each. 
;l.1\' 120' (40'); IAT I bire or weapon. D 
1-4 (bi te). 1-8 (sword); S;,v" F3; M L 8: 
AL C; XP 50 each 

Thc wcrerats an; evidell1ly members ofs()1I1(" 
SOrt of tribe or brotherhood since t:ach wears 
11 lin Identical jeweled gold bracelet shaped 
like a rat 's tail, worth 300 gold pieces. In ad· 
dition, each wererat's cloak is fastened b) a 
gold pin shaped like a rat's head with small 
pit."Ce$ of amber for eyes. Each pin is worth 
450 gold pit:ces. The leader of the band wears 
a rlng of human control. Hi s second-in­
command carries a w"ud ofp,lfalyzil lioll with 
6 charges. 

, Thl' founh time thc PCs pass th rough the 
gatc. they enter an inti whosc COIIIIllOII 

room is ,x-cupiw bv four wra iths_ 

\\'r,liths (4): AC 3; }-IO 4 " ; hp 20 each; 1\'IV 
120' (-1-0'). nying 240' (80'); KAT I touch. 
01·6 + energy dr;o;I1, Save F4. ML II; 
AL C: XP 175 each. 

From thl' time the pCs enter the Ii.-:st Inn Be-
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twct:n the \Vorlds until they reach the Black­
moor Comeback Inn, roll Id6 once every 12 
hour:!l to sec if anything comcs through thc 
gate. On a roll of I. the PCs encounter a 
monster that has wandered through the gate 
and into the inn If an encounter occurs, roll 
Id6. The result determines the type of en­
counter : 

I Chimera ( ]): r\ C 4; HO g 'o ; hp 70 e~,ch; 

M V 120' (40'), flying 180' (60'); IAT 2 
cla .... s! 3 heads + breath; D ]-3/1-312-81 
1-10/3-12 + 3-18; Save F9: :\IL9; ALC, 
X I' 2.300. The chimera nc,'er leaves the 
lower level. If the pCs arc on another 
level, tht:y ;Iut oma d cally encounter it 
upon descending to {he lower level. Don't 
roll again for w;ondering monsters cnter­
ing through the gate until after the chi­
mera has been encountered . 

2 Mant icores (3): AC 4; HO 6 + 1° ; hp 30 
each ; MV 120' (40'), nying 180' (60'); 
'AT 2 clawsl 1 bill' or 6 spikes; 0 1-411-4/ 
2-8 or 1-6 each, Save F6; ML 9; AI. C; 
XI' 650 . The mamicores never leave the 
lower level. If the pCs are on another 
le,·d. they aUlOmatlcaJly encounter them 
upon de.5Cendin~ to the tower level, Don't 
roll again for wandrring monster:!l e tller­
ing through the ga te umil after the manti­
cores have been encountered, 

:I Basilisks (2): AC 4; HD 6 + I" : hp 40 
each: MV 60' (20'); IAT I bitell gaze: D 
1-10 + pct rilic<ttion. Save F6; ~IL 9; AL 
N: X l' 950. The basilisks ne,'er leave the 
lower level. If the pCs a rc on another 
level, they au tomatically encounter them 
upon descendtng to tht, lower level. Don't 
roll again for wandering monsters emer­
ing th rough the gate until after the basi­
lisks have been encoulllert:d_ 

4 Hellhounds(5): AC 4; HO )": hp 20 each. 
;l.IV 120' (40'): IKr I bite or I breath. 0 
1-6 or special : Savc F5: 1'.'11.9; AL C; XI' 
425. 

5 Brigands (19): Nine arc AC 6 (Ieathcr a r­
mor and shield): H I) I : hp 3 ea..:h: MV 
120' (40'); , AT 1. 0 1-6 (short bow) or 1-8 
(sword): Save 1'1. ;"IL 8; AL C: XI' 10. 
;-..line arc AC 4 (<:h<linmail and shield); 
HO I; hp 5 each; M \' 120' (40'): IAT I. 
I) 1-8 (sword); Save 1'1; ~ I L 8; AL C. XP 
10. The remainmg brigand is the leader 
and is AC 4 (ch:llnmail and fJllgofprorcc­
Ijoll + /); I-II) 2; hp 8; l\'lV 120' (40 '); 
KAT 1; D l-tI (sword): Save F2; ML 8; AI. 
C; XP 20. The leader has a polion of hero­
j~m, a leather sack of 20 a mlx:r 510tles 
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(worth 200 Kold piec.:es each). and an an­
cient and half-destroyed trcasure map 
purporting to show the location of the Inn 
Betwc.:11 the \ \'orlds in rclatiun to various 
obscure landmarks. All of the b rigands 
arc dressed in bright si lks, and each wears 
earrings. bracers, nec!aces, and other Jew­
elry worth 1500 gold pieces. and carries a 
small purse containing 10 gold pieces. 

6 Im'isible St.llker (I): AC 3; 110 8 ' : hI' 42; 
:-'-IV 120' (40'); IAT 1 blow; D 4·16: San: 
F8: ML 12; AI. N; XI' 1,200. This invisi ­
ble stalker was summoned for the purpose 
offollo ..... ing 11 wizard's enemy who had es­
caped through the ga te into another time. 
Order..:d by its summoner 1U '"go through 
the gate, slay what you lind on Ihe other 
side, and thell return to me." the itl\'istble 
stalker has been moving continuously 
through the gille from one time to the next 
happily slaying e,-eryone it meets. 

If the die rol! results in tht: uppeMance of 
mon sters that have already ..:ntered the inn, 
roll ag;oin. 

SPEC IAL NOT E: Since the inn. itsdf, can' t 
be harmed, it is um.rrec:tw by any melees. As 
for PC and monster casualties. assun\(' ,hat 
long after each melee. some gentle soul who 
wandered into the inn dropped them down a 
latrine or trash chute. where rhey were 
sou ndlessl)' "nd very efficiently eh[llinat..:d 
during th~' inn's nightly housecleaning. 

DESCRIPT ION 

This secllon con tams a room-b\·-roolu de­
scription of the Inn Belwe..:n the Worlds. It is 
used for each inn the playas ent,'r until they 
rea"h the HI:lckmnor Comeback Inn 

Lower Level 

T he rooms on the lower len:1 arc 'Ut from the 
bedrock Exec'pt for the south passage and 
lo ..... er cdlar. thev arc all 20 feet hIgh. have 
noo.-:s flagged in Ihe same black StOOC as tlw 
b..:droc:k. ;md are ronfn! over "lIh oak 
planks. supported by heavy, rough. hewn oak 
beams. T he south pilssage is 10 feel high. and 
its floor "n(l ceilinli( arc of n;ctural bedrock_ 
The lo ..... e r cellar is 25 feet high and iis floor 
and ceilin~ are ,,1<0 bolh of natural bedrock 
There arc no wmdows at th is Incl, but thl' 
walls a rc streaked wilh a grccni_h. phospho­
rescent subst:mce that make~ 11"'111 glo" el'er 
so slighrly. giving off a dim li~ht 

t. The S t able 

A IS-foot ramp !cl.ds down into tillS Ion!!: I"" 
stable from the hea,~- inw;trd-s"in~inll" dou· 
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ble doors in tht $Ollth wall. The stable's noor 
is actually JO fect below ground level and on 
the same level as the inn's cellars. Its north, 
west, and south walls are cuI from an up­
thrust segment of the black bedrock, but the 
east wall is built of large dll:s!led and mor­
tared stones of the same substance. Sand has 
drifted through the open doors in the south 
wall and is piled knee deep at the ramp's fOOl 

and ankle deep throughout 1II0st of the rest of 
the room. Only tht cobbles within a few (eet 
of the cast, west, and north walls are com­
plctely ckaT of sand. 

There is a big, lidded oak feed bin brim­
ming with oats sct against the first stall in lhe 
wtSI wall Uust !O the left of the ramp that 
leads to the surface). Theno~ are a pair of dead 
rats by the feed bill. They arc victims of an 
enchantment that protects the inn's comesti­
bles from vermin. To the right of the ramp is 
an oak water trough and a pair of oak water 
buckeu. Bmh bin and trough are kept filled 
by the same enchantment that keeps the inn's 
larder filled. 

Also to the right of the ramp is a recessed 
shelf cut into the rock wall. Stacked on thai 
shelf are two short, stout oak limbers that can 
be fitted into four iron brackets on the inside 
oflhe stable doors in order to bar them. The 
shelf and its limbers partake Oflhe inn's en­
chantment so that the wood has sutvived in­
tact. 

The stable comains Iwenty rough-hewn 
oak stalls, all of ..... hich are empty. By the gate 
to each stall isan iron hook from ..... hich hangs 
a leather feedbag and a !;trred leather bucket. 

A locked oak door in the south wall to the 
right of the entrance ramp opens into a tool 
room (2). This door can't be broken in; Ih ... 
lock must be pick ... d inSlead. A permanent 
ladder centered about five feeel from the 
nonh ..... all gives accus to the hayloft above 
the stable (28). SIOut double doors in the cast 
wall lead into the west passage (3). Like Ihe 
double doors in the south wall, these hang 
open. 

2. T he Too l Room 

The room before you is 20-feet square and 
contains a be ..... ilduing variety of tools and 
equipment. Built into the center of the 
somh wall is whal appears to be a small 
forge, now cold. Next to the forge is a 
large oak quenching vat filled with what 
looks like water. In the northeast corner 
are six open kegs.50 dust-coated and cob· 
webbed Ihal you can't dctermine their 
contents in the dim light. Buih into the 

east wall are a dozen rugged oak shelves 
containing indistinct, dusi-shrouded 
shapes that might be tools of some sort. 
The nonh and west walts arc SCt with 
three dozen iron hooks apiece. Suspended 
from each hook is some big, heavy­
looking tool-here a SCt of longs. there an 
iron rake. over there a two-man saw. The 
floor near the: room's only door is inches­
deep in drifted sand. The: rest of the room 
appear~ to be cobbled in the same black 
stone as Ihe walls, though il is hard to tell 
for sure since dust lies thick on every su r­
face. 

There's a 90% chance that any large hand 
toollhe PCs wam is hanging on the .... all and a 
similar chance that they will find any desired 
small hand tool used for gardening, smithing 
or construction purposes on the shc:lves 
against the east wall. Three of the kegs con· 
tain nails of various sizes. A founh contains 
horse shocs. The remaining two contain bars, 
rods and scraps of iron and slec:1. The 
quenching vat is ind~ filled with sparkling 
clear waler. The forge is unusable since its 
flue is blocked by sand and dusl. 

3. T he: West Passage 

This low, rock· walled pauage runs 60 feet 
north-south before angling 10 feet to the east. 
AI each end, it is blocked by Slurdy, oak· 
timbered double doors, no .... hanging open 
The west doors lead to the slable (I). The eaSI 
doors lead 10 the nonh passage (4). The 
north, east, and south walls of the corridur 
arc roughly hewn from the lh'ing bedrock. 
The ..... est wall is finely dressed and monared 
slone cut from the same source. 

Sixly iron hooh set in the: ..... C$t wall and 
another 60 hooks set in the oak roof beams 
eomam a wide variety of riding gear­
saddles, bridles, spare girths, stirrup leath­
ers, etc. Suspended from one of the hooks 
near the dOOr! in the weSI wall is a large can­
vas sack containing brushes, rags, alld a pair 
of sealed crocks, one containing saddle soap, 
the other containing a fine oil. Suspended 
from anodler hook is a pair of buckets con­
laining six brushes and curry combs. A hook 
set in Ihe soulh wall holds a six-foot, oak step­
ladder. All of these items are thickly coated 
..... ilh dust. 

To the right of the doors in the west wall is a 
recessed shelf cut into the rock wall. It con· 
tains a shoT!. heavy oak timber that can be fit­
ted into IWO iron brackets on Ihe inside of the 
doors in order to bar Ihem. 
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4 . The North P assage 

The walls of thi~ 30-foot passage contain six 
iroll lantern hooks (three in the nonh waU 
and three in the south wall). One of those in 
Ihe south walt contains a pair of lanterns filled 
with oil . At the passage's west end are open 
double doors leading into the west passage 
(3). AI the east end is a flight of slOne stairs 
cut {rom the bedrock and leading up 10 a 
closed (but unlocked) door giving access to 
the kilchen (18). A crude arch .... ay in the 
south wall leads intu the east passage (5). 

.5. T he East Passage 

The central section of this 50-foot passage 
widens from JO feet OU[ [0 25 feel in order to 
accomadate four oak tuns sel against Ihe east 
wall. f rom norlh to south. the tuns contam 
beer, ale, a rough, dark red wine, and an as­
tringent white wine. All of these beverages 
are nOI only potable, but offinesl quality. Not 
what one would expect given the inn·s aura of 
age and abandonment, but these tuns are 
magically fashioned 10 nOI only refill thetn­
selves at midnight with whatever they la8t 
tontained, but also 10 keep their contents 
pure and wholesome. 

A crude oak door set in the west wall leads 
to a wine cellar (6). A heavy, five-foot square 
bivalved trap door in the ceiling opens out 
1010 the common room (10). An archway in 
the .no.rth wall leads 10 the north passage (4). 
A Similar archway in the south wall !eads to 
the south passage (7). 

6. T he Wine Crlla .. 

The rootn before you illust cenainly be 
the inn's wine cellar. Though the inky 
stones with which Ihe floor is nagged and 
the similar bla(k bedrock from which the 
walls are carved tends to absorb an light. 
you can make Out a few details. Its north­
ern half is packed with barrel$ stacked 
three high, their oaken sides burned wilh 
what are clearly vinter's rnarb, but of a 
type unkno ..... n to you. The room's south­
ern half. on the other hand, conlams three 
floor-to-ceiling ..... inr racks stuffed ..... ilh 
dusty cobwebbed bottles. There is a 
wrought iron whed suspended by thick, 
dusly chains from the oak-beamed ceiling, 
and what seem to be a score or more of 
scarlet candles are spaced around its 
blackened rim. 

The 30-foot by 45-foot room is. indet.'"d, a 
wine cellar, at one time the best in Ihe Nonh­
land,. The magical enchantlllent on this 



room ha~ kept the kegs and ca~ks and bottles 
unbroken and their (Onlem! not only whole· 
some, but ofhighesl quality, unchanged after 
thousands of years. Thert: an: 150 harrels of 
wine and ! 600 bottles of wim.:s and spirits in 
the racks, virtually all of unknown brands. 

If the players examine its contents closely, 
they find that the various barrds and boules 
contain labels and vinter's marks proclaim­
ing them 10 be the products of such places as 
thc Shire of Booh, the Fields of Malis, and 
STamford Abbey. Oreven greater import an: 
the vintages, which arc rendered in rdation 
10 unknown rulers of odd, unamed realms. 
ForexampJe, onebottlc'slabel proclainu that 
in conu~nll were "oollll:d at Glcndowcr in 
the 300 year orlhe Reign ofOser," while an­
UlheT proudly Slates thai its fiery conten!! 
were "dislillo::d and bottled at Vo::stfold in the 
12th year of tho:: Ro::ign ofNing" Many of the 
labds contain Iho:: lo::go::nd "Ulher. Once and 
Always." 

Hanging from a rack of iron hooks to the 
left of the door are a variety of implements 
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used to tap kegs, open bOllles. and test vin­
tages. T here is also a long-handled taper 
holder for use in lighting the candles in the 
chandelier. 

7 . The South Passage 

T his 30-foot long passage ramps down 
about 10 feet to a turning. Around that 
turning, another rock-walled passage 
seems to continue. A pale fish-belly while 
glow emanates from that turning as if to 
signallhe presence of death beyond. The 
ceiling, walls, and floor of this panage 
and the turning beyond an: all cut from 
the dense, oily, black bedrock. The an:h· 
ways at each end an: blocked by iron 
barred gates dosro with a simple latch. it 
so::ems. 

The gates arc dosed only by a small latch, 
meant only to keep them from accidentall), 
swinging open-but nOi designed to pn:vent 
access. T he weSlern archway gives onto the 
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cast passage (5). T he eastern archway opens 
into the lower cellar (8). 

B. T he Lower Cell ar 

Some 60 feel long, 20 feel wide and 25 feet 
high, the room before you is cut emirdy 
from the living rock. The dense black 
depths of its uneven walls and ceiling ab­
sorb light, making this a place of dim cor­
ners and dark shadows. The eastern wall 
is lined with Ihe long floor-to-ceiling 
shelving unil!. each of whose eight shelves 
an: crammed with an assortment of dimly 
perceived objccts of $Orne indeterminate 
nature. Against the west wall is a disor­
dered tangle of wood scraps. spaTll and 
beams, all twisted, warped and worm­
eaten. looking like nothing $0 much as Ihe 
rotted refuse of $Orne shipwrcck. 

But whal dominates the room is ilS eerie 
northern wall. There, contained within a 
10-fool arch of blackest stone is a roiling. 
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pearly mist that seems to catch thc light of 
some internal fire and spn:ad its pale glow 
upon thc room. Before this cldrilch mist 
stands a wall of dose·sct iron bau that 
spans thc room from cast waU (Q wcst, 
blocking access to the glowing a rch. As if 
to whisper the futility of this gesture. a 
pair of doors in this wall hang open 10 

make a IO-foot entrance leading 10 thc 
arch. 

The shelves along thc east wall contain hun­
dreds of large sealed jars and crocks of pre­
served foods of every imaginable variety, all 
perfectly preserved by an enchant ment on the 
shelves. themselves. T he heaping mounds of 
rolled junk along the western wall are of no 
interest or value, though, ifthc: PCs uamine 
them, Ihey notice rcd stains here and there 
that more or less pick out the shapes of weap· 
ons and armor. 

The most imponam item in the room is the 
an;hway, wnh its pearly fog. This is the gate 
in time that i~ the only way in or out of Ihe 
Inn Between the \"orlds. [t is a most curious 
artifact. T he mists inside it never cease to 
move, though the lights behind them seem to 
pulse faster or slower, and there seems at 
times to be a veritable storm at play within 
the mists, complete with nashes of light that 
break like summer lightn ing. 

Yee, even when these lights a~ nuhing 
most frenetically, the sounds coming from the 
arch in no way m:ttch them. T here arc none 
of the expected cmshes and booms as orthun­
der to accompany the lightning fla3hes. In­
stead, there is only a distant whistling sound, 
like wmds sweeping across desolate peaks. 
When the lights becom.:: more activ.::, these 
winds wail more loudly; when they are 
calmed, the wind dies down to a whisper. 
T h.::,e a~ the winds of time, which blow 
mo~ loudly when the gate is a(liv.::. Some­
times. when the gate is briefly attuned to a 
time in which there are people on the oth.::r 
side and when the listener stands very close, il 
is possible to dimly hear above the howling 
winds the sound of distant voic'::5 holding in· 
distin.::t conversations. 

If the PCs approa.::h the gate, it becomes <1'::­

tive. 

As you approach the arch, the light inside 
it begins to pulse wildly, and there is a 
sound like wind whistling through a can­
yon. Suddenly, the mists part, and three 
vaguely luminescent figures step from it. 

The figu~s arc th~e spectres that ha\'e wan­
dered into the inn. and arc now adrift inSide. 
moving through time in search of an exi\. 

Spectres (3); AC 2; HO 6' ' ; hp 30 each; MV 
150' (50'), flying 300' (100'); 'AT I lauch: 
o 1-8 + double energy d rain; Sa,'e F6: 
M L 11; AI. C; XP 725 each. 

If, after dealing v. ith the spectres, the PCs ap­
proach the gate more closely, they see that 
tendrils of fog now and then blow from the 
archway and dissipate in the air. CI05e up, 
the gate emanates bitter cold. Its surf:.ce 
burns like driest ice. If touched while the 
lights and winds arc calm, the surface is solid 
and cold. At such times, the gate is closed, 
and nothing p<:nelrates its surface. \\'hen the 
lights arc active and the wind blows loud, as 
is the case during the turn the spect~s enter 
and th roughout the three turns after they ap­
pear. the gate is open. It is at such times that 
il can be entered. 

There is a 50% chance that the gate is open 
and can be entered at any given time. This 
incidence is unusual, and hi's occu red only 
because the PCs have arrived at a time when 
the planets ar.:: in a specific conjunction that 
has caused the gate 10 be extremely active. 
Normally, the gate is open for only a few 
houn on the first nighl of the full moon. Of­
ten, if the planets a re improperly aligned. it 
will remain closed for months (or .::ven yean). 

\\'hen dosed, the gate can't be entered, 
but it can still be used as an e"it by those who 
have emcred it at some other time. T he use of 
the gate for .his purpose is signaled by a sud­
den increase in the movement of both mists 
and lighu and a higher volume of sound. 

[t is possible to enter the gate only part 
way, but all that can be observed in such tn­

stances is the surrounding fog. It is also possi­
ble fo r someone to enter the gate while 
holding on to something or romeone (teth­
ered to his own time by a rope, for example). 
As long as a link is maintained to one's own 
time. it is impo!lsibl.:: to enter another time. 
However, the roiling clouds of miSI will some­
times (10% chance per lurn) part long 
enough for someone Inside to catch a fleeting 
glimpse of the lower cellar al another lime. 

The gate is of infinite size. capable of ac­
comodating an entire army. if necessary. 
However, only th05e who are physically con­
nected to each other (by a rope. for example) 
are aware of each other's presence. Entry is 
e"tremely painful, due 10 the gate's intense 
cold, but does no damage, no matter how 
long an indi,·idual remains inside. The air 
within the gate is thin, hut b~athable. 

Due to the gate's time-di$lorting qualities, 
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those who enter it from Ihe same localc at any 
time during the same period of aCli\ity (eg., 
the period between an opening and ils ne"l 
closing) all arrive at e"actly the same time· 
place at three-second intervals and in the or­
der in which they entered the gate. Even if an 
individual enlen the gate hours after another 
person. they will both reach the same time­
place just a few seconds aparl. During any 
given use, the gilte v.orks like a one-way 
door; tho~e who enter from one time-place 
and do not remain tethered to their own time­
plac.:: wind up in a st'cond, specific ,ime­
place. Since direcllon has no meaning in this 
regard, they can 'I "return" to the time-place 
they just left by turning around, walking 
backward~ or b)· any other means. If teth­
ered, they can pull themselves baek (or be 
pulled back) into their original time-space 
since they Ita"e never really left it! 

The Main Floor 

The main noor rooms are all 20 feet high. 
Unless otherwise noted, they are floored and 
paneled in a d ark varnished oak and have 
plaster ceilinli\s_ The main rafters in the com­
mOn room, store room, and kitchen art: c,,­
posed_ The ceilings in Ihe other rooms arc 
COn5tructed so that their beams and rafters 
arc hiddcn by plaster. 

Unless otherwise noted, doors are the same 
dark varnished oak as the floors. They are 
dosed, but unlocked, unless otherwise speci­
fied. 

There arc 14 window~ on the main floor 
(four in th.:: south "all, six in the north "all, 
and two each in the east and west walls). All 
14 are 12-foot high bay windows SCI at waist 
height, and composed of di"mond-shaped 
panes so en~rusted with din bolh inside and 
out that nothing can be seen Ihrough them 
T hey do, howl'ver, let a pale light inw the 
outside rooms. Each window is framed by II 
pairofheav)". wine-red velvet cllrtains. These 
curtains arc undamaged. but ar.:: so filthy that 
their actual color is hard to determine. 

9_ The Fro nt Po rch 

This three-foot high veranda is cut from be, 
drock, surfaced with a deck of heavy oak 
planks. Running its length is a two-foot rail· 
ing, broken only in front of tILe stairs leading 
up from the courtyard. Atop the porch is a 
door leading into Ihe inn's common room. 
Leaded glass windows in the inn·s north alld 
east wall are tOO begrimed for the PCs to sec 
through. The porch is part of the inn, and 
thosc standtng on 11 can't brt:ak the ,,"lI1do"$ 



or force the door; Ihey are encased in thc en­
chantment that kttps them from harming Ihe 
struC!urc. They can. ho,q~"cr. freely enter 
and ellil thc porch. 

10. The Common Room 

This high-ceilinged GO-foot by 40-fool hall 
is dead)' a common roolll. There _Ire a 
score of tables scallned auoul the room. 
and the norlh"csi corner holds a fifteen­
fo..,! long bar. The nonh wall behind the 
bar is occupicd by a car ... cd oak floor-to­
ceiling cabinet, the open Upp.;T shelves of 
which (omain hundreds of glass bottles 
filled with liquids of .'arious colors. The 
<;cntral pan orthe cabinet contains a mir­
ro r. The other walls are paneled in dark , 
varnished oak. Tall massy shelves and 
cabinelS built into the norlh and east walls 
hold mugs, crocks and sel'\'ing dishes. 

There an: heavy oak doors in the nonh, 
ea5t, and west walls and an an:h leading 
into shadow in the nonh \\all. ;\'ext to the 
door in the cast w,,11 is a flight of stairs 
leading up to a landing_ Then: are three 
massive fireplaces fronted in a gra>', red­
\'dned marble spaced betwt.-.:n the win­
dows in the south wall. To the north ofthc 
door In the west wall are thn:e big. high­
backed, (Hr\"ed oak ann chaiT$ partially 
upholstered in red ,elvet. 

By the Jim light from six tall window~ 
in thc south and west walb, you can barely 
make OUI thc grim visages of dozens of 
beasts large ilnd small looking down at 
)'01,1 from the walls_ Thae are bears and 
boars apknt)'. Also a num\xr of great 
C;ltS. and ccntert.-d high on the ('ast wall a 
magnificent stag. But all arc dead, their 
sightless e)'es mere chunks of glass, theIr 
heads mere decorations. 

Above your heads a dozen wheel-shaped 
wrought iron chandeliers hang by chains 
from rafters painu:d in bright-colored ge0-

metric patterns, From one of the chandeliers 
a man is suspended by his nn:k The crum­
pled bodies of half a dozen orcs lie huddk'd 
on the floor amidst the tables. All bear the 
hacks and stabs of monal combat and an: 
surrounded by dark brown stains. The thick 
layer of dust has l>een disturbed hen: and 
then: b), scuffiing feel. 

The tables and Ihe three chairs set against the 
west wall are all securely bolted to Ihe noor $0 

that they can't be picked up and used in a 
brawl. The from right legofeach ofthechairs 
surrounding these tables is also bolted to the 
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tloor, allowing it to be pi\'ott.-d for (asy sitting, 
but at the same time keeping also it from be· 
ing uK<! in a brawl. Like everything else that 
has been made part of the inn structure, these 
tables and chaiT! are undamaged by time and 
the elements, 

The mirror behind the bar is a mirror Qf 

seeing. It allows the viewer. on com mand, U) 

see the renected area truly for one turn. All 
hidden. invisible, and ethereal objecu and 
creatures are \ isible whim, [n addition, any 
objects or creatures not in their true forrn­
whether polymorphed, disguised, or 
otherwise-are seen as they truly are, with no 
chance of deception. Finally, alignment, ex­
perience, and power (e.g. level) are abo dis· 
cerned. No distant areas can be examincd, 
only the arca within 120 feet that is retlC{;ted 
in the mirror. This item functions magically 
three timn per day 

As is only \0 be expected, the hundreds of 
bottles behind the bar contain a selection of 
wines and spirits. All of the bottles arc open; 
alt are full; all contain some potable bever­
age. Beneath the rows ofbollies is a counter. 
lIS tOp consist~ of twO lids that open up to gi\'e 
access to the interior of the cabinet below. 
This magical cabinet consists of IWO metal­
lined wells filled with icc into which ha"e 
been jamrned bottles containing liquids simi· 
lar 10 those in the bonles on the she\\'es 
above. In addition, the wells contain se"eral 
dozen curiousl), sh<lpcd metal-capped bottles 
of $Orne ~wect, fizzy brown liquid. 

Cradled in a serics of recesses beneath the 
bar are four kegs, one of ale, one of beer, one 
of red wine, and one of white wine. All four 
kegs arc tapped. and all are full. A shelf below 
the bar and running its length contains scores 
of gleaming glasses and mugs. identical to 
thOSt on the shekes in the north and cast 
walls. 

Sctjust below the lip of the bar al Ihe point 
at which it curvcs toward the north wall is a 
locked cash drawcrthat can't be forced. If the 
drawer's lock is picked, it yields a copper tray 
containing five deep welts. Each weJ1 holds a 
different type of coin. The drawer holds 60 
copper pieces, 200 silver pieces, 60 electnrm 
pit:ces, 10 platinum pieces, <lnd 100 gold 
pieces. All of these coins are Thonian, and 
are of the same design as Ih;1I discovered by 
Rilk (Ihe Hawk of Andavar, surrounded by 
the words "Uther, Once and Alwap"). 

The tables, chain . trophy heads, floor, and 
staiT! arc an coated in a Ihick la)'er of dust. 
H owe,·er, the various shdves and the crocks, 
glasses. and bottles stored therc are fTfi': of 
dust and dirt. In fact, they fairly gleam . 
Again. the weird workings of the inn's en-
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chantmellt are evident. Storage places and 
their contents ;Ire all pristine, while the room, 
itself, is filthy. 

The door in the $Outh wall leads outside 10 
the front porch (9). The door III thl' ea,t wall 
leads to the cast washroom (12); Ihat in the 
north waJJ leads to the back hall (! I). T he 
Mchwa), in th(> north wall leads 10 the $C1"I.'ice 
haJJ (27). The stairs go up to the second 
floor's upper hall (29). Hanging from hooks 
hesidt the stairs arc three long·handled brass 
candle snuffe'" 

If the PCs examint: the dead orcs, they find 
that all perished some time ago from sword or 
dagger wounds_ Each dead ore is dad in 
leather armor and carries a d(lgger. a sword, a 
spear. a shield, and 10 t'oppt:r pi('{;es. In the 
proces~ of examining the orcs, they find that 
the brownish stains surrounding tht:m h,I\'e 
nOl penetrated to the varnished oak noor be­
low. Instead the orc blood (for such it is) has 
only soaked the coating of dust over that 
floor, When the dusl is wiped away, the oak 
planks look like new, 

If th(> PCs (Ipproach the corpse of the man 
hanging from the chandelier, they find th,lI 
he also has been dead for 50me da)-s or weeks, 
and that he is is unarmed, but 110,1\ his hands 
are free. The dusty coating on a nearby table 
contains a set of footprints, one of which 
overlaps the table's edge a5 If someone has 
pu~hed offin a gre;,tlc;op. In fact. they are the 
marks made by the hanging man when he 
jumped off the lable. This samc tablt: also 
contains a scabardcd short s .. ·ord + 1. + 3 H. 
urrckad. a pot of brown ink. a quill pen, a 
scrolled p;"-.:e of parchment, and ;0 leather 
purse containing 30 gold pieces. 

If the PCs examine the parchment. they 
read thc following words written in brown ink 
in large, labored 1ctleno: 

Now, al the end. I am uncertain, J fear to 

die the great dealh, but cannol li"e an­
other silent day m this accursed place. 
This unhol)' Inn Bt:twet:n the \Vorlds 
would drivt: me mad, [ think. Perhaps il 
has. Rut e'en 50, I'll nOI enter that white 
fog and disappear like my friends Cern 
and Charo. Wherever they be now, the 
great god reSt thdr lortured souls. No, not 
that. ;\'ot ever. For me qukk solace-and 
an end to the brooding cmptint:ss of this 
place we sought .. ith high good heart. 

Stranger, if )'ou read this, know that 
you are doomed. Perhaps, you arc wiser 
than we, Perhaps there isa way that we've 
not guessed to break this evil enchantment 
and pan without this place that calls itself 
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in bitler je~! Ih.., Comeback Inn. Perhaps. 
you will, with all good luck, find the exil 
th"l we (ould not. If so, puhaps you'!! 
tllke the lime to cut me down and bury 
me. In that fond hope, [leave my purse a~ 
winding fcc. Take also this sword, which 
has served me well and may do the same 
for )'OU. 

If, as I think the case, you be indeed no 
wiser Ihan we, than know you fhal there is 
no W3)' 10 leave this place. If doubt m)­
word you do, then try. DooT$ lIlay swing 
and windows ope, but when you've 
stepped through, you'll find yoursdfback 
where you started with only a blink of the 
eye 10 mark the passage Nor will you 
break the enchantment by breaking the 
place. We tried that. Our swords and 
clubs and axes bounced from walls and 
windows impervious !O our slrongeSi 
blows, The magic of our warlock compan­
ion failed us, coo, All for m was fudle. We 
could noc leave. Nor can you. 

\Ve came here, five of us, in ,carch of 
wealth beyond imagining. We sought che 
treasure house of myth-Ihe place 
wherein 'twas ,aid, th", wealth of the ages 
could be found. We soughl the Inn Be­
Iwe.;n the ""'orlds. We'd tramped across 
Ihe Broken Lands from Corunglain and 
searched for cwo long month$ before we 
found it-and then by mereSI chance. 

The winds Ihal blow aboul chis place 
brought us the sound of a shuller slam· 
ming 'gainst its cursed wall,. Bewitched 
by half-formed visions of mounlains of 
gold and hills of finest pearl, exposed 10 
our greedy, snapping fingen, we rushed 10 
meet our doom. Upon the b"rren porch 
we stood and elbowed each other as ide, so 
thaI we might calch a glimpse of the imag­
ined treasure But we couldn't see 
Ihrough the windows, and they would nOI 
break before our blows. 

Indttd, we did find Ireasure though. 
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Wedged between two planks of silvcn:d 
wood in the pon:h on which we stood, old 
Rilk found himself a copper. A peny thing it 
was. But it set our ]\t;arts alight with 
thoughts of richer finds inside. WI: tumhlt..'(\ 
down the stail"ll "nd dashed across the yard, 
meaning to enter the the place by the open 
gate we saw in 'he nonh wall. Capering like 
children, we ran within and down a ramp 
th<lt led us to a !Iable. Horses and mules, we 
lerl outside, together with Rilk, who called 
after us to Stop. 

[t was when llumed 10 shout 10 Rilk 10 
follow us inside and bring our mounlS that 
, first knew our doom. For I could see him 
standing in 'he yard shouting at us 10 SlOp. 
The words formed fasl upon his lips, but 
no sound came. Nor was there sound of 
wind, or blowing sand or horses nickering 
in the hot afternoon sun. All was as if an 
in\'i$ible blanket had been thrown oyer us 
that let in the light, but cut off all noises 
rrom the waking world. 



Disturbed by this wcirding. I turned to 
ka\'r: the place-and callie back in A 
dozen limes, I tried-and carne back in. I 
know not whilt il Will that Rilk saw, Per­
haps it looked as if I bU! turnc<1 around, 
for thai is how il seemed to those inside. I 
know, he looked at me in puzzlement and 
had the Knse to Slay outside the: witchy 
place. The: !"eSI of us bethought ourselves 
of escape and searched for some cldritch 
inn keep to open a secret door and let us 
ou\. vVe sc;m:hed the: inn from end to end 
and tOp to toe and then again. vVc found 
no one. Only the decaying corpses of some 
nameless things that we threw down the 
kitchcn disposal chule. 

Thus began our imprisonment. At first 
we despaired, for we had no food or drink. 
But we soon learned that the food and 
drink inside the inn was wondrous good 
and seemed w replenish itself in Ihc dark 
hours when we slepL for .... e ale the same 
ham a dozen times before it paled, and 
still each morn it hung upon liS hook as 
whole as on the day jusl passed when .... e 
had eaten it to scraps. The same thing 
happed wilh all inside. Only when we did 
nOi relUrn even the least shred or scrap 10 

its ProlXr larder was some ensorceled 
roaSt nOI reborn upon Ihe morrow in its 
prop.:r place The same was true for all 
that we consumed, \Vine that passed our 
lips returned to its barrel ere morn. and 
no matter how much ale we drank. the keg 
seemed always to be full . Yet, we were 
strong and sated ;1$ men arc not by faerie 
food. 

Weeks passed. A pensive Rilk, seeing 
that we did not weaken and die, but him· 
self now shan of food and drink, soon left 
us, laking our horses and gear. Perhaps he 
headed back to Corunglain to carry the 
news and bring us back same wi7.ard 
strong enough to break the enchantment 
that held us. J know not. We never saw 
him again. 

More weeh passed . The weeks turned 
into months. The winter howled about, 
Ihen passed . Often, we spoke of our c~' 
cape. BUI all that we tried soon failed . 
Only one thing did we avoid, holding il as 
a last resorl against the day when hope 
should fail. You've doubtlcss seen. Thcre, 
in the dttpc:S! cellar, it is . The: Gllfe:. our 
friend the warlock callcd it. An arch of 
magic fog that sometimcs storms with in· 
ncr lighl and leads we know not where. 

So we lived like relUClant kings inside 
our prison· hostel Until last week one day 
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at eventide. 'T .... as then the orcs burst 
from cellar where none should have been 
able 10 enler. for we had closed and 
barred the stable doors once Rilk no 
longer stood outside. The witchy inn was 
closed. How then came they here? 

In our hearts we knew. The gale, the 
awful gate below, was open. The horror of 
it seized our heans as we hunted and slew. 
Whcn all who had come up were dead, we 
stalked Ihe cellars. \.vhen finally we crept 
down the ramp into the lowest cdlar, we 
found the guards the orcs has posted 10 

hold their rear, On seeing us, they knew 
Ihat all above werc dead, and, squeaki ng 
with fright, they turned and fled, disap' 
pearing into the boiling foggy maw from 
which we knew they'd come. 

The strangeness of it froze us. Then, 
taken by some feyness, Gem and Charo 
proposed to follow. Into the fogs and 
smokes they would go, and Stt what es· 
cape there mighl be on Ihe other side. My 
cries of protest were in \'ain. My friends 
heard them not at all, but, stepping 'erost 
Ihe Ihreshhold, walked into the mists. The 
warlock waited but a moment before he 
too Went through. And I was alone. 

ThaI was a week agone now, and none 
of the thrcc have returned. Once [ lried to 
follow. But the mist would nOllet me pass 
Instead, it whorled and moaned behind 
some solid wall J couldn't cross, as if to reo 
buke me for my cowardice before, when 
my friends so willingly entered its em· 
brace. 

That is my tak. J go now to my death. 
Thc doors below arc again open and un· 
barred. Perhaps, 'twere beller not so. But 
if you be Rilk returned too late with 
means to free us, then 'twere well ifit were 
open. !fnO!, you have me in your debt for 
this foul chance thaI has trappc:d you too. 
Apologies, stranger. Take the purse. 

Hepath Nun 

II. T he Back H all 

Thi, 6O·f()()( long hall is floored and paneled in 
dark varnished oak like that found in Ihe com· 
man I"IXIm. The plaslerro ceiling is painted 
white. The WC!lt wall contains five ornale bTa$ll 
candle sconces spaced at inleIVals of roughly 12 
fttl.just south of me door to the master's study 
(15), the east wall makes ajog, fanning a 5·foot 
north wall. Hanging on this shan section of wall 
is a 2·foot wide by 4---f()()( tall painttng. 80th Ihe 
painting and its gilt frame are thickly COOled 
with dust. The PCs can view the painting iflhey 
wipe away the dust. 
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The painting shows a tali, solidly built 
man clad in black armor. H is ha",k·like 
face is framed by c1O$C·croppc:d black hair 
and a neatly trimmed black beard. His 
dark, piercing eyes seem to follow you 
wherever you move. The figure is sland· 
ing next to a folding camp table outside a 
tent. One gauntleted hand holds a scroll. 
The other n:sts on a partly furled black 
and silver banner. A brass plate set in the 
frallle below the painting identifies the 
work as "Uther thejuslifier," 

There are three varnished oak doors in the 
east wall. The soulhmost door opens into the 
barkcep's quarters (13). T he middle one 
opens into the porter's quarters (14). The 
northmosl one opens into the master 's study 
(15). A varnished oak door in the west wall 
opens into the service hall (27). At il5 south 
end, the hall ends in yet another varnished 
oak door that opens onto the common room 
(10). At ils nonh end, Ihe hall ends in a 
rougher, heavier oak door that opens onto the 
inn's backyard. 

17. The [;ut W;uhroom 

This roorn's plastered walls and ceiling 
arc painted a gay blue, and have been fur· 
ther decorated with repre5Cntations of 
fanciful sea monslers and mermaids ca· 
vorting in the briny deep. The floor is 
sheathed in blue and white ceramic tiles. 
A shallow counter runs the length of the 
north wall and contains three holes, each 
of which holds a copper wash basin filled 
with clear, cool water. Above the counter 
are three sconces containing blue candles. 
A long copper railing set into the south 
wall at chest height conlains a dozen spar· 
kling white towels. Thcre is a latrine in the 
southeast corncr. Next to the latrine is the 
crumpled body of an ore. 

Like his fellow's in the common room, the orc 
perished iIOme time ago from sword or dagger 
wounds. He is dad in leather annar and carries a 
dagger, a 5WOrd, a shield, and 20 copper piccc:s. 

The water in the copper basins is magically 
changed each hour. Below the latnne is a 
$IOne shaft that drops 20 fttt into Ihe be· 
drock. Dead or inanimale matter dropped 
into this latrine disappears at midnight. 

13. T he Barkeep '. Q uarters 

The plaster walls and ceiting of this 10· 
foot by 15·foot room are painted a pale 
cream color. The floor is the same dark 
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varnished oak found throughoul lhe 
building. Set in the cas! wall is a {ali 
kaded glass window thaI ten a fttblc light 
pass through i15 gmny diamond-shaped 
panes and wash over the rOOIll. Below the 
window is an oak bed, next [0 which is a 
night stand. In the southeast corner is a 
pile of gray. rolled. worm·eaten wood_ 
The southwest corner is occupied by a big 
enameled, iron healing stove, There is a 
tall double-door«! oak cabinel "entered 
agains! the south watl 

The rablllct is a divided wardrobe 1ha1 magi. 
cally deans and repairs any d01hing stored 
within ;1. One side contains a small closet in 
which hang several cheap shirlS, a weskit, a 
heavy fur coat, and 1WO pairs of breeches. 
There is a pair of boots on the closel's floor. 
The othtr side has eight deep drawers con­
(aining assorted men's stockings, underclolh­
ing, toilel arlid~$, and similar worthless 
junk Thc wardrobe is unlockw, except for 
the 00110111 draw~r, which contains a small 
sack holding 30 gold pieces, 80 silv~r pieces, 
20 copper pieces, and a lcath~r case inside of 
which is a woman's "edding band wOrlh 100 
gold pIeces. The coins are all Thonian coins 
oflhe ,;une de~ign ,IS that discovered by Rilk. 

14 . Th~ Po rter's Quar trrs 

T he pl;l!,,::r walls and ceiling of this 10· 
fOOl by 15·foot room are paintrd a light 
tan. The !loor is varnished oak. Set in tile 
east wall is a tall, grimy leaded glass win­
dow. Iklow the window isan oak bed. ex· 
cupying the southwest corner is an iron 
heating stove. There is a tall double­
doored oak cabinet centered against the 
south wall. 

Th~ cabinet is a divided wardrobe which 
magically deans and repairs any dothing 
stored within it. Oll<;' side contains a small 
do~t in which hang half a dozen shirts, a a 
dress coat, and three pain ofblT«hes. There 
are a pair of drus shoes and a pair of boots on 
the doset's floor. The other ~ide has eighl 
d~~p drawen cOnlaining a vari~ty of men's 
slockings, underclothing, and toiletries. The 
wardrobe is unlocked, bUI the top drawer 
isn't. Inside that drawer is a carved maple 
box containing 10 gold pieces, 15 siker 
pieces, and 40 copper pieces. T he coins arc 
all Thonian, or the same design as Ihat found 
by Rilk 

15 . The M u te r 's Stud y 

This 20·foot by 25·foot room is paneled in 
rich mahog.my. The plaster teiling is 
molded into a pallern of abstract swirls. 
pain led bright colors. The floor is covered 
by a lush, wine· red, wool carpet that fea· 
lures a design similar to that found Otl the 
ceiling. 

Dominating the room is a spacious, in­
tricately carvw mahogany desk and high­
backed chai r that sit a few fcct from Ih~ 
north wall. There are two over·stuffed 
armchain upholStered in wine·red CUI 
vdvet posilioned in front of and facing the 
desk. Set in the wall behind the desk are 
11'1'0 grimy windows, framed by wine·red 
\"I;:lvet curtains. 

A floor·to·ceiling bookcase enclosed bv 
leaded glass doors takes up the cast wall. 
Two of the doors are open, and directly be· 
neath them is a pile of books. You can ~e 
dozo:-ns of other books piled e\'O:-I)' which 
way on Ihe shelves. 

There i~ a mahogany door with brass 
fittings in the soulh wall and a carved, 
circular·fromed mahogany cabinet with 
similar filtlngs built inw the room's south­
east corner. A river of hardened mud and 
soot dogs ;. small fire place in the west 
wall. Each of the two brass wall sconce$ set 
above Ih,s fireplac~ holds a fat. white can· 
dle. Similar candles adorn a brass chande­
lier hanging from the center of the ceiling. 

T he desk contains a center drawer, thret left· 
hand drawers, and a right·hand cabinet. all 
locked. All the fillings arc in the same tar' 
nished brass as those on the doors and walls. 
The centcr d rawer contains a laquered tin 
filled with a mildly effective headache pow· 
der, a leather case holding two silver keys, 
and a dozen loosc scraps of parchlllen! con· 
taming obscure reminders to do things like 
"sec Giles-Osday-Iunch" and "buy 
buttons-bootblack-henna." The keys 
open the cabinet in thc room's southeast cor' 
nero 

The desk's top [eft-hand drawer contains a 
tinder box, a small brazier, th ree dozen sticks 
of scaling wax in various colors, and a seal 
stamp beanng a rendering of the Comeback 
Inn signboard wreathed by the words " ' n 
8lackmoor- Homc of Uther." The middle 
lefl·hand drawer contains a stack of 50 flat 
parchment sheets, six rollw sheets of parch. 
men! of the type u~d by Hepath Nun 10 "rite 
his note, and an ebony box holding 100 
parchment envelopes. The bottom !cft·hand 
drawer contains 12 scaled jars (each contain· 
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ing <l different color of ink) and tight quill 
I~ns. 

The desk's right·hand cabintt holds a stack 
of20 Iwger books. Each ledger contains are· 
cord of the inn's daily ca.h receipts and ex· 
penditun:s for a five-year period. ' Ii,ken 
wgether in chronological order. thtv covcr 
the 1 OO·year period representing the r~igns of 
the Thonian emperors Korin II (12 years), 
NialH! (8 years), Ruxpin I (3 years), Oser I 
(23 years). Bodmin r (I 4 y.~ars), Halkad [V 
(10 years). !'ling [(16 }·cars). ;" l elnik III (9 
yean), and Reger I (5 }·ears). If the PCs ex· 
amine the laSI ledger in the stack. there is a 
30% chanc~ that the PC " ith the highest in­
telligence will recognize Reger I as lhe em· 
peror who ruled Thonia when the camclysm 
destroyw it. 

The cabinet in the room's southeast torner 
contains a double door that opens to the two 
silver keys in the desk's middle drawer. Each 
door has a separate lock, and one key must be 
,n~rtw in each of them \Vhen the keys are 
turned simultaneously. Ihe doors open Iflhe 
keys arc not turned at exactly the sallie lime, 
11 spring·fed, poi$on·coatcd pin shoots OUI of 
the nlouth of;\ carved dragon above Ihe lock 
and slams illlo thc hand of whOt"\·t:'I" is holding 
the kcy (save "$. poison). 

Inside lhe cabmet is a stee! safe with a 
unique combinatiun lock This can be 
opened by a thief using his lock'picking abil· 
ity (with or without th,e"es' tools), but his 
chance of sUHessfully doing so is half 
(rounded up) of his chanc~ of picking other 
types of locks. Inside lhe safe are a wlllld of 
fear with four charges, three mctal lock 
boxes, and four small canvas sacks. One of 
the lock ooxes holds 50 gold p"!ces and 12!i 
elect rum pieces; the second holds a sack of20 
pearls. tach worth 400 gold pieces: thc third 
,5 empty. Each sack holds 200 coins. One 
holds gold; Ihe second siker; the third clec· 
lrum; the fourth platinum. All of the coins in 
this ~dfe arc nfThonian design and are ~imi­
lar to that found by Rilk 

Thc bookcase againsl the east wall holds 
several hundred Icath~r·bound volumes, 
most of them romantic fiction. Howc\'er, 
there is one cntire set of books beautifull}' 
bound in black leather and imprin!w in gold 
leafwith Ihc Hawk of Andahar. All but one of 
these \'olumes hu been turnbled to the floor. 
:md those books that havc fallen to the floor 
crumble to dust when you try to pick them 
up. No longer proltC.led insidc the magical 
bookcasc, they have delerioratcd almosl 
corllpleteJy over thc last thousand or so years. 
The one volume ofthc SCI that remains inSIde 
lhe protective case is cItan and undamaged. 
It bears (hl' imposing title "The Chronicles of 



Thonia. Book IX : Wherein is Told Ihc SlOry 
of cho:: Great Rebellion Against the Empire 
and the Rise orlhe: Nonh, Being a True and 
Accurate Account of Ihe 1101)' Life and 
Righteous ACls of Uther the Justifier A$ 
Compiled Ry The Syoohian Monk Valerin 
from Reo;:ord! found in Blackmoor and the 
Imperial Library at ~'l ohaC5." The book re­
late~ as much of the information as you care 
to rdate to the playcrlI from the sections of 
this module emitled Tile Tide of ConqueM 
and The King 011 Horseback. In faCI, enti re 
paragraphs could be read from those seclions 
under the guise ofbdng "excerpts" from the 
book's introduction. 

The dO()r in the south wall leads to the mas­
ter bedroom (16). The door in lhe west wall 
leads to the bao:k hall (II). 

16. The Mane r Bedroom 

Likl' the room )'OU Just left, this window­
less 10-foot by 20-foot room is paneled in 
mahogany. h has the same deep-pile car­
peting and molded plasterceiHng. But the 
room contains little furniture except for a 
huge mahogany four-poster m the south­
east corner There is an enameled heating 
siove against the east wall and a four­
drawer mahogany dresser in the room's 
northwest corner &t in the west wall is a 
double door. 

The dresser drawers are unlocked. They con­
tain dozens ofpatrs ohocks. a fonune in vari­
colored silk underwear and scarves. and what 
looks like enough men's toiletries to equip a 
small army. 

17 _ The Master Clofet 

This magical closet contains eight pairs of 
boots, twelve pairs of shoes, twelve cotton 
shirts, twelve silk shirts, eleven weskits, six 
dress coalS, fourteen pairs of breeches. seven 
belts of various descriptions, and a rack con­
taining five walking sticks (one of which is a 
sword cane-treat as a short sword )_ All of 
the clothing is designed for a man of rotund 
shape and garish tasles. 

18_ The Kitchen 

Even beneath all of the dirt and dUSI, this 
room could only be a kitchen Its walls 
and noor are finished in one-ineh white 
ceramic tiles that must once have 
gleamed. lIS rafters are studded with steel 
hooks from which are suspended a cook's 
dream of copper pans and iron skillets of 
every shape and size. The north wall is al 
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most entirely taken up by a multitien:d 
oven-sto,-e combination of black iron_ 
There are twO heavy oak doors in the wesl 
wall, a swinging double door in the south 
wall. and a founh door in the north wall. 
A big floor-to-ct:iling shelving unit 
crammed with serving dishes and other 
crockery occupies most of the east wall. 
The west wall is similarly occupied by an 
oak counter. Beside the double doors in 
the south wall is an oak cabinet. There are 
two tables and several movable carIS scat­
tered about the noor. 

One of the doors in the west wall leads down a 
night of stai rs to the north passage (4). The 
other leads into Ihe nort h hall (20). The dou­
ble swinging doors give access to the service 
hall (27). The door in the north wall leads to 
the china doset (19). 

The cabinet against the south wall is not 
locked. Inside are 12 shelves containing a 
clutter of pots, jars, lins, and erocks, all 
stuffed with herbs and spices of e,-ery con­
ceivable variety. On the bonom shelf are 
three potions Qf healing and twO porions of 
ddusion (which seem to be porions of 
healing)_ 

Unlike the orner StOvC$ and fireplaces inside 
the mn, the big sto,-e in the kitchen is free of 
dust, mud and debris. Beneath the siove is a bin 
filled to bursting with small logs and kindling. 
Like so much else inside the inn, this bin is mag­
ical and refills itself at midnight. 

Beneath the oak counter set into the west 
wall is a large magical cistern that refills itself 
with clear, sweel water each nighl. A pump 
set in the counter draws water from the cis­
tern into a sink in the counter top. A SCI of 
four drawers beneath this counter comain 
hundreds of pewter knives, forks, and 
spoons. 

One of the carts contains a stack of metal 
serving trays. Another has a drawer that con­
tains tWO dozen kilchen knives and cleavers 
(treat as daggers). 

19 . The China Closet 

The walls oflhis room are lined with oak 
shelves, all piled high with row upon row 
of sparkling white hone china cups. sau­
cen, platCll, and howls, all decorated with 
a replica of Ihe inn', signboard_ 

AI midnighl, all of Ihe china is magieally 
cleaned and repaired for the next day's busi­
ness. A wooden Calle in the back of a lower 
shelf contains a ISO-piece silver place set 
weighing 300 coin and wonh 200 gold pieces. 

21 

20. The North Hall 

This 50-foot long hall is noored and pan­
eled in dark varnished oak. The plastered 
ceiling is painted white. The south wall 
contains four ornate brass candle sconces 
spaced at intervals of roughly 12 feet. each 
bearing a fat green candle. There are four 
varnished oak doors in the north wall, one 
in the west wall, and one in the east wall. 
The bodies of two orcs are piled against 
Ihe wall at the hall's west end. 

The orcs perished some time ago from sword 
or dagger wounds. They are clad in leather 
armor, and each carries a sword, a shield, and 
10 copper pieces. The four doors in the north 
wall give access to the quarters of the female 
staff. From west to east. they open into the 
senior wench's quarters (2 1), the second 
wench's quarters (22), the junior wench's 
quarters (23), and the cook's quarters (24), 
respectively. A varnished oak door in the wesl 
wall open! into the nonh washroom (25). At 
its east end, the hall ends in yel another ' -ar­
nished oak door thaI gives access 10 the 
kitchen (18). 

21_ The Senior We nch ', Quarten 

The plaster walls and ceiling of this 10-
foot by IS-foot room are painted a pale 
mauve. The floor is varnished oak. Set in 
the north wall is a tall leaded glass window 
that admits a feeble light. The window is 
framed by heavy, velvet cunains Ihat must 
once have been white, but now seem gray. 
Below the window is an oak bed. In Ihe 
northwest corner is a vanity table and a 
low stool. The southwest corner is occu­
pied by a big iron heating stove. There is a 
tall double-doored oak cabinet centered 
against the west ..... all. 

The cabinet is a divided wardrobe that magi­
cally cleans and repairs any clothing stored 
within it. One side contains a small closet in 
which hang several cheap skins and blouses, 
1 ..... 0 dresses, Ihree shawls, and a heavy coal. 
There is a pair or women's shoes on the c10sel 
noor. The OIher side has eight dra .... ers con· 
laining assorted women's stockings. under­
clothing_ toilet articles, and like items. The 
wardrobe is unlocked, except for the hottom 
drawer, which contains a small brass box 
holding 50 gold pieces, 60 silver pieces, 10 
copper pi«es, and a small silk bag holding a 
garnet worth 200 gold pieces, a piece of am­
ber wonh 100 gold pieces, and a topaz worth 
400 gold pieces. The coins are all Thonian 
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coins oflhe same design <IS chil' discovered by 
Rilk 

The vanity ha~ a locked middle drawer thaI 
holds sc~cn jan of face paiot, a SCI of $ilvcr 
combs worlh :;0 gold picces, and a pmion of 
delusion (that seems 10 be a po"on of human 
comroJ. 

22. The Sf'cond Wench' , QuarlC'r$ 

The plas!t:r walls and ceiling of this 10-
fool b) 15-f001 room llrt: painted 11 palc 
yellow. The floor is vllrni~hcd oak Set in 
the north wall is It lall leaded glass window 
Ihal admits a feeble lighc The window is 
framed by heavy, lavt:ndcr vel"ct cur­
tains. Below Ihe window i~ an oak bcd. 
The SOWhW\'SI corner contains an irun 
heating swvc. There is 1. lall double­
doored oak cabinet centered against the 
wcst wall 

Th.~ cabinet is a divided wardrobe which 
magically cleans and repairs any clothing 
stored ", ilhin il. One side eontains a slllali 
cloS('t in which hans: twO cheap skins and 
three brightl)'-co[ored blouses. twO dresS('s, 
and a sha",l. On the closl"t floor ar .. I WO pdirll 
of women's ~hot:l. The other Side has eight 
dra"'ers COntallling assoned wOlllen's under· 
clothing, stockings, and wi[etries, Thc ward· 
ro~ is unlocked, except for the top dra"cr, 
which contains a carved maple box holding 
I 0 gold pieces, 20 sil,er pIeces, and 10 copper 
pieces. The coins arc all Thonian coins of the 
slime deSign as thaI discovered by Rilk 

23. The Jun ior We nch ', Quarters 

The plastcr walls lind ceiling of rhis 10-
foot by IS-foot room arc painted ochre. 
The floor is varni~hed oak. Set in the 
nonh wall is a lall leaded glass window. 
The window is framed by heavy, velvet 
curtains Ihat must once have the same 
gold as the walls, but are now a greenish­
gray color. Below the window is an oak 
bal. In the iWuthwest corner is a big iron 
heating sto\'e. There IS a la ll double· 
doored oak cabinet centered agamst Ihe 
west wall. Then~ is a dead ore sprawk-d 
~side Ihe cabinet '5 open doors, 

The cabinet is a dividCtI wardrobe ",hieh magi­
cally cleans and ~p<lirs any clothing stored 
within il. Ooc side wntains a small closel in 
which hang a skin, twO blouses. and a cheap 
dlTS5. There is a pair of women's shoes on the 
closet floor. The other side has eighl drawers 
containing women's toilet anitles, stockings, 

and underclolhmg 1ne wanlrobo: is unlocked 
h conlains nothing of \·a1ue 

Lik~ his f~lIows in Ihe common room, Ihe 
ore perished som~ lime ago from sword or 
dagg~r wounds. He is dad in leather armor 
and carries a sword, a shield. and 10 copper 
pIeces. 

24. The Cook's Quarters 

The plaster walls and ceiling of Ihis 10-
foot by 15-foot room arc painted blue. 
The floor is varnished oak. SCI in the 
north wall is a tall leaded glass window. 
The window is framed by heavy, dusty 
blue velvet curtains. Below the window is 
an oak bed. In the southwest corner is a 
big iron heating stove. Thtre is a tall oak 
cabinet centert:d again~tlhe west "all. 

The cabinet is a wardro~ Ih'l1 magit·l.lIy 
cleans and repairs any dothing stored wllhin 
it. Inside hang four blouses, six dresses. three 
shawls, and a heavy fur coat T here arc thrtt 
pairs of women's shoes on the floor. The cabi­
net has a locked drawer In the bou om 1hat 
holds assorted "omen's stockings, under· 
clothing, and toilet art ides, [n the back oflhe 
drawer is a la(luered silk box containing 50 
gold pic<:es, 20 silver pieces, and a silk bag of 
20 cilrines, each worth 50 gold pieces. 

25. T he North Washroom 

This room's plastered walls and ceihng 
are painted aquamarine. and contain 
painted representations of a fan(iful un­
del""'ater castle peopled by merfolk. T he 
floor is covered with blue and white ceo 
ramie tiles. A shallow cOll nter runs Ihe 
length of the north wall and contains three 
holes. each of which holds a copper w(lsh 
basin full of cool. clear water. Above the 
counter are three sconces comaining blue 
candles. A long copper railing set into Ihe 
south wall at chest height oontall15 a dozen 
sparkling while IOwcls There is a latrine 
against the north wall. 

The waler in the wash basins is magically 
changed evcl)' hour. Below the latrine is a 
stone shaft that drops 20 f(et into the be­
drock. Dead or inanimate mailer dropped 
into Ihislatrine disappears at midnight. 

26. The SlOr~ Room 

The north, south, and east ",ails of this 
room are lined with floor· la-ceiling 
shelves that groan under the weight of 
jars. tins. sacks, and crocks of food The 
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center of Ihe varnished oak floor is O(TU· 

pied by Ihree large bins and Ihree much 
smaller oak barrds. There are Ihree more 
barrels set against the white plaster of the 
west wall and another barrel tucked into a 
comer between the shelves in Ihe cast and 
soulh walls_ Ilanging from iron hooks SCI 
in every beam arc hams. roasts. lurkeys, 
ducks, chickens. geese, pheasants, quail, 
and at least one of just about any other 
meat animal or game bird you can think of 
that is native to a temperate climate. 

Theentire store room has an enchantment on 
it that keeps its contents fresh and nightly n:· 
plcnishcs them. Each of lhe bins is divided 
into four sections , One of the divided bins 
comain" dilTerem types and grades of flour, 
The other twO contain fresh vegetables. The 
barrels contain pickles of various sorts. 

The contents of the shelves indudes I'veI)' 
t)'PC of food the PCs want. Labels on the con· 
tainers list their contents. Some of these labels 
also indicate the origin of Ihe foods ("Rver's 
Beet Jelly-From Ihe Abbey at Fairfield," 
"~lor's famous Com Rclish-~lade only at 
Ramshead:' ctc). Unhkel)' as it mav 5Ct:111, 

S<Jme of the tins contain iron rations. 
Leaning against the jog in the west wall (to 

Ihe right of the door) is a 12-fool oal ladder 
Ihal extends 10 20 feel. 

27. Thc Scrvicc Hall 

M ore an alcove than a hall, this area is 
floored and paneled in dark varnished oak. 
The plastered ceiling is painted white. The 
weSI waH contains fWO orn;He br"s~ G.ndle 
scon~es, 

Betwcen the sconces is a three-fOOl wide by 
two-foot high painting showing the Come­
back Inn during Thonia 's heyday. The paint­
ing and its frame arc somewhat dusty, but the 
work's theme is clear at a glance. 

The painting shows the Inn Between the 
\\'orJds-but looking not at all the wa)' 
you found il. Though the view is from the 
5Outh, there is no trace of the bo" I of sand 
and black rock Ihat rou found when )'0\1 

~acht..-d the inn yard. Inslead, the build-
109 sits alOp a gentle slope. cloaked in a 
lush green lawn. There are trees and 
shrubs all around. Towering in the back­
ground is a solid,looking black castlt:: on a 
hill abovc the inn. In this painting. Ihe e:o;­
lerior wood that has now aged 10 a silvel)' 
hue is painted "·01)'. A small brass plaque 
sct in the picture's gilded frame identifies 
the work as "Blackmoor Hostel." 



Th~re is a varnished oak door in Ihe ea$t wall 
that leads 10 the back hall (I I) and one III the 
soulh wall that leads to Ihe SIOTe room (26). A 
swinging oak double door 10 the north wall 
leads 10 the kitchen (18). An l, reh in Ihc soulh 
wall leads 10 the common room ( 10). 

28. T he H ayloft 

This 6O-foo\ by SO· fool hayloft is piled 10 the 
raflns wilh sweet, wholesome hay, Ihal is 
magically preservcd (but dml is nO! ~plcn' 
ished nightly like Olher slores). A 10-fool b)' 
45-fool segment of Ihe floor is CUI away 10 
provide access \0 Ihe stable below, This open 
area is surrounded by a tow Tailing. A ladder 
bohecl to the loft '8 norlh rdgc leads down into 
the stable. A barred double door opens onlO 
the yard olltside the inn Jurnpinlo: Of ,limb­
ing from this loading door k.wes one in a pile 
ofJoosc hay in the lofl's northeasl corner. 

The Second Floor 

The s«ond floorconlilios 17 gUt'sl room, ant! 
:reveral serviet', areas, Ihe doors 10 "hich arc 
all closed bUI unlocked. It closely resembles 
the main floor in that Ihe walls a re paneled in 
the sa me dark \'arnished oak, and the ceilings 
are smoothly plastered Ho ..... ever. it differ!! in 
t ..... o ~gar(l5. First, the ceilings are onl\' 15 
fut high. Second, the floors arc all carpeted 
in an unadorned, pure white, deep-pile woot 
nlrpct Unless OIher.-lsc nOled, the heavy 
velvet drapes framing Ihe windows are also 
while. Ouring long years of neglect. both car­
pet and drapes have come to look more gray 
than white. 

29. The Up per H all 

This long hallway seems 10 wind off in sev­
eral din:ctions al once, [t is an eerie place. 
The dark, oak-panck-d walls !S('ern to Io.:an in 
on you. The brass candle~ sconces bearing 
white candles and slaggeJ"e(] every 10 feet or 
so on opposite walls arc enc3S<.'CI in small 
mountains of dust and cobwcbs. A similar 
tangle of dusty webs obso.lrt:S the white" 
washed plasler of the ttiling. The earpeted 
floor is ankle-deep in dust Ihat mumes every 
sound. With each step, you send up tiny 
puffs of dust that hang in the motionleH air 
of the confined hall I-:very few f.:et, dusty 
oak doors Slarc blankly OntO this grim dark 
landscape. 

A night of stairs kad, down into the common 
room (10). Another night leads up to the 
lOwer room (52). The doors open onto guest 
rooms and service areas. 

There arc twO paintings in the hallway. 

TH E INN BETWEEN THE WORLDS 

each three-feet wide and two-feel tall. Both 
arc thickly coated with dust, which must be 
scraped away bero~ they can be vie"'ed One 
hangs on the south wall ne1<t to the Gold 
Room (46). II shows a famous incident to 

which Uther distinguished himself while 
light ing the Ouchy ofTen. 

The painting shows a company of 300 
mounted knights in blackened plate ar­
mor charging down a hill inlO the rear ofa 
much larger company of knights in brown 
plate armor. At the head of the hand of 
charging knights is II lall, helmetlen, 
dark-haired man standing in his stir rups 
and holding aloft a rippling silver banner 
emblazoned with the black H awk of An­
dahar. A brass plaque set in Ihe painting's 
gilded frame informs you that the work is 
titled "Uther at the Berne ." 

The other painting hangs al the other end of 
the hall, on the "est "all next to the \Vizards' 
Room (49) and is rendered in the s.ame Style 
as the lirst. This one shows Uther in some­
.... hat different. but no less heroic circum­
stances, preparing to mut an Afridhi charge 
at the Baule of Ihe ~eck 

This painting shows a straggling line of 
500 dismounted knights in black armor 
standing in an opcn lield of poppies wid\ 
woods on either flank. The knights ha\'e 
locked their shields to protect themselves 
from a cloud of arro ..... s that arc dropping 
amongst them. Standing before them, 
holding aloft a silver banner emblazoned 
with the black Hawk of Andahar is a dark­
haired. helmctlcs~ man who seems oblivi­
ous to Ih" deadly barbs raining down 
around him. A red arrow quivers III his 
feel, bUI hi s eyes are on some foc massing 
behind the painter. A brass plaque SCI in 
the painting's gilded frame informs you 
that the work is called "Uther and the 
Thin Black Line." 

When the PCs first enter the upper hall , it is 
empty. The~after, each time they cOler Ihis 
area on the first or second day they are inside 
the inn , there is a chance that they encounter 
one or more entities from some other plane. 
The same conjunction of the planets that has 
made the gate more aeti"e during this time 
has also generaled forces Ihal have .... eakened 
the fabric betwecn the planes at the exaCI spot 
whe~ the Inn Between the \Vorlds is located. 
Thus, the upper hall of the mn has temporar­
ily become a nexus point for accidental inter-

planar traveL Entities from other planes keep 
unintenltonally popping in and OUt of the 
Prime Plane;u no predictable rate. 

Each time there is a chance of an encounter 
wllh an entity from another plane, roll Id4. 
An encounler occurs on a roll of I. If an en­
counter occurs, roll Id6. The result deter­
mllles the type of encounter: 

1 Frost Salamander ( I): AC 3: HO 12", hp 
50; MV 120' (40'): 'AT 4 clawsll bite; 0 
1-6/1-6/1-6/1-6/2- 12 + special; Save F12; 
ML 9; ALC: XP 1,900. The salamander 
pops into the upper hall within 10 feet of 
Ihe PC party and immediately attacks. If 
not killed , it abn..plly disappears 1-4 lurns 
after entering the inn. 

2 Gorgons (2): AC 2; HO 8". hp 32 each; 
MV 120' (40'): 'AT I hom or I b~ath: 0 
2· 12 or petrification; Save F8: ML 8; AL 
C; XP 1,200 each. The gorgons appear in 
the upper hall within 60 feet of the PC 
partv and immediately auaek. If not 
killed. they abruptly disappear 1-6 turns 
after enteri ng the inn. 

J Ojinni (I): AC 5: HO 7 + I·; hp 36; i-.I V 
90' (30'). flying 240' (80'); 'AT I (lisl or 
whirlwind) + special ; 02·16 (fist)or2-12 
(whirl"ind): Save F14: .\IL 12; ALC: XP 
850. The djinni pops into the upper hall 
within 20 feet of the PC pany. Anuming 
that they are somehow the cause of his in­
convenient transport 10 the Prime Plane, 
the djinni immediately attacks. If not 
killed. it abruptly disappears 1-8 turns af· 
to!r entcring the inn. 

4 Efrecti (I): AC 3: HO 10': hp 70: MV 120' 
(40'): 'AT I fist: 02-16; Save F15; ML 
12: AL C; X I' 1.600. T he efreeti appears 
in the upper hall wilhin 10 feel of the PC 
party. When it appears, the efreeti a~­

sumes that one of the party's magic users 
sum moned it and will announce its inten­
tion of serving that magic u:rer for the ob­
ligatory 101 davs. Roll Idl2 every hour 
after the cfreeti appears. The efreeti dis­
appears back into its own dimension on a 
roll of 12. On a roll of I. i~ realizes that it 
has made a mistake in assuming that it 
was intentionally summoned by the PCs. 
Upon reaching this conclusion. it immedi­
ately allacks. 

.5 Air Elemental (1): AC 0; HO 12; hp 60: 
MV 360' (120'): 'AT I or special: D 2·16; 
Save 1--12; ML 10; AL N; XP 1.100. The 
elemental pops into the upper hall within 
20 feci of the PC party and immedialely 
auacks. If nOI killed. il abruptly disap-
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pears 2·8 turns aftcrenu:rmg th ... inn The 
guSts of wind kicked up by the presence of 
the huge eJI"mcmal within the ('ramjX-d 
hall extinguish all non-magical IOrrhes 
and lamerns within 20 f('ct. In addition. 
the gusls of wind raise a dust cloud that 
spreads throughout lmy room the demen­
tal occupies al Ihe ratc of 10 feCI per 
round. The dust hangs in thc air for om: 
hour after the e!cmemal', pass"sc. Dur­
ing that lime, characters "'hoda not have 
infravision are blind. Evcn magical sight 
can't penetrate the storm of dust. 

6 InvisibkStalkcr(I): AC 3: 1-1D 8'; h])50: 
M V 120' (40'); 'AT I blow; D 4-16; Save 
F8: ~ I L 12: AI. N: XP 1,200. T he invisi­
ble stalker pops illlo the upper hall ill any 
spor that iso', in sight of the PCs. Con­
fused by liS sudden locatiun shifL it as­
sumes that it has been impropuly 
,ummoned to the Prime Plane without 
proper magical safeguards_ Determining 
to take ad,<antange of thc situation and gel 
e,en wuh the PCs for inconveniencing ii_ 
the emily begin$ 10 quictly stalk Ihem_ 
looking for a chance to allat:k the pany's 
magit: users. I f not killed_ II disappears 1·4 
hours afler entering the inn. 

Don't ch«k for accidental tmerplanar travel 
if an emil)" that previously entered the inn in 
this way is 51ill present 

30 . The Litt le Room 

The walls of this IO-foot by 10'fOOt. white­
washed room arc broken only by a grimy 
window in The cast waiL T here is a bed be, 
neath the window, a small, iron heating 
stove in the northwest corner, and a tall 
oak cabinet against the north wall. Atop 
the cabinel is a hrass holder bearing a fal 
white candlC'. 

T he cabinet is an empty wardrobe of the 
same magital type found throughout the inn. 

3 1. T h e [im Room 

The "ails of this 10,fool by 15-fool room 
are pamled a cool green and an: broken 
only by a window tn thetasl wall. There is 
a bttl in Ihe room's norlhwest comer and 
a lall oak cabinet agamst the south wall. 
DUST, ash, and mud spill from a grttn­
veined marble fireplace in the east wall. 
On the mantle is an emply brass candle 
holder. 

The cabinet is an emply wardrobe of the 

same magieallype found throughout the inn. 

32 _ The Bath Room 

This T-shapcd room contains four Will­

dows, IWO in Ihe norlh wall and IWO more 
in Iheeast wall. 115 walls, ceilmg, and floor 
arc all covered with blue and while ce­
ramic tiles, arranged in a pleasing ab­
stract pattern. Two chest-high copper tubs 
dominate the west wall. Beneath each tub 
burns a charcoal fire_ The luvender ­
scented waler steums gentle in tht: room's 
moisl air. Each tub is ringed by knee-high 
blue-laqucred wooden dt:ck. Again5t the 
south wall is a doublc-doorcd laqucrcd 
blue cabinet, Utop which are three brass 
candle holders containing fut white Clm· 

dies. Brass warming slands hefore each 
window hold spOtless white lowels. There 
is a varnished oak door set in tht: east wi.ll 
next to the nonherly windows. 

Unlike mOSI orlhe rest oflhe inn, this mag.­
cal bath room is under an enchantment that 
keeps;1 Spotles.s. There is nu dU~1 or dirl here. 
Evel)'lhing is as il was when the inn fint 
plungctl benealh Ihe sea The coals Ihal burn 
benealh Ihe IUbs and in the fire polS SCt in the 
warming racks arc magically replenished 
with charcoal and rekindled each midnight. 
The waler in Ihe tubs is. III thM time, also re­
placed, and the floors and walls swepi clean. 

The cabinet conlains 12 shd\"e~, holding 
hundreds of small glass bollies. each conlain· 
ing some oil or scent 10 make the waler sweet­
smelling. Of Ihese, 100 are wonh I copper 
piece each; 90 arc worth I silver piece each; 
40 ,In: wonh I gold piece each; 8 are worth 5 
gold pieccs each. Tht, top shelf contains 
dozcns of combs and brushes (none of any 
value), se"eral lins of balh soap, and 10 
scaled poTS of 1m ions and creams, each worlh 
1 gold piece. Two small potS on the tOp shelf 
contain a rare lotion called "Sirinda's Balm" 
whose formula was losl when Blackmoor 
drowned. This legendal)' substance, errone· 
ously believed by many 10 imparl youth to 
the aged, is worlh 5 gold pieces per pot in 
Blackmoor and 1,000 gold pieces per pol any­
where in Ihe world thai has been rebuilt since 
Ihe cataclysm_ 

The door in the easl wall leads 10 Ihe upper 
privy (33). 

33, The Up~r Priv y 

The floo r, ceiling and walls of Ihis 5-foot 
by 10-foot room arc covered with one­
inch, blue and while lil("s arranged in Ihe 
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same abst raci pallern as Ihal found in the 
balh room. There are IWO candles SCI in 
sconces in Ihe nonh wall. A shallow, 5-
foot Jong counter sel in Ihal wall holds a 
copper basin full of cool, clear Water and a 
candle in a brass candleslick. A copper 
rack along the south wall holds half a 
dOl-cn 10wo:ls. T here is a lalrine in the 
northeast corner. 

T he waler in the copper bowl is magically re­
placed caeh hour. T he latrine has a 20-foot 
shafl. Dead or inanimaTe mailer dropped 
into it disappears al midnight. Like the bath 
room. this room is immaculate. 

34 , The Ivory Room 

The ivoT)'-colored walls of this 15-foot by 
20·foo\ room are broken only by a window 
in the north wall. Next to this window. in 
thc northwesl corner is a large four-poSter, 
across which is sprawled the body of an 
ore. There is a lall. double-doored oak 
cabmci againSI the weSI wall. Dust, ash, 
and mud spill rrom a J(ray marble fire­
place in Ihe east wall. On the mantle i~ a 
brass holder bearing an i,-oT)' candle. 
There is a dark brown CUI velvel chair in 
the south"a~1 corner. There arc IWO brass 
Konces containing ivory candles on dther 
side of the door. 

Protruding from the ore's right e)'e is a dag­
ger, the undoubted cause of his demise, He is 
clad in leather armor and carries a sword, a 
shidd. and 5 copper pieces. 

The cabinel is an I:mpty wardrobe of the 
same magical tYPI: found Ihroughoul lhe inn. 

35 . The North Room 

The pale blue walls of this 15-foOi by 20-
fOOl room are bruken only by a window .n 
the north wall. NexI to this window, in the 
northeast corner is a large, oak four­
poster. Thcre is a double-doorcd oak cabi· 
net againsttheeasl wall, and an enameled 
healing stove againstlhe west wall. In Ihe 
soulhwest corner is a dark blue cut veh'et 
arm chair. There are IWO brass sconces 
conlaining while candles on eilher side of 
Ihe door. 

The cabinet is a divided wardrobe that magi­
cally deans and repairs ant clothing nored 
within il. Onc side contains a small closet in 
which hang six rumed silk shirts, several 
pairs of vekel breeches, IWO fine splil-Ieather 
dooblels, two dress coalS, a man's night gown 



and robe, six belts, and three long silk 
scarves, On [he doset's floor are IWO fine 
pairs of men's boots. The other side has seven 
deep drawers containing assorted stockings, 
silk underclothing. and men's toilet articles. 
The locked middle drawer holds a p:,(ke1 of 
legal documents rdating 10 Ihe disposition of 
the estate of one "Egben HamJu, esquin:, of 
tile IOwn of 81ackmoor_" This drawer also 
comains a purse holding 50 phllinum pieces. 
Beside the pur~ ;$ a laquered case holding 
four gold and three silver rings sel with genu. 
The gold rings art: worth 100 gold pieces 
each. The silver rings are worth 50 gold 
pieces CiLCh. 

36. The Silver Room 

The walls and ceiling ofthi! 15-f001 by 20-
foot room IIrc paimed silvery gray. There 
is a window in the north wall. Next to this 
window, in the northwest corner of the 
room IS a spaciom four-poster. There is a 
double-doored oak cabinet in the room's 
southwest corner. An enameled heating 
stove is centered in the east wall. In the 
southe:1S! corner is an overstuffed arm 
chair upholstered in gray cut velvet. 
Then: ure IWO brass sconces containing 
gray candles on either side of the door in 
the south wall. 

The cabinet is a divided wardrobe of the same 
magical type found throughout the inn. 

37. The Linen Press 

The north, east, and west walls of this 15· 
foot by 10-foot room are paneled in cedar. 
The cntire soulh wall is taken up by a 
noor·tu·~eiling stack of cedar shelves piled 
high with sparkling white sheets. The 
northeast and northwest corners arc occu' 
pied by cedar folding tables with enclosed 
bases. A big sted tub hangs from a hook in 
the W<:5t wall. A circular, wrought iron 
chanddier hangs from the center of the ce­
dar ceiling. There are a dozen red candles 
spaced around the chandelier's rim 

The tub is a luhofw.'Hhing. Upon command, 
it fills with warm, soapy water. Any item~ 
placed in the water and then immediately re­
moved are cornplelel)' clean and dry; the wa· 
ter removes any stain or dye, even if magical. 
and works on both creatures and obj«t5. The 
tub functions once per day; the water disap­
pears one hour after its creation. 

Thc folding tables are actually blanket 
chests. Their tops raise on hinges and can be 
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hooked to the north wall. The eaSlern chest 
holds 12 span: bolster pillows. Thc western 
chest holds four heavy goosedown comforters 
and eight wool blankets. A long taper holder 
hangs from a hook to the left of the door. 

38. The Ruby Room 

The walls of this IS·{oot by 10-foot room 
are painted a vibrant ruby red The ceil­
ing is white. Then: are doors in the north 
and south walls. A small bed graces the 
room's southeast corner. There is a 
double-doored oak cabinet against the 
north wall and an enamelled heating stove 
in the ~outhwest corner. 

The door in the north wall leads to the upper 
hall (29). That in the south wall leads to the 
Opal Room (4\). The cabinet is an empty 
wardrobe of the same magical type found 
throughout thc inn 

39. The Amber Room 

Thc walls of this IS·foot by IO-foot room 
are painted amber. The Leili ng is white. 
There arc doors in the north and south 
walls. There i~ a bed in the southwcst cor­
ner, a tal!, doub!c·doored oak cabinet 
against the north wall. and an enameled 
heating stove in the southeast corner. 

The door in the north wall leads to the upper 
hall (29). That in the sooth wall leads to the 
l opaz Room (43). 

The cabinet is a divided wardrobe that 
magically cleans and repairs any clothing 
stored within it. One side contains a small 
closet in which hang twO shirts. a leather jer· 
kin, several pairs of heavy breeches, a heavy 
cloak, and three long silk scarves. On the 
closet's floor are a pair of men's booiS. The 
other side has seven dcep drawers containing 
aSSOrted stockings. underclothing, and men's 
toi let articles. The locked middle drawer con ­
tains a SCt ofthie"es' lools, a purse holding 50 
gold pi«es, and a velVCt pouch containing a 
ruby n«klace of 12 StOnn (each worth 1.000 
gold pieces) set in a chased silver mounting. 

Hidden in the dim corner by Ihe cabinet 
are two shadows thaI have wandered imo the 
inn since Hepatlt Nun's party fought their 
battle with the orcs. 

Shadows (2): AC 7; 1-10 2 + 2 ' ; hp 16 each: 
MV 90' (30'); 'AT I ; D l-4 + special : 
Save F2; ML 12; AL C; XP 35 each . 

The shadows wait until one or more charac· 
tel"$ approach tlte cabinet and then attack. 
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40. The Garnet Room 

The walls of this IS·foot by IO-foot room 
arc painted It dark. flat green. The ceiling 
is white . There are doors in the north and 
south walls. There is a bed in the south­
east corner, a tall. double-doored oak cab­
inet against the north wall. and an 
enameled heating stO"e in the southwest 
comer. 

The door to the north wall leads to the opper 
hall (29). That in the south wall leads 10 Ihe 
Emerald Room (44). 

The cabinet is an empty wardrobe of the 
same magical type found throughout the inn. 

41. The Opal Room 

Thc walls and ceiling of this 15-foot b) 10· 
foot room arc pain led an opalescent plllk. 
There are doors in the north and south 
walls, a bed in the southeast corner. a tall, 
dooble·doored rosewood cabinet agatnSI 
the north wall, and an cnamelt:d heating 
stove in the southwest corner. Atop the 
cabinet arc four pink candles in brass Clln­
dlc holders. 

The door in the north walllead~ to the Ruby 
Room (38). That in the soulh wall leads to the 
upper haIJ (29). 

The cabmet IS an empty wardrobe of Ihe 
same magical IVpe found throughout the inn 

42. The Opal Closet 

This ct:<!:lr'paneJed, I O-fool by S-fool walk-in 
closet contains three separate racks of cloth­
ing. Each rack hold~ 30 garmentS, ranging 
widely in cut, style and quality. Mcn's and 
women's clothing is mixed up with no appar· 
ent regard for order. The closet's floor is piled 
high with hoots and shoes. Again. the foot­
gear is of all styles and quality and includes 
both men's and women's shoes. 1"'0 1:lrge 
trunks at the IMck of the closet are crammed 
with ondergarmenu. siocking,. toiletries. 
and si milar personal items. The contcnts of 
this closet are the few worldly possessions of 
persons who died while staying at the tOn or 
who had no money with which to pay their 
bills. The inn's owners have already clllimed 
all items of worth from this cache. Nonethe­
len. it has some interest if only due to til<: fllct 
that the garments stored within arc the un­
claimed efft."ns accumulated over a thousand 
years of operations. Percepllve characters 
may note that some of the gannents aTe simi­
lar to those worn by persons shown in the 
paint tOgs that adorn the inn's wall!. 
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4.1. The Topu Room 

The walis and ceiling orlhis ]5'[001 by 10· 
fool room arc palmed a pale yellow. There 
an: doo" in the north and south walls. a 
bed m tht: northwest corner, a tall, double­
dooTed oak cabinet against tht south wall, 
and an enameled heating stove in the 
northeast corner. Atop the cabinc:t are twO 

gold candles in brass candle holdcl1I . 

The door in the north wall leads to the Amber 
Room (34). ThaI in the south waJllcads to the 
upper hall (29). 

The cabinet is an empty wardrobe of the 
same magical type found throughout thc inn. 

44 . The Emerald Room 

The walls and ceiling of this IS-fOOl by 10-
fOOl room an! painted a vibrant green. 
Tlu:n: a re doors in the nonh and south 
walls, a bed in the northeast corner. a 1atl. 
doublc-doored oak cabinel against the 
south wail, and an enameled heating stove 
in the north ..... est corncr. 

The door in the nonh wall leads 10 the Garnet 
Room (40). That in the south wall leads to the 
upper hall (29). 

The cabinet is an empty wardrobe of the 
same magical type found throughoutthc inn. 

45. The W elt Room 

The oak·paneled walls of this 15·foot by 
10·fool room are broken by a pair of bay 
windows in the west wall. Thc windows 
arc framed by dusty, bottle·green velvet 
curtains. There are doors in thc north and 
south walls. In the southwest corner is a 
small, !;hunky four' poster. Flanking the 
nonh door on either side are an oak chest 
of drawers and an oak cabinet. A large 
enameled heating sto,·e graces the east 
wall. The room's southeast corner (on· 
tains a bonle'green CUI velvet love seal. 

The door III the north wall leads 10 the upper 
hall (29). ThaI in the south wall leads 10 the 
Gold Room (46). 

The (abinet is a wardrobe that magically 
deans and repairs any dothing !lOred within 
it. II contains a 12 dresses CU I from velveu 
and ulins. 6 lace petticoats, 2 women's 
nightgowns, a dreuing gown, and 3 full· 
length, hooded capes cut for someone 5' 6- or 
shorler. There are eIght pairs of wOlllen's 
shoes on the floor. A leather case in the bot· 
10m of the wardrobe (ontail'l5 a lute worth 

100 gold pieces. 
Four of the dresser ', five drawers are un' 

locked. The unlocked drawers contain ..... om· 
en 's s tockings, undergamlents, and totiet 
items. The locked top drawer contains six 
la(e handkerchiefs. a silk Karf, a bulging 
pu~ holding IOsilver pieces, 20 gold pieces, 
and 80 platinum pieces, and an ebony box. 

The ebony box is a je ..... elry box containing 
a variety of gold and silver jewelry. Among its 
contents are three dozen common ear bobs. 
necklaces. bracelets, and pins, havi ng a total 
value of 800 gold pieces. H owever, there are 
also severa! special pieces in the box. These 
include a delicate ruby·studded gold brooch 
worth 2,600 gold pieces, a slim emerald· 
tipped gold pin wonh 1000 gold pieces, and a 
beautifulty wrought silver ankle chain stud· 
ded with small green gemstones worth 900 
gold pieces. 

46 . T be Gold Room 

The gold·painted walls of this 15·foot 
square room are broken by bay windo ... , 
in the south and west walls. The ..... indows 
are fram ed by heavy, forest·green veh·ct 
(unain,. There a re doors in the north and 
east walls . In the south ... est corner is a 
gold·veined gray marble firepla(e. l-1ank· 
ing the east door on either side an: an oak 
!;hest of drawers and an oak cabinet 
There is a bed beneath the WeSt windo ..... 
and a small writing desk and chair against 
the norch wall. 

The door in the north walt leads to the We~t 

Room (45). That in the east walt leads to the 
upper halt (29). 

The !;abinet is a wardrobe of the sa me 
magical type found throughout the inn. The 
dresser and desk are also invested with magi· 
cal properties that keep anything stored in 
them fresh, dean, and undamaged. All three 
are empty. 

47. The Room of Dreams 

The whitewashed walls of this 15- foot by 
10·foot room are broken only by a bay 
window in the south ..... all and a door in the 
north wall. The ..... indow is framed by sfM.lt· 
less white vel"et cunains that are the ume 
hue as the room's thick wool rug There's 
a white enameled iron heating 5tO'·(, III the 
southeast comer and a double'doored oak 
cabinet in the northeast (orner. A bed oc' 
(upies the space next to the window . For 
some reason , this room lacks th~ dirt and 
dust prescnt throughout the rest of the 
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inn. The o,·erall effect o f white walls, ceil· 
mg. and floor is a pleasant break from the 
gloominess of the hallway. 

The door in the north wall leads co the upper 
hall (29). The cabi net is a wardrobe of the 
same magi(a1 type found throughout the inn. 
Stuffed in the bottom of the wardrobe is a 
backpack wntaining a holy symbol, a Ian· 
tern , twO flasks of oil, three iron rations, a 
mirror, a 50-foot length of rope, three smalt 
sacks. a tinder box, and an empty wineskin. 
Thc$e arc the personal effects of lhe warlock 
whu accompanied Hepath Nun's party into 
the inn and subsequently left via the ga te. 

The room's deanliness is due to the fact 
that the warlock slept here throughout his so· 
jurn at the inn. The only di rt stilt present is 
that blocking the stove. 

As a special service 10 the inn's patrons, the 
R oom of Dreams is under an enchantment 
that causes those who sleep there to have par· 
ticularly vivid and interesting dreams. The 
room attunes itself to the sleeper. providing 
dreams that most fit his mood and needs . For 
e:<ample, someone in need of rest and relaxa· 
tion mi!!:ht have pleasant. colorful dreams 
about !;avoning with laughing nymphs in a 
wooded glade. Someone with a yen for excite· 
ment, on the other hand, might find himself 
lockcd in despenlle combat wilh a dream 
dragon or other fantastic beast. The dreams 
e:<perienced inside this room are always 
pleasant unless the room 's properties are con' 
sciously manipulated by the dreamer to pro· 
duce nightmares. 

Particularly strong·willed persons who 
know that the room induces dreams ca n 
sometimes (25% (hance) bend it (0 their will, 
causing it to show them flashes of the past and 
future. What thc room shows mayor may not 
be strictly accurate, and it is impossible to 
guarantee exactly how the room may react to 
a d('sire. For example, someone who is war· 
ned about a friend might go to sleep thinking 
about that friend in hopes that the room will 
cause dreams that give some due as to the 
friend 's location: instead, the room might 
cause the person to dn:am about past adven· 
tures ... ith that friend. 

If one of the PCs sleep in the room before 
reaching Bla(kmoor, he has " ivid dreams in 
which he and his (ompanions step through 
the gate in the lower (dler and wind up III the 
cellar of the Comeback Inn . There, they en­
counter a strange band of individuals in ar· 
chaic armor and dOlhing who forre them to 
surrender their weafM.lns and become guests 
orthe inn while their ultimate status is deter· 
mined. This dream should essentially repli· 



calC the PCs first encounu~r with the Regency 
Council's guards detailed in the section deal­
ing with thc Blackmoor Comeback Inn. 

48. The Room of Ba lms 

The whitewashed walls of this 15-fool by 
lO-fool room are b roken only by a bay 
window in the south wall a nd a door in the 
east wall. The window is framed by snowy 
while: vdvet curtains. The !lOOT is covered 
by a wool rug orthe purest white. There's 
a while enameled iron heating stove in the: 
southwest corner and a double-doorcd 
uak cabinet in the northweSt corner. A bed 
occupies the space next 10 the window. 
Unlike the: hall outside, Ihis room is free of 
dirt, dust, and cobwebs. as if someone has 
recently cleaned it. 

The door in Ihe east wall leads !O the upper 
hall (29). The cabinet is a wardrobe of the 
same magkaJ type found throughout the inn . 
Stuffed in the bonom of the wardrobe is a 
backpack containing a lantern, two nasks of 
oil, an iron ration, a mirror, three large sacks, 
six iron spikes, a small hammer, a tinder box, 
and an empty waterskin. These are the pos­
sessions of Gem, one of the members of He­
path Nun's party who left via the gate. 

The room's cleanliness StemS from the fact 
that Gem slept here while staying in the inn. 
E\'en the stove is free of the dust, dirt, and ash 
that block most of the other stoves in the inn. 
It contains several logs and a pile of dry kin­
dling, and will provide a warm fire if lit by 
one of the PCs. Each sunrise, as this fin:: be· 
gins 10 burn down, the wood replenishes it­
self. 

Like the Room of Dreams (47), this room 
is designed to provide a special service for the 
inn's guests. Anyone of neutral or lawful 
alignment who spends an emire night sleep­
ing in this room is affected by its enchant­
ment as if a 10th level cleric had just cast the 
spells cure blindm:S$, cure disease, cure seri­
ous wounds, and neulraliu poison over him_ 

49, The Wizards' Room 

The lavender walls of this 20-foot square 
room are broken by a tWO pairs of bay 
windows, one in the west wall, the other in 
the north wall. All four windows are 
framed by heavy purple velvet cu rtains. 
The room's only entrance is a door in the 
sou th wall. Then:: is a big, lilac-veined 
gray marble fireplace in the south wall. A 
pair of royal purple candles in silver hold­
ers rest on the mantle over which hangs a 
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large piclUre in an o rnate gilt frame. The 
room's northwest comcr contai ns a built­
in double-doored oak cabinel. A spacious 
lavender-canopied oak bed occupies the 
room's nonheast corncr_ The rest of the 
east wall is taken up with a large, chunky 
oak dresser. Beneath the windows in the 
west waU is a long, low, overstuffed royal­
purple sofa. Hanging from the white· 
washed ceiling is an iron·banded oak 
chandelier set with twelve purple candle'. 
The room is free of the dirt, dust and cob­
webs found in the hallway outside. 

The door in the south wall leads to the upper 
hall (29). The cabinet is a wardrobe of the 
same magical type found throughout the inn. 
Stuffed in the bonom of the wardrobe is a 
backpack containing a ten iron rations, a vial 
of holy water, a mirror, a large sack, and an 
empty waterskin. These are Hepath Nun's 
possessions. 

The room's cleanliness is due to the fact 
that Hepalh Nun dept here throughout his 
stay. Even Ihe stove is free of the dust, dirt. 
and ash that block moot of the other Sloves in 
the inn. It contains several logs and a pIle of 
dry kindling. and will provide a warm fire if 
lit by one of the PCs. Each sunrise, as this fire 
begins 10 burn down, the wood replenishes it­
self. 

This room is designed to provide a special 
service 10 select customers. At a spoken word 
of command, the bed folds itself into a set of 
six high-backed, throne-like, carved oak arm 
chairs and a large round oak card table cov· 
ered in green baize. The candles in the chan­
delier thcn burst into life, and a distant horn 
begins to wail a smoky tune from another 
world. The ordinary-seeming dreuer against 
the east wall folds out into a well-stocked bar. 
Several of its bottles rise into the air and pour 
their contents into a shaker of ice which pro­
ceeds 10 mix its coments by rising into the air 
and vigorously shaking (never stirring) them. 
The shaker then pours the resultant beverage 
into half a dozen glasses. \Vhen the glasses 
are full, the tray on which they sit noaa over 
to the green table, where ~veral decks of 
playing cards are already shuming them­
selves_ 

This unique behavior is attributable 10 the 
fact Ihat the room was designed by a team of 
Mohacs wizards {a serve as bolh a guest room 
and as the regular meeting place ofa number 
of Black moor's smaller guilds. Nonnally, the 
bed and dresser function in the same way as 
all of the other magical furniture in the inn. 
But, once the magic word "meeting" is spo' 
ken, their nature changes as described above. 
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Unless the PCs accidentally speak the 
magic word while in the room, they are un­
aware of these special properties until they 
reach Blackmoor. 

The painting over the mantle is fi\'e fC(:t 
long by four f .. >et high and shows a famous in­
cident in the history of the nonh, the raising 
o f Uther's banner at Blackmoor. 

The painting shows an open tree-lined 
square. The Inn Between the V\'orlds-or 
the Comeback Inn , as it seems to have 
been known-is visible in the distant 
background, together with a towering, 
blac.k castle. Other, less identifiable build­
ings in the painting's mid-ground are hid­
den by a large c.rowd of cheering people. 
The crowd seems to include a large num­
ber of armed soldiers and knight s. In the 
foreground, a tall, black-haired man in 
black plate armor holds aloft a silver ban­
nerembla:wned with a black Hawk of An­
dahar. A slight, gray-faced man in white 
clerical garb is pronouncing a blessing. 
The two men are surrounded by six kneel­
ing men in black annor who are pre~nt­
ing their naked swords hilt-fo ...... ·ard to the 
man holding the banner. The brass plaque 
set in the frame below the painting identi­
fies 11 as "The Raising of the Royal Ban­
ner At Blackmoor." 

The kneeling men are the first of the King's 
Companions. The small man in clerical garb 
is Garamond Bolitho, Bishop of Blackmoor. 

50, The Shire Room 

Tho: earth-tinted walls of this 20-fom 
square room are broken by a three bay 
windows with bright yellow sashes, two in 
the east wall, thc mher in the south wall. 
Framing each window is a pair of heavy 
russet veket curtains. The room contains 
two doors, a round yellow door in the 
north wall and double-door made of 
bright yellow hemispheres in the west 
wall. There's a yellow-veined marble fire· 
place in the 50uth wall. A pair of yellow 
candles in brass holders rest o n the man­
tle, above which hangs a large painting in 
a black laquered frame. The northwest 
comer of the room contains a car .... ed wal­
nut chest of drawers. A big canopied wal· 
nut bed occupies the room's northeast 
comer. Near the window in the south wall 
is an overstuffed a rm <:hai r upholstered in 
brown corduroy. The room is remarkably 
clean, from its earth-tone ceiling 10 in 
dark brown carpel. 
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The double door 10 the wesl walllead~ 10 the 
Shin: Room closct (51). The door In the south 
waU leads 10 the upper hall (29). From the: in­
side, it appears 10 be round, from theoulside. 
il is a conventional door. In facl, the windows 
also appear 10 bt: round. though from outside 
the building no such rounded windows are 
,·isible. A special enchantment dlsloru the 
shape of doors and windows from the inside 
only so as to make the room more corn fun­
able and familiar 10 halflings. who favor 
rounded sashes. BOlh door and windows are 
painted a bright yellow. 

The chest of drawers is orlne same magical 
type found throughout the inn [t is empty. 
and lhe drawers arc 1111 unlockcd. 

The paiming is five feCI long by four feel 
tall and shows a romanticized version of the 
mecling of UtlJt:r and his "companions" af­
ter the so-called" five victories," the climactic 
baldu in which Uther placed pam of his di­
vided army under the command of his most 
trusted lieutenants who then simuh aneously 
attacked and routw five separate enemy 
armies in dilTerelll paris of Blackmoor. 

The painting shows a high hill on a dark 
night. Far below the hilltop and facing it 
with torches held aloft arc several hundred 
armW soldiers. Atop the hill stand a 
dozen black-armored figures in a rough 
semicirde , The central figure is a tall. 
black-haired, hawk-faced man wearing a 
gold crown. The others arc of all descrip­
tions. One is a dwarf Two are hall1ings. 
One is a silver-haired elf who towers over 
his fellows. All of the men on the hilltop 

bear naked swords that they have ra ised 
high in salute to a glinering ~ilve r banner 
carried by Ihe black-haired man . Their 
gl inering swords catch the light of hun­
dreds of bright stars hangmg low in the 
sky behind them. The warm ruddy light of 
the torches impan! a soft glo" to their ar­
mor. The banner, with its black hawk em ­
blem, seems to be surrounded by a 
nimbus of blue starlight. A plaque set in 
the painting's frame informs you that the 
work is entitled "The King And His Com­
panions." 

Among those shown in the painting are K ing 
Vlher (holding aloft his banner), Bascom 
V ngulian, Fletch~r William , The Greal 
Svenny, Marfeldt fhl" Barbarian, M ello che 
HalOing. Menander Ithamis, tlu: Peshwan 
Na Shepro, Philo H Olbytyn, WiJlem of (h~ 
Heath, and ..... 'olpcr Gannet. 1·l aving seen 
them in this painting, Ihe PCs may lall;, r ree­
ognil:e at least some of th~sc indi\J<luals .... hen 
they meet thl"m in Blackmoor, 

Since Charo (one of th~ members of He­
path Nun's parly) slept in Ihis room through. 
Oul his sta y, it is elean and fre~ of dust and 
dirt. The stov~ is still blocked .... ith dUSI, dlTt . 
and ash, howcver. 

5 1. The Shire Room Clost"t 

This magical walk-in d O$Ct keeps a nything 
placed inside it clean and pressed. It COntalllS 
Charo's backpack. Inside th~ backpack are a 
lant~rn, two nasks of oil, two iron rations, a 
mirror, two large sa~ks, twelve iron spikes, a 
small hammer. a tinder box, and an empty 

waterskin . Beside the backpack is a large sack 
containing 200 gold pieces and 100 siker 
pieces. 

Third Floor 

StaIrs leading up from the second noor hall 
give accen to a single third·story rOOm called 
the " lower Room ." 

' 2. The Towe r Room 

The bare black slOne walls of this 20-foot 
square room arc broken by pairs of bay 
windows in the sOUlh wall, weSt wall, and 
norch wall. The room's only em rance is a 
door in the east wall. T here is a big, 
yellow-veined black marble fireplace in 
the eas t wall. The hearthstone , lik~ che 
nags covering the Ooor and the blocks of 
stone making up the waIls, is Ih,' same 
black stone making up the bedrock on 
which the inn rests. A double·doored 
elmwood cabinet occupies the cast wall 
north of Ihe fireplace. A spacious cano· 
pit-oJ elm bed occupies the room's north­
wes! corner. A smail, plain, elmwood 
...riting desk and chair occup)' Ihl" room's 
soulhwest cornl"r. T here is a black cordu· 
roy chil" in from o f the fireplacc_ H ang­
illS fromlhc whitewashed plaster c~iling is 
a wrought iron oak chandelier with twelve 
ivory-colored candles. 

The door leads to the slai rs goi ng down to the 
second noor's upper hall (29). The cabinet is 
an cmpty wardrobe or the same magical type 
found throughout the inn, 



GENERAL BACKGROUND 
UK: Ihc male rial in this.5ttlion to run Ihe sec­
ond pan of thc adventure_ In this pan, the 
PCs finally pass through the gate from the 
last Inn Between the ""orlds, and enter the 
Blackmoor Comeback Inn. Here, Ihey (iJl in 
some of thc missing pieces of thc puzzle with 
"hieh they wcre presented al thc Inn Be­
t ..... een thc '<"orlds. They also meet some of 
Blackmoor's great, near-greal, and notorious 
and become embroiled in Thonian l>alitics. 
Finally, they learn the story of Ulner's abduc­
,ion and arc commissioned 10 rescue the 
missing king. Thissection ends whcn Ihc PCs 
again step through the gale, this lime into the 
Prison Oul Of Time. 

The Blackmoor Comeback Inn is, of 
course. JUSt the Inn Between the ,"'orlds at a 
much earlier period in its exislcncc. Its halls 
and rooms are, therefore, exanly the same as 
those in the Inn Retween the World exccpt as 
noted below 

I , The Bladonoor Comeback Inn looks 
brand new. Since it has nO! experienccd the 
three millenia of cataclysm and neglcct suf­
fen~d by the Inn Between the Worlds, it con· 
tain! none of the cobwebs, din, dus!, and 
sand found in thai edifice, The windows arc 
clear of grime, and olTer an excellem view of 
Bhtckmoor !Own and castle. The SIOVCS lind 
fireplaces arc unblocked. 
2. There is no ttace of the preKncc of the He­
path Nun party. the orcs, the PCs or any 
monsters encoumered up to this point in the 
advemure. All that has happened 80 far has 
occurred downtime. An) changes in the inn 
wrought by the l>es or cll(~ monster$ they 
have met won't occur for thousands of}'ears. 
J. The contents of the individual rooms arc 
modified as indicated in this section. 
". All of the inn's enchantments arc fully op· 
erational. The enchantments on fireplaces 
and heating slOves now cause them al dawn 
10 replenish their wood and rekindle any fire 
burning within them (ro long as their nues 
arc open). Cheery fires no,," burn in every 
5tove and fireplace. 
S. The inn's exterior wood is paimed IVOry. 
The leuers on its signboard arc ivury on a 
black field. The surrounding terrain is the 
same as that shown in the paiming in Ihe 
service hall (27) 
6. The inn is occupied by the owner, a ,taff of 
eight. 14 gueSts, and 12 guards. T here are an 
additional eight guards outside. The guards 
and at least some of the gueSts are present by 
order of the Regency Council. 
7, The inn is now closed by order of the Re­
gency Council Howe\·er, Ihe council pays 
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staff salaries and provides funds for such mi­
nor upkeep and maintenance as is needed. In 
exchange for this consideration, the council 
requires the owner to house eenain individ­
uals who arc in Blackmoor on state business. 
Other important persons often gather at the 
inn, and it has thu5 become an unofficial goy, 
ernment hostel Imponant Blackmoor fig· 
ures wander in and oUI of the inn throughout 
the PCs' stay, Many are the same persons 
who appeared in the paintings first viewed in 
the Inn Between the \\'orlds, 
8. No ,"onSlen wander through the gate or 
:tppear from other planes. 
9 . The season at the Inn Between Worlds was 
left indeterminate. [t could have been 1:'le 
spring, summer or early fall. When the PCs 
step through the gate into the Blackmoor 
Comeback Inn, it is a cold day in winter. 

It is assumed that, when the PCs enter the 
Comeback Inn. they have already seen all of 
Ihe Inn Between the \-"orlds. Thus. you can 
desc ribe the rooms in thc Comeback Inn by 
referring to changes in their appearance de­
tailed in the Dcsaiprion section of this part of 
Ihe adventure. It should not be necessary to 
give detailed descriptions of most rooms. 

When the)' step through the gate, the PCs 
are captured by the soldiers and agents of the 
Regency Council as described in the next sec' 
tion Once caplured. they are given the T\tn 

of the Comeback Inn. which they arc forbid­
den to leave. If they try to escape, they find 
their way blocked :u every turn. There art: 
soldiers guarding the inn to prevcnt escape, 
and the gate is closed behind them. They are 
prisoners in a time that is not their own 

During the weeks following their capture, 
while they rest and relax at the Regency 
Council's expeme, the PCs arc politely but 
repeatedly and tenaciously questioned by 
various important Blackmoor per!lOnages. 
Garamond Bolitho, The Fetch, The Great 
Svenny, T he Blue Rider, Sildonis, Robert the 
Bald, Rissa Aleford, and M ello the HalOing 
all put in an appearance at the inn. and all are 
interested in speaking with those odd fellows 
who came out of nowhere and claim that 
Blackmoor doesn't exist! These famous per­
sonages arc desc ribed in detail in the Rogues, 
Regents & R ascals section 

The PCs also find themselves eouned b)' 
some of the inn '5 stafT and g\lests. The owner, 
Fredigar Cripps, is most interested in their 
talc. So is the junior wench, Melanic Ar­
quette, who is actually a secret agent of the 
Iron Duke. Ruda ~oIalefor, as an agent of the 
Regency Council, is naturally intrigued by 
them, as arc the council's wizards on the 
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scene:. Jallapierie and Rosero. 
Most interested of all arc Ihe songstress, 

Lola Dafin. and her greasy little manager, 
Dubonino Scatnlan. Since accolllplishing the 
king's abduction, these two secn:t agents of 
the Iron Du ke have been "guest~" orthe Re­
genty Council. Both arc now becoming con­
cerned that their cover has been blown and 
that sooncr or later they will be put to the 
question under torture. 

So strong is the geas laid upon the two 
agents not to speak of (or e'·en think about) 
the king's abduelion and those ;nvoh'ed in it 
that both know that they will die if ques­
tioned. Norwillthat necessarily end Iheir tor­
ment. if,hei r torturen have a good cleric on 
hand, they could be made to die repeatedly. 
Since neither Scat man nor LoI:1 is gready en­
amored of either pain or death, the agents are 
now seeking some means of c~eape from the 
inn. The appearance of the PC party has 
give:n them the idea of enlisting the PCs' u· 
sislance in CUlling a way Ihrough to the gate. 
If the agents can then go through to the 
prison in which the king is being held, they 
will at least be safe from torture:, 

As a prelude to this schemc: and on thc: very 
day Ihe pes arrive in Rlackmoor, Statman 
obtains Melanic's agreement 10 participate in 
the escape. Since M elanic holds th ... amulet 
they need to contrQlthe gate, her participa­
tion is \ual. \Vith that loose end tied up, Scat· 
man and Lola proceed during the following 
weeks to actively court the PCs, trying to win 
thcm over, but retilining their coven as enter­
tainer and manager. Lola is especially assidu­
ous, seeking out the leasl intelJigent male PC 
and usmS her undeniable good looks and her 
ability to project an appealing vulnerability 
in order to win his a ffection. 

' uu can stage conversations and encount· 
cn with any or all of Ihe aforementioned 
characters, using the material in this part of 
the adventure and in the RO,~lIes, Regents & 
Rascals ~ection. These encounters should fiJi 
in an)' infornlation on Blackmoor that tilt: 
PCs might still be miuing. introduce them to 
all of the agents inside the inn who are work­
ing for dther the Iron Duke or the Regency 
Council, and plant SOllie clues in their minds 
as to what might happen next. 

Once you have tither staged or described 
enough encounters 50 that the players have 
enough knowledge 10 make some reasoned 
decisions, stage the final three encounters 
that will take them into the third par( of this 
adventure. In chronological order. these en­
counters are: 

t. Dubinino 's Pitch : H aving cozied up to 
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one or morc of the PCs. Dubonino &atman 
and Lola Dalin arrange a private: (oovena­
tion with the PC party, during which Scat­
man lays out a proposition: 

You'd like to gel outla 't~. ""ouldn', ya? 
Wouldn't ya? You think iI" bad now? 
\Vait'U you'vc been 'ere a )'car like: Lola an' 
me. A whole year! While we ain't makin' 
allY money an' Lola girl's bein' forgotten 
back in the empire, where it mauers. 

\.Vell, we're not stickin' much JonS'=T. Not 
if we (all 'elp it. We've come on a s~t of 
luck, ya see. \"'e've found a way 10 go 
through that gate down there and come OUf 
whenever we want. Bener Ihan that. We've 
got a way out of this place once we gt:1 there. 

So how'd you like: 10 gel home, eh? 
How'd you like to step OUUa this garbage pit 
an' maybe siroll away wi' a bit 0' the jack in 
yer rxx:kc1s besides? Eh? What say? 

Seatman refuses to explain funher how he 
plans to get out of the inn. To all such queries 
he n:plies cryptically that he's found some 
anistance-"a 'elper, like." If the PCs don't 
reject the plan outright, he expands on what 
he's said so far. 

II's like this, Lola 'ere's got the run 0' the 
place like the rest 0' us. But in a special lYnda 
way, ya see. Old mister Batts, our host. "E's 
got a fancy for Lola girl. Think's she's quite a 
spot 0' nite. Balmy old genll'man 'ud proba­
bly do most Mything for 'er. 

Well now. Lola's got some stuff stored in 
mister Cripps safe downstail'll. As it 'ap­
pens, that's also where they've got yer weap­
ons Stored. Now, if Lola was ta get the safe 
open just as you gentl'men came walking' 
through the door to lit'k mister innkeep's of­
fice. I don't suppose the old cove' ud be able 
ta keep you from takin' 'im, would 'e? 

Then, wi' your 'elp, we take out the 
guards along the way, quiet-like. Once we're 
in the cellar an' 'ave our hol"5C1 an' gear, our 
'eJper joins us-an we step on outta 'ere. 

Oh. yeah. There's one more thing. An' I 
know you're the kinda likely lads what ..... ill 
appreciate il. That safe 0' mister Cripps, 
now. That also 'olds some mighty intentin' 
little bag5 an' boxes 0' what Lola girl says is 
gems an' jewels Belike, when we go, we 
could take them bag5 an' boxes along an' see 
if Lola girl's right. An' if she is, ..... hy what­
ever we find is only just recompense, as they 
say, fer the time IheY\'e 'ad us locked up 
'ere. Whaddaya think? 

If the players agn::<:, $catman arranges for them 
to be ready to leave at a moment's notice any 

time after the next evening. If rebuffed, he 
leaves, expressing his regrets and reminding the 
PCs that they know where to find him if they 
chang\" their minds. Lola stays behind JUSt long 
enough 10 make her own plea: 

You will think about what Dub said? He re­
ally is a clever man. He's got it all figured. If 
only we can get you to help us with the sol· 
diers, I know we can gel out of here. 

Oh, I know. You don't want to take the 
chance now. But wait 'till you've been 
here as long as we have. It's a crazy place. 
The whole count ry. Oh, they're nice 
enough. But I know they're going to keep 
us here until they gel their stupid king 
back-as if we could do an)·thing about 
thaI. \Ve just can't wait forever. Please, 
you will think about helping? 

2 . Enter The Fetch : Bright and early the 
morning after Seatman and Lola make their 
proposition, The fetch shows up at the inn. 
His presence is not unusual, but his purpose 
is. H is agent, Veslo M eridan, has listened in 
to pan of Seatman's pitch, using the crysfal 
ball with clairaudience that he was given by 
the Regency Council. Having been briefed 
by Mnidan, The Fetch has laid a plan of his 
own, which he pitches to Ihe PCs over steam· 
ing cups of mulled wine: 

\ Vcll, my young friends. \Ve seem to have 
had a visitor yesterday. Yes? A most inter­
esting visitor. And an interesting proposi­
tion that mister &atman made, too. Of 
course, you've accepted. 

Though the last sentence is II $Il1tement, at 
this point T he Fetch looks at each of the PCs 
in tu rn for confirmation. R egardless of their 
answers, he continues: 

It is very important that you accept. 
wonder if you have considered the full im­
plicat ions of friend Sealman's little Itory. 
\-Ve're sure, you see, that the king was ab­
ducted by means of the gate. Only way. 
No one's ever broken Ihe enchanunents 
on this place-and the best wiurds in the 
nonh have tried. So it had to be the gate. 

Now, if Seatman has found a way to 
control Ihe gate, then he's abo likely 
found someone involved In the 
abduction-a someone with whom I'd 
dearly love to have a liule chat. \Ve don't 
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know, of course, but I've had my suspi. 
cions about Ihe cherubic mister Dubonino 
Seatman and his Lola girl for some time 
now. Their appearance here Wa5 just a 
wee bit too pat, I think. I would be very 
surprised to find Ihat they weren't bOlh in­
volved up to their pretty necks in the 
king'sdisappearance. \Vhetheror not I'm 
right, at the very least, mister Seatman 
may well have found a way for us to locate 
and rescue Uther. \Ve can't be sure. 

Because we can't be sure, mister Seat­
man must be allowed to play out his litlle 
charade-and you must help hi m . Of 
course, you will also be helping us. 

Here's the deal, then. You goalong with 
Seal man. H elp him escape. Bu! watch for 
your chance. If you find the king, or a way 
to locate him, get back here however you 
can. Bring us a way to re$CU\'~ Uther and 
you'll all be rich. Bring back the king and 
you'll be more than rich. \Ne're making 
new barons in the Nonh. You could be 
among them. And. of course, if you need 
a job. the council is always interested in 
bold folk, such as yoursch'es. 

There are other rewards. 100. \Vhat 
Sealman said about getting home? If you 
can find a way to control the gate, you can 
get there yourselves. The Irick will then be 
gelling out of the inn once you're there. 
And there's only one way to do that. Get 
the owner o r one of the staff 10 take you 
out. \Ve can ar range that. Scatman can't. 

You sec. Ihe inn knows its own. And, 
mister Cripps has madc it clear that any­
one who steps through that gate is going 10 
cease immediately to be one of the inn's 
own-instant unemployment, you might 
say. Since the inn knows mister Cripps' 
mind, it tends to take the necessary action 
automatically. I thin k you'll find that 
whoever Seal man has got to help him 
won't be any better able to walk through 
that front door and intolhe yard than you, 
yourselves, are. 

Scatman knows all of this, by the way. 
The rule against entering the gate was an­
nounced to the staff by Cripps as soon as 
we were sure that the gate was used in the 
king's kidnapping. Scatman was in the 
common .-oom when the announcement 
was made. So he cenainly knows Ihe true 
situation. Kind of makes you wonder. 
doesn't it,just what mislerScatman really 
intends to do with you once he gelS you 
through that gate? 

\Vere I you, I'd not trust Ihe man-or 



his swet:\ charge-further than you can 
Ihm" a full-grown dra!.;:on. \,vc have our 
ways ofpid:ing brains and learning things 
we really want to know. ~Iagical way~, 

and very powerful Non .. of them has ever 
worked on either Scauuan or Dafin We 
prohe their minds on the subject of the 
king, and there's nothing th .. r!;. No 
thuught. no images. nothing. ;'\101 even 
spcculadon or curiosity. It's as if their 
brains had been wiped clean on lhis sub­
ject. That'~ not a nawntl thing and indi­
cates that there is much more to those two 
than meets the eye. ThaI ', why I've kepI 
them here long afu:r evcryone else has 
been kl go. \\'crc it not for Ihe king's pro­
hibition on IOrture, I'd have put them \0 

the question tong ago. And I may still, if 
Ihis doesn't work But, that's my prob­
lem, as thev say, 

Yours is deciding whether you "dl1t to 
be on the side of the angels-or mister 
Scat man, So "hat say? Care to hazard all 
for king and Country-and to gel rich' 

The Fetch keeps talking itl this vein until the 
PC! agree to take on the assIgnment, He then 
provides them with "a small gift from tho: Re' 
gencyCouncil" to help tho:m on their miuion, a 
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case holding one potion for each PC. Pick a dif­
fe~nt potion for each PC from among the fol­
lowing: porion of flying, porioll of giant 
strellgth, polioll of heroism, polioll ofim'ullle,... 
ability. porioll of speed, potion ofi,wisibili,y. po­
rioll orfntt1om, aJld polion of/uck, 

The porion of freedom and the 1'0r;011 of 
luck arc described in the O&D® Companion 
set. T hey ha\'e the following effects: 

Potion ot Freedom: T he USCf can't be ll f­
fcr led by paralysis of any 501'1, nor by /told 
person or hold /lJOlIs/{'r spells. 

Potion of Luck: The user is extfcmdy lucky. 
The player of the character using this potion 
may choose the result of anyone roll of his, 
instead of rolling a random result (a HII or 
damage roll, Saving Throw. etc.). Rolls 
made by you, the OM, or by other playen 
can'l be affecled The effect las!! for one hour 
o r until the luck is used 

The Felch then lea\'cs with assurances that 
other action will be ta).;en 10 ensure their suc' 

= 
3. The Fat M an Arrives: The morning afler 
thcir conversation with The Fetch , Fredigar 
Cnpps tdeports mto their quanen 10 tell 
them that he has beel1 asked by The "'etch to 
help them. but that they ran't gel their weap' 
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on$ until Seatman executes his plan Thai 
would be too danJO;erous, since it might tip 
Scatman off that he was discow~red. H ow· 
ever. they can, lie says. ha\e some of thei r 
possessions. Fredigar then drops off any 
small. casily concealable magical iteuls they 
I}()ssessed when the entered the Comeback 
Inn, after first caulloning the PCs nut to let 
Scat man know that they have obtained them. 
Aflcr tdeporting back to his study, he returns 
with any spell books belonging 10 the group. 
These, he says Ihey ('an have earh day fur just 
long enough to memorize the spells they 
think they will need. Then the boob will 
have to go back in his safe so that S-t:atman's 
suspicions aren't aroused. 

Once the players agree to ScatlllaJl's plan (ei· 
ther of their own accord or due 10 the insistance 
of The Fetch) and Frcdigar gets some of thclr 
possessions into their hands, you a~ ~ad\' to 
stage theIr "escape" from the Comeback Inn 
and Sian the third pan of the ad\"cmu~_ Han· 
dIe the escape from the inn ali follows. 

One afternoon short I)' afler Iht" PCs a~ree 
to Seatman's proposal. he discre('tlv informs 
them that they arc leaving late thaI night and 
that they must be read\' to move by midnight. 
At that time, he Joins them. hauling a big 
book (his spell book) and a small carpetbag. 
He then leads them down stairs, through the 
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common room (10) past Ihe two soldiers who 
arc out of the action, thanks to a sleep spell 
that Seal man has casl over them. They pro­
ceed through the service hall (27) into thc 
back hall (11). There, they find tile twO 
guards by the door in Ihc north wall also OUi 
of the action, thanks !O a hold persoll spell, 
also cast by Scatman. 

At Scatman's instruction. Ihcy enter the 
master's study (15), where they lind Lola and 
Cripps seated in Ihe ann chairs in front of 
Cripps' desk enjoying a glass of wine while 
admiring some gems that Cripps has re­
moved from the safe. T he safe stands open. 
As won as Cripps hears them enter, he stands 
and whirls around, feigning surprise. When 
he catches sight of thc pes, he holds his hands 
up in a gesture of surrender. As he does so, 
sweet Lola pulls a hidden dagger from the 
folds of her dress and stabs Cripps in the 
back. H e falls to the floor, dead. 

With Cripps out of the way, Scatman lets 
the PCs rearm themselves and loot the safe 
before insisting that they must now hurry be­
fore his spells wear olT. He then leads them 
into the kitchen, where the party is joined by 
Melanie, who is wearing the amulet used to 

control the gate. 
In the kitchen. Scat man hurriedly whis­

pers his plan to the PCs. They will, he says. 
surprise the soldiers in the north passage, and 
then split the party. While some of PCs grab 
the horses and Scatman's mule. he, Lola, and 
the rest of the PCs will allack the soldiers in 
the south passage and the lower cellar. \Nhen 
the party is reunited. Scat man will wizard 
lock the barred gate at the east end of the 
south passage to prevent pursuit and they will 
go Ihrough the gate. 

V\'hat Scat man does not know, of course, is 
that The Fetch is aware of his plot. Veslo 
Meridan continues to actively employ his 
crystal ball, and he heard Sca{]nan earlier in 
the day warn the players of the upcoming es­
cape. The Fetch is now pUlling his own plan 
into elTect. In his nearby residence, Gara­
",ond Bolitho is preparing 10 enter the inn 
and begin work 10 save those wounded dur­
ing the fighting and raise those killed. Up­
stairs, Meridan. Ruda Malefor. Alwyn 
Morland, Arn Yonson. Bosero and Jalla­
picric are preparing 10 follow the PCs 
through the gate. This backup team will en­
sure that the PCs keep their bargain. 

Nor are T hc Fetch's people the only ones on 
alert. Wilh his usual sixth sense about such 
things, Marfeldt the Barbarian is preparing to 
take a stroll around the inn and see if. as he 
suspects. something interesting is about to 
happen. H e is accompanied by Barnabas the 
V\'anderer and Timothy Curly top. who have 

been charmed by the big barbarian, and are 
now his boon companions. H aving heard 
Marfeldt and company moving about, both 
Scotty Debelfry (accompanied by his twO slay­
ers) and Miklos Haruska also hurriedly dress 
and leave their rooms 10 see what's going on. 
Anything thal sounds even vaguely like trou­
ble in the lower level will draw these individ­
uals tOWard the cellars. None arrives in the 
lower cellar before the PCs are ready to step 
through the gate, however. 

From this point, what happens is up to 

you. The stage is set. Your objective is to get 
the PCs through the gale and into the Prison 
Out of Time . If you think the party may need 
help in order to c rack the prison (or if you just 
want to spring some surprises on the PCs), 
any of the NPCs in the inn may follow them 
through the gate. Those N PCs who don't fol­
low the party arc presumed to reach the lower 
cellar after the gate has closed. Remember 
lhat persons moving th rough the gale come 
out right behind each Other, no mailer when 
they entered. 

DESCRIPTION 

This sect;on contains a room-by-room de­
scription of changes in the appearance and 
contents of the rooms in the Comeback Inn 
since leaving the Inn Between the \Vorlds. 

Lower L evel 

The walls of the lower level rooms arc no 
longer streaked with the phosphorescent sub­
stance that coated them in the Inn Between 
the Worlds. 

I _ The Stable 

The sand and dead ralS arc gone. The doors 
in the south wall stand upen during the day 
and a rc closed and barred at night Outside 
lhe soulh door, JUSt far enough away so as not 
10 be caughl in the inn's enchantment, a de­
tachment of eight of lhe Regency Council's 
soldiers keeps a chilly walch over the en­
trances to bOlh stable and common room. 

Soldiers (8): AC 5 (ch<tinmail); HO 6; hp 25 
each: MV 120' (40'): IIAT I; 0 1-6 (cross­
bow) or l-S(sword): Save F6: ML 10: AL 
L: XI' 60. 

The soldiers are stand-by reinforcements. in 
case the soldien; inside the inn nm intO trouble. 
Each carries a case of crossbow quarrels con­
taining 16 normal quarrels, one quarrel of stu/l ­
ning, one quarrel of dis.1nlling, one qu,1rreJ of 
channing, and one quarrel or dispelling. T hese 
missiles have the following dTcclS: 

Quarrel of Charming: The victim must 
make a Saving T hrow vs. Spells or be 
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charmed by the user (as pcr the charm person 
or charm mOllstcr magie·user spell). 

Quarrel of Disarming : This missile has no 
elTect unless il strikes a victim holding a 
weapon of other item. The victim must make 
a Saving Throw \'s. Spells or drop whatever 
he is holding. A dropped item can normally 
be recovered in one round (unless it falls into 
a pit or chasm. or someone else grabs it). 

Quarrel of Dispelling: When this missile 
hits, ;t creates a dispel magic effect centered 
on the point of impact (a 20' eube), as if CaSt 
by a 15th level caster. 

Quarrel of St unning: The victim hit by this 
missile must make a saving throw vs. Spells 
or be stunned for 1-6 rounds. A stunned vic­
tim cannot concentrate, and suffers a -2 pen­
alty to Saving Throws. a -4 penalty to Hit 
rolls. and a + 4 penalty to Armor Class. 

I f trouble starts inside the ;nn, these soldiers 
will automatically go inside to help quell the 
disturbance. In combat. they usc their magic 
quarrels first, seeking to charm, stun. dis­
arm. and ultimately subdue Iheir foes. Only 
if a foc continues the struggle after all of the 
magic quarrels have been fired. will Ihey fire 
normal quarrels. 

The soldiers wear black armor. Each car­
ries 10 gold pieces and 10 silver pieces. 

The ~tabJe's 20 stalls house 10 riding horses, a 
mulc, and a small pony (with the attributes of 
a mule). Jallapierie. Ruda Malcfor. Miklos 
H aruska, Lola Dalin, Veslo r.,'l eridan, and 
Dubonino Scat man each own one of the rid­
ing horses. The mule belongs to Scalman. 
The pony belongs \0 T imothy CurlylOp. The 
other four riding horses belong to the inn. 

During the day, these animals are tended 
by the inn's elderly groom. Kern Surin. 

Kern Surin: AC 9: liD I; hp 3: MV 120' 
(40'): NAT I: ]) 1-4 (dagger); Save F l; 
ML 7: A L L; XP 5. 

This short, bandy-Icggt.'<llilllc man was once a 
famous horseman before gelling married and 
settling down. He has found a home at the 
Comeback Inn. and will light tudefend it. He;s 
especially devOled \0 the owner. Fredigar 
Cripps. If either Cripps or Kern's wife Emma 
are menaced. he attacks in their defen:se with a 
morale of 12 (instead of7). He also lights \0 de­
fend other members of the staff. but al a morale 
of 7. He has no interest in evems involving per­
sons not pan of the inn's staff. 

2. The Tool Room 

The door to this room is open during the day. 
At night. it is closed and locked. The sand is 



gano::. The forge's nue is now unhlocko::d. A 
white-hoI. charcoal fire burns inside II. The 
charcoal is magkally rcpJ.:nislu:d at noon ;lIld 
midnight each day. The fire burns pcrp.;tually. 

3. The West Passage 

The door! at cither end of the passage arc 
open durll1K the day. They are closed and 
barred from the CdS! ~ide at nighl. 

4. The North P assage 

T.,'o more ~oldien patrol this passage. 

Soltliers (2): AC 4 (chain mail and shidd): 
HD 6, hp 25 each; MV 120' (40'): IAT I, 
D 1-8 (s\\ord): San' F6: M L 10: AI. L: 
X P 60. 

F.a(;h soldier carries JO silver pico:es ,,"d fivc 
gold pieces. Their armor is black. Their !il· 
vcr shields bear a black Hawk of And"haT 

5. The East Passage 

This are;1 is unchan~cd. 

6. The Wine Cell ar 

t:Xcept for thc lack of cobwebs on thc chandelier 
and the absence ofboules ""'ferring!O the reigns 
ofOscr or Ning, this room is unchang~O(L 

7, The South Panage 

The gato::s at o::ither end of Ihis passago:: arc 
open ·' ..... 0 soldicn patrollhe passage. 

Soldio::rs (2): AC 4 (chain mail and shield); 
1-106; hp 25 each; ;"IV 120' (40'); I Ar l, 
01,8 (sword): Save F6; ML 10; AL I.; 
XI' 60. 

The soldiers "~1lT black armor. Their silver 
5hiclds bear a black Ibwk of Andah(lf. Each 
carries 10 silver pieces and five gold pic(·es. 

8, The Lower Cellar 

The pile of refuse againsl Ihc west wall is (I 
Junk pile. II conlains hundreds ofboarcb and 
beams, a dozen chairs, an old desk, 1"0 tlrge 
sealt::d barrels, Ihree small scaled barrels. an 
open barrel of melal scraps, six bolts of srlll­
cloth, Ihreo:: small cralcsof empty Jars, a 11Irgc 
empty craIe. and IWO locked chests, T he l:tr)!e 
sealed barrels contain dry cement, The small 
bllrrels contalll lar. Ont' of Ihl' ehesls IS 
emply. Thc other contains cleaning rag~. 

TII(:rc ilre four soldiers in [he room. 

Soldiers (4): ,\C 4 (chainmail and shield): 
HD 6; hp 25 each; MV 120' (40'): IAr I: 
D 1-8 (swor.:l); Save F6; :-'-IL 10; AL L; 
XI' 60. 

The soldiers wear black armor, T heir 5il\'o::r 

THE BLACKMOOR COMEBACK INN 

shields bear a black H awk of Andahar. Lach 
tarries 10 silver pieces and fi\(: gold pieces. 

If anyone lUnl('S through lhe gall', one of 
[he four soldien i1T1m~dia[cly leaves, alerling 
the soldiers in the north and sOUlh passages 
before running into the stable [0 alen Iht: 
guards in the inn yard One of the soldiers in 
lhe north halllhen runs upSlalrs \0 alert the 
resl of [he soldiers and Regency Council 
agents in the inn Excepl for this man. [he 
soldiers in the inn yard and on [he lo .... er level 
proceed to Ihe lower cellar, arri,ing within 2· 
5 rounds. Soldiers stationed on [he upper 
levels hold Iheir posilions. I lo"I'ver, glU:SIS 
who arc R q.(ency Council agents or friends 
make for the lo .... er {ellar, arriving within 4-7 
rounds. The Regency' Coullcil agellls planted 
in [he inn indude Ruda Malcfor, Veslo ~·I eri· 

dan, Alwyn M orland, Rosero the Drunkard. 
and Arn '.onson Marfeldl [Ill' Barbarian and 
Timo[hy Curly top arc also fTII'nds orlhe Re­
!(ency Council who are stapng al Ihe Inn and 
"ho will aCI in cOllcert with the council's 
agents and soldicr,. 

The soldiers in Illc lower cellar (and those 
agenls who {'Ome to Ihelr aId) allcmpl to kill 
onl)' as a lasl resort. They first altempl 10 talk. 
stalling for time and a,suring their ad"ersanes 
that [hey mean tlwlll no h;mll, As reinforce­
ml'IlIS arrive. they cominue [0 talk, but insist 
thaI Iheir advenanes surrender "wir weapons 
and submil 10 Ihe leg,ll aUlhoriliCli. If they arc 
a!lacked, Ihey defend themselves, bUI make an 
effort nOi 10 hurt their opponalllS. 

\Vhen the PCs first slep through the gate, 
lht' wi7.ard Jallapierio:: is present in Ihe lower 
cellar condunmg one of his ongoing reo 
searches into Ihe nature of [he ga[e. The .... i,,· 
ard is currendy acting as an agelll for the 
Regency Council, and, like lhe soldiers, ht: is 
anxious to caplure, radwr [han kill. 

As ,OI)n ,IS thl' PCs Stt'll Ihrough tht· gale 
illlo Blackmoor. it doses behind [hcm, mak­
ing i[ impossiblc [Ocxi[ [he .... ay they enten."1:t. 
Thcy mUSI eilher fighl their way through 
o\'er Iwo-dozen tough opponents in order to 
gain the freedom of the inn (which they will 
still be unable 10 leave Wllhollt assistance). of 
they mUSI ~ubmil 10 Ihe local authorilies. 

If[he players figlll, any PC or NPC killed 
or wOllndcd during Ihe fracas is \tcaled by 
Hrother R ichard and Garamond Bolitho, 
who arrive on the sn:ne wilhin minutes or[hc 
{'ombat's end. Oncc subdued, Ihe PCs are 
forced to relinquish Ihelr weapons, mounts, 
equipment. spell books, and any obviously 
magical items and accepl the hospi[alily of 
Ihc inn while the Regency Councill ries 10 fig. 
ure out who they lIr" and "hat exactly 10 do 
wilh Ihem. During this Wile, Ihey share 
makeshifl accomod:lliun$ in Ihe Amber 

Room (39) and [he "opaz Room (43). 
If, when [hey first Cnler Blackmoor. Ihe 

PCs fight for longer Ihan 10 rounds, a group 
of soldiers similar 10 Ihal in Ihe stable (I) ar­
rives from Rlackmoor Castle. Anotho:r such 
del<lchment arri,-es every 1-4 rounds from 
[hal lime on 

Whcn tht· PCs allempt 10 escape. [he gate 
is open and can be controlled. Tile alllulet 
Ihal ~1c1anle carries (and that only she, Lola, 
and Sclltman know how 10 usc) isn'l aClually 
a solid piece of me[al al all, bm a series of fivo:: 
close-set rings revolving lIround .. soltd ce/l­
ler. The rings tuntain various arcane mark­
ings lind calibrations. Each of Ihc possible 
alignmen[s of these features represents a dif­
fercttl dme, During the e,,:ape. Iho: amulet is 
se[ for Ihe lime in which the inn has been 
turned by Ihe Iron Duke's agents inlO Ihe 
Prison OUt of Time. 

Once the PCs slep through Ihe gale dunng 
Iheir escapt', Ihey enter the Prison OUI of 
T ime (and Ihe lhird part of Ihe advenlure. 
\"hen Iheydoso. the ga[ec!oses behi nd [hem 
(after any :-;'I'Cs rou walll 10 send afler [hclII 
have entered ill. Sincc [hc inn's doors arc 
locked and tlw glue 10 [he s[able IS barred 
during the escapc, Ihc soldiers oUlside Ihe 
"able won't elllcr any melee Ihat might occur 
al dmt dille unless someono: 10:15 them m, 

The Mai n Floor 

Except for Ihe la(k of dirt. dust. and cobwebs 
and Ihe presence of guesls and mClIlben of 
the inn's staff, the main floor IS unchanged 
Tht' doors 10 the bar[endcr's room ( 13), Ihe 
porter's 1'00111 (14). the senior wench's room 
(2 1), the second wench's mom (22). Ihe Jun· 
ior wench's room (23), and [he co<)k'~ room 
(24) ilre locked at all limes. T he slaff memo 
bers .... ho stay III Ihcse rooms al night carry 
Ihe keys. The door from the ba"k hal! (II) 
illlo the maSI"r'S wtdy (15) is locked rll nighl. 

9_ The Front Porch 

The porch is no longer covered ,,"h drirlCd 
sand There arc straighl -ba<::h-d chall'S 11\ liS 
northwest and ~oUlh~ast corners. The cada\'· 
l'roUS, pinch-fac(.O(J porter Chunga ;"10ke acct!· 
pies lhe chair in the north .... esl comer during 
Ihe day. 

Chunga M oke: AC 9; 110 l. hp J: :-.1V 120' 
(40'); IXI' I; D 1-4 (dagger): Savo:: FI ; 
ML 4: AL L; X P 5. 

From his vantage poim on th ... porch, ~ I oke 
um see \\'altingford BaliS behind [he har. 
\\'hen some important person or agent oflhe 
Regency Council ( though nOI Ihe PCs. Lola 
Dafin. or Dubonino Scatman) wants 10 leave 
the inn. Balt~ ,ignals ~ I oke through Ihe "in-
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dow at the porch's northern end. Make then 
pulls that jndl,-idua] OTUO the porch through 
the door in the building's west wall ~lokc isa 
stone-faced. inCUriOUs man who will nOi in­
voh't' himself in anything that hap~n5 at the 
inn . H e will fight only in self-defense. 

10 . The Common Room 

H c:path Nun. his possessiolls. and the dead on::s 
are all gone. The inn's banendcr (and a fighter 
not to be Inn!.,d with) is a big. bald, mean­
looking bruiser nam('{l Wallinliford Rans. 

Wallingford Bam: AC 9: 1-104; hp 24, MV 
120' (40'); I AT I , D 1·6 (mace); Save F4; 
ML 9; A L L; XI' 40, 

Actually, Batts is an easy·going fcllow, whose 
rough looks arc belk'ti by II quiet humor and 
willingness to lend an car to cu,tomen having 
problems. He genuinely dislikes "iolence. h is 
therefore fonunatc that his looks tend [0 intimi­
date rowdies imo seeking trouble elsewhere. 
Even before the Comeback Inn w3.'l closro, he 
hadn't had to usc his man: in, 011, ,,~ks 

BalIS is behilld his bar during thc day, and 
he keeps a mace hidden under the cash 
drawer for use in quelling disturbances. H e 
ha5 worked behind the b."Ir almO!lt since the 
inn opened "-iercei) de\'oted to Cripps, he 
plaCe! his loyahy to the owner JUSt below the 
loyalty he fed~ w hi~ king lie "ill fight 10 

keep order in the inn, prOtect C ripps, or sup' 
pon the Regency Council'~ sold len 

The cash drawer is empl~ Food and drmk 
are free 10 the mn's "guesls," courtes)' oflhe 
Regency Count·iJ. Since only guests, agents 
of thc council, and a few IIIlportant persons 
arc allowed inside, there is no need to keep 
any pelly cash on hand , 

The door ;n the West wall leading to the 
frolll porch (9) is locked lItnighl. II is closed, 
but unlocked, during tht day, 

Two of the Regency Council's soldiers arc 
stationed in the cOllllllon room al allt;mes. 

Soldiers (4): AC 5 (chainlllail); H D 6; hp 25 
each. ~"V 120' (40'); IKr I; D I-R 
(sword); Save F6: ML 10: AL L; XP 60. 

The soldiers "car black armor, Each carries 
10 silver pieces and five ~old pieces. 

During the dar, Alwrn ~ l orlilnd, Roseru the 
Drunkard, ~1arfeldt the Barbarian. Barnabas 
the Wanderer. and Timoth)' Curl)'top are usu­
ally present ~larfcJdt. Barnabas, and Timodl' 
an: invariably at the same tllble, drinking, ~al­
ing. and swapping Ii". Th~r lIIak~ a rowdy 
group. Usuallr sitting as far away from 1-.lar­
feidt and company liS possible an' 1\lwyn and 
Boscro. They a~ occasionally (20% of tht: 
time)joincd by Lola Dafin and DubollLnoScat-

man. If the PCs enter the OOllllllon roolll while 
Scatman or Lola an: there. one or both of these 
~PCs will join thl"m. 

II. The Back Hall 

The dust, din and wbwebs are gone. "1",0 of 
the Regency Council's soldiers are lIationed 
by the door in the north wall al all times. 

Soldier.; (4): AC 5 (chain mail); HD 6; hp 25 
each; MV 120' (40'); 'AT I: 0 1-8 
(sword); Save f6 ; ML 10; At L; XP 60. 

The soldiers wear black armor. Each carries 
10 sih'er pieces and five gold picccs. 

12. The East Washroom 

The dead ore is gone. 

13. The Barkeep's Quarters 

This room is now occupied at night by Wal­
lingford Bam . There is now a side chair in its 
southeast corner. Otherwise, the clothing and 
toilet anides in the wardrobe are unchang~d 
The COlllelll5 of the locked bottom dr:tw~r 
han: changed. It now contains a sack holding 
70 Thonian coins: 50 \(old picc<:5. 10 silver 
pieces, and 10 copper pieces, 

14 . The Porte r ', Quarten 

This room is occupied at night br Chungll 
~Ioke. Its contents are unchanged except thai 
Ihe locked drawer in the wardrobe now holds 
a purse holding 30 Thoman coms: 10 gold 
pieces. 5 silver pieces, ,md 15 coppcr pieces. 

15. The Master's Study 

This room is occupied during the day by Ihe 
inn's owner, Fredigar Cripps, 

Fredigar Cripps: I\C 9; HD 2: hp 10; MV 
120' (40') ; NAT 1; D 1-4 (dagger); Save 
f2, ~'IL 11,AL I ,; XP20 . 

Cripps is a portly, balding man of medium 
height. His ample figure has caused himto be 
dubbed the Fat 1\l an by travelers "ho know 
him only as someone who drifls in and OUI of 
the com moo room dunng business hours. He 
is a strong supporter of the king, and has 
made Uther and the members of his Regenev 
Council honorary employees of the inn so 
Inat they can corne and go fn."ely. He also ~n­
JOvs a close friendship with The Fetch 

From time 10 time, he is delighted to bc 
asked by The Fetch to be<-ome invol,ed In 
some small (but usually not very dangerous) 
conspiracy being hatched br the spr maSler 
These rare tastes of adventure have not 
It:mjlled him to leave his com fortable inn and 
seek (unher such experiences, though. H e 
maintains Ihat he IS nOI really a fighter, and 
will panicipau: ;n a melee onlv if directly at-

tacked. He prefers 10 use his wits. which have 
in no way been dulled bv his years behind a 
desk. Presentl)'. he is deeply involved in The 
Fetch's plot to rescue tne king and has been 
full), briefed b)' The Felch on which of the 
inn's guesls are working for Ihe Regency 
Council and which are under suspicion. 

The desk's middle drawer is now cmply cx­
cept for a large, hea,'y key ring containing the 
master set of keys to all the doors in tht: inn 
and a tray holding a key 10 Ihe silver room 
(36). The desk's right-hand cabinet is empty. 
The bookcase is now closed and locked. It no 
longer COlllains any volumt:~ of the "Chroni­
cles ofThonia." 

The ~ab;nct in the southeast corner is kept 
locked, as is the safe inside, The safe contains 
a ring of duplicate keys 10 al! of the inn's 
doors, three metal lock boxes, and two large 
canvas sacks, One of the lock boxes holds 
Thonian 200 platinum pieces and a small 
sack containing five amethplS worth 200 
gold pirx:eseach and an opal wonh 1.000gold 
pieces, The second holds an a5sortment of 
gold and siker jewelry. The 19 pieces include 
two brooo:hes worth 500 gold pieces each. SIX 
chams worth 400 gold pieces ,·ach. four 
br.arclels worth 900 gold pieces each, SIX as­
SOrted clasps and pins worth 300 gold pleccs 
each, and a necklace worth 4,000 gold pieces, 
Thisjcwlry is the propenyofLola Dafin . The 
Ihird lockbox is empty. Each sack holds ... 00 
Thonian COLns. One holds gold, the other 
platinum. Also stored inside the safe are all of 
the spell books, weapons, magic items, and 
e{luipmcnt taken from the PCs "hen tht:y 
wen' (·;tptured and not yet returned to thcm. 

16. The Master Bedroom 

This rnom is occupied at nighl by Fredigar 
Cripps. 

17 . The f\--ia ster C loset 

Thi~ dOH't is unchanged except that Ihe 
clothing is more tasteful. and the walking 
sticks are no longer present. 

18 . The Kitchen 

Thi~ room is occupied during the day bv 
Hedda Burra. Valafor Odet, Kyrie Galen. 
and L\ l ellinie Arquette. Thrtt of the women 
( Burra, Odct, and Galen) are normal hu­
man~. L\lelan;e is a thief in disguise. 

~orrllal Humans(3); AC 9; HD I : hp 3; l\!V 
120' (40'): tAT I ; D 1-4 (kitchen knife­
treal as a dagger); Save FI ; ~IL 5; AL t; 
XP 5. 

H edda Burra is an older woman, who lias 
been "ith the inn for almost a decade. \ 'alafor 
Odet and Krrie Galen are quite young and 



pretty. both having hair like fine-spun gold and 
Ihe: buxom figures common 10 the hardy OOUIl­
Iry girts of Ihe North. None of the three will ac­
li"e1y involve themselves in events in the inn 
except to n:port any irregularilics 10 Cripps (if 
availabk) or 8alts (if Cripps is una,·ailable) 
They will fight only if anackcd. uSlOg a kitchen 
knife: for defense, if onc is handy. 

Melanie Arqucuc: AC 9; HD 8: hp 18; M V 
120' (40'): IAT I; D 1-4 + poison (dag­
ger): Save 1'8; ML 10; AL N; X P SO. 

Melanie Arquellc was recn.lllro by the Iron 
Duke's spy mali!er, Skandros the Strangler. 
from one of the mughes! crimmal gangs in Mo­
haes. She worked for Skalldros for five yean \:>C. 
fon: being ordered 10 inrlltrate the Comeback 
Inn. After arranging the murder of the inn's 
Junior wench. Melanie appo:ared looking for 
work and ""3$ immediately rctaint.-d by a grate­
ful Cripps. In the last two years. she has helped 
a dozen of the Iron Duke's agems slip through 
the gate in the inn's lower ceUar. For this pur· 
pose. she is equipped with one of the thm: amu­
lets that control the gate. 

Melame looks the very picture or the virtu­
ous serving girl with mousy brown hair 
drawn back from a handsomc. strong, but 
hardly beautiful face, a nd a lithe figu re en­
cased ill a demure high bodiced dress with 
full sweeping skirl5. She is anything but what 
she appears to be, though. ThaI high-bodice 
conceals an amulet Ihat looks like a cheap 
brass medallion, but which is actually a 
highly-magical, brass-plaled gold device that 
controls tho.; gate in the lower cellar. Tho~ 
full ski rts and pretty petticoats conceal a poi­
soned dagger m a leg sheath strapped to her 
left thigh. And her qUiel, retiring mann\!r 
hides the cu n ning mind and moral values ofa 
cold-hearted killer. Li ke Stat man and Lola. 
M elanie is under a geas thaI causes intense 
pain if she thinks about her assignment or 
speaks of it to anyone but other agents of the 
Iron Duke. Failure to heed the warning signs 
of pain leads eventually to death, 

19. The China C loset 

This room is unchanged_ 

20 . The North Hall 

The orcs are gone. 

21 . The Se nior We nch ' . Qu a rten 

' illis room is occupied at night by Valafore 
Odet. Its contents are unchanged except that 
the vanity COIltains only face paint and the 
locked drawer in the wardrobe comains a 
carved TOsewoexl box holding 2~0 Thonian 
coins: 200 gold pieces and ~O silver pieces. 
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22. The Second Weneh 'l Qu ar ten 

This room is occupied M night by Kyrie Ga­
len. Its contents arc unchangtd. 

23 . The J unior Wen ch 's Quar ters 

This room is occupied at night b)" :-"Idallie 
Arquene. It5 contents arc unchanged except 
that the ore is gone. and the wardrobe's top 
drawer is locked. Inside the drawer is a brass 
box containing 120 Thonian coins: 100 gold 
pieces and 20 si!.cr pieces. 

2 4 . The Cook 'J Quarters 

This room is occupied at night by H edda 
Hurra. Its coments are unchanged except 
that Ihe wardrobe's locked drawer contains a 
brass box holding 140 Thonian coins: 100 
gold pieces. 30 silver pieces. and 10 copper 
PIeceS. 

25. The North \\'ashroom 

This room is unchanged. 

26. The Store Room 

This room is unchanged. 

27 . The Ser v ice Hall 

T his area is unchanged. 

28 . The Hayloft 

This area is unchanged . 

The Second Floor 

The second floor is nuw free of d,n, dust, and 
cubwebs, and most of its rooms ar\! assigned 
to guests. Rooms assigned to gueslS are 
locked unless the guest is inside. In such 
cases, the guest carries the key on his person. 
Guests are always in their rooms at night 
During the day. they arc outside the inn un­
less going about their normal business in 
Blackmoor town unless otherwise specified 

"'hen outside Iheir rooms, the mn's guests 
wear or carry all of the pos$CSSlOns that they 
would nonnally wear or carry III It "civilized" 
seuing (annor, weapons, a reasonable amount 
of "walking-around money." and small magical 
items, but not p."ldts or spell books). Their re­
maining possessions are in theIr rnoms (in the 
wardrobe. unless otherwise specified). When 
the guests are in their tOOms, all of those posses­
sions with which they nonnally travel are with 
thtm, either on their pe~ns or in their ward­
robes. Each guesl's wea]X>ns. annor, magic 
items. and other iml'onant possessions are de­
tailed in the description of that guesl in the 
room where the guest is most often found or in 
Ihe Rogues, Regt·nrs & Rase.l/s S<.'t:tion. Unless 
otherwioc notet.!, assume that each guest's ward­
robe contains 5C\'eral changes of clothing appro-
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priate to that character. All guests staying on 
Ihis floor keep Iheir wardrobes locked. 

29. The Upper Hall 

This area is unChanged. 

30 _ The Liltle Room 

Arn '(onson occupies this room at night. TIll; 
room's contents are unchanged except for the 
addition uf his possessions. 

\onson is a sometime agent of Ihe Regency 
Council, "ho has been asked by 111e Fetch to 
$tay in the Comeback Inn and k~p himself 
available for a special mission. lie is part of a 
rescue pany Ihat 11le Fetch plans to send in 
s-;:arch orthe king once Uther has been located, 
Only 11le Fetch, Fredigar Cripps. and the 
other Regency Council agents inside the inn are 
a"are of Yunson's Hue status. So far as every­
one else knows. the Regency Couneil is requir­
ing him to stay in Blackmour because he is 
suspected of knuwing somcthing about the 
king'S diS<lppearance. '(onson is described in de­
tail in the Rogues, Regt'n/s & R.uca1s section 

3 1. The Ea$! Room 

AI,,),n Mllrl,md occupies this room al night. 
During the day, she is in the cummon room. 
E\'ening~, she plays al the Golden Dragon Inn. 
jusl across the way from the Comeback Inn. 

Alw) n is It ~omelLme adventurer and agent 
of the Regency Council who is no" "between 
engagements" and conscquemly down on 
her luck. Tht Fetch has asked her to stay al 
Ihe Comeback Inn and keep herself ready for 
a special mission. She is part of a rescue party 
that The Fetch plans to send in search of the 
king once Uther has been located. Only The 
Fetch. Fred'g,1T Cripps, and Ihe olher Re­
gency Council agents inside the inn arc aware 
of Alwyn '$ true status. So far as evcryune else 
knows. the Regency Council is requiring her 
to Slay in Blackrnoor bet:au$e she is suspected 
of knowing something of the hllg's disap­
pearance. AI"yn is described in detail in the 
Rogues, Rt'gel1l5 & Ra~(,;1/s scction. 

The room's cuments are unchanged except 
for Ihe presence of AI"yn's ponessioll!. 
When outside Ihe room during the day. AI­
w)'n normally lea\'CS her lute in the ward­
robe. E\'Cnings. she takes it with her. Alwyn 
has been in lo"n Inng enough so Ihat she has 
sold her horse and hocked her d agger. 

32 . The Bat h Room 

This room is unchanged. 

33_ The Upper Privy 

This room is unchanged. 
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34. The: Ivory Room 

This room is occupied by ~ l arrcldl the BM­
barian a\ night. The orc is gone. Otherwi se. 
exccpl for the addition of his possessions, its 
coments an~ unchangw. 

l>.larfdd\ came 10 the mn shortly before the 
PCs stepped through the gate. At thaI titlle, 
he was pursuing a hunch thaI something odd 
was going to happen in Blackmoor. Now, he 
is sure ofil. As a fnend or the king and some­
time agcrH for the Regency Council. he is is 
imero::!tcd in assisting in the king's rescue. 
But mostly he is in the inn 10 see what kind of 
fun he can have. Marfcldt is dcsuibffi in dc­
tail in the Rogues, RcgcllIs & Rilsca/.~ scc' 
tion. 

35. The North Room 

This room is occupied by Miklos Haruska a1 
night. Except fOf thc l.ddition of his posses­
sions. its contents arc unchanged 

Haruska was present in the Comeback Inn 
on the night of the king 's disappearance. n c­
ing a notcd thief and scoundrel. hc haJ since 
been re(IUlred by the Regency Council to stay 
in Blackmoor where he will be at their dis­
posal. I-I:lrllska 's guild has placed a bond of 
10.Q()() gold pieces on deposit with the Re­
gency Council. in exchange for which. 
Haru ska is allowed 10 leave the inn (but nOl 
Ulackmoor) on bUSIness. T hough he is not at 
present a(tively working against the Regelu:y 
Council. he is reporting all that he learns to 

agents of the Wizards' Cabal. for which he 
works. Since the \\'izards' Cabal is now be­
ing funded by Ihe Iron Duke. Ihruska's in­
formation is reaching Taha Marcovic by 
roundabout means. I-Iaruska is dcs<:ribed in 
demil in the Rogut's, Regents & Rascals sec­

lion. 

3 6 . The Saver Room 

This room is unoccupied and locked_ The 
wardrobe is now emply. Olherwise. its con­
tents arc unchanged. 

37. The Linen Pre .. 

Th is room is unchanged. During tIl<: day. 
Emma Surin is usually in Ihis room when she 
is not gatherin~ up linens and cleamng the 
guesl rooms. 

Emma Surin: AC 9; HD 1; hp 3. MV 120' 
(40'); IAT None; D None; Save FI. ML 
2;ALL;XP $ 

Emma Surin has be.:n Ihe hous.:keeper at till' 
Comeback Inn for many years now. She is a 
good and loyal employee. who likcs her Im.s­
ler, and is loyal to the king_ If she notice§ an)'­
thing OUI of the ordinary (and she notices 

almost everything), she repons it to Fredigar. 
If he is not available, she reports it 10 \\'al ­
lingford Bam. She will nOl lighl. even if at­

tacked 

38. The Ruby Room 

This room is occupied by Scotly Dcbelfry's 
twO slayers at night. EX(CPI for the addition 
of Iheir possessions and a folding camp bed 
between the Stove and the bed, ils contents 
arc unchanged. The door connecting Ihis 
room with the Opal Room (41) is unlocked. 
The slayers arc described in connection with 
Scotty Debelfry in the Rogues. Rcgents & 
Rucals section. 

39. The Ambe r Room 

This room. and the connecting Topaz Room 
(43) are assigned to the PCs. The room's 
wardrobe is empty; the shades arc gonc. Oth­
er", .. ist'. it is unchanged, except for the addi­
tion of se"eral folding camp beds. The 
connecting door to the Topaz Room is un' 
locked. 

40. The Garnet Room 

This room is occupied by Ruda Malcfor at 
night and during most of the day. E.xcept for 
the additiOn of her I){)Sscssions. its cootents 
are unchanged The door connecting this 
room with the Emerald Room (44) is un­
locked. 

r-. l alefor is Ihc Regency Council's main 
agent in the mn, though no one knows this 
except The Felch. Fn:tligar Cripps. and hcr 
partner, VeslQ r-.leridan. So far a~ everyone 
else knows, thc Reg ... ncv Council is requiring 
her \0 sta)' 10 Blackmoor b«ausc she is sus­
pected of knowing something about the 
king 's disappearance. Millcfor is described in 
detail in the RO~'l.le.,. Regents & Rascals scc' 

tion 

4 t. The Opal Room 

This roolll is ocrupi..,d by Scotty Debc1fry at 
nighl and during most of the dar Except for 
the addition of his possessions, ils contents 
arc unch:mged_ The door connecting this 
room with the Ruby Room (38) is unlocked. 
The door to the Opal CloRt (42) is locked 

Dcbelfry arr;"ro in Blackmonr on business 
unrelaled to the king', disappearance just be· 
fore the PC s walked through the gale into thc 
Comeback Inn . Sinct thai time. ht and hIS 
IWO slayen ha"t sta red 10 Blackmoor await· 
ing dc,·c\opments. Dcbclfry is described 10 
dewil in the Rogues. Reg{'lJ(s & Rascals so:c­

tion. 

42. The Opal CIOIict 

This room is lInchan!!ed. 
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43. Tht Topaz Room 

This room. and the connecting Amber Room 
(39) arc ilssigned 10 the PC s. Its contents are 
unchanged, except for Ihe addilion ofst·veral 
folding camp beds. The connecting door to 
the Amber Room is unlocked 

44. The Emerald Room 

This room is more or less constantly occupied 
by Veslo Meridan (95% chance of her being 
present :11 any time). Except for Ihe addition 
of her l)ossessions, its contents art: un­
changt'<l The door ronnec ting this room with 
the Garnet Room (40) is unlocked_ In addi­
tion 10 her other possession$, Veslo keeps ;. 
C'l'St.1/ b.111 ... ilh r/11;rlludiellcc hidden in the 
wardrobe, under hcr pack 

Meridan is Ih.' Regency COllncil'~ nlilin 
backup agent in Ihc inn. though no one 
knows Ihi~ exccpt The Fetch, Frediga r 
Cripps. aud her partner, Ruda ~Ialefor. So 
far as evcryone else knows, the Rt·genry 
Council is requiring her to stay in Blackmoor 
bccause she is suspected of knowing som ... · 
thing about the king's disapp<:arance. Male­
for is dc:w:ribed in detail in Ihe Ro~"""s. 
RegclIIs & Rasc/lls seClion 

45. The West Roon. 

This room is occupied by Lola Dalin. a cha­
otic 10th level thicfwho hides her lrul: nalure 
under cover of being a traveling emcrtlltner. 

Lola Dalin: Str 9; Int 16; "'is 14. Con 13; 
Dcx 17; Cha 18; AC 7, hp 30. 

This hazel-eyed beauly with Ihe mop of curly 
blond locks tumbling about her facc scems 
like a sweel, gentle young woman. bUI is ac­
tually an c"il and sadistic monster who de­
lights in killing for its own sake . Having 
started life as a lavern entertainer, Lola was 
"disco,cred" bv thl: Iron Duke's spy master. 
Skandros Ihe Strangler, who Irained her as a 
thief and killer. She is now one of Skandros' 
top al!"cnts. H er normal modus op<:rantii is to 

inftltrate a tar!l;et using her fame as a popular 
songslress (a faille Ihal was ilrrangro b)' her 
master. tho: Iron Duke) as an .,mrec. She then 
cascs thc largel, develops a plan and makcs 
hcr hit. often usmg the skills of her "milO' 
ager" to do thc job. 

Lola likes to rlothc her short. slight body in 
close-filling clothing that emphasizes her 
smallness and makl:s her seem more vulnera­
ble. But the agent's skirts and dresses arc lai­
lored 10 accomod:l1e a special hidden sheath 
containing a {l.1gga + 2. a weapon wilh 
which she is amazingly deadly_ She also "cars 
a ri/U~ or spclllUrning capable of relltocting 3 
spdls. 



Lola's ability 10 manipulate Inc malt' uflhe 
species has !xcn highly dc..o::topcd by her 
training. In faeL her ability in Ihis regard 
parallels that of Marfddt the Bllrbarian. also 
a highl\' l-h;.rismalic figun'_ Anyone male 
",hom she choos,·s as the target of her all ... n­
lions must make a Saving Thro\', \5. Spells 
once p.;r hour, or Ix charmed by her as per 
the charm human ~pcll. The charm is auw­
matkally bruken if Lola shift~ her attention to 

;.nothcr male. 
Lola speaks Elf and Pixie. 
There isan 80% chance that l.ola will be in 

her room during the day and a 95% chance 
that she will be there al nigh!. Except rur Ihe 
elimination uf Ihe cbony box full of jc"clry 
and Ihc addition of lu:r pusscssions, its ,-on­
tenlS (including clothing in Ih" w:.rdrobc) arc 
unchanged 

Stashffi in the bot 10m of her wardro~ is 
an empty trunk and a makt'up kit containing 
all of the p"ints, creams, powdl'n, glues, false 
hair, brushes, puffs, false noses, moles, 
warts, and other de\'ices that an entenainer 
(or spy) could wanL The locked IOpdrawerof 
the dresser contams a box of SIX glass vials 
containing potions_ Fourofthc vials hold poi. 
~'on; one holds a porion of diminUlion; one 
holds a porion o(speoo. 

The door connening this room with the 
Gold Room (46) is unlocked 

46, T h e Gold Room 

This rOOIn is uccupied by Duoonino Scal' 
man. suppose<lly Lola Oaiin'~ manager, but 
really a neutral 8th le\·d mallic.user whose 
skills Lola uses in her covert opt':rll1 ions. 

Dubonino Scalrnaw Str 9; 1m 14; \,·.'is 12; 
Con 14, Dcx 12; eha 8; AC 8; hp 30. 

Scat man and Lola prel<:nd to the world that 
Seatman is the brains of theIr operation, but 
Lola does almOSt all of the planning. Her 
short, fat, balding, almost do"nishly crude 
companion JUSt supplies the magic. 

Scatman has 11 fondness for costly, garish, 
oddly cut clothes. The more flash, the better. 
""rom the gleaming buckles on hIS mirror· 
brighl shoes, to his dazzling yellow weskit 
(with real gold threads), to the piggy fingers 
dripping with gnld rings, to the curious 
eroc:k.~haped h31 with Ilw narrow brim that 
pt':rches alOp his bullet"like head, Seatman is 
a walking monutnem to expensive bad taste. 
All of this tend~ to make him an object of ridi· 
cule, which is the whole idea. All tOO many 
men have di .... d with their laughter frozen on 
~heir faces because they underesti,"a~ed mi~· 
~er Dubonino Seatman. 

This dangerous lillie man has many tricks 
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up his sleeve, including a sII ... ll dagger in a 
wrist sheath. The gold mine on his finger.; in­
cludes ~wo Illagic i~ems, a ring o(proleclioll 
+ I, 5' radius and a ringo(regellcl·illian. He 

speaks Dwarfand knows the follnwing spells: 

ht Level; charm person, de/t'C/ magic, read 
magic. 

2nd Level: dcttXt invisible. web, wiz.1Irllock. 

3rd Level: dispclmagic, pro/edion (rom nor" 
mal missiles. 

Then" is an 80% chance that Scaltnan will be 
III his room during the day and a 90% chance 
that he will be Ihere at night. rf ht, is there at 
night. there is a 5% chance that Lola Dafin 
will be WIth hi/ll. usuall\- plotting their eseapt': 
in whispt':rs. EXlept for the addition of Seat-
11111n's possessions, the room's COntents arc 
unchanged. Scaltnan '5 possession~ include 
hi~ spell book (hidden uoder his lIli.ttrcss) 
lllld a locked Slrongbox (in his wardrobe), 
The strongbox holds 100 gold pief,;es and 300 
platinum pieecs. There is a s/llllll carpet bag 
under the bed \Vhen Scat man executes his 
escape plan. he loads Ihe carpel bag with his 
money and lhe money and potions in the 
\Vest Room and takes it with h;lII. The door 
connecting this room wilh the \\'eSI Room 
W» is unlocked. 
This room is occupied at night l>y Bosero the 
Drunkard. Except for the addition of his pos­
M~ssions and the elimination of the warlock's 
possessions, its comems are unchanged. 

Bosero is a friend of the king and his Re" 
gency Council who has been assiSling .lalla· 
pierit" into his magical in\'estigalion5 into the 
nature of Ihe gale, Since thl'se I/lVeslig31ions 
have been at a dead t"nd for SOllie time, Bo­
sero spends mmt of his time in the common 
room. awallmg de\'c!opmenu_ The Fetch 
plans to make him part of the rescur' party 
that he scn(Is after the king. R('sero is de­
scribed in detail in tht" Rogut's, Regents & 
R"w'"ls sen ion, 

48. The R OQm o f Balms 

This room is occupied at night by Barnabas 
the \Vanderer, Excepl for the addition of his 
possessions and the elimination of Gern's 
possessions, its cOn1ents are unchnnge.-l. 

Barnabas is n freelance advcnturer who 
was p~esent in the inn on the nighl of the 
king's abduction and who has been "asked" 
by the Regenty Council to remain on the 
prr'miscs for ,he ,ime being. He has become a 
great friend ofMarfddtlhe Barbarian, ,md is 
(umlandy to his company. Barnabas is de" 
scribed in detail in the Rogu<'s. Regents & 
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Rascals scuio[\. 

49 . The W iza rds' Room 

This room is occupied night and day by tht: 
wizardJallapierie. t::.xcept fur the addition of 
hIS possessions and Ihe eiimlllallun of Hepath 
Nun's po~~essions, liS coments arc un· 
changed Jallapierie's possessions .nclude 
only those items Ihat he normally earries with 
him plus a Illountain of dusty tottles bor" 
rowed from Bladmoor Castle and the \bt" 
fold town hallth:1l contain information about 
the history of Ulackmoor and the Comeback 
Inn. His pollons, 'l(;rolls and other magical 
treasures n;mi.in in his lOwer at ;\ Iaus. 

Jallapierie IS 11 member of thl' Regen,y 
Council who has been conductlllg a magical 
investigalion into Ihe nature of the gale. Jal­
lapierie has al:so agreed 10 be part of Ihe res' 
cue party that gOl'S through the gate in search 
of the k;ng.Jallapiene is descrihed in detail in 
Ihe Rogues, Rcgcm., & R;ucllb ~el'lion. 

50. The S h ire Room 

This room I~ occupied at nighl by Timuthy 
Curlywp. Excepl for the addition of his pos­
sessions, it~ (,Oll1enlS arc unchangt'd 

Timothy is a member of the Regcn .. v 
Council who has come to lhc inn to obsen',' 
the PCs and to ascertain the pr~rc~s being 
made byJaliapierie. Ouring his Slav. he has 
fallen under the spell of r-.larfcldt the Barbar· 
iMl. and now spends much nfhis time drink· 
Ing with the happy"go-hu ky warnor. 
Timothy is described in detail III Ihc Rogues. 
R<"gell/s & R"s("Itls section 

51. The Shire Room C loset 

Except for the addition of some dothing Ix-­
longing to TimOlhy Curly top lind the elimi· 
nation of Charo's possessions, this room is 
unchanged. 

Third FIOQr 

52 . The Tower Room 

This room is now occupied at night by tlw 
groom, Kern Sunn. and his "'if<:, Emma, 
who is employed by Cripps as housekeep.~r. 
The wardrobe (omains six dresses, three 
women's blouses, IWO skirts. Ihrc~' pairs of 
women's SIIl>cS, t .... o pairs of breeches, IWI> 
men's shirts, a man's vest, a p~ir of men's 
shoes, a man's dress coat, and twO dressing 
gowns along with a small dssorllnem of men's 
and .... omen's undergarments, 510ckings and 
loil<"t articles. The locked top dr"",,er of the 
cabinet contams a pine box holdIng Ihe Sur­
ins' life savings; 10 gold pieces, \0 sih-er 
pieces, and 5 wppt':r pi<:c<:s 



THE PRISON OUT OF TIME 

GENERAL BACKGROUND 
Usc the mawrial in this seclion to run the 
third and linal parI of thc adventure. In lhis 
parI, the PCs use the gate 10 It<wd from Ihc 
Blackmoor Comeback J nn 10 Ihc Prison Out 
of Tillie, where Uther is ~ing held. Hen:. 
they arc locked in a desperate battle with thr 
prison's guards, who anack them as 500n as 
they step from Ihe gale. 

During that banlc. they mcct a variety of 
foes. boI:h men and ffiOOSicrs. Some arc agents 
of the Iron Duke whom Melanie ha5 brought 
inlo the inn \'ia lhe stable late at night. then 
sneaked into the lower cellar and through thc 
gal!: 10 The Prison Oul of T ime, Others arc en· 
tit;elI who have wandc~ illlo the inn alone 
lime or another and been lrappl"tllhcrc. Usim;: 
thc second orlhe amulcl.5lhal comrolthe gale, 
thc Iron Duke's agents have traveled through 
lime to locate and recruit these o;ntities as 
guams in the Prison Out of Time, 

The Prisun Out of Time has been cleaned 
and reslOred. It is idemical 10 the Inn Be­
tween the \\'orlds except as noted belo,,: 

I. All pans of tno; main floor, ~o;f,;und noor, 
and third floor ufthe Prison Out of Time ar~ 
free of din, dust. cubwebs, and $,uld. The 
windows are clear of grime. The fireplaf,;es 
and 51O,'e8 an:: unblocked. The low(!T le,d is 
in the same condition it was in;u part oflhe 
Inn Between the \..\'orlds. 

2. There is no trace of the presence of th .. He­
path Nun panv. th .. orcs, the PCs or any 
;.IPCs or monsteTl!l encounlered up 10 this 
poim 111 the ad\l'mure. 

3. T he condition, comems. and occupants of 
the individual rooms <He modified as per this 
section. 

4 . All of the inn \ enchantnwnt, .Ire fullv op­
erational. This includes the enchammem on 
fireplaces and heating stoves that causes them 
at dawn to replenish their wood and ~kindle 
any fire burning within them (su long as their 
Huo:s are open. Fires now burn in evay SlOve 
and fireplace, 

S. No monstt"u wander through the gate or 
appear from other planes_ 

6. T he season is lat.; fall, 

When the PCs enter the Prison Out of T ime, 
thev ha"e already seen all of the Inn lJetween 
the \\'orlds. OnlY those elements that have 
changed are described in this section 

t\s soon as the PCs walk through the gate, 
they arc allacko;d by the guards in the lower 
cellar. IfScatman. Lola. or :-" Iclanie are with 
the PCs, one of these indi"iduals will try to gn 

through Ihe gate First and will order the 
guards to amll;k. [f, for some reason, none of 
these individuals arc with the PCs, the guards 
sec only that there arc strangers coming 
through the ~ate and attack anyway without 
the n .. ..,d for instru.;tions. 

From this point. what happens is up to you 
and you r pl<lycrl. The stage is again set, but 
this time, the PCs a rc armed, equipped, and 
fresh from a long ~s!. T heir fOCI are tou gh, 
but not as o"erwhdming as those they faced 
in the cellar of the Comeback Inn, If they Slay 
together and usc their heads, they should be 
able to rescue the king and come out of {he 
prison in ol\e piece. 

Th is p<lrt nf the adventure can end in one of 
three ways: 

1. The PCs are killed. Not so good. I f the PCs 
lire in real danger of being killed (lLlld assum· 
ing that this isn't d ue solely 10 uutrageous!y 
stupid play), it would probably be a good idea 
10 improvi~e a last-minute fescue. In 'his 
case, assume that 'he gatt: back at the the 
Blackmoor Comeback Inn opens JUSI long 
enough for sOllie of the Regency Council's 
friends and agents to come piling through 10 

provide timely aid. If the players are in dan­
ger because they arc playing b;ldly, let them 
tako: their chances 
2 . The king is dead, sec '[";lIIe Alier ·rillle. 
3. The king is ali\'e. See TI"'re's So PI",u' 
Like HOIII('. 

DESCRIPTION 
This section contains a rOOIll·by-room de· 
5(·ription of changes in the appe<lrance and 
contents of dte rooms in the Prison Out of 
Time from what they were in the Inn Be· 
tween the \Vorlds. 

Lower Level 

On!)' thesrable (I). the weSI hall (3). and the 
lower cellar (8) arc describt:d. The other 
rooms on this level arc in the sallie condi tion 
and comain the same objects lIS they did 
when paTt of the Inn Between the \\'orlds. 

I . The Sta ble 

The dead rats lire gone. The sand remains. 
The doors in the south wall arc dosed, 
bl.rro;d, and wj,wrd·lockcd. Inside the stable 
Me three minoraufS. 

MLIlOlaurs(3): AC 6: HD 6: hI' 2 .. each; :-' Io\'e 
120' (40'); 1 AT I ~rel1 bite or I weapon; 
o 1-6/1·6 or by weapon type + 2; Save F6; 
1\-,11. ]2: AI. C: XP 275 each. 

H aving wandered into the inn lit another 
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time, the minotiiurs were discovered by the 
Iron Duke'~ agents, who captur.;d them and 
bfUught them back through the gate into tht: 
stable in the I'rison Out ofTi1l1t::. where they 
sen'e as reluctant guards, blocking entrance 
10 th(! trln via the stable_ One minotaur is 
armed wilh a club. Anolher has iI mi<ce + 1 
The third has an a.n" + 1 Their non magical 
treasu re is hidden in the hayloft (28). 

3 . The Wen P assage 

The doors al either end of tht:: passage are 
cJO!Ied. barred, and wizard·locket/. 

8 . The Lowe r C ellar 

This room is unchanged excepi that the junk 
pile now contains all of the pictures of Uther 
that used to hang on Ihe main floor and s<:c­
ond floor of the Inn Between tht: h'orlds. t\ 

blind of 10 hobgoblins inhabits Ihis room. 

Hobgoblins (7): AC 6 (lea the r armor and 
shield); HD 1 + ]; hI' 5 each; M V 90' (30'); 
'AT ]; 0 1-6 (spear). ]-6 (shon sword); 
Sa\"e F I; /I.'IL 8/10; AL C; XI' 15 each. 

lIobgoblin King (I): AC 6 (leather armor 
and shield); lID 5; hp 22; MV 90' (30'); 
NAT]. 0 ]·8 (sword): S;lV'; FS, ~I L 10; 
AL C; XI' 75 

Hobgoblin King's Bodyguard ( I ): AC 6 
(leather armor and shidd); HD 4: hp 18: 
:-'-IV 90' (30'): 11\1' ]; 0 1-8 (sword); Save 
F'I: :-'I L 8/]0: AI. C: XI' 60. 

Each hobgobJIIl carries 10 ~ilver pieces. T ht: 
king wears a rlllg uf fire rcsisf:mce_ 

All but one of the hobgoblins attilck the PCs 
as soon as they step through the gate. They 
ar.; joineJ in Iheir <IItack by Lola. Scat man, 
and Melanit:. T he hobgoblin whudocs not at· 
tack runs upsta irs 10 raise the alarm. T his 
dOt's nOI cause the rest of the prison'sguards 
10 come 10 their aid. Ins tead, it allows The 
\Varden 10 prepare an ambush for the PCs on 
the second floo r. 

The Main Floor 

Except for the lack of din. dust. ;uKl cobwebs and 
the prest:nce of tho: !roo Duke's henchmen. the 
main 0001" is suh"uUltially unch'Ul\{t-'d 

9 . The Front P orch 

This area is unchanged. 

10. The Co mmon Room 

H.;path Nun, his P055'.:5SioIl5, and the dead orcs 
arc all gone. The front door and tht: door in the 
nonh wall arc doSt.'{\ and .... ;zan'/-lockcd. O ther­
wis<:, the common ruom is unchllllgcd. 



t t. The Back Hall 

The dust, din and (ob"l:b5 are 
with thl: painting lhal hung on tn 

gone, along 
e north wall, 
uth walls are 
e""iSt', this 

and the doors in the norlh and IK) 

d~C(1 ,od wizard-locked. O'h 
area is unchango:d. 

12. The East Washroom 

The dead orc is gone. 

13. The Barkeep'. Q.u3rurs 

These are now the quarter! assi gncd to T he 
Donga Warden's aged cook, Hamish 

Hamish Oooga: AC 9; HD 1: hp 5: MV 120' 
ave F1: ML (40'); 'AT None; D None; S 

I;ALN:XP5. 

Donga is cowering under his b •. :d If dragged 
ned. he wails 
ering voice; 

from his hiding place and questio 
for mercy in a high·puc:hed. qua\' 

No. Please. \\'ait. Don', h" 
nothing-no one-really. '1:11.1 
mo. 

t me. I'm 
don't wam 
rmgy-no I laSle terrible-truth. SI 

meal-all gristle. 

Once Ihe PCs calm Donga dow 
that he really looks al them and 
they're not mOllster1 and they're 

n enough so 
realizes Ihat 
not gomg to 

cal him, thc light breaks. 

No, wait. 'lbu're 1'101 hen: r" 
cook. You're here for him! A 

me. I JUSt 
ren', you} 

Aren', you? 

In answer 10 further PC queric s as [a who 
"him " is. Donga says: 

Ynu know. Him. The black 'u 
we can't talk to. Up there. 

" You know. Him! 

In answer to PC queries as to the 

n. The one 
the tower. 

types ofemities in the inn, Dong 
number and 
a is even less 

clear: 

Downstairs, then::'s some. U 
don't know. Maybe a dozen. 
\Varden-and him, the one in 
All men up hen::, I think. 

p here, I 
And The 
the tower. 

The pile of wood in the SOUl he 
gone. The locked bonom draw 

aSI comer is 
er now con­
gold pieces. 

nchanged. 
tains a crude pine box holding 20 
The room's olher contents are u 

14 . The Porter's Quarten 

These are now the quarters assl 
Warden's batman ,od 

gned to The 
ard. Neeka bodygu 

Brae. Neeka im't in his room. Its coments 
an:: unchanged except that the locked top 
drawer holds hundreds of loose Thonian 
coins. induding 300 gold pieces, 100 silver 
pieces, and 200 electrum pieces. 

15. The Master's Study 

The Warden now n::sides in this room. He is 
not present when the PCs enter, bUI his pet 
displacer beasts. Grippa and Hissa, an::. 

Displacer Beasts (2): AC 4; HD 6'; hp 38 each; 
:VIV 150' (50'); IAr 2 temacles: 0 2-812-8; 
S .. we F6; ~vIL 8: AL N; XJ>500each. 

The contents orthe desk are unchanged. The 
bookcase is locked. The damaged volumes of 
Ihe "Chronicks ofThonia" an:: gone. 

The cabinet and the safe inside an: both 
locked. Inside are three metal lock boxes. and 
four large canvas !acks_ One ohhe lock boxes 
holds a black I'cI"et box containing 30 as­
sorted pieces of amber. amethySl. coral, gar­
net, andjade(each wonh 100pieceseach), 10 
topazel (each worth 300 gold pieces), and two 
opals (each worth 1,000 gold pieces). The 
other lock boxes are empty. One ilack holds 
600 silver pIeces. The other Ihree each hold 
600 gold pieces. All orlhe coins are Thonian. 

16. The M aster Bed room 

The Warden's spell book is hiddcn under the 
mattress. Otherwise, Ihis room is un­
changed. 

17 . The M aster Closet 

This doset now contains six long men's robes 
ofrough silk, IWO pain of men', laccd boots, 
and IWO broad belts. 

18. The Kitchen 

By the time the PCs reach this room. the door 
leadmgdown Ihe cellar imo the north passage 
(4) is dosed. locked, and trapped. Opening 
the door breaks a vial lashed 10 a nail in the 
door Jam, n::leasing poison gas into the room. 
AI[ characters within 10 feet of the door must 
Save vs. Poison or 10le 3-12 hit poims. Since 
the trap has been hurrtedly assembled, iI may 
not spring propcrly: add a bonus of 2 to the 
saving throw. Except for the makeshift trap 
on the door. this room is unchanged. 

19 . The Ch in a Closet 

This room is unchanged. However. the hob­
goblin who ran upstairs \0 give the alarm is 
hiding then:. 

Hobgoblin: AC 6 (leather arlllor ami shield); 
HD 1"'1; hI' 5: MV 90' (30'); tAT I; D 
1·6 (spear), 1-6 (shon sword): Save FI; 
~IL 8: AL C; XI' 1;'. 
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If the PCs don't discover the hobgoblin, he 
waits until he hears the wunds of The War­
den springing his m lp and then enters the 
common room and charges up the stairs toat· 
tack the party from the rear. 

20. The North Hall 

The ores an:: gone. All orthe doors along this 
hall except the one leading into the north 
washroom (25) are dosed, locked. and 
w;zarr/-/od.l:{/. 

21. The Senior Wench's Quarters 

This room's coment$ arc um;hanged except 
that the wardrobe and all drawers are un­
locked and empty. 

22. The Seeond Wench's Quarters 

This room's contents are unchanged except 
that the wardrobe and all drawers are un­
locked and cmpty. 

23. The Junior Weneh's Q uarters 

This room's contents are unchanged except 
that the ore;s gone, and the wardrobe and all 
draweu are unlocked and empt)'. 

24 . The Cook 's Qua rters 

ThIS room's contents are unchanged except 
that the wardrobe and all drawers are un ­
locked, and there is R pile of 9 backpacks in 
the cemer of the room. Each backpack con­
tains a f1ask of oil, a lantern, a hand mirror, 2-
8 rations. a 50-foot lenglh of rope , 6 iron 
spikes, a hammer, a lindcrbox, and an empty 
walerskin. Each backpack also contains one 
item chosen from alllong the following: dag­
ger. small sack. large sack. holy symbol, vial 
of holy water. empty wineskin. bunch of 
wolfsbane, pouch of 10 sikcr pieces, cursed 
scroll (tums the reader into a blink dog). The 
backpacks belong to some of the guards and 
have been locked in this room by T he War­
den so a3 [a eiimlllate any possibility that 
someone might get bored and decide \0 don 
his ]lack and take off. 

25. The North Washroom 

This room is unchanged. 

26. The Slore Room 

This room is unchanged. 

27. The Service H all 

This area is unchanged. 

28. The H aylo rt 

Hidden under the hay in the loft's northeast 
corner are Ihree large canvas sacks. holding 
the treasun:: belonging to the minotaun in the 
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stable (I) . "]wo hold 600 silver picces ea<;h . 
The third holds 400 dectrum pieces . 

The Second Floor 

All of Ihe guest rooms on this floor Ihal con­
tain windO"5(30, 31, 34, 3J, 36, 15, 46, 47. 
48, 49, and 50) an: assigned to one of Ihe 
prison's human guards. All clothing and Irea­
sure previous'" located in these rooms is 
gone . Insu:ad. the wardrobe ordascl in each 
of room contains a pair of boots. a pair of 
breeches. three shirts , and a belt. Each ward­
robe or dresser holds an assortment of male 
undergarments. socks. and toilet articles, 
and OtiC locked drawer containing 40-160 
gold pieces. The interior guest rooms (38,39, 
40,41,43, lind 44 ) and the Opill Closet (42) 
no Jonger (omain any apparel or [r('asu re , 
and the doors to those rooms are all dosed. 
locked, a nd wizard-locked. Th~ linen press 
(37). balhroom (32). and upper pri"" (33) are 
clean. blu othe rwise unchanged . All of Ihe 
paimin,!:s on this 0 001' ha,·e been removed 
(and are in Ihejunkpile in Ihe lower cel lar). 

29. The Upper Hall 

Thi ~ area is unchanged . However, this is 
where The Warden has decided to local e his 
ambu~h . The part oflh(" hall visible from Ihe 
slairs leading up from Ihe common rOOIll IS 

unoccupied. Hiding nt;XI 10 Ihe door to the 
linen press (37) are The Ward("n and six 
guards. Hidin,!: next 10 the door 10 Ihe Opal 
Room (41) is Neeka Brae and rive guards. 
When Ihe PCs reach a poim where eilher of 
Ihesc groups 15 In danger of being seen. Ihey 
bolh allack, 

Guards ( 10): AC 4 (ehain",ail and shield); 
HI) 3; hp 10 each; MV 120' (40' ); IKr I; 
01 ·8 (sword); Sa\'(" F3; ML 10/6/3: AL 
N; XI' 30 each . 

Aslong as The Warden is st ill in Ihe righl. Ihe 
guards have a morale of 10. If The \Varden 
Oees 10 Ihe lOwer room or is killed , mor.lle 
falls 10 6. If bolh The Warden and ;\Ieeka 
Brae are out of the fight (Oed o r dead). Ihelr 
morale d rops 10 3. 

Neeka Brae: AC 5 (ch"in",ail); HO 10: hp 
50; MV 120' (40'): tKr I; 0 1·6 (cross· 
bow). ] ·8 (sword); Sa'·e FlO; M L 1] : AL 
C; Xl' 100 . 

Neeka Brae is a shun. wiry, dark·eyed n lstal 
wilh sleel·gn,y hair. He has been batman and 
bodyguard 10 T he Warden for many )'ears, 
and is de"oled 10 his master. If The \Varden is 
seriously hurt , Brae will alte mpllO CUI a path 
10 him al all C05IS. So long as The \\'arde n 
5«ms to be: alright and Brae has quarrets re· 

maining, he will hang back and work Ihe PCs 
over wilh his crossbow , Brae wears a dis· 
placer cloak. 

The Warden: AC 6; HO 12 ; hp 28: MV 120' 
(40'): tAT I ; 0 1· 4 (dagger), 1·6 (staJl) or 
by spell; Save :\112 : ML ]0: AL C; XP 12{). 

The "Varden is quile Ihll1 and of only medium 
heighl, bUI his long, flowing whice beard and 
hair framing a hard·binen, hatchet face set with 
burning black eyes make him seem imposing 
indeed. Fonnerly in charge of one of Thonia 's 
vas l slave fanm, his name had long since been 
forgouen when the Iron Duke first heard of 
him. Even then. a dt."£ad .. ago. he was known 
simply as T he \Varden. and the name made 
slaves Ihroughout the South shudder in terror. 
Such a man~and a wizard 10 1)()(lI~was jusl 
whal the Iron Duke nl't.-cled on hIS own eSlales. 
He bid The \II/arden 's ser .. icet away from the 
emperor (which was juse one of many black 
marks against Ihe O\·e ...... ·«ning [ron Duke in 
Ihe e)'etofthe emperor Iyx). LaCer. when some· 
one was n«<led to establish Ihe Prison Out of 
Time, the [ron Duke's thoughts naturally 
lurned 10 his man, The Warden. 

T he Warden wears a dllrk brown floor· 
Icngth rough, nubby silk robe . belted at Ihe 
waist. A key ring conta ining a huge bunch of 
keys hang from Iht' belt, ,\round his neck is a 
gold amulct. T he key~ lIrt' copies o f Ihe keys 
in the safe of Ihe Comeb.1ck Inn (secretly 
made by Melanic Arquelle). The amule, is 
Ihe second of the :.mu!t:l s Ihal can cOl1lrol Ihe 
gate II1thelowt'r cellar a lld is identi('aIIO Ihal 
worn by Melanie Arqueu e. 

The \Varden also carries a staff of harming 
wilh 36 charges. This Item is described in the 
O&D® CompaniOIl SCI. I I funclions similarly 
to a reversed 8tllff of IWfllillg , bUI al a COSI of 
one ehargt: per creat ure harmed . [I inflicts 2· 
7 points of damage if touched 10 any crealure 
( no saving throw); .1 normal Hil roll rna)" be: 
required. This is III add ilion to normal 
weapon damage ( 1·6 points), if applicable. 
Th~ staff ean also create Ihe following effeclS. 
Wllh Ihe COSIS noted. Each effe.:;t is ident ical to 
the reversed form of a cleric spell. NOle Ihal 
the uS(' of Ihis s laff is a chaot ic act. 

cause blindness 
uluse disease 
cause serious wounds 
create poison 

2 charges 
2 charges 
3 charges 
4 charges 

The Warden has been charged by Ihe Iron 
Duke Ihat under no circulllstances must he 
alluw Ihe king 10 be reKued If ncressary. he 
is 10 kill hiscapti" e in order to pre"ent Ihis. If 
more than s i=< of Ihe guards participaling in 
the a mb\l5h a re killed o r incapacita ted, or if 
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the number of charges left in his slaffdrops 10 
16, The \-Varden flees to Ihe tower room (52) 
to carry OUI Ihis inslruction. 

The Warden knows Ihe following spells: 

lsi Level: charm person. deteel 1Il,1gic, read 
IIIlIgic, \.elllriJoquislII. 

2nd Lc,·eI · de/CCI il1\'isibJe. phan/ilHnill 
force, " ·eb. ",iz.l1u Jock. 

3rd Level : dispel magic, fire ball, hold per· 
wn. 

4th Level: confusion, hallucinator), terrllill. 
Willi of fire. 

51h Level. allilllllIC dead. clolle/kill. 

61h Level : ami· magic shell. 

Third F[oor 

52. The Tower Room 

This room has been stripped of elOIhing and 
treasure, and st rong iron bars have been SCI 
in Ihe windows. O{herNise, it is unchanged 

[f The \Varde n has nOl relreated 10 Ihis 
room to kill the king, (hen the door i ~ locked. 
and (he king is imide. 

lfT11" Warden has retrealed to 1his 1'00111 10 
kill the king. then the door i~ open, and The 
\Varden a nd the king are bolh present . 

Bemg a sad isl ic old rotter. The "Varden is 
not coment 10 slay the king. Inslead , he uscs 
his hold person spell w immobilize the king. 
T hen he uses the special capabililies of his 
slaff 10 torment his victim , firsl try ing 10 

blind hun, Ihen trying to cause disea$<', then 
Irying to caus<: serious wounds. Ihen Irying 10 

causo; poisoll. If the king is sliIl alive afler all 
of Ihese torments, the mad wizard continues 
to create poison until he runs OUI of charges 
or Ihe king dies. If Ihe slaff fails 10 kill Ihe 
man. he Iries 10 finish Ihejob with hi s dagger 
He continues his efforts untillhe king is dead 
or sOllleone aUilcks him . 

ENDING THE ADVENTURE 

Once the PCs have located and secu n:d Ihe 
king's person, Ihey are ready to lea,e Ihc 
Pri~on OUI of Time. They can. of course. 
slay and ex plure (or 1(01) the place. bUI Iheir 
objeui,e is accomplished . Thl;.' PC~ IIOW have 
some cllOicl;.'s 10 makl;.'. Shnuld Ihe)· go back 10 
Bl<tckmoor ~ Should they try 10 exil Ihc Prison 
OUI of T ime? Should Ihey travel 10 anolher 
time using one of Ihe amulets? 

The PCs overall s ituation is govemed by Ihe 
following f:1Ctors. 

I. They llilve 110 idea of when thC)· are. TIley 



might be at a point in Ihe lime stream jusl a 
few months from when thcy cnt..:red the Inn 
net ween the 'A'orlds-or they might be a few 
millenia from th at lime. The geas on Lola. 
SUI man and MelanIC, and a relau::d geas on 
The \Vardcn, pn:"'cnu them frolll communi ­
cMi llg the location in the lime stream of the 
Prison OU! of Time. No one else in the inn 
has lhal information . 

2. If ~"danie is alive, she is willing to help 
them leave the inn. However. si nce she 
ceased 10 bI; an employtt when she walkctl 
through thc gale, she is unable to do so. 

J. The geas on Sratman, Mclank. lind Lola 
and the rdated gC:lS on The Warden prevent 
them from showing an yone else how 10 uSe 

the arnuh:u thaI would allow Ihl" l'Cs 10 con­
trol when they ar\' . This prohibition extends 
10 the use of Ih.: amul~15 in such a way thaI 
someone who is nO! an agent of Ihe I ron Duke 
can see what they are doing . [n addition 10 
lin ing up the markinf(s on an amulet. it is 
necessary to press a sct of studs along its rim 
in $Cquence. Failure to do so, causes the amu­
let to become tOO hot to hold. In one turn it 
develops a white heal Ihat melts it to slag. 
The geases on the [ron Duke's agents prevent 
them from communicating evcn the fact the 
the amulets arc programmed 10 self-destruct 
in this way. Therefore , the amulets ar~ usc­
less to the pes. 

4. Though they dun't know il. the gates in Ihe 
Prison OUI of Time and the IJlackmoor 
Comeback Inn are $till attuned 10 each oth~r. 
Thts allunement WIll gradually break down, 
causing Ihose who u se Ihe gate between the 
twO to appear at an increasing di~tance in 
time from that at which the gates werc at­
tuned. Use of Ihe amulet also n:attunes the 
gate, but in the exci temem of combat ~Iela­
nie neglected 10 do this. 

5. The king is an honorary employtt of Ihe 
inn. Ifhe is alive and well, he can exit th~ inn 
and pull the PCs through 10 the outside 
world. [f he is dead or badly hurt, it will first 
be necessary to repair thaI siluation. possibly 
by using the Room of Balms. 

THERE'S NO PLACE 
LIKE HOME 

If, at the end of the adventure, the king is 
alive and reasonably healthy, he questions 
them at length on who they are, how they gOI 
10 the Prison OUI of Time and what is now 
hap].ICning in Blackmoor. He then makes 
them an offer. 

He will get them out of the inn right now. 

and Ihey can take Ihe risk that they arc 
st randw in a time far from their own. Any 
loot they found in tile Prison Out of Time is, 
of course, Iheirs to keep. liowever. he will 
help them only if th~y turn over the amulets 
10 him, si nce these: have been a source oflrou­
ble: Ihal he does not .... ant loose in the world. 
Any prisoners taken during Ihe fight inside 
the prison can. as far as he is concerned, sUly 
inside the inn for all eternity. 

Their other oplion is to step through the 
gate .... ith him as often as seems nect'5sary 10 
return to Blackmoor. Once in B1ackmoor, he 
will make Ihem welcome, providing jobs. 
land. and wealth . [n shorl, he will make them 
valued Iieut~nant' and help them build a new 
home for thenudves. The choico' i~ theirs. 

If the PCs decide 10 !ea,·e the inn, they find 
that they a rc back in their own time, just a 
few years after they first entered the Inn Be· 
tween the \\'orlds. Inside the inn , Uther steps 
through the gatc into Hlackmoor, and th~ 
g~l\e closes behind him. 

If the PCs decide to go back to Blackmoor. 
they arrive there immediately UI)()n stepping 
through the gate. Once in their new home, 
the king knights them, giving them Ihe right 
to bear arms and mete justice throughoul the 
Northlands. H e also gets them jobs working 
for thc Keeper of the Peace and adds their 
names to Ihe list of candidates for nel'> granlS 
ofland and title to Ix- handed out later in the 
year. As a final token of his gratitude, he gives 
each PC a gift of a black velvet pouch embroi­
d ered in siker threads with th~ Hawk o f An· 
dahar. Inside each pouch arc 20 opals worth 
1,000 gold pieces each. 

TIME AFTER TIME 

If the king is dead and the PCs want to !eave 
the Prison Out of Time without entering the 
gale, then the gate opens long enough for sev­
eml of Ihe Regene)' Council"s agents to eOler 
the I'rison Out of Tim~. They arc accompa­
nied by a Fredigar Cripps, who has been 
raised from the dead hy the Bishop of Black­
moor. After hearing the PCs story, Cripps 
agrccs to help Ihem leave the Prison Qut of 
Time, bUI only if Ihey gi,·e the Regency 
Council the amulets thaI control the gate. He 
wants no further usc: of his inn for traipsing 
through time. 

[f the: king is dead and the: PCs wanl to gel 
back to Blackmoor, they can do so SImply byen· 
te:ring the gate. They then appear m Blackmoor 
several .... eeks after they left. The gradual reat­
tunemem of the gate over several hours or days 
causes them to relurn in the early spring. 
Guards are again posu:d in the same positions 
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as .... hen they first slepped into Blackmoor. The 
guards hold them in the cellar fur a few minutes 
while someone brings The Fetch. 

Generally. the PCs are made welcome. 
Those killed dunng Iheir cscapc have been 
raised by the Bishop of Blackmoor. Tho: o:ulprits 
in tho: king 's abduction ha'"(' bt.'t!n unmasked . 
There i~ no funher reason to hold the PCs. 
They are fre<: to go anywhere in Bl,1ckrnoor­
but not through the gatt. Once Uther is recov· 
ered, thaI i~ being pennanently 5t'aJc:d. 

If the PCs bring Vther's body back or if they 
ha,·e. for some rcason. disposed of it $0 thaI il 
was swept away during the inn's nigh1ly dean· 
ing, the gate doses behind them while Ihey ilre 
wailing for The Fetch. The attunemem with 
The Prison Oul of Time is broken. 

If the PCs don ' t return Ulher·s body. the 
soldiers in the inn vard are sent through the 
gate to gel iI, re1urning with it in one lurn. As 
soon as they reenler Blackmoor, the gate 
doses behind them . Again, the allUne!llem 
wilh Th~ Prison Out of Time is broken. 

If Ulher·s body is returned , the Bishop of 
Blackmoor ,mmwiatdy begins work to raise: 
U ther and cure his lerrible hun s. \Vilhin a 
few weeks. he is wdl ~nough to personally 
Kive his thanks to Ihe PCs. Until that time, 
tlu:y are guestcd at the Comeback Inn . \Vhen 
tho:)· finall y mCCI the king. he gives each of 
them a gift o f a black veh·et poueh embroi· 
dered in silver threads with the Hawk of An· 
dahar. Inside eilch pouch arc 20 pearls worth 
500 gold pieces each. The king also, at this 
IlIne, knights eaeh PC within the laws of 
Blaekmoor, giving o:ach the right to bear arms 
and mele justice an)"where in Ihe Northlands. 
He then passes his guesls over to The Fetch. 
who has a propostlion for them 

If the pes faikd 10 bring back (he king's 
body. The F~tch 's proposition involves only an 
offer of employment on lhe slaff of thc Kccper 
of the Peace. If they brought the king's body 
back with th~m. 11lt: Fetch also infonns them 
that each of their names is now on the list of can­
didates for grants uf land and titie tU be handed 
out som~time late in the year. In addition, he 
gives to each PC a small black veh·e:t box hold· 
ing a sapphire wonh 5.000 gold piect'$, a gift 
from the Regency Council, independent of that 
made by the king. 

[f the PCs allow the king 's body to be de­
stroyed. The Fetch pays them 5,000 gold 
pieces for Iheir efforts and requests Ihat thcy 
leave Blackmoor town immediately. 

FURTHER ADVENTURES 

If till" PC's go back to their own time, they 
can relurn to Blaekllloor in future by again 
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locating the Inn ikl"''ttll the \\'orlds. walling 
for the gate to opo::n. and then using il 10 try to 
pass through into BJackmoor. If they follow this 
procedu~. il take5 3-8 w •. :eks of wandering 
through thc Broken Lands before: they rdocale 
the Inn Ke1ween the Worlds. 1lll"}' must then 
wait \-1 0 weeks for the gate to open. 

Once they usc the open gale. the pes cOII: r 
3.12 different Inns Between the World before 
linally reaching Blackmoorjust a few months 
afler thc end of the adventure found in this 
module. Each of these inns is identical to the 
first Inn Between Ihe Worlds desc ribed cap 
lie r, c:<cept lhal 11 contains no traces of Ihc 
dead orcs. Ihe H epath Nun party, any visitors 
from Black moor or Ihc previou s visits of the 
I>C,. As Ihc PCs enter each of these SlOpS 
along the way. the gau: doses behind them for 
1-4 hours. and there IS a SO% chance that 
they have an encounter. Roll Idl2 to deter­
mine the encounter type: 

DI E MONSTER LOCATED NUMBER 

11. 0 1.1. IN ROOM AP PEARING , Gargovle! Any 3·6 , L,on. I.!l. or 8 ,.8 
3 tk.·iI Swone Any ,., 
• Fire Giants , I· ·l , OKres Any 3·6 

6 Orrs 
, 11·20 

; Hill GianU 
, ... , Zomhiu '0, 7-12 

9 Nomad. Any 11-20 

>0 Nl'e Party An)' Varie. 

" Ghouls 'or 6·9 

" Klink Oog. 1. !i. or 8 3·6 

When the PCs finally reach Blackmoor. the 
gate closes behmd thelll. They find that the 
iron bars before the gllte hllve been replaced 
by a brkk wall into which has been set a 
hellvy iron d oor that is locked, barred. and 
wizard' locked. They seem 10 be trapped. but 
by speakmg with one or the four guards in the 
lower cellar through a peephole in the door. 
they eventually get The Fetch b rought to 
them. a nd he admits them to Blackmoor, Af­
ter that. what hllppens depends on the adven­
ture being played. 

If the PCs stay in Blackmoor at the end of 
the adventure described in this module. they 
become agents of The Felch. They can slill go 
off on their own "freelance" adventures. but 
will abo. from time to time, be asked 10 act on 
behalf of the Regency Council. The material 
in this sect ion is designed 10 help you con­
st ruct such !lCenllrios. Future modules in this 
series will include both freelance adventures 
lind missions of a political nature to be played 
out against the backdrop of Blackmoor's dan­
gerous political and military situation. 

T H E EM PIRE & TH E NORTH 
The Great Thonian E.mpire, as it is known 
Ihroughout most of the world, is technically 11 

republic (the 1l1ird Republic of Thonia). In 
theory. it is ruled by a senate that perioclically 
selects an executive body of one to six members, 
called an "Imperial," In practi<.:e. an Imperial 
seldom consists of mo~ than twO men-and it 
is usually but one per.;on, "ho has come to be 
known as the Emperor of Thoni .. . Such men 
mUSt. by law, be chosen from among one or the 
si)< leading fllmilies in Thonia. 

T he empire exercises its authority through 
a bewildering lIrray of governors. commis­
sions. lind plenipotentiaries. But the real 
power rulS in the hands of 10 military gover· 
non, ellch of whom contro], 11 major province 
oflhe empire and the lIrmy needed to defend 
it from enemies, both internal and voternal. 
With such an army at his d isposlIl. a man 
could even threaten the senllte. itself. '''' ilh­
out it. he is but a pawn, politically. 

Thanks to these tWO felltures of the Tho­
nian political system. ambitiOUS men secking 
a path to !he purple have traditionally sought 
twO things: a military governorshi p lind 
membership (often by marriage or adoplion) 
in one of the empire's six grea t fllmilies. Since 
it has proven impossible to restrict member­
ship in the six great fami lies, the emperor's 
prime politicaltllsk is to make sure thllt no ri­
val of any ability gains a military govcrnor­
ship. With Ihis being an emperor 's main 
means of protecting himself, the government 
of Thonia hlls inevitably deteriorated as one 
bungling boob after another has become gov­
ernor of some threatened province, 

Currelldy. there is one exception to this 
rule. Afte r the success of the North's Great 
RebeHion. the emperor WllS forced 10 appoint 
a man of both ability and ambition to govern 
Thonia', northwestern province. This Tahll 
M arcovic, known as the Iron Duke, is now 
BllIckmOOr"s main foe . He has funded a sub· 
versive organization known as the Wizards' 
Cabal, which ti relessly works to dest roy 
Blllckmoor from within . H is spy master, 
Skandros the St rangler, has set up shop in 
Bramwald and now wea\'es endleu "ebs of 
intrigue againsl Blackmoor. H e has even senl 
cITunissarie! to arrange with the Egg of Coot, 
Ihe Skandaharian Raiders, and the Afridhi 
Empire a coordinated mililary campai gn 
against Blacknloor. 

At his headquarters at Marban, the Iron 
Duke is now raising extra trOOpS for a cam­
paign against Blackmoor Ifhe can regain this 
vital an:a for the empire, il will become part 
of the province he governS and will allow him 
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to raise, pay, and feed even more troops for a 
hid lit the throne. The Iron Duke is the worst 
threat facing Blackmoor. 

The other threats to Blackmoor an: only mar' 
ginally less serious, though. Its position on the 
Nonh and Black Seas, and Ihe pTdCTKe inside 
ilS borders of a large chain of navigable ri"ers 
and lakes have more than once made it a path of 
oonqucsl. This is especially so since the Bad· 
lands. south of Blackmoor. hllve tended to block 
any mo~ southerly line of mllreh. All of these 
fllclOrs ha\'e conspired to dr.l.w the kingdom to 
the attcntion of three other imponant foes: Ihe 
Egg of COOl. the Skandaharian Raiders. and 
the Afridhi Empi~ . 

-rb the northwest (Of Blackmoor and sepa­
rated from it by a narrow channel called The 
Breakers . IS an isolated peninsula that rose 
from the depths so recently that there are men 
who remember when that barren, Slinking 
tongue of land was open sea . This magically 
created peninsula is the dominion of an evil 
and vastly powerfu l enl ity Ihat calls itsdfthe 
Egg of Coot. Few have ever seen the Egg. 
Those who hllve seem unable to remember 
anylhmg about it. But over decades. it has 
drawn men to its 11lir and bound them to its 
e\'il will. Now, from its capital. the Egg 's 
Nest. it rules 11 small empire of 20,000 sub­
jects. a quarter of whom are slaves. 

Since mO$! of the coastline su rrounding Ihe 
Egg's realm is either rocky cliff or nearly im· 
passable fen. points of entry are few and far 
between. In the north. the spit of land con­
necting it with the mllinland is guarded by 11 

castle called Trollgate, which is manncd by 
500 soldien. On the east coast. Castle Ohm­
fct , with its garrison of 600. blocks the one 
good landing sight . On the south coast, the 
walled toWn of Harbol (population 3,000) 
controls access to the beaches at the head of 
Bllnkdog Bay. At the head of COOt'S Say is the 
Egg's Nest. 11 walled t(>wn lind port of6,000, 
inside of which is the Egg's citadel. 

Far 10 the northeast and nonhwest of 
Blackmoor are the strongholdS of the far­
saili ng Skandaharian Raiders , who have 
plagued the Northland! for centu ries. In reo 
cent decades. 11 shift ing of land masses has 
caused a geographical ehange Ihal has made 
the Skandllharians even more of a threat. 
The saflle fo rces that threw up the Realm of 
the Egg also caused the neck of land north of 
the City of Maus to sink into the sea. opening 
a new channel called T he Shallows linking 
the formerly separated Black Sea lind North 
Sell. Now the Raiders of the Eas t. who for· 
merly threatened only the east conI of BllIck­
moor. can join their urength wilh their 
Skandahllrian kin. the Raiders of the \'\'cstlO 



ravage ~ht' kingdom's northern C03$L 
SO bold havt;: the raiders become thl'! they 

have, during the last decade, built it trading 
base al the nonhern cdge of The Sh;.lIow5. 
Called B;trtcrtown, this sculcmcn\ of 900 
makes ilS living as a marketplace for the ex­
change of the fruilS of piracy. On this "ncu­
ITal" ground, slaves are $Old, captives are 
ransomed, and the civiJixed goods wresu:d 
from plundered ships are exchanged for items 
morc to the taste of the sea roVCrlI, who l lTt' 

thus saved the burden of seeking buyers in 
far-away places. So cynical is this trade thaI 
the merchants of Maus can ufu:n be seen in 
Bartenown pun:hasing goods juSt looted 
from their COIII I~tilOr's ships. 

During the pt:riod immediately following 
the events rdated in this modul,"s adventure, 
the Skandaharians of both the Ea~t and the 
\\'est arc preparing a full-scale invasion of 
Blaekmoor airllt.-d at securing the loot of Vest· 
fold, Blackmoor. and, if possible. i\-laus. 

The other great enemy of Blackmoor IS the 
Afridhi Empire. AI present. lIIuch of the 
Afridhi army is tied down elsewhere. but 
there arc 20.000 trOOps in the Duchy of len. 
most of them dispersed in a series of small en­
campments scattered along the west bank of 
the Mlsaug" River and the west shore of 
LO<"h Gloomen. 

The iliOn: imponall! towns of what was once 
the Duchy ofTen abo have their garrisons. Ro­
binspon. a walled tradingn:merof2.000at the 
moulh of the Firdrosl Channel, has had 1,500 
Afridhi IroopS bille[ed on it and another 300 
troops now man us citadel. The 1,500 c1ti7.ens 
of the ne.uby walled town ofPon Detron hosts a 
garrison of 1.000, plus a ci!adel guard of 200. 
Tne walled towns of Hanford, Silverbdl, and 
Southpon, an: each home to 1,000 Afridhi 
troops, plus a ]OO-man citadel guard, despite 
[he fact \h~u these towns boast only].OOO citi­
zens apiece. And the former capital of the 
Duchy of -len, Ihe castle of Starmorgan, which 
never held mon: than ] ,000 govemment offi­
ciab. servants. and guanlsmen, has been ex' 
panded to hou5e an additional 3,000 Afridhi 
troops. Even the smalltovms of Oktagenl and 
Rusagem, wllh their single defensive lOwer and 
their 500 inhabitanu, have been forced to (Iuar­
ter 1,000 IroopS each. 

In fac t , Ihe only pan of the Duchy of 'len 
that has not been forced to house large num ­
bers of Afridhi is the trading post of White 
Horse far out on the Plains of Hak along a 
tributary of the Root River. Since the Afridhi 
have CUt off all trade with the Horsemen of 
Peshwah and have placed an inspector and a 
company of 50 cavalry in the town 10 enforce 
the prohibition, White HOrM: has actually 

lost population (drupping from 300 residents 
to 100 res idents sinCe the Afridhi conquest). 

Not content wilh the size of the army now 
massing along Ihc frontier with Blackmoor. 
' Iosb Rusa. Mistr.:s! of God and titular head 
of the Afridhi EmpIre, is negotiating an 
agreement with the Duchy of the Peaks 
w hereby the Duchy will pro\'ide 1.000 of ilS 
famous hea\'y pikemen to Ihe Afridhi for the 
nex[ campaign against Blackmoor. Safe in 
her walled city of Starport (popu lation 
15,000), high in the SUI>cntition ~ I ountains, 
the Duchess of the Pe~Ih has so far been abk 
to fend off'loska Ru sa's demands. But the 
duchy is always in need of gold to fund the 
public spectacles belOved of ilS decadent pop­
ulace. and 'Ioska Rusa has recently offered 
advance paynumt in gold for Ihe troops she 
..... ants. It is now possible that the next time 
the Afridhi cross the i\1rsauga the previously 
decimated ranks of their he,"'y pike will be 
augmented by troopS from Starport. 

Sou[h of Black moor, the PlainS of I-Iak give 
way to the Badlands and the Dragon Hills. The 
kingdom's only enemics on this from an: Ihe 
Horsemen of i'cshwah. who may, in sheer des, 
peration over the loss of their hunting grounds 
on the wide plains. be induced to attack nonh 
into Blackmoor. Ccnainly, it is pan of the [ron 
Duke's plan to make this happen. Ilowever. 50 

far, the Pcshwah have been reluctant to shed 
thei r blood in wooded country so liule to their 
liking, Hen: an: only potential enemies, but still 
enemies who must be watched. 

As if these threats to Btaekmoor are nOt 
cause enough for alarm, th(' kingdom. itself, 
is seriously divided. Within the realm are 
9,000 elves and 16.000 dW;lrves. who count 
for a large part of the kingdom's military 
strength. But many of their clans and tribes 
are led by conservative chiefs who want no 
truck with humankind and who fear Ihe new 
technology being devdop<..'t] at the University 
of Blackmoor, Their \·i('w5 are not at all un' 
like those of .'lOme of the more conservative 
barons. who have siaunchly rests[ed Uther's 
attempts al reform. More imponant even 
than these internal stresses, is the recent out­
break of warfare between dwarves and orcs in 
the Crystal Peaks. This war is fasl growing to 
include the dwarves and orcs of th.: Stormkil ­
ler Mountains and is absorbing most of the 
dwarves' military strength. 

These are not the most dangerous internal 
problems either. Th(' Wizards' Cabal, once 
smashed when it came oUI in the open, now 
conspires in secret to destroy [he kingdom. 
Along Blackmoor'ssouthern border. on adis' 
mal island in the middle of Loch Gloomen, is 
a large temple Ihal has become the home of 
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an obscun: religious order dedicated to the 
same end as lhe \Vizards' Cab"l. Sume 100 
members of this brotherhood reside in their 
temple III Frog Swamp, their every whim at­
tended to by 400 slaves and retainers . [n the 
cast. the Barony of Bramwald retains its aIle­
gience to Thonia, thus posing a constam 
threat to com munica[ ions w,th the New 
Lands to the south. The baron's 800 soldiers 
and 200 imperial guardsmen arc supported 
by a levy drawn from Ihe 3,ooocititens of the 
walled !Own of Bramwald , the capital of the 
barony. East of the capital. Ihe small IOwn o f 
Erak (population 1,2(0) hosts another 300 of 
the baron's soldiers . 

All Ofthr;~e threats arc matched by the con­
stant threat from the very wildness of the 
North. Civlhzation here, though much more 
firmly established under Uther's rule, is sull a 
fragite tiling. The more·lra~eled roads inside 
Blackmoor arc relatively sa fe, especially 
those lmkmg Blackmoor, Booh, Vestfold, and 
Williamsport But the wild magiC of the 
North continues 10 b, rt h ils crop of monsters. 
Off the main roads, the)' present an e\erlast­
ing hazard to Ihe unwary [raveler. despite pe­
riodic st at e-sponsored search·and,deslroy 
missions mean[ to hold Ihem in check. 

THE KINGDOM OF 
BLACKMOOR 

Against these many th~ats from inside and OUt 
stands a nation of only 130,000. of "hom a 
third are residents of [wo dozen cilles and 
lO"ns. AlrnO$t half of the populace an: \'ilIaqcn 
or small freeholders living within 40 milcs of 
thOst:: cities and towns. Only one citizen in six 
lives in th(' wild counlry far from protective cas· 
tles and city walls. Those few who do mostly re· 
side in small eoas tal fishing villages. 

Geographically, Blackmoor is dominated 
by twO features: the su rrounding sea and the 
inland "aterways 

To the northeast is the North Sea. the hunt· 
ing grounds of the Raiders of Ihe East and 
home to the galleys of imperial Thonia. '10 
the north is the Black Sea, home to both 
Skandaharian Raiders and the new na~'y of 
the Egg of COOL The Black Sea is linked to 
the Skandaharian Sea in Ihe far north by lWO 

maritime passages: the Amber Ch,mnel that 
separates I\l ackmoor from the R ealm of the 
Egg and the Firefrust Channel that CUI5 
northward from around Robinsport. [t is Ihe 
Firefr05t Channel Ihat has so often served as a 
conduit for the fierce Raiders of the \o\'est, 
come down from their i.'lOlatcd fiords on the 
Skandaharian Sea to loot the coasts of Black­
moor and Ihe Duchy ofTen. It is the freezing 
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current from the Firefrost Channelth", gives 
Blackmool' its temperate climate (wh ich 
would otherv.;s ... Ix: almost subtropical). 

Blackmoor's main waterway is the Root 
River. which CUiS acmss the southern third of 
the land all the way from the Plains of H al.: to 
the North Sea. Thi s broad, shallow , gently 
nnwinf( watcrv.'ay is navigable along its ('1)­

tire length and carries much of the kingdom'~ 
('omlnerc!:. Far mland, II Ix:comn pan of a 
system of lakes and ri\'cr channels that carry 
both nonh-wuth and east-west trade. 

Most impor1am of the north·south W,lIef­

ways arc the Misauga River (marking Black­
moor's western fromi~l' with the new Afridh, 
Empire), the Barlc~'corn (linking Vcstfold with 
the Root River via the Draco Channel), and the 
channel fonned by Lake Hope and SoUlhlak .. 
(linking the tOVoTl of Blackmoor wilh Ihe ROOI 
Ri\er). A i\e'Cxmdary waterway fonned bv the 
\Vunn Ri\"e~. Bass Lake, and Ral Lake links 
Ihe Cryst'" Peaks and the New Lands with the 
rest of the kingdom. In the wes\. treacherous. 
shallow Loch Gloomen is more a barrier to in­
\asion from the weSI and south than a trade 
route. How~·e~. somc trade dot'S fluv. from the 
lake up the Big ~Iuddy 10 the I_'tke of~'lists and 
the trading center of Ken\'i!le (population 
] .100. plus 200 soldiers). 

The tonliguration of its coast!. and ri"ers, 
and the surrounding marshes has alway~ 
mafic Blackmoor easier to enter from Ihe 
north and eaSI than from the west, somh of 
west. The Great Dismal Swamp has been an 
especially importan t barrier to invasion, 
since it tends to force armies onto a handful of 
trails where they can be: ambushed and cut up 
by veteran Blackmoorians who an:: usually 
more at home in Ihe twisted fens than their 
enemie$. Few armies entering Blackmoor via 
Ihis route ha\'e managed to march up the War 
Road even as far as the narrow strip of land 
called The Neck that separates Bitter Lake 
from Lake Temperance Only ra~el}" has 
\'estfold. itself, been thrcatened. 

On the other hand, if these marshes have 
been a defensive blessing, they have also be:en 
a constant source of trouble. \..vithin their 
tratkless depths arc hid both fell beasts and 
e\iI men. who often prey upon the folk of the 
Barony of the Lakes. In many ways, the 
Great Dismal Swamp is the wildest and mos~ 
dangerous pan of Blackmoor. 

Guarding those few O\'erland routes through 
the rnal1lhes arc three small castles held by the 
knights of the Baron of the I_'lkes: the Tower of 
;"'Ildges (with a garrison of 400 soldiel1l), Gar's 
Hold (with a garrison of 200 soldiers), and 
Ran's Hold (with a garrison of 300 soldiers). 
From these fonifK"ations aoo from the town of 

Lake Gloomy (main hold of the Barony of the 
l..akell. with a population of 1.500 and a gikrli­
son of 500), patrols keep constant watch on 
Blackmoor's 5OI.uhw,-'Stem and "'~tem fron­
tiers. Southeast of Lake Gloomy, the barony's 
other town, South Pim (populmion 1,0(0) i, 
host to a sma.ll fon from which 700 more sol­
diers keep watch on the Big Muddy. 

\\' here the marshes. woods, and lakes of 
the west linally give way to moreopcn terrain 
in the south, entry to Blackmonr is barred by 
the town of Boggy HOllom (popu lation 
1,200), whene srlllkli fort and 500'man garri. 
son block the Root River where it flows imo 
Blood Lake, A foc stdestepping this defeMive 
$eU lemem would have two possible ways into 
Blackmoor. H e could march through The 
Badlands. a waterless desen of broken rock 
lind old la,'a beds. Or he could cross 100 
miles of wi lderness, much of it wooded, and 
ford two major rivers in order to reach the:' 
I !ell Road east of Lake Branden . 

South of the Root River and east of Blood 
Lake is the area called the New Lands, that 
vaSI stretch of new taritory up<;:ned up after 
the Great Rebellinn H ere, south of the Crys' 
tal Peaks. human settlements are few. Almost 
at Ihe head of the \\'urm River is Dragonia. 
the lint (and onl}') town orthe new Baron}, of 
Dragonia. created tn block any nnrthward 
move by the Horsemen of Peshwah With a 
mere 800 citizens and 400 soldiers. Dragonia 
is more village than town. Some twenty miles 
north of Dragonia is l"airlicld Abbey, fid of 
the famed monk Brother Richard and now 
horne to 50 monb and lay brothers of the 
Thonian High Church Far down the Wurm 
River is Ihe tower of Brother Richard 's was· 
trel brother, BOlero the Drunkard. At the 
mouth of the \oVlIfm is Ramshead. a settle­
ment of about 1,000 halflings built around 
the keep of I'hiln I-I olbytyn. Except for the 
lonely tower of Robert the Bald atop the 
mountain Cloudtop. these a re:' the only settle· 
ments in the New Lands. 

Separating these settlements from the Root 
Ri'·er basin are the CryStal Peaks, home to the 
largest and richest dwarven stronghold in the 
Nonh. Nestkod high atop the shoulder of the 
23,OOO·fOOl Mount Uberstar is the main gilte to 
the Nonhem Dch-ing, home to some 10,000 
dwa""".'S, and seat of the Regent of the Min" 
The regent sits on the Bladonoor Regency 
Council and is an ally of King Ulher. Thanks to 
his po!ition. most of the Dwarves of Ihe Nonh 
follow his lead and are also loyal to Blackmoor. 
but it is a fragile loyalty. Currently, it is sorely 
stressed by the recent capture of the regent by a 
band of Orcs orthe Black Hand. The war thilt 
hM foilOVo'oo hard on the heels of this calamity 
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has luml'(l thc Crystal Peaks into a blooxly and 
dangerous ballleground. 

North of the Root River and east of the 
Lake Hope-Southlake waterway is the Bar· 
any of Bramwald. a st ralegic lief held for the 
empire by Bnkm Tagus. Baron of Bramwald . 
Bramwald is virtually the only fief in the 
Nonh claimed by B1ackmoor but nOt under 
Uther 's control It s position is anomalous, 
with the baron sulllovallOthe empire hut un­
willing 10 make war on his feJlow barons who 
ha\'e adhered to Blackmoor. North of this 
barony. protecting the heart of the kingdom 
from any invasion up the Greenway, arc the 
lOwering Stormkiller Mountaim . 

\Nest of the SlOrrnkillcrs arc the towns of 
Williamsfort and Newgate. The former is an 
older lown of 1.100 souls nestled in the foot­
hills of the Stormkillers. Due \0 Ihe excesses 
of its baron. the lief is now administered by 
the crown, represented by the person of Ihe 
Great Svenny. There is now a royal garrison 
of 400 troops in the town's recently enlarged 
citadel. Svcnny's own lief is the newly 
founded strategic settlement of Newgate 
which guards Ihe Junction of Southlake. the 
Draco Charlllt"l. and the Root River. In ~e­
cent ,"ears. ,ome 1.500 persons haw settled at 
Newgate, whose small caslle holds 200 of the 
best lighter~ in the realm. 

Far to Ihe cast of William sf on and separated 
from the mainland by Ihe West Channel, is the 
Barony of Arcillis. T he constant raids of the 
Skandaharians have kepI the kingdom's east 
coast sparsoely sellled and subJCCt tn grinding 
pm·eny. Thus, Archlis is little more than a sin· 
gle castle, guarded by only 300 soldiers and sur­
rounded by a village of JUSt 800 folk. The 
sprawling barony stre tches practieally the 
length of the eastern coast but contain' at most 
another 3,000 citizens. protected by half a 
dozen small garrisons t(){aling perhaps another 
100 sokliers. Almost all of these folk inhabit 
small fishing villages of less Ihan 200 souls. 

CUlling the eMt coast intoa chain nf snady is· 
lands are a IICri<,.'S of channels used as inland wa· 
telWays. Thus. the freetown of Jackpon is 
located almost 40 miles inland, where the 
Champion R iver mec~s the West C hannel. It is 
a prosperous pon of 1,200 folk, guan:kd by a 
small garrison of 300 crown troops. Much of its 
prosperity stems from the fact that it rests at the 
junction of the broad fJfRoad that CUI! through 
the Redwooxl to Blackmoor and Skinner's 
Road, leading to the City of Maus. 

The Redwood is home to an estimated 
5.000 elves. of whom 3.000 live in the forti· 
lied R inglo l-Ial1. hidden deep in the forest's 
interior. Those who dwell at Ringlo Hall aI· 
most aJi owe al1egience to Mena nder lthamis. 



!\\cnandcr. III turn, is it m~rnbc:-r of the Regent} 
Cuullcil lInd it stron~ supporter of King UtIH:r, 
Iluw<:vt.'r, then: is it large clemen! of the cken 
community Ihrll want~ no commerce with hu­
Ill~LOS (Lnd dwarves and opposes Mcnandcr's d· 
fon5 on ~halr of Blackmoor. 

The greatest city in lhe North i, ,he.- walled 
port of 1\1,1\15, oUlsidc of which is th .. <lIliOlt 
Baronv of ~Iaos. \Vith 17,000 dl;zens, ron 
army of 1,500 regulars, and a larg~' militia. 
:-'laus is the strongest economic and military 
center in Blackmoor. This strength is en­
harKed by its dose lies to the nearby Barony 
of :>.Iaus, ",host' !\o\aushold. with its 300 suo 
perbl>' trained trOOpS, has alway~ bccn an im­
por-lanl a~'CI 10 the city in times of [rouble. 
South of the ('it)' arc the Ha'en Peaks, in 
whose secret cavt:~ a 8ilrrison of 200 lroOpS 
stands guard o\'(r stocks of fOCK! and 0[11I:r es· 
semial~ rrl.lim,lint:d against Ihe da\' when the 
POPU]:lee ma) a'(ain be forced to flee Ihe 
Sk"ndllhilrillllS as the)- ha\e thrice before. 

From :>'1,IUs, the so·ealled Raider Road 
leads southweSI LO Blaekmoor and the heart 
ofdu.: kingdolll_ Through unmapped fen and 
barren downs it wanders, with hardly a habi· 
tation to break its cmshing desolation, Only 
at Ihe midpoint of its southward journey is 
thert~ any sullstantial structurc. SlllIlding 
arop ,I h1l:h clifT on tilt: wild north coast is the 
Old North \\'a l(:h. Once home to a company 
of ~O 111,'n "h() kept watch for raidcn making 
landfall on Ihc north coaSI, it is now a cnun' 
bhng rum "ho~ 1l1onumemal SLOnes have 
housed any number nf fdl monsters in their 
dar Its latest tenam is the Green 1\I"n, $!!en:t 
head oflhe outlawed \Vizards' Cablll 

At Ihe head of Ihe Bay of Blackmoor, the 
raider Road reaches the IOwn of Blackmoor, 
Built on It rotky tongue of land, this walk-d 
town of 2,500 witll ils towering castle on the 
slop • .: above is one of the stron!o;est places in the 
North, home not only to 800 of the king's 
troops. but 10 hundreds more bra\'os and 
hin:swords, many of whom are worth a eorn· 
p"ny in themsd\'~. Though not the offiCial 
capiull of tht: realm, it is where the king holds 
COUrt most of the time. It is also home 10 Ihe 
Uni,·ersil>· of Rlackmoor. 

Blaekmoor is also the magical eenu:r of Ihe 
kinguom The strange black rock in which it 
is built is pt"rrncatcd with the same magieal 
cnergic~ found in weaker concentrations 
throughout Ihe North. Only the ruined pile 
called the Wi~ard·s \Vatch .. nd the inncr 
stronghold of the Egg of COOt even approach 
tht: (;oncentration of wild magic found in 
Blackmoor, This is. perhaps. why the V351 

dungeons and ca\'erns beneath the caslle 
5Cem 10 perpetually spe" new legions of hid· 
eous monsters who musr periodicallr be 

swept from their lairs lc~t the)' become a dan­
geT to those living in the upper floors. 

It is said that the wild magil in Ihe north is 
srrongeSI wht:ren:r then' are bits of the black 
rock on which Blackrnol)r is built. It is also 
said that the deepest caverns under rhe castle 
and town are linked by:1 maze of unexplored 
lunnels with ea\'e5 throughout the Peaks of 
Booh. Theft" an' CH'n Iho$!! who assert rhat 
Ihe ca"erns extend as far north as Glendower 
and as far eaSI as \'estfold 

The town of Vestfold. some 50 miles from 
Blackmoor across and tht" Harlcycom, is the 
most important town in Ihe heart orthe realm. 
This walled port town uf ~,OOO was founded 
shortly after Blackmoor, but il seems to ha\·e 
prospered far beyond its sisl t'r town up the 
coast. lllOugh it~ citadd is perhaps not as im· 
pressi,·e, its walls are Stronger than those of 
Blackmoor. and il has succcssfull>' resisled foes 
who have then gone on 10 sack Bla(.kmooT_ To­
da}. ir is the home uf the kingdom's bureaue· 
racy and me official ~al of government. 

Between Blackmoor and Vest fold is a low pIa· 
teau of land bounded by the l\ay of Ree\'a and 
rhe Bay of Bla{kmoor in the north, rhe Barley· 
com River in the wt"st, Ihe Draco Channel in 
the south and the Southlake·Lake Hope water' 
way in the cast. "nlis is the most peaceful and 
prosperous part of Bl:lekmoor and is rht: unly 
p.."lrt of the kingdom tli:!! can truly be: said to be 
a settled area. 'lei even he~, danger lurks. The 
Peaks of Booh have ne\'er ~n complelely rid 
of monsten. and Cu~J's Fen is Mill a .... ild place 
..... he~ anything might be: encaunren. .. 1. In the 
south, a small colony of d\"~ has been unable to 
rame the \\'etwooJ. And in the north, rhe Bar· 
ony of Glen dower has nc\er eemll ... 110 be: at war. 
In fact, tht: company of ~O mcn manning tht: 
londy to .... er at Coot's \\'atdl, north ofG1cndo· 
wer, is now the first line of defense ofFllIlt"kmoor 
IOwn asainst rhe Egg of Coot's new navy. 

Still. for all that il is still a wild place by 
standards other Ihan those oflhe North. this 
small strip of ground is paradise in compari· 
son toother pans of Blackrlloor. The Tower of 
Booh, a former defenshe work that has be· 
come home to 2,300 halOings and 400 hu· 
mans, is, for example, a (luil·t place. In facl, 
one can strolltht: road between rhere and rhe 
Abbey of Fitz without ft"ar for one's life ex· 
cept on the darkest nights, And Glendowt:r, 
for all that it is :t walled garrison town and 
home to 900 soldiers. is still a merry place_ Its 
1,400 citizens ha\"e simply learned to live 
wirh (he fact that the barony is always in dan· 
ger and that the pitch balls by the catapults on 
the castle walls must evcr be kepi alight. 

This. Ihen. is Blaekmoor. h 's not a place that 
folks rerire to_ But Ihose with a quiek sword, a 
glib lOun!{Ue, and a hunger for gold mar find it 
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to their taste. Genainl)', there are opponunities 
aplclllY for )uch indil'iduals. With w"r brewing 
in the North. t:;!ch of the interestL..:1 panics is 
waging a S<.'Crer campaign 10 obtain those small 
advantages thm can be: me margin ofvi<:101)' in 
battle. These \'ariolls campaigns require not the 
skills of the knighr and the military engineer, 
but those of Ihe thief, the spy, and the dagger· 
man 

In this s ituation. it is impossiblt" to say 
whal C\il the Egg of COOl is planning, or"hat 
new scheme the Iron Duke and his vicious 
agent Skandros tht: Strangler arc about to 
hatch, gut it can be said wilh some Certalllty 
that the go\"ernment of Blackmvor hilS its 
own lisl of seert:t missions that it pl:lns 10 

mount (any of which might form the basis for 
a new adl'enture). These include: 

1. A mission to penetrate rhe Realm of the 
Egg and rescue the missing Baron of Glendo· 
.... er who disappeared after entering that el'il 
dominion 111 search of his kidnapped bride, 
Z. A minio'l toobrain the help of the H orse· 
mcn of Peshwah against the emp,re. 
3 . A mIssion 10 demoralize the Afridhi by 
penetrating Starmorgan and stealing the 
treasu re eolk·c ted by Toska Rusa for the pur· 
pose of building a temple to the Afridhl god, 
ZugzuL 
4. A mission to kill Skandaharian leader 
Thorsen One-Thumb so as 10 creale a Strug' 
gle for the office of FifSrJari and prevent the 
Skand:lharian Raiders from a!laeking Blaek· 
moor this year . 
5. A mission to destabilize Ihe rule of the 
Duehessofthe Peaks in hopes that her 1:H.'"Ople 
will overthrow her and that the succeeding 
turmoil will keep Starport from sending 
troops to the aid of the Afridhi. 
6 . A mission to locale Ihe Green M"n, sec reI 
head of Ihe Wizards' Cabal, and brinK' him 
b,,(;k to Vest fold for a magi(;al interrogauon 
tlmt will hopefully reveal details of the organi· 
zation's mt:mbership and operations. 
7. A mission to enler the stronghold of the 
Orcs of Ihe "lack Hand and rescue the Re· 
gem of the Mmes as a first step to endmg Ihe 
6th Dwarf·Ore War that is currently raging 
in the Crystal Peaks. 
8. A mission 10 disnlpt lhe opera1ions of the 
Iron Duke's spies by identifying and $laying 
his sp>'maSter. Skandros the Strangler. 
9 . A miss ion to map an underground military 
road between Bla(;kmoor and Vest fold 
through the monster·infested ca\'erns be· 
neath the heart of Blaekmoor_ 
to. A mission to penelrale Bartenown and 
learn the idenlilies of Blackmoorians who a~ 
workmg with (and possibly supplying military 
infonnation ro) rhe Skandaharian Raidc:n. 
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Herein art: described a number of famous 
NPC! whom Ihe PCs are likdy 10 meet (or 
hear of) whilt: adventu ring in and around 
BlackmooT_ All have ligurro quitt:' promi­
nem ly in Ihe kingdom'a past history-and 
may wdl do 50 again. Some mayc\'cn accom­
pany the PCs on their adventures 

Un!r!! olhc""ise noted, a'>$Ulllc Ihal any of 
these NPes who a~::to1l1pany the PC party on 
an adventure or who art' encountered in a 
wilderness setting carry a backpack loaded 
with certain standard equipment. Items {'(!.T­

ried in Ihc pack Include a lantern. a flask of 
oil. li flccn iron ralions, 1150' length ofroro:, a 
tinder box, IWO wa!t:r skins, 11 steel mirror, 
and a holy symbol. If the NPC is a thief. the 
pack also contains dlicvcs' lools. 

Unless otherwise noted, assume thai each 
NPC owns a riding horse, saddle. bridle. and 
saddle bags and Ihal each of the NPCs' body' 
guards and olher companions are mounted in 
the same fashion as the NPC. 

The allribure$ of the NPCs listed in this 
section rdl«t all modifications for the type of 
armor usually worn and for any ..... eapon. 
shield or magic item indIcated as being usu­
ally carried. Armor class hu abo been modi· 
fied to ref1«t dexteritv bonuses. 

ALWYN MORLAND 

NeulrallOth le\'el magic·user; Str 12, Int 12, 
Wis 12; Can 18, Dex 18; eha 18; AC 6; 
hp 28. 

A wanderer of some renown in Ihe North· 
lands, AI ..... yn M orland makes her living as a 
passing fine bard. Most think of her as no 
more than that. But this young woman is abo 
a puissant witch, and since her spendth rift 

..... ays tend 10 keep her pu,.,e d«idedly light, 
she has of len found herself mired up to her 
neck in harebrained advenlures designed to 
remedy her chronic poverty 

Generally. when in Blackmoor, Alw)'n 
stays at the Comeback Inn, where she pia)', 
her lute for room, board, and tips (which are 
usually substantial-she really is quile good), 
Unless she has been in town more Ihan a few 
days, she will probabl)' ha\'e 100 or man: gold 
picces on her person. If she's been a round 
much longer than that, odds arc she's spent 
all bUI a few coppers on rimous good living. 

Alwyn's prized possession (and the one 
thing she has never tried to hock) is her magic 
lutc. T his glorious instrument, of apparant 
elvish design, is inlaid with ivory and gold fi­
ligree and set with a number of large, oddly 
shaped gemstones. Its worth has been esti· 
mated at 9000 gp, but that estimate ma), bc 
on the low side; no one has ever checked those 
gemstones under a Jcweler's loop_ 

But Alwyn's anachment to thl:' instrumenl 
ha! nothing to do with I:'ither its value at its 
beauty. T he fae l is, the lute'! magical proper­
lies give it an intrinsic worth far beyond mell;' 
gold and gems. Once perday, mcrely by pla)'­
ing the correct tunc on Ihis inSlnlllll:'nt, the 
bard can wea,'e anyone of Ihe following 
spells: charm person, s/n:p, hold persoll, 
charm monSlcr, confusion. or hold mOIlSler. 
UnbeknownSt to Alwyn, her lute can also be 
used to cast two other spells. B)' playing a eel" 
lain tunc that she has not )'I:'t $tumbled upon, 
she can cast an animale dead spell. By play· 
ing yet another tune, she can turn Ihe largest 
of the lu te's gemstones inlo a lIlagicjar(as per 
thc m agic jar spell). 

In addition 10 Ihe spells she can caSI with 
her lute , Alwyn knows the following ~pells: 

lst Level: delecl magic, hQld porflll, read 
m<lgic. 

2nd Level: dc/eel cvil, ESP, knock. 

3rd Level: dispel magic, fly, philll/aslllal 
forcc. 

41h Level: dimension door, polymorph OIh­
en, rcmo"e cuneo 

5th Level: Ideport, ... all of Slone. 

Alwyn favo,., elegant clothing in bright colo,., 
and rich fabrics, but styled in the manner 
common to young bravos. She has an espe­
cial fondne5.'l for the broad bri mmed. feath­
ered hats and slash-sleeved velvet tunics Ihat 
became popular in the NorthjUSI a few ),ears 
ago. H er mode of dress combined with h",r 
fine, short -cropped blond hair and slight, 
boyish figure has caused her often to be mis· 
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taken for a n.an. an evcnt which tickles her 
sometimes rogueish sense of humor 

Alwyn usuall)' carries a beautiful jeweled 
dagger, worth about 300 gpo which she uses 
more often for eating Ihan for fighting. But, if 
she's been in town for more than a week. you 
can be usre that she's hocked the weapon lind 
is instead carrying a junk dagger pu rchased 
al 11 local pawn shop. 

If she ha~ just returned from an ad\'enture, 
there is a 50% chancc Ihat Alwyn owns a rid· 
ing horse, saddle, and bridle. Ifshe has been 
in Blackmoor for more than a week, any 
horse she may have owned will have long 
since gone the way of her jeweled dagger­
and the saddle and bridle with it. 

When not otherwise employed, Alw)'n of­
ten accepts special missions for The Felch, 
who is a dose personal friend. 

A RN YONSON 

Lawful 10th level fighter ; Str 18; Int I I; INis 
14; Can 9; Dex 10: Cha 14: AC 4; hp 42. 

Fancying himself something of a local tough, 
Am Yonson has held numberless positions re­
quiring an ability and willingness to use 
"'·eapons. At one time the bouncer at the 
Comeback Inn, he eventually graduated to 
bodyguarding weahhy merchants and teach· 
ing would·be fighters the fine r points of using 
the battle axe. These vocations ha,'e brought 
him to the attention or The Fetch, who now 
employs him as a secret agent of the Regency 
Council. This employment has not kept Am 
from accepting freelance jobs from time to 
time. 

Arn is a tall. blond, blue-eyed roughneck 
with a taste for excitement that almos t 



matches his weakness for the Comeback Inn's 
famOllS golden ale. He commonly wcal'S an out­
landish horlll"t1 helrm:t and fuJi chainmai] shirt 
which have made him the bull of many S\'crel 
jokes in Blackmoor. Few jest aloud. for Am i.~ 
known as II deadly axo:man with a talcO! for the 
crippling wound Ihal doesn't kill, but might as 
well have. When engaged in serious lighung. he 
carries 11 shield and a strong )'CW bow with a 
(]uiver of arrows in addition 10 his other weap­
ons and ~ar. AI other lima, he makes do WIth 
a ballle axe + 2 and a dagger. 

Since he has been rdatively successful In 

his enterprises and has always practiced 11 
large measure of frugality, Arn has amassed 
an irnpn.!ss ive fortune for one of his modesl 
experience. His personal w<;:ahh amoums to 
4500 gold piecu, 800 silver pieces, and 100 
copper pieCe!. Being a prudent man. he 
keeps moS! of his !lOt Insubstantial tre;15U~ 

on deposit with \'ariou$ merchants. money 
lenders. and innkeepers, normally carrying 
no more th'lIl 100 gold pieces. 50 silver 
piITes, and 50 copper pieces on h.s penon. 
Being a thrifty (some would say cheap) loul, 
Arn docs not own a steed. He prefers [0 rent 
horseflesh or requisition it from the Regency 
Council when he needs it. 

BARNABAS THE WANDERER 

Lawful 11th level fighter; Sir 17; In t 12; Wis 
8; Con 14. ~x 12; Cha 10; AC 2; hp 221 
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Once an officer in the service of the wicked 
Thonian mage Ibis Sham, Barnabas' loya]. 
ties were suddenly alte~d by a wholly unex­
pected event While innocently rummaging 
through some junk in Ibis' cellar. the big. 
curly haired warrior found an old medallion. 
\Vhen Barnnbas lOuched it, this amulet laid a 
geas on him that caused him to It)· 10 thwan 
his mistren. In his compulsive drive 10 a!lain 
this end, Barnabas stole her most treasured 
possenion-a powerful magical device Ihal 
contained the very essence of Ibis' life. In the 
process of stealing Ihis powerful item. Barna­
bas somehow caused it 10 "lose itself' some­
where in the distant North. Ibis was. of 
course:, understandably upset and placed the 
hapless Barnabas under yet another geas to 
make him find and return the wayward de­
vice. Until he accomplishes this task, Barna­
bas has only 24 hp instead of his usual 44 hp. 

For yeRu. the: brawny warrior has wan­
dered the North in search ufthe mining item . 
At the same time, he seeks with halfhis mind 
someone who can use the device to destroy 
Ibis once it has been returned and the mage's 
geas has been lifted. 
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Barnabas wears pi,,\(: mail and carries a 
shield. He keeps a dagger in his btlt and has a 
short bow and a quiver wntaining 30 arrows. 
Hut his most prizcd possession is his sword, 
Vasgo, which hangs in ;1 jeweled scabbard at 
his side. 

Vasgo is a "ery special + 2 La .. ful sword 
wlIh an intelligence: of 12 and an ego of 10. [t 
has the powers find Iraps, find secrCI doors_ 
and SC<! ;m·;sib/e. It can also read magic and 
i~ blessed with the extr,jordinary power of 
Idekines's. It speaks Common. Dragon, 
Dwarf. Elf. Goblin. i-blfling, Ogre, and 
Ore. Vasgo's jeweled ~cabbard is worth 7~ 
gold pieces. [n addition. the small emerald 
mounted on the buckle of Vasgo's sword belt 
is worth 1.000 G P. 

Commonly. Barnabas travels afoot, carry­
ing a backpack Muffed with equipment, in­
cluding three small sack5. a 50' length of 
rope, six vials of oil, 15 iron rallons, five iron 
spikes, a small hammer. and a tinder bo)!:. 
H anging from the bottom of Ih(' pack is a 
small lantern. He abo carries a waterskin 
over his left shoulder. Dri\'en by his dual 
geas, .he grim-faced fighting man pays scant 
attelllion to worldly conc('rns, and so has lit ­
tic wealth for one of his skills. li e uSU<llly has 
30 gold pieces and 70 silver pieces on his per­
son. This is the sum tot;11 of his funds. H e 
doesn't own a horse 

BAS CO M UNGU LlA N, BARON OF 
GLENDOWER 

Lawful 16th level fighter; Sir 13; Int 9; Wis 9; 
Con 12; ~x 12; Cha II; AC 3; hp83. 

Scion of an old Imperial family. Bascom Un­
gulian was the firsl oflhe Northern Barons to 
swear fealty to King Uther when he raised his 
.~Iaodard at Blackmoor. 1-1 is early support was 
one of several keys to the rebellion's success 
and has earned him the undying en mit)" of 
the Thonian aristocracy. Further. as lord of 
the coast opposite the e\'il domain of lhe Egg 
of COOt, he has been one of [he mOSI impor­
lant political forces in the Nonhlands. In 
facl, the dark, grim, hawk-faced warrior has 
often been called. without much exaggera­
tion, Ihe "Shield of the Nonh" 

All of this has made him the target of evil 
forces who have done much to .onnelll him. 
They first placing a ClIr$C of Iyc,lnlhropy 
upon him, but he controlled that by wearing 
a special ring whose sole function is to keep 
thecune in check during the full moon. They 
next tried to assassinate him. but the: baron 
eluded his would-be killeu. Then. they car­
ried off his new bride on the baron's wedding 
night It was this final act b)' Ihe minions of 
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the Egg of Coot that finally proved the cut 
that laid the baron low. Infuriated by this last 
ignoble act. Bascom twu years ago led a small 
band of retainers iruo lilt: re"hn of the Egg to 
rescue the lady and has not been heard from 
Slllet:, Recently the Regency Council has 
been considenng the question of assigning hIS 
fief to thc care of another, there: being no 
known pro,!:eny 10 accept Ihe litle and lake 
the: oath of fealty. 

Since hc disappeared so long ago, it isdiffi· 
cult to generalize concerning the baron's 
e(juipment. But, upon departing on his fate­
fuIJourne)", he was wearing full plate IIIl1il + I 
and a fancy helm surmoumed by a set of 
stag'S horns. At that time, he bore his sword 
+ 2 (Rt'd Robin), a dagger, a mace and a 

lance. I-Ie was riding one of his twO war­
houes.:1 (obby roan slallion named Camper­
down. On the middle finger of his left hand 
was the tntricatcJ)· carved magic silver ring 
that comrolled his cur~. With him at that 
timc were 6 mounted men-at-arms (Ae 4 
chain mail and shield; F4: hp 20 each; Ixr 1; 
D 1-6 c rossbow, 1-8 sword ; MV 240' 
mounted or 120' dismounted; Save F4 ; ML 
9; AL L). all riding warhorses. 

Interestmgly. ~i nce his disappearance, 
more than one individual has turned up 
claiming to be the missing baron. Almost in­
variably. they ha"e wandered out of the realm 
of the I::gg, claiming to have escaped after 
long imprisonment and magical torture, Few 
have born c\ cn a passing re~mblance to Bas­
com or an)' Olhcr Ungutian (a family long 
noted for a cerlain cast of brow and shape of 
lip). Onc of these .. false Bascoms" spoke only 
Dwarf and some obscure eastern d ialecl; the 
baron of course, speaks Elf and Orc in addi­
tion 10 human tongues, but not Dwarf. Since 
the Regency Council recently decreed sen­
tence of deMh on such "false Bascoms," the 
number of those trying to lay claim 10 the Un­
gultan lands has noticably diminished 

BOSERO THE DRUNKARD 

Lawful 14th le\d magic user: St r 19/ 14; Int 
1219; \\'is 9/6: Con 10; Dex 18/9; Cha 131 
10; AC 6; hp 42. 

The famed brother of the famed Flying Monk 
is also a famed lush, a fact that has done infi­
nite damage Bosero's otherwise high social 
snmding in the Northlands_ \Vhere he has 
won the respect of his fellows. he has done so 
with difficulty and in spite of his inability 10 

control his drinking. ~spite th is admittedly 
severe failing. Bosero is a generally sympa­
Ihetic character. lie is "ery close to his family. 
especially his brother Richard, and jealousy 
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guards his family's honor He IS also a loyal 
friend. And he shan:$ his brother's love and 
concern for the common people. In filet, 
there aTC $omc who thcori7.t~ dial B05cro's 
fruslration o\"er his inability !O make a real 
difference in the plight of the (ommon folk 
cont ributes 10 his drinking. 

Handsome, geniil!, warmly friendly even 
when in his cups. this slight. puckish man 
with the unruly shock of brown hair al"3\'5 in 
his eyes is a hard l'hara(!cr 10 dislike. Which 
is one orlhe reasuns Iha1 he is frequently ;Ible 
10 find employment tending b.-.r (often substi­
tuting al the Comeback Inn when he IS in 
Blackmoor). Jobs in his chosen field an: usu­
ally morc difficult to find, since Bas"Tn has 
been known 10 break a six-month stint on the 
wagon bv going un a glTat rO:lring drunk on 
the night before his planned departure on 
some particularly dky adventure. 

The real problem with this behavior is that 
Bosero hkCllIO fight when he geu drunk :'>lot 
that he is e'oer unpleasant abow it. He Just 
enjoys a good brawl. and will happily pay to 
mend broken furniture or broken head~ ul)()n 
sobering up-providing. of courso:. thaI hI'" 
has funds with which to make f(ood the debl 
Since Hosern is usually broke. this pe(ulillril), 
all tOO often results in his employer or com­
panions ha\-ing 10 dig del'"p m order 10 IX1y his 
debts before the local authorilles will leI him 
(and them) depart. 

Bosero has IWO separa,,: scores for mOSt at" 
tribules. The first score is arc used when he is 
sober; the second when he il not. 

At presl'"nt. Bosero's ruinously expensive 
behavior has left him some 8.000 gold pieces 
in debt_ His property in the New Landsatthl'" 
junction of the \VUT!l1 River and River Run­
oing is heavily mortgaged. and his so'c,ll\ed 
credit is a standing joke among the local mon­
eylenders. He doesn't eve" own a horse any 
more since every time he appears on horS(C­
back. some irale clTditor al\empts (usually 
successfully) 10 seize his mount. So far, his 
friend$ on the Regency Council have pre­
vented his creditors from hasing him goaled 
for debt, but their continued success is by no 
means certain . The connite wizard has 
promised to clean up his act, but with only 
mixed success so far. 

Bosero knows the following spclls: 

1st Level: ch .. rm person. deft"C/ magic, pro· 
fCCljon from edl, read magjc. 

2nd Level: continual light, de/ect e\'il. dC/l~c/ 
invisibility, knock. 

3rd Level: dispel magic, fin::ball. fly. hold 
person. 

41h I.evd: d,mension door, poh·mor/,h a/h­
eN. remo ... • curs~ .. wizard Crt' 

51h Lcvel: cloudkill, cOJljure demel/wI, hold 
mons/cr. 

6th l.c\·d: projCCfM "";U;!"". SlOne 10 flesh. 

DRAM TAG US-BARON 
OF BRAl\tWALD 

I.::.wful 15th level fighter; Sir 13; 1m 16: Wis 
13; Con ]4. Dex9: Cha]]; AC 3; hp 75 

Ltst of the [mpnial officers still in the North­
lands, Bram T ... gus holds for Ihe Empire the 
small Barony ofBramwald, last orchc North­
ern fiefs to rel<lin liS fealty co far Thonia. The 
Baron commands a well-trained and su­
perbly equipped cohort. and Bramwald is a 
... ,111<.'<1 IOwn of some strength. It i ~ therefore 
unlikely that Ihis situation will change any 

lime soon. 
Even were his mIlitary position lo:ss strong. 

the Baron has other protection. I-Ie has, for 
example . worh·d out a perfectly la ... ful writ 
of amily and alliance with the Regent of The 
~"nes (whose authority is recognized by 
Thoni,,)-and a desire 10 keep frolll opening 
a rift with the dwarves consequently helps 
SUlY the hand of the Rc~en<:y Counti!. Those 
who would Ihrow !.Caution 10 the winds and al­
lack any" ay cominue to Ix stayed U) their IT­

rnelllbrance of Bram -Iagus· lIlany attemplS 
10 defend the actions of his neighbors \0 his 
masters in ~Iohacs. 

Indeed, the Baron of Bramwald occupies 
the oddest possible poSition in Ihe polhics of 
the North. Driven by his sense of justice. he 
has hotly defended the rebel cause: yet he has 
been unwilling to break hiS own o:"h offealty 
and join it. So he strides along Ihe razor's 
edge between beliefin the cause of the rebel ­
lioll and his duty to suppress it Since his 
Thonian masters arc wel l "ware that he is the 
only m"n who can hope to hold Sramwald for 
them. they have been chary abolU pushing 
him to take action against his neIghbors. In 
addition, since the Em peror and his advisors 
distrust the Iron Duke. they St'e It a5 being in 
their interest to keep the baron III place as a 
foil to Iheir ambitious tllanha!. The duke, on 
the other hand, badly wants to bring 
Bramwald under his military governorship 
a nd has d Olle all thaI he can to subvert the 
baron's position. Thus. Iham Tagus is truly a 
Illan caught III the middle. 

A noble fighter with a splendid reeord of 
achievement in banle, Bram·s spirited de· 
fcnse of BntlllwaId been any less remarkable. 
But how long he can maintain his precarious 
position is an open question. 
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In recent mOlllhs_ the baron has almOst 
come mto Orten eonnict wilh the Regency 
Council over the destntclion by persons un­
known of Sramford Abbey and the disap­
pearance of all its monks. Since the abbey 
was under his pTOloxtion. the baron feds a 
cenain responsibility in the matter. and has 
been energetically all!::mpting to unravcll his 
mystery, without lIIueh success. The Regency 
Council, "hom Bram suspecu of having en­
gineered the alTair m order to weaken his peo­
ple's loyalty to him, has slt'adfastly denied 
any cOlllplicity in the mailer. New evidence 
just brought to light by Fletcher \Villiam now 
indicates that the Iron Duke may han: been 
responsible for the shameful deo:d. Despite 
theSt' tcnsions with the leaders of the rebel­
lio n . Tagu5 continues a clandesline CllOpera­
tion ""h the Regency Council. 

This tall. gaunt, stcely-eyed fighter is now 
well p:lst middle age. H is once brown hair 
has bc..><:Olne the same gray as hi, eyes, and he 
no longer sits his horse with Ihe I'"ase he once 
did. But, his body seems slill CUI from gran ­
ite. and he never moves from his bedchamber 
unarmored. Even on thl'" most festive occa­
sions. he wears full plate "rIIlor + 1. Simi­
larly, his sword + 2, Justicer, is always lit his 
side. along with a dagger + J. When in the 
field_ he also carries a spear and a hand axe. 
He is normally aceOinpanied by a tough per­
sonal guard of 12 men (AC 2 plate mail and 
shicld ; F5; hp 25 each; tAT I ; D \-8 ,word ; 
M V \80' mounted or 90' dismounted~ Sa"e 
F5; ML \0; AL L). 

Thollgh he is only an ade<luate horeseman. 
the baron owns a string of several riding 
horses and a pair of fine warhorses. H is fa­
"orite warhorse, and the one he moSI of len 
rides into danger, is a gorgeous chestnut stal­
lion nllmed Truthsayer. 

Unlike many of his peers, the baron is a 
learned man, having attended the University 
of r.·lohacs in hLS youth. 1-10: boasts a large li­
brary of Icchnical books lUld reads and speaks 
both Elf and Dwarf 

Tagus seldom carries more than 100 gold 
pieces with him, though Ihe warcheSI he car­
ries on campaign holds 8,000 gold pieces and 
the baronial treasury holds another 4,000 
gold pieces. 

BROTHER RICHARD-THE FLYING 
MONK 

L"wful 11th level cleric; Sir ]5; Int 12; Wis 
10: Con 17; Dex 9; Cha 5; AC 2; hp 38. 

Brother of Boscro the Drunkard, this portly 
monk first gained fame (and his nickname) at 
the hOlI)' conteslc<1 Banie of Glen dower when 



he led a score of enemy orcs on a merry chase 
away from his overmatched companions bv 
flying from treetop hi treelOp ullcring "cry 
uncharitable insults at his pursuers Then, 
once dttp within thc linder-dry fores t , he SCI 

the trees "lin: in order to trap the orcs. The 
ensuing blaze swepllhc flank oflhe Invading 
ore army and was instrumental in turning 
b:Kk thc invasion. 

Any number of great rewards were offered 
Richard in recognition of this remarkable 
feat, hut he would takc none of Ihem except 
for a $llIaU fief at Fairfield in the New Lands 
which he accepted in thc nallle of his order. 
Having foresworn temporal power, he dc­
dined Ihc oller of a scat on Ihe Regency 
Council. 

Richard is well known for a nurnocr of IU­

tractive traits. including a tremendQus loy­
alty to family and friends and ;1 love of the 
common folk. On the minus Side of lhe 
ledger, he is also known w be extremc!v slOlh­
ful. Howcn: r, sl()th isn't all that serious a fail­
in~ in a cleric whose good nature and gentle 
humor are legendary in tltc Northland!, 

Brother Richard carries a mace + 2, 
known far and wide as "'he Great Holy 1\'lac", 
Icon," a w",apon that Itas the ability to cletn:1 
evil and"", invisible In the same manner as a 
lJ1a~ic sword Since this mace is well known 
by both appearance and reputation through­
out th", Nonhlands, it has a pronounced ef­
fect on friend and foe, alike, Any enemies 
within 100' must make an lIlUIledlate morale 
check al -] whenever il is first drawn, [n addi­
tion, friendly troops making a morale check 
while within ]00' of the wC~II)()n add] to thdr 
morale, The mace ha~ dw curious prupaty uf 
increilsing the bearer's Strength and intclli­
gence by 4 and 2, rcspeclivdy, Its mundane 
value is a mere 240 gold pieces, 

Brother Richard cloaks his square, chunky 
frame in a rough, Itooded brown cloak whose 
voluminou5 folds serve 10 hide his pbte mail 
and the round metal cap Ite wears upon his 
tonsured pate_ Aside from its religious signif­
icance and concealment value, thi~ special 
magkal garment also gives him the ability to 

Oy. Richard usually carries a shidd, four or 
more boule! of holy water, and five assorted 
holy symbols (in addition to the smndard 
L'<juiplllent pack). He always travels afOOI 
and .... ill o .... n no animal of any kind _ H is 
purse nev",r contains more than ]0 gold 
pieces and 5 silver pieces. 

Brother Richard knows Ihe following spells' 

lSI Level: cure light woullds, cit-tlXl (' .. ii, f"('-

mo"(' (car; prow-clioll from e .. il 
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2nd LeveL find frap5, si/ell""" 15' radius, 
snak(' charm, hold person, 

3rd Le,'cl: comillual ligllf. curr blindll~'ss, 
growth of illlim.lls. 

4th Level: animale dead, prot~'C"OIl from 
e .. il, curr seriou)' wounds. 

FLETCHER WILLIAM-THE FETC H 

La .... rul ]4th le"clfighto:r; SIr 15; Int 12, \\'is 
]5; Con 12; Dcx 9; Cha 9; AC 2, hp 56 

Fletcher \Villiam is Keeper of the Peace:lI the 
University of Bla<:kmour. As such, he is 
charged with preveruing the 5~hO<,)I ruwdies 
frum terrorizing the to .... n or disrupting uni­
vcrsi ty life, a difficult la~k, but one thaI 
hardly challenges the 40 full-time b"Hffs and 
40 student auxilliaries that the uni"crsilv pro­
vides. As a key membcr of the adminiSITl.tivc 
slaff, Fletcher \Villiam ~its on Ihe University 
Council. As commander of a subslanlilll 
body of armed men (and as an experienced 
~noop), he is a lso an advisor 10 Ihe Regent}' 
Council. 

In addition 10 his more ur leu respec'~lble 
employment at the uni\ersity, FlelLiler \\'iJ­
liam ( .... ho is kno"n to students as "The 
Fetch," due to hi! ,m-eSligator), abilities) also 
scn.'",s dand",stindy as Blackmoor'J leadinK 
counterspy and as a recruit",r for the king­
dom's intelligence se .... "e. In Ihis lalter ca­
pacity, he has been responsible for the 
enlistment of any number of young men and 
.... omen intolhe scn.'ic",ofthc Regency Coun­
cil. Many of them ha'-e ",nded up on thc pay­
roll of the KL-eper of Ihe Peace, "hil'h se .... es 
as a co'-er for Ihc Iransfer of funds 10 the 
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council's spics_ 
The Felch is a Ihin, g ra )'mg, thoroughly 

unprepossessing old gentleman wholTl ~ollle 
cons,dl:r 10 be a bit of a doddering old fool. 
Indeed, he does all that he can to ",ncourage 
Ihe viI:" Ihat h", is a harmless campus reduse. 
contel1l10 [in: a wbl:r bachelor ",xistence as a 
wiler in Ihe fiddsofacademe. His uner fasci­
nation .... I[h such acadl:mic matters as Ihe uni­
,-crsity's new hot air balloon project (which is 
merely a manifestation of a dl:ept:r ubsenion 
with all types of flying) dOl!s nothing 10 

counter this image. 
[n puint of fae!, there is more than mere 

appearance 10 Fletcher William's life ofscrv· 
icc, His small salary has allowed him to accu­
mulate a mere 500 gp, an exceedingly modesl 
l1[llOUnl fora man of his talents, Yet, h<: seems 
content 111 thc abscnce of malerial rewards, 
living in a liny cottage un Ihe campus 
grounds that he has crammed .... ith arcane 
U:XIS on levitalion, O),ing, and telekinesis, 

The }o-elch does ha,-e twO possessions that 
mean much to him. The firSI is his warhorse 
Jek, which he stables on campus and which 
he can I}I'! seen ",xereising e\'ery morning in all 
"cather The second is an amull'l "S_ cryslIlJ 
IJlllIs & "~SP ~ l ore Ihan a uscfullool, the am­
ulet ;s 10 Fletcher William a kind of 
momento~a remembrance of on", of hi! 
more interesting (and sccret) escaJlades~his 
so!e n:ward fur his s<::n.'ices in connection with 
a despt:rale mission Ihal look The Fetch into 
the CilV uf Ihe Gods, 

[n order fO keep his body hardened for his 
secret statc duties, Fletcher \"illiam always 
wears a full suil of eh;,;nmail + 2 under his 
acad~mic robes, When dan~cr is illlmi",;nt, 
he adds a helm and a small shield, He always 
carries a dagger and a sword + 2 and ~Idds a 
short buw wilh a quiver of 20 arrows when 
traveling, When traveling. The Fetch is usu­
ally accompanied by 4 balifTs (AC <I chain­
mail and shidd: F7: hp35 each; IPlr] ; 0 1-6 
crossbuw, 1-8 sword: M\': 240' mounled or 
120' unmounted: San: F7: ML 10: AL L), 
\"hen at the university. he refuscs 10 ha'-e 
bodyguards, 

CARAMOND BOLITHO-
THE BISHOP OF BLACK MOOR 

La ... ful 18th level cleric; Str 8: Int 18: Wis 12: 
Con 15; Dex 14; Cha 11 / 18; AC 2: hp 72, 

At firsl glance, Ihe short , Ihin. pinched look­
ing man in white clerical robes may scem un­
imposing, bur the BishopofBlackmoor is one 
of the most widdv respected men in the 
Nonhlands_ He is also one of King Vlher 's 
o[desl friends, and it was the bishop who con-
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dueled the king's coronation, lending Ihe 
support of the church to Vther's claim to a 
royal crown. It is also thc bishop who has 
been most strongly opposed to any move that 
would replace the missing Vther with a new 
monan:h. ' Iogelher with 1heGreal Sv",nny, he 
is determined to hold the throne safe until 
Vther is found . 

T he bishop's strong support was vital to 

the initial success of the rebellion, and is a 
major faclOr in the kingdom 's continued 
strength. Thanks to his influence within the 
Thonian High Church, his fellow bishops 
have refused to openly condemn thc rebellion 
(though there is some dissension within their 
exalted ranks on this matter). Lack orChurch 
support for punitive measures against the 
rebels has been as much a factor as the em· 
pire's general weakness in the inability of the 
Great Families to organize an effective reo 
sponse to the rebdlion. 

ihe bishop's influence has been important 
to the rebellion in other ways as well. After 
the recent destruction of Sramford Abbey, his 
even-handed personal investigation of the af· 
fair and refusal to condemn the Regency 
Council helped defuse a )lOtentially danger· 
ous situation. 

The bishop has also proved to be a great 
supponer of the new University of Black· 
moor and has done much to get it accepted by 
both the superstitious commoners and a 
number of suspicious barons. Like Uther and 
S\·enny, it is his conviction that the university 
is what will ensure the long·term future of 
Blackmoor. As a result of his influence, there 
are today a large number of deries there as 
both students and instructors. 

Bolitho is, of course, more than JUSt a 
moral force in the Northlands. He dwells in a 
fortified manor house within Blackmoor that 
has been worked into the town's defensive 
plan as a major internal redoubt. Through 
his appointment of the abbots of the North­
lands, he also controls a good deal of monas· 
tic property, some of whose wealth flows into 
the war ches t of the Regency Council. Fi· 
nally, he controls a small private army of 
High Church troops that he has placed at the 
council's disposal. 

The bishop's personal wealth is almost 
nonexistent. However. the church funds un· 
der his control amount to s(;me 200.000 gold 
pieces stashed in various church coffers. In 
addition, about 50,000 gold pieces are stored 
within his manor house. 

Bolitho is also custodian of the famous 
"White Sword." This powerful/,1wful s ..... ord 
+ 2, + 3 vs. goblins, orcs, undead, and 
dragons has an intelligence of 12 and an ego 

of 12. It was forged at the command ofa pre· 
vious bishop to be the sword of champions 
and "the defense of the Church and the pea' 
pic" against evil. It has the powers to defeCl 
evil. defeci magic, and sce invisible. [t can 
also read magic and has the extraordinary 
powers eXIra damage, telepathy, and healillg. 
It speaks Gnoll, Gnome, Goblin, Hobgoblin, 
Kobold, Ogre, Orc, and Pixie . Unsheathed, 
the s ..... ord raises the morale of all friendly 
uoops within a mile of the wielder by 1. 
Though he cannot use the weapon himself, 
Bolitho assigns the sword to a champion be· 
fore any military campaign in which High 
Church trOOps are involved. He has also becn 
known to place it at the disposal of persons 
carrying out es~cially dangerous and diffi· 
cult missions on behalf of the High Church. 
Only lawful characters with an established 
reputation of honesty and loyalty have been 
(or will ~) so blessed. 

Bolitho favors simple garments, wearing 
the plain white clerical robes of a common 
parish priesl and, except on high holidays, es­
chewing the colorful and costly bishop's robes 
to which he is entitled. He seldom wears ar· 
mar or carries any weapons inside Black· 
moor, maintaining that such things ill befit 
the dignity of the church. However, due to 
the dangerous political situation. he is always 
accompanied by 6 body guards (AC 2 plate 
mail and shield; F6; hp 30 each; 'AT [; D [·8 
sword; MY 180' mounted or 90'unmounted; 
Save F6; ML 11; AL L). 

When traveling, the bishop usually rides 
one of his household's many riding horses. 
His favorite is a small man: named Elise. If 
his business is potentially dangcrous, he rides 
his warhorse, Old Piety. He always wears 
plate armor when travelling and carries a 
great war hammer named Charity. In addi· 
tion, he often carries a crossbow or a shan 
bow (he's an cxcellent shot). Whether in town 
or in the field, Bolitho carries a dagger (for 
eating purposes only). 

T he bishop speaks Elf, Dwarf and Half· 
ling. He knows the following spells: 

1st Level: cure lighr wounds, lighf, prOfe(:' 
ti01l from evil, purify rood and wafer, reo 
move fear, resist cold. 

2nd Level: bless, find traps, hold person, 
know alignment. re~·isl fire, silence 15' ra­
dius. 

3rd Level: continual lighl. cure blindness, 
cure disease, loem .. object, remove curse. 

4th Level : cure serious woullds, dispel magic. 
speak with plants, sticks to snakes_ 
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5th Level: dispel evil, create food, quest, 
raise dead. 

6th Level: animate objects, speak with mono 
sters, word of recall. 

7th Level: eanhquake, restore. 

Thc earthquake and restore spells are de· 
tailed in the 0&01> Companion set. Their ef· 
fects are as follows: 

Earthquake 

Range: 120 yards. 

Duration: I turn. 

Effect: Causes earth tremors 

This powerful spell causes a scction of the 
earth to shake, and opens large cracks in the 
ground. A 17th level caster can affect an area 
up 10 60' square, adding 5' to each dimension 
with each level of experience thereafter. For 
example, an 18th level cleric affects an area 
up to 65' square; 19th level, 70' square; and 
so forth. 

\Nithin the area of effect, all small dwell ­
ings are reduced to rubble, and larger can· 
structions are c racked open. Earthen 
formations (hills, cliffsidcs. etc.) form rock· 
slides. Cracks in the earth may open and en· 
gulf one Creature in 6 (determined randomly) 
crushing them. 

Restore ' 

Range: Touch 

Duration: Permanent 

Effect: Restores] Energy Drain 

This spdl will restore onc full level of encrgy 
(experience) to any victim who has lost a le\'el 
because of an energy dr-din, whether by undead 
or some other a(lack form. It will not res(Qre 
more than one level, nor will il add a level if 
none have been lost. Funhennore, the casting 
of this spell causes the cleric to lose 1 level of ex· 
perience, as if struck by a wight; however this 
effect is not permanent, and the cleric may rest 
for 2·20 days to regain the loss. 

The reverse of this spell (life drain) will drain 
one level of expericnce from the victim touched, 
just as if (Quehed by a wight or wraith. The cast· 
ing of this spell does not cost any loss to the 
cleric, nor does it require any rest, but it is a 
Chaotic act , avoided by lawful clerics. 

THE GREAT SVENNY -BARON OF 
NEWGATE 

Lawful 20th level fighter: Str 15; 1m 18; Wis 
17; Con 11; Dex 15; Cha 18: AC ·2: hp 
86. 



Om: of thc first of the King's Companions, 
the Great Svcnny, ha~ become a legend in his 
own time. Having begun life: as a peasam, 
Svenny has risen high In the coundls of the 
land on nothing but sheer gutS and ability. In 
folk myth, he is thc viclOrofa hundred baltIC! 
and the hero of a thousand desperate adven­
lures, s«ond in thc afT«tions of the yeo­
manry only to the king, himself. 

For men such a$ Svcnny, life is nOt easy. of 
cou rse. Many is thc time Ihal the Great 
Svcnny, lone survivor of a doomed mission. 
has crawled from some noisome hole bleed­
ing from a dOlen wounds. Often, he has 
vowed never again to undcrUlke another such 
dangerous adventure-to hang up his sword 
and rClire toa small (ann somewhere rar frolll 
Blackmoor. But always the prospect of some 
new challenge ha~ caused him to again strap 
on his armor and heft his weapons as of old. 

In recent years, affairs of State have kept 
Svenny from accepting such challengu 
nearly as often as he secretly would like. f or 
the Grcal Svenny is now thc nominal head of 
the Regent's Cou ncil and Ihus the de facIO 
ruler of the Northern Marches. Ii,s large cir­
cle of friends includes all of Ihe greal and 
powerful barons of Ihe Nonh. H is decisions 
alTect Ihe lives of thousands. 

Yet, S,enny hasn't let his head be lurned 
by his unprecedenled rise in sIal ion. His own 
holdings arc a modesl new barony south of 
Blackmoor Ihal yields a monthly mcome of 
2,800 gold pie!.:es IX'r rllonth; substantial 
enough, IX'rhap$, bUI hardly a forlune 10 a 
man of his standing. fi e ha$ often declined 
further wealth. power. and honors and has 
been named " Protector oflhe Faith" by the 
Bishop of Black moor, as much due 10 his rela· 
tive modesty as because of h,s Un(IUeSlioncd 
courage. 

Lesl Ihis saintly image prove rni~leading, 
however, it should be pointed OUI that Sven· 
ny's one great vice is his love ofellcessi\"c per· 
sonal adornment. Typically, the gems, trim, 
jewelry, and accoutrements with which he 
decorates both his own IX'rson and that of his 
steed is worth about 9000 gold pieces. 

The fac t thaI he alw carries upwards of 
1000 gold pteces in coin when traveling 
should mak", him a prime target for thieves, 
but reputation has ils rewards. Since he is 
known 10 be both an ellcepdonai horseman 
and a cunning wOOl:bman (in addition 10 be· 
ing one of the premier fighters m the Norlh), 
few have any illusions as to their ability 10 
evade an angered S,enny. For Ihis jeweled 
peacock, casual robbery is hardly a concern! 

This is not to say that S\"enny need fear no 
danger. A man of his singular reputation and 
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accomplishments must make enemIes, lind 
Svenny has made many. Perhaps his worsl 
foes are th~ orcs, who have loathed him with 
an unheard-of passion ever since he slew their 
greal leader, King Funk Their blood feud 
with Svenny has led to the untimely demise of 
hundreds of arc· kind over the years. A rumor 
given much credence in Ih" Norlh holds Ihal 
the orcs will crown as their new king any be­
ing (of whate"er species) "ho manages 10 de­
stroy Svenny or-beller yet-deliver him 
into their hands. 

Sv"nny's uther great nemesis is the foul 
Egg of COOl. Reasoning that it is belleT to 
serve the Egg Ihan reign anywhere ehe, this 
evil eminence has tried to olllbid the orcs. 
promising that anyone who brings him 
Svenny will be crowned a prince of his fiend· 
ish realm. So far, neither the o rcs nor Ihe Egg 
have had to worry overmuch about making 
good on Ihese promisC5. 

Svenny wears a full suit of plare armo/" + I 
and carries a shield + 3. He usually rides a 
fully armored warhorse. Though he owns a 
shorr swom + 2, he seldom carries it. In· 
stead. he prefers his other sword, 1\l aroon. 

:\Ilaroon is an ell\remeJy powerful Lawrul 
s,,·om + 2, + 3 '·5. undead and dragons. It 
has an intelligence of 12 and an ego of 5 and 
possesses the powen sc~ invisible, dcleel e\"il, 
and dClecl magic. It can also read magic and 
has the elltraordinary pow~rs of healing./e,·j­
lation, and re/eporlalioll. It speaks Dragon. 
Dwarf. Elf. Gnome, Orc and Pixie. 

S,"cnn}, owns a large string or riding horses 
and warhorses. If encountered outside Ulack· 
moor, he will invariably Ix mounted on one 
of his warhorses. H e speaks Elf. Dwarf and 
Orc. 

jALLAPIERIE 

Lawful 17th levelm"gic user; Str 12: 1m 17: 
Wis 15; Con 13; Dell 12, C ha 9; AC 4, hp 
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The wizard j allapierie (or jal. "s he is known 
to Ihe common folk) is a lall, thin, rumpled· 
looking man with short, cropped brown hair 
and a pale, lumpy cleanly· shaven face. HIS 
appearance alone would m"ke him stand out 
among the run of no rthern wizards. who tend 
10 be a hirsuit lot. BUI jal's surpasslllg skillls 
what really selS him apart. \Vithoul question, 
jallapi~rie is the slron!;!est ,,·izard to suppon 
the Regency Council "nd. ~xcept for Roben 
the Bald. the strongest wizard III the North­
ern Marehes. \Vere he nOI so sl rong. he 
would probably be dead since he earned the 
biller hatred ofmOSI other Northern wizards 
when he opposed Iheir revolt against the Re­
gency Council. 
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\Vhate,·er his relalions wilh other wizards, 
jal is nOled among nobles and commoner! 
alike for his fairness and kindness. He "ill 
rardy intcrfere in an)·one else's affairs unless 
asked. prt:fering to stay in the background 
and al the last moment accept a summons to 
tip Ihc: scales toward the side h" favon if thaI 
Bhould become necessary. In this way,jal has 
long acted as a !IOTt of magical reserve upon 
which the Regency Council has been able 10 

dra" in times of real emergency. \Vhen not 
Ilee<k·d, he usually stays close 10 the City of 
:o.Iau5, where he has his tower. \Vhen not in 
:o.laus,.Jalleaches al The Uni,·ersity of Black· 
moor. 

jal's lOwer is a veritable lTeasure house of 
wunden (which have lended to multiply 
therein ovcr time). Among his possessions is 
a dusser + 2 (which he carries wilh him). a 
flyinS carpel, a helm of Iclepachy, a rillS of 
protecrion + 5,5' radius (which wurks Just 
like a ring uf pro((:ction + 1, 5' radius, bul 
wilh a benefit of 5 instead of I, and which is 
always on Ihe middle finger of his right 
hand), a wand or wid with 6 charges , a staff 
or wizardry with 19 charges (which he carries 
with him wht"n Ira,·cling), an errec:1i ool/lc, 
and a eryslal ballwilh ESP.jal·s tower is also 
Ihe repository for a large library of scrolls and 
a collection of pol ions. In addition to his 
magic scrolls. jal has a substantial number of 
rar(' works wrillen in Elf and Dwarf (both of 
which he speaks and reads wilh some facil· 
iIY). Benealh the tower is a vault containing 
his enure personal weahh: 8,000 gold pieces, 
10.000 silver pieces. and 1.000 plalinum 
pieces). 

Jal knows the following SIX'Jls: 



ROGUES , REGENTS & RASCALS 

lSI Level: charm person, deleel magic. milgic 
missile, read Iiwguages. read magic, 
sleep. 

2nd Level: deleel e,·jl, del<-":! im·isiblc, itwis;­
bili/y. knock, wizard lock. 

3rd Level: dispel m«gic, hastc, prolcelion 
from evil 10' radius, lightening boll (xl). 

4th Level: dimension door; polymorph self, 
rcmo,-.., curse, wall o{fire. 

S(h Level: conjure elemental, hold monster, 
/e1epor!. 

6th Level: disilllcgrarc, gells, srane 10 flesh. 

7th Level: mass invisibility, summon objecr. 

The IWO 7th level spells are detailed in the 
D&l)® Companion sel. They are described 
below: 

Man Invi sib ility· 

Range: 240' 

Dura!ion: Permanent umil broken. 

Effect: Many creatures or objects. 

This bestows invisibility (as Ihe 2nd level 
spell) on several creatures. All thc recipients 
must be within an area 60' square within 240' 
of the magic-user. The spell will afTeO up to 
six dragon-sized (features, or up to 300 man­
sized (features (treating one horse as two 
men). After the spell is cast, each creamre be­
comes invisible, along with all equipment 
carried (as explained in the Basic Set Players' 
Guide, page 41). 

T he reverse of this spell (appear) will cause 
all invisible creatures and objects in a 20' x 
20' x 20' volume to become visible. Cro:alUro:s 
on Astral and Ethcreal Planes are not within 
the area of effect; the spdl cannot ro:ach 
across planar boundaries. All other forms of 
invisibility aro: afTected, both magical and 
natural. and all victims of this spell cannot 
become invisible again for I turn. 

Summon O bject 

Range: Infinite 

Duration: Instantaneous. 

Effect: Retrieves I object from caster's home 

By means of this spdl, the magk-user can 
cause one non-living object to leave his or her 
home and appear in hand. The object must 
weigh no more than 500 en, and may be no 
bigger than a stafT or small chest. Thl;! castl;!r 
must be very familiar with thl;! item and its ex­
act locatiOn, or the spell will not work. Each 
item must be prepared beforehand by sprin-

kling it with a special powda that costS 1,000 
gp per item preparl;!d; thl;! powder becomes 
invisible and does not interfere with the item 
in any way. Unprepared items cannot be 
summoned by this spell, 

If another being possesses the item sum­
moned, the item will not appear, but the 
caster will know approximately who and 
where the possessor is. 

The magic-user may use this spell from 
any location, even if the item summoned 15 

on another Plane of Existence. 

KING UTHER THE RECTIFIER­
BLACK UTHER 

Lawful 20th level fighter; Str 12; Int 16; \-Vis 
IS: Con 13: Dex 15; Cha 18; AC 0/6; hp 
98 

Formerly calkd simply Baron of Blackmoor, 
Uther Andahar ten years ago led a rebellion 
of the Nonhern Barons against the empire, 
with the result that the Northlands becam~ an 
independent kingdom and his fellow barons 
swore fealty to Uther. Though it started as 
pan of the defensive campaign against the 
Afridhi, Uther's rebellion was widely viewed 
among both his subjects and his neighbors as 
being th~ only possible means of redressing 
long-standing grievances against the v~nal 
empire. For Ihis reason. he is known in the 
North as Uther the Rectifier. Inside the Em­
pire, which has condemned him to death in 
absentia, Uther is better known as Bl"ck 
Uther. Whether this latter appellation is a ref­
erence to Uther's black hair and eyes. the 
black and silvery livery of his house, or the 
supposed color of his rebellious heart is un­
c1~ar. 
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By no means the greatest figillcr of his 
realm, Uther'~ strength is his intelligence, 
wisdom. and charisma. These qualities have 
combined to produce a towering leader who 
is held in awe in the North. With the fiery 
young Uther to bind them together, the men. 
elves, and dwarves of the Northlands were 
able in a few short years to defeat the Empire, 
eliminate the incusions of the Egg of Coot, 
break the Skandaharian Raiders and drive 
off separate Afridhi and Thonian invasions. 
In the years that followed these military cam­
paigns, the roads were made safe for the tirst 
time in human memory, and new lands were 
opened up south of the Cryslal Peaks, Best of 
all, " university was founded at Blackmoor, a 
new c~nter of learning that it was hoped 
would change the lives of thl;! common folk 
forever. All of these things were the direct 
work of this remarkable young man. 

All of these achievements are now endan­
gered by the king's disappearance. After a 
year in his solitary prison. Uther has shed a 
few pounds from his solid frame and is 
slightly weakened, bl11 not greatly harmed. 
Could he but take th~ field before his enemies 
fall on Blackmoor, all might yet be well. If 
nOI. disaster looms. 

Though Uther normally wears pIa Ie mail 
+ I, when h~ disappeared, he was garbed un­
der his tinker's disguise in only light leather 
armor meant to do no more than turn an as­
sassin's knife. During his long imprison­
ment. his guards have left him drl;!ssedjust as 
he w"s when he entered his prison. taking 
only his dagger. T he first AC value shown for 
Uther is used when he is in plate mail: the 
second is used when he is wearing his leather 
armor. 

As king, Uther normally carried a Lawful 
two-handed sword + 2 named Bl"ck Flame. 
This weapon. now in the keeping of the Re­
gency Council. has an Intel!igene~ of 9, an 
ego of 3, the powers dc/eel el'i/ and dr:-/cel 

magic, and the extraordinary powers cx/r,l 
damage and healing. In addition to Black 
Flame, Uther typically carried a dagger. 
When on campaign, he rod~ a greal black 
warhors~, a stallion named \Vildfire. 

The king spt:aks Elf and Dwarf. 

LORTZ KHARNUNDRHUM ­
REGENT OF THE MINES 

Lawful 12th level dwarf; Str 16; In! 11; Wis 
13; Con 13; Dex 9; Cha 16; AC 3; lip 60. 

Lortz Kharnundrhum became Regent of the 
Mines when the former r~gent, Uberstar 
Khazakhum disappeared during an ore­
hunting expedition many months ago. The 



posulon gives him high standing among non­
dwarves, but means little \0 his own kind. 
Since he is not king, only his own clansmen 
!uppon him at all limes and on all issues. 
Other dwarves reSI~ct him as a powerful clan 
chief-no morc. 

All major decisions affecting the Dwarves 
ofthc North rnU$l1x made by the Cong~ss of 
Ihe Clans, and thaI body is dominated by a 
powerful diqw: of older dan chiefs who feel 
themselves threatened by bolh the: Regency 
Council and the nc:w technology being imro­
ducn! into the Northland! by their human 
neighbors. In addillon, the current war with 
the orcs, whose ferocity can never be under­
stood by a non-dwarf, has absorbed dwarvish 
energies 10 the point thaI concerns over n:la­
lions with their ncighbors have had to lake a 
back seal. As a r<:sult, relations between 
dwarves and men are less close than was once 
the case and the office of Regent of the Mines 
is a good deal less important. 

All ofthi! is very distressing 10 Lorn .. , who 
has always strongly advocated close human­
dwarf ties-and who was one of the first 10 
push the use of the mechanical theories and 
devices first introduced by the King of Black­
moor. But , like ali dwarves, Lortz must bow 
to thc wishes of the clan leadel"!. who, in their 
attempts to limit the influence of humans and 
the penetration of their tec:hnology, have in ­
sisted that Lortz spend less tim(' in Black­
moor and that any further introduction of 
technology be delayed until llftcr the war. 
The Regent of the fo.·l ines now remains more 
often at home and is Ius in"olved with the 
joint affail"! of men and elves and dwarves. 
Th,s dec:reased com aCt has meant a cooling of 
relations and has left Blackmoor weaker for 
lack of the support that Uberstar was able 10 
provide. 

\'·/hether at home or abroad. Lortz invari­
ably keeps his Sturdy frame wedged inside a 
full suit of traditional dwarvish plate armor. 
Atop his tangled mat of tangled, silver-shot 
chestnut locks he wears his special regent's 
helmet. This cap, pan armor, part symbol of 
office, is banded with a gold circlet set with a 
si ngle large emerald. The hdmet al$O has two 
nudnight black raven's wings set abo"e the 
cars, dwarf·style. 

Lonz speaks Dwarf. Elf and arc. He is a 
reasonably skilled rider (for a dwarf). and 
keeps a string of riding horses. He is abo 
skilled in the use of the heavy crossbow and 
50% of the time will be carrying one along 
with a case of24 quarrels + I. He also carries 
a dagger and, sometimes a Will" hammer + I. 
Ilut. his favorite weapon, which is also a sym­
bol of office, is a great red baule axe called 
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Tharm. This specially forged weapon can 
only be used effectively by a dwarf. If used by 
another character. it has the characteristics of 
any othcr battle axe. [fused by a dwarf, it is a 
battle a.~e + 2. + .1 vs. orcs and goblins and 
has the power to defecf magic and sec im'isi· 
ble (like a magic sword). When borne in a 
melee by any dwarf, it raises the morale of all 
involved dwarves by I and lowers the morale 
of involved all orcs and goblins by 2. 

As Regent of the Mines, Lonz maintains a 
personal guard of eight d ..... arves (AC 5 chai n­
mail; 06; hp 36 each; IKr I; D 1-8 battle 
axe; MV 120'; Save 06; ML 10; AL L). 
Service in this guard is considered a great 
honor and is assigned to selected candidates 
from the various clans on a rotatins basis. 

--MARFELDT THE BARBARIAN 

C haotic 16th level fighte r ; Str 18; 1m 16; \Vis 
12;Con 18;Dex 17;Cha 18;AC5;hp77. 

Marfeldt the Barbarian has been a fixtuTC in 
the Northlands for many years now. and 
many is the poor ~oul that wishes i1 were not 
so. In fact, the Regency Council has more 
than once debated the proposition that a 
company of elite troops be ra ised to hum 
down and kill this grinning rogue. Memory 
of the muscular barbarian's past service 
against the enemies of Blackmoor and the fael 
thai The Fetch sometimes employs his serv­
il.:es have always been sufficient to defeat such 
measures. Besides, Blackmoor can't afford 
the likely loss of an entire company of its best 
troops at Marfcldt's hands when its bordel"! 
;lTe in danger. 

Sometimes called "the last :Inarchist," 
Marfeldt is One of nature's free spirits. a great 
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brawny giant of a man who roalllS the land 
looking for trouble. He invariably finds it. 
His arrival in a IOwn is a sure sign that some 
desperate encounter will 500n take place 
there. H is enlistment in an army is enough to 

set veterans frantically honing thClr swords 
and speal"! in anticipation of some apocalyp­
tic battle. The big barbarian seems to have a 
sixth sense about where and when the hinge 
of rate will turn. Of (en. he is the only survivor 
o f such afrays. 

Though his pro ..... ess in bailIe (and his abil· 
ity as a military commander) has long been 
appreciated almost tn the point of worship, 
Marfeldt is never a servant-only an ally. 
Moreover. he is a very difficult ally. Failure 10 
keep him sufficiently busy llI('ans that every 
ta\'ern within a day's ..... alk will shortly stand 
in ruins. Failure to meet his often out rageous 
salary demands means that the local treasury 
will shortly stand in ruins, its looted wealth 
soon to be dissipated in one of Mar feldt's leg­
endary bacchanalias. Failure 10 give him the 
ho nor and authotlly he thinks his due means 
that any superiol"! blocking his rise 10 the po. 
sition he craves will shortly disappear. 

A curious aspect of Marfeldt's personality 
is that, for all his known cupidity and cruelty. 
he is an engaglllg fellow who seems able tn 
mesmerize those who remain in his company 
for very long. At the end of each day. all per­
sons who have 'l>ent all or part of the day in 
Marfeldt's immediate company must make a 
Saving Th row vs. Spells. Those who fail to 

make their savi ng throw are charmed by 
Marfeldt just as if the barbarian had cast II 

charm persoll spell over him. Maktng a sub­
sequent saving throw breaks the ··spell," but 
each new day spent wi th Marfcldt is treated 
as a new ··sl" .. :II'" 

This. then, is the semi-legendary Marfeldt 
the Barbarian. [fhe has enemies. he will slay 
them. If he has allies, he ..... ill offend them. If 
he has peace, he will break it. Fortunatelr for 
the Northlands, Marfeldt has even less usc 
for the Empire than for the Regency Council. 
A~ a result. the barbarian has always fought 
against Blackmoor's many enemies on the 
dubious theory that lelling Blackmoor be de­
feated (or even weakened) ..... ould Illean a re­
turn oflmpcrial authority and an end to the 
sta te of happy anarchy with which he is well­
pleased. 

Marfeldt usually wears only leather armor, 
but he packs a large assonment or .... eaponry. 
including a dagger + 2. a hand axe, a mace 
+ I, a sword + 2, and a long bow with a 

quiver of 20 IIrrows + I He d ocsn't own his 
own horse, preferring to take wh:uever ani­
mal happens 10 strike his fancy. Generally, he 
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steals warhorsc5. the bigger the heuer. He is 
an c:..:ccllcnt rider. He is also an expert with all 
manner of weapons. H e speaks passable 
Goblin and Ore. 

Marfcldl '5 legendary carouses have tended 
to dissipate his funds as fast as he obtains 
them. Old hands In the Nonhlands still tell 
siories aboU! the night he looll:d Ihe fabu­
lously rich guildhall of the Merchants' Guild 
of Maus and the nel" day had 10 borrow 
against his salary because he had a/rclldy 
spent the proceeds of his raid drcning the 
courtesans of Maus in emeralds and cloth of 
gold. As a consequence of such exploits, the 
happy-go-lucky killer has no wealth socked 
away and seldom has more than 100 gold 
pieces on him. However, he does possess 1WO 

magIc items that he is never without. 
The most important o( Ihese is an amu1el 

Ihal casu an ami-magic shell aboul Ihe bear­
er's body. This shel! is similar 10 thai created 
by the 6th !evel magic user's spdlltn/i-lIIl1gic 
shd/, except in t .... o regards. First, it isofcon­
tinuous duration; the bearer does not have to 
think about the shell since it is automatically 
present III all lime$. Second, the shell is not 
destroyed by a dispel magic spell. Instead. 
the dispclnwgic spell supprenes the amulet's 
cffect for 3- J 2 ruumb. Spells cast while the 
amulet '$ effects are suppressed continue to af­
fect Marfeldt even after the amulet ceases to 
be suppressed. 

Marfeldt's other magical Llem is a spec tally 
made rillg o(relepu",,,,on that anune! itself 
10 the wearer's body. 'v\'hcnever his hit poinu 
drop below 4, the wearer is immedillidy tde­
ported (0 the last place of safety about which 
the .... earer was thinking. 

MELLO T H E H AU -L1NG 

LawfulBth Icvel halOing; Str 17; Int 17: \Vis 
14: Con 18: De:o< 18: Cha 10: AC -2; hp 
43. 

Born Mello feathenoes. this individual is 
known throughout the :-.Ionhlands as Simply 
Mello the Halfling. and hc is Ihe greatest 
warrior Ihat his race has ever produced :-.10 
one knows for sure how it was that Mello 
gained his present stature, but. at 5' 6~, he is 
also certain ly the biggest halfling ever 
hirthed. As one of the heT()I!s of the rebellion, 
Mello fought mure than his share of desper. 
ate fights, and has earned Ihe respect ofsomc 
of the Norlh's leading personalities. Bu~ a 
love of adventure has caused him !O decline 
any SOrt of leadership position that might 
force hun to stay at home. He keeps a house 
cast of Blaekmoor. but is rarely there. \-Vhen 
not orr 011 $OIne ridiculous adventure, he call 

usually be found roving Black moor's streets 
with his lifelong friend, die Blue Rider. 

As befits a halning of hi$ ~tatun" M ello 
learned early ill life how \0 ride a horse, alld 
this is one of his great joys, He keeps a small 
herd of riding horse! al his home (14 at last 
coum). and devole5 much time to "exerds· 
ing" Ihem (by tearing around the country al 
breakneck speed). Mello also swims (unusual 
for a halning) and is a noted hunter (another 
good excuse not 10 stay home). lie is nuent in 
Elf and Dwarf, and does somc occasional 
translalions of old ballads and sagas (rom 
those languages. This elTort necessitates long 
and dangerous journeys to gather material­
yet another excuse 10 Siray from home alld 
hearth. 

Mello usually Slumps about in full plate 
mail and carries a shield + J ...-hen more than 
a few minutes' ride from horne. He carries a 
short sword, a dagger, and a small sling (20 
pellets) at aJltimes. \-Vhen 01T on $Orne ad"en­
lUre. he also carries a pair of wands of lighf­
ening boilS with 6 charges each alld wears a 
scarab of protection with 5 uses. 

Mello is reputed 10 be very wealthy. having 
some 14,000 gold pieces on deposit with vari­
ous money lenders and anolher 2.000 gold 
pieces stashed in his home, I-Ie usually carries 
20 gold pieces and 10 silver pieces 011 his per­
son and another 200 gold pieces in his saddle 
bags. even when he is just riding into !OWII !O 

heft a few at the Comeback Inn 

MEN AN DER ITH A1\II S 

Neutral 10th le"el elf: Str 11, Int 18; \Vis 10; 
Can 8: Dex 12: Cha 12: AC 2; hp 43. 

Menallder [thami! has led thc Elves of the 
Red \ Vood for almost a century. \Vithin Ihe 
last dccade, he has alsu b,'comc Lord of the 
Northern Elves, in which capacity he sils on 
the Regency Council. Possessed of an almosl 
classically elvish Judgemem. t>.lenander is 
considered somewhat foolish by those hu­
mans who fail 10 appreciate the psychological 
gulf that separates elves from men. His cour­
age. though, is well regarded by one and alt, 
and this makes up for much in the minds of 
even Ihe most militantly jingoislic of the 
Northern Barons. 

Menandcr's selection as Lord of the North­
crn Elves came about mainly because all of 
Ihe various el"ish factions fclt that he would 
be easy 10 manipulale 10 advantage. This has 
proven to be more difficult in fal't lhan in the· 
ory_ Inslead of some one faction manipulat­
ing Menander. he has been able 10 
manipulate all factions b) playing one off 
against another Each of the opposing fac-
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tions still believes that it will eventually win 
OUI, but, In fact, the balance of power hasn't 
shifled ajol since Menander took over. 

The various compromises Mcnandef has 
had to make ill order!O keep from falling un­
der the control of one or another of the con' 
lending faclions has unfonunately resulted in 
a certain paralysis in e1ven political life. The 
EI,,!!s of the North have been unable 10 agree 
on even so vllal a mailer as ajoint 5tr,ttegy for 
rescuing their brethem in the Duchy of Ten 
from the blight that is even now desfOying 
their woodland homes. At the same time, the 
more difficult <Iucstion of the future course of 
relalions with dwarves and men has also re­
mained more or less on dead center. Mean­
while, Mcnander keeps up his juggling llel. 
seeking a stable balance of power Ihat wililtl­
low him to push through the policies Ihal he 
knows must be followed. 

The policy Menander would like to Imple­
ment is one of dose dwarf-hurnan·elf cooper­
ation. leading ultimately to a confederation 
that .... ould make the North strong enough to 

resist the llIany outside forces thrcatcntng it. 
So far, all that he has been able to do is keep 
elf-human relations cordial. This in Itself has 
been a slTllggle, since many elves want as lit­
tle as possible to do wilh men and object even 
10 ~ I enander'$ dose personal friendship wilh 
the Bishop of Black moor. H is recent generous 
grant of" Elf Friend" status to some humans 
has rai~ed a veritable storm of pro lest. 

As a means of reminding his crilics of his 
position. t>. l enander wears the formal silver 
and gray livery of the Lord of the Elves of the 
North at all times. Since his position IS so pre­
carious, he .... cars a suit of magical chill'llInI,i! 
+ I benealh these outer ganm:nts, and goes 
arllled at all times. Dressed in such garments 
and armor and .... ilh his silver hair framing 
exquisitely sculpted fea~ures, Ihe almOSI 
seven·fOOI tall Menander is a truly imposing 
figure. 

H is normal weaponry includes t ..... o sil"er 
dag.r;ers + I, and his sword oroffice, the Law-
fuls ... ord + 2 \Voodhold_ Woodhold is a nor-
mal S .... ord + 2 in the hands of anyone but an 
10th level elf When borne by a 10th level elf, 
il comes alive. having an intelligence of II 
and an "'So of 8. [t then has the power to de­
ICCt evil and read magic and has Ih", the ex­
traordinary powers i/Jusio/l and l1ylllg, In the 
proper hands, it speaks Dwarf, Dragon, 
Gobhn, I-lobgoblin, Ogn:, and Orc. All elves 
.... ilhm 100 yards of a 10th level elf bearing 
\Voudhold add 2 10 their morale. The sword's 
value 10 nOI1'elves (by rcason of materials and 
workmanship alone) is 1.000 gold pi",cu. To 
ekes, II is priceless. 



In addition to the aforementioned weap­
ons, when oUlside his hall, Mcnander carries 
II longbow and II quiver of 20 arrows + I. 

Menandcr is always accompanied by II 

pcnonal guard of I j Elves of the Red Wood 
(AC 1 leather amlOr; E6; hp 50 each: IKr I; 
D 1-6 longbow, ]·8 sword; MV 240' 
moutHed or 120' unmounted; Save E6: ML 
10; AL N). Each elf knows the following 
spdls: 

lsI U!,'eI: dCfecl magic, prolecljOlI (rom evil, 
sleep. 

2nd Level: deIce! evil. ""zlIn/lock, 

3rd Level: dispel magic, liglltning bolt. 

M enancler speak! Dwarf. Coblin, and PiJ(ie. 
He knows the following spells: 

lsi Level' charm perwn, detecf magic, ligh/, 
magic missile, slc..'Cp. 

2nd Level: invisibility. Icvitate. web, pllan ­
ws1ll1I1 (orce. 

3rd Level: dispel magic, fircb.111, lightning 
boll. 

41h Level: charm monster, remOl'c curse. 

51h Level: conjure elemental. 

When tral'eling, Menander carrie! 600 gold 
pieees. At other times, he d()(:s not carry 
money. 

MOORKOK THE SLAYER-PRINCE 
OF THE EGG 

Chaotic 17th level fighter; Sir 17; 1m 15; Wi, 
16; Con 16: Dex 14 : Cha 12; AC -I: hp 
95. 

Once a famous Sk,mdaharian war leader, 
Moorkok was seduced by the science of the 
Egg and now serves that vile power as prince 
and general. He has been lapped by the Egg 
10 lead a new invasion of Blackmoor when the 
time is ripe. Meanwhile , he trains a Va51 
army of human slaves and mercenaries for 
that day. Among his charges are many clans 
of orcs, whose language he speaks with some 
nucnty. 

Moorkok is an unmistakable figu re on any 
battlefield. While he has the massive frame 
and fair com plexion common 10 Skandahar­
iaos. he boasts a head of hair of a peculiar 
shade of orange never before ~en on any 
northern pate. And instead of the blue or ~a 
gray eyes common to his tribe, his retinas are 
a p«uliar greenish yellow. The big raider 's 
odd physical appearance impans a cenain fey 
quality 10 his every aClion and has sparked 
the rumor that his origins are not entirely hu-

ROGUES , REGENTS & RASCALS 

man. Knowing that his lieutenam is sensitive 
to such tales. the sadistic Egg has encouraged 
their spread by implying that he favors the 
northerner as a result of some demonic par­
ticipation in his ancestry. 

Moorkok wears pl.uemail + I and carries 
a shield + I, a dagger, a mau + I and a wand 
of fear. Around hi~ neck he wears one of the 
amulets called the Eye ofrhe Egg, that allows 
the Egg of Coot to ~e through his eyn and 
hear with his ears. Moorkok rides a white 
warhor~. 

As befits one who ranks high in the favor of 
the Egg, Moorkok has under his command a 
personal guard of six bronze golems (AC 0; 
liD 20 " ; hp 100: IAT I list + special: 0 3-
30 ... special; MV 240'; Save FlO: ML 12; 
AL N). 

MIKLOS HAR US KA-OLD SLY BOOTS 

Chaolic 12th le,·dthid; Str 10; Int 12; WisS; 
Con 13: Dex 15; Cha 10; AC 7; hp 3:'; O L 
66%; n 62%; RT :'8%; PP 7:'%; MS 
64%; CW 98%: li S :'0%: H N 1-5 . 

r-. l iklos Haruska (popularly known 3lI "Old 
Slybool5" in tribute to his reputed cunning) 
is Guild Ma5ter ofthe Thieves· Guild of Vest­
fold. He also actively scrves the Wizards' Ca­
bal, tht" underground of magic users opposed 
to the Regency CounciL Were this fact widdy 
known, it would doubtless mean his hasty ex­
termi nation at the hands of one of The 
Fetch 's agents. But, so fa r as the Regency 
Cou ncil know, Miklos is a wholly mercenary 
rogue who only occasionally ~rve5 interests 
hostile 10 the council (as do many other unsa­
vory persons in the Northland!). Since 
Miklos from time to time also servcs the in­
terests of the Regency Council, it all seems to 
cven out. If the council knew that Miklo~ WII ~ 

on the permanent payrott of the \,vizard·s Ca­
bal, its attitude would doubtless be different. 

In truth, the RegencyCouncil's evaluation 
of Miklos' character (if not his role in recent 
events) is dead on the mark. This often dour 
thid rardy befriends anyone, and keeps dose 
counsel even wi th those few ind ividuab 
whom he considers his "pals" by vi rtue of 
their having done him some paSI service. One 
day, this cold and friendlcss man will proba­
bly make a bid to replace his friend ScOtty 
Debclfry as the head of the Northern 
Thieves' Guilds, but for now the IWO men are 
bosem "pals." 

Miklos is one oflhose dark, wiry types that 
lend to vagudy remind people of smatt, vi­
cious rodents. Only a little over five and a 
half feet tall, he weighs a mere 145 pounds. 
none of it fat. His dose-cropped black hair 
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frames a sharp-featured, ratty face domi· 
nated by piercing black eyes. As ifhis appear­
ance were nOI st riking enough, Miklos tends 
10 fa'·or capes and cloaks of midnight blue 
and black. CUI in the old Imperial style that is 
now rarely secn in the North . 

Miklos carries a Ihrowing dagger + 2 and 
owns a sword + /. lie also owns a crossbow 
with 15 quarrels + J, that he sddom carries, 
and an c1ven cloak that he wears only on jobs. 
At any given lime. he may have 250 gold 
pieces on his person; the rest of his wealth 
(some 17.000 gold pieces) he kcepson deposit 
with moneylenden. In addit ion to his mone­
tary wealth, Miklos owns two magical heir­
looms of which he i~ secretly quile proud. 

His prize toy is a magic ringofspdJ storing 
thaI he acquired from the 1\.'lonks of the 
Swamp. He always wears this simple silver 
bandon the middle finger of his left hand, but 
he has never been known to use il. The ring 
holds one use each of three spells: confusion, 
massmorph. and wall of fire. 

Miklos' other heirloom isan amulet that he 
wears constantly and that negates any spell 
cast on him or at him. At least that's what 
Miklos thinks it d()(:5. In reality, the amulet. a 
girt from the Egg of COOl, is a sophisticated 
experimental transformer Ihat collecls Ihe 
magical energy of spells cast at the bearer and 
transfers it to another individual wearing the 
amule t 's twin. T his other individual (a slave 
of the Egg. kepI imprisoned for JUSt this pur­
pose) then suffers the spell's effects. Neithcr 
amulel has any effeu on those ponions of a 
spell not aimed at the bearer. Unbeknownst 
to Miklos, the amulet in hi, possession also 
conveys to the bearer suggest ions made to the 
individual wearing its twin. These often su b­
tle suggestions are generated by the Egg, but 
appear 10 Miklos 10 be his own brill iant ideas. 
In this way. the potential future head of the 
united Northern Thie,'es' Guilds IS being 
gradually brought under the sway of the evil 
Egg of COOl. 

THE PESHWAN NA SHE PRO- BARON 
OFDRAGONIA 

Lawful 13th level fighter: Str 14: Int 13; Wi~ 
16: Can 9; Dcx 9; Cha 15: AC 2: hp 52. 

The new-made Baron of Dragonia is stitt a 
darkly handsome man. despite panicipation 
in scores o f fights that should have left him a 
mass of scan. Somehow, he has avoided 
these occupational hazards of the professional 
fighler and retains a youthfuL almost girlish. 
beauty. even into the middle years of an ac­
tive lifc. Possibly, the subtle cunning for 
which he is also nOted is partially ~sponsible 
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for his "luck" in this and other mallen. 
However it is that Shcpro consistently 

manages 10 come OUt of deadly CG nlCSU al­
most unscathed, the sheer number of his du­
ds. battles and informal brawls is impn:ssivc. 
I-Ie loves a good fight and often <1<:15 as a mh· 
sti tue champion in affairs of honor-as much 
for the enjoyment of the joust as for reasons of 
friendship. His panicipation in such affairs 
has given him exccplionaJ insight into 1ho51: 
aspects of the common law having to do with 
challenge and personal combat. As a result, 
he has become an informal advisor on such 
mailers 10 the Regency Council. 

Shcpro spent his early years on Ihe Plaim 
of Hak among the I\orlai. the most savage of 
the dozen horsedans making up the nation of 
Pcshwah. Not much is known of those yeao, 
but by the time he re turned home as a grown 
man, he spoke nuent I'eshwahan and had 
won from the hard-nosed Bonai the honorary 
tide of " PeshwMl Na Shepro" (Person 
Named Shepro). Shonly after his return 10 

the Northlands, he joined the rebell ion, 
where he earned a name for hinuelfas a field 
commander. 

When the rebeUion was finally successful. 
Uther rewamed Shepro for his !lCrvices by nam' 
ing him Baron of Dragonia, a new fief east of 
the \Vunn Rh·er. Of coorse. Uther's ""warn to 
Shepro gave Blackmoor a cenain political ad· 
vantage. too. From his new stronghold on the 
\Vuml, the young baron could watch not only 
theGn:cnway and the Dragon H ills. but his old 
friends the Borta;' as well. Ulher's move has 
proved 10 be a $otmd one, and as a ~ult afShe­
pro's activity. the Peshwah have stayed south· 
west of the Wurm ~'en though ham-pressed by 
the Ahfridi. 

T ypically. Shepro encases his slim body in 
a suit of blued plalemail over which he wears 
a tunk and hooded cloak of rough, nubby 
dark gray silk. He always wears custom­
made kidskin duelling gloves that have be­
come something of a trademark . His 
defensi"e equippage is rounded out b)' a 
small, round target· type shield of a style fa­
vored by the Bortai . Though he sports both 
dagger and short sword, his preferred 
weapon is his sword + 2, "Peacemaker." She­
pro's personal wealth is about 9500 gold 
picc;cs, of which he keeps all but 200 gold 
pieces on deposit with moncylenders in Ve~t­
fold. The rest, he carries on his per5On . 

PH ILO HOLBYTYN-THE SHERIFF 
OF RAMSHEAD 

L.llWful Bth le"el halning: Str 1015; IIlI IB; 
Wis 14; Can 10; Dcx II ; Cha 14; AC 5; 
hp 30115. 

Once a key member of the rebel high com­
mand. Philo H o lbytyn has long since 
dropped out of high level politics and now de­
votes most of his time to governing his newly 
created fief. Ramshead. His single-minded 
devotioo to his land and people has made 
Ramshead the most prosperous area in the 
Nonh, and his people return his devotion in 
full measure. Thanks to his wisdom and fore­
sight, he also ha! excellent relations with his 
neighbors the dwarves. Among his friends 
are The Rishop of the Nonh and the Blue 
Rider, both of whom are frequent gueSts at 
Ramshead. Should Philo ever desire it, he 
would, in a trice, be: welcomed ontO the Re­
gency Council and once again asked to pro­
vide that wisdom and ham-headed leadership 
that was his greal contribution 10 the great re­
bellion's success. For Philo. though, it is the 
small pleasures of hearth and home that 
beckon. His days of active leadership, like his 
days of active adventuring, are long since 
pas!. 

The ract is thai Philo is a very sick Illan 
Many years ago he was placed under a geas 
by an evil wizard . Though Philo resisted and 
escaped the wizard's clutches, he did not real­
ize that his foc's actiOn! would have long· 
term effects. As the years ha"e passed, he h(u 
had to fight an ever more difficult battle, 
which has left him seriously weakened. Philo 
has twO separate values for strength and hit 
points. The first value, in each case, is for 
Philo when he is healthy-and is Ihe value to 

which he reverts if he ever carries out the 
!leas. The second "alue is for Philo while he is 
fighting the geas and is used 50 long as he 
does not carry it OUI. 

Philo's mind is unaffected by his illness. 
and he is IOrmented by his observable de­
cline. H e has kept it from his friends, while 
quietly seeking a cure. But a cure is unlikely 
for several reasons. The simplest solution. 
carryi ng out the geas. is 001 of the question. 
si nce it invol-'et nothing less than betraying 
and deSlroying the Regency Council. Fur­
ther, the wizard who first laid the geu on him 
cannot be reached, sincc he is now a high­
level lich lord in Ihe land of the Egg of Coo!. 
So. for now, Philo fi ghts his battle with the 
gcu alone. Only his great goodness has saved 
him so far, bUI he weakens with each passing 
month. 

Should Philo ever givc in 10 his illnen and 
try to carry out the geas, the potential effects 
arc devastating. \Vcre he, for example, 10 as­
SUnie a seat on the Regency Council while 
carrying au! Ihe geas, his presence there 
would allow Ihe Egg to penetrale Ihal body 
and subvert its every effor!. H e might even be 
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tempted to use Philo 10 assassinate his fcllow 
council membeo. 

In recenl mOlllhs, a new facto r has 
changed Philo 's siluation for Ihe worse. Latc 
one night not long ago, he awoke from a hid· 
eous dream to find around his neck a medal­
lion of the type called the Eye of rite Egg. 
Philo knew not how it got there, bul he was 
aware from past experience wilh the Egg's 
spies that Ihis medallion allowed the Egg to 
see through the eyes of the bearer. Seizing the 
foul thing. he tore it from his n«k and cast it 
IOward Ihe nearby fireplace-only to find 
upon completing the eaSI that he had some­
how managed 10 replace the chain aboul his 
neck. Since Ihal terrible night, all of Philo's 
efforts to rid himself of the eye have been 
equally in vain. Some compulsion built into 
the thing, perhaps combined with Philo's 
own weakneu. has kept it about his person. 
Though he keeps it hidden undcr his tunic, 
he feds its burning presence heavy on his 
breast, and has avoided the company of his 
old friends in order to keep them frOIn betray­
ing themselves to the Egg by speaking with 
him . 

Philo wears no armor or weapons at home. 
\Vhen tr1l\"eling, he wears chainlllail and a 
helmct and carries a dagger and a la ... ful 
sltorr sworr/ + I, + 3 vs. une/ead, called 
" \Vea~e!." This sword has an intelligence of9 
and an ego of 5 and has the ])Ower to deleCI 
e"il and sec invisible. Since il i~ well known 
from earlier days, when it is drawn, all enemy 
forces within 100 yards mUSI make a morale 
ch«k at · 1. Weasel has a value of 320 gold 
picc;es. In addition to these wcapons, Philo 
owns (but doesn't normally carry) a wand of 
ligltlening boilS with six charges. 

Philo's personal wealth is a 1lI0dest 3.000 
gold pieces, 2,200 silver piece and 300 copper 
pieces storL-d in the vault at Ralllshea!!. Hc 
seldom carries more than 20 gold pieces. 10 
silver pieces and 10 copper pieces on hIS per· 
son (though. if traveling. he might triple this 
amount). 

Philo speaks Elf. Dwarf and Dragon. 

PITER RALL-BARON OF MAUS 

L.awful14th level fighter; SIr 10; lnt 12; Wis 
9; Con 12; Dcx 10; Cha 11; AC 7; hp 52. 

\"hen Ihe Third Raron of M aus agreed 10 the 
construction of it fn..-e pon near his hold. nei­
ther he 'lor anyone else realized that the port 
would onc day grow to ovenhadow Ihe bar­
ony. Over the years, subsequent Barons of 
~1aus have sold additional land 10 Ihe city un­
til today only the old Maus Hold and its sur-



rounding fields and orchards, Just uutside Ihe 
Cil\', remams in the hands of rhe Ralls_ Thu " 
in the political scheme "flhings, the baron is 
less important than the ~Iayor of Maus. 

The presellt baron, P llcr Rail, is ndlhcr 
ambitious nor particularly energetic, and so 
is perret!!y happy wilh Ihe current stale of his 
fief. Since the city must cal. and Ihe best farm 
land in the area is Ihal ,u the fOOl oflhe Mau s 
H old, he derives II generous incom ... of] ,500 
gold pieces per month from his holding 
These funds, together with II yearly contribu­
tion of 5,000 gold pieces from thc cil y. allows 
him to live in some comfor1, which is all thaI 
Ihc ponly,joviaJ baron rcally craves. Rail dis­
tn.'SIS thc king's many n:furms and heartily 
dislikes thc new university. which he set;S a~ 
th .. ~tart of a shift in wealth and power from 
~1aus dowo the coaSt to the Blackmoor· 
\'c5lfold area. Howe ... :r. he is also acutdy 
itWilre that only a united Blackmoorcan fcnd 
off the many threats to its bordas, including 
the Skandaharian Raiders who have ravaged 
Mau~ In the past. For this reason. being a 
practical man. he willingly lends his support 
to the king and his council. 

Rail claims that arllIor makes him sweat 
like a pig. and he wears it only when aClively 
campail(ning. Even Ihen, he prefers light 
,-hainnl1lil [0 [he plate annor worn by most 
wealthy nobles. He normally carries a dagger 
+ I. When campaigning or troweling. he also 

carries a swurd . Though fIghting is nOI his 
forte, he is a deadly swordsman. lie is also a 
passable horseman. and owns a bil( dappled 
gray warhorse named C irdan, which he rides 
on campaIgn. \Vhether at horne or in the 
field. RaJ] is protected by a pair of tough 
bodyguards (AC :, chain mail : F9; hp 35 
each; IAT I: 0 ]-8 sword; MV 180' muunted 
or 90' dismounted; Save F!.l; ML 9; AL N). 

The baron is said to have funds amounting 
to 20.000 gold pi«es at work with various 
mone),lendefS in Maus. lie. himselr. never 
keeps more than 1.000 gold pieees at the 
Maus H old and seldoll1 carries more than 20 
or 30 gold pieces on his penson . 

RI SSA ALEFORD-BARONESS OF 
THE LAKES 

La"ful 11th le .... d fighter; Str 9: Int 12: Wis 
15: Con 13; Dcx 14 ; Cha 15; AC I; hp54. 

The last Baron o f the Lakes. Han Aleford . 
diL"t1 fighting for Blackmoor against the em­
pire. His daughter and hei r. the present bar­
oness. is an enthusiastic supporter of her 
father·s cause. Her de\"otion to the new king 
may s[ern, in pan, from her eduea[ion at the 
University of Blackmoor, during which time 
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sh,' saw much of the king and his famou~ 
companlon~ and came to respect them all. 

But much it! she might ~\'e~ the king. 
)'oung Rissa ... orship.~ the GlTat S,'enn),. It 
was S"enn), who held the Aleford lands for 
Rissa during the yean of her mi norit)', while 
she was awa)' at school. It was also Svenny 
who tricd despenltcly but unsuccessfully [0 

save Rissa·s father from the band of Imperial 
harM: that killed httn. And it was Svcnny who 
after that tragedv personall)' rOOe to Aleford 
to bring the ne,",s of the baron's death to hi, 
famil)·. From that time. S,enoy took the place 
of Rissa·s father in l'very possible way. 

Tall and ext remely long of leg. dressed in 
somber. mannish dothcs with auburn hilir 
close-cropped in thc imperial s[)'le fa\"orcd by 
her father, Rissa seems to many the very in­
carnation of the dead Han Aleford. This 
"unseemly mannishness" is offen sive to 

some of the Northern Barons. and has made 
her an object of derision among them. Bu[ 
Uther and Svenn),. like Rissa. understand the 
necessity that the lord (or lad)' ) who rules 
over the wild Baron), of the Lakes be a tough 
"arrior who c~l n cam the respect of rough 
~md untutored fighting men. Thcir support 
has overcome the disapproval of her peers 
and forced them to accept the talented >·oung 
leader in their counsels. 

Her mother having died at binh and her be­
lovt."tl father having bt.~n slain while she was sti ll 
in her minority. RisSo.1. has grown up very much 
alone. The sclf-sufficicncy she has had to de­
velop 3.ll a result of her upbringing makes her 
s«m. at ftTSt glance. unapproachable and cold. 
Rut much of this i~ the effect of the mantle of 
leadership that she must wear at so young an 
age (she is only 26). Behind this s[cm eXTerior is 
a lively wit and wann. dry humor that oftt:n 
bn.:aks p3.llt her beSt effons at control. 

Rissa wears plate mail and carrie. it shield. 
dagger, and sword. H er favorite mount is it 
blaek warhorse named " Blessing." She has a 
devO!ed personal guard of5 men (AC 3 plate 
mail; FlO: hp 39 each: 'AT I; 0 1·8 sword; 
MV 180' mounted or 90' dismountcd; Sll\'e 
flO; ML 9: AL L). 

The baroness keeps 3.500 gold pieces and 
800 si lver pieces in her hold. She carries 200 
gold pieces when tra\Cling: she carries no 
money in her own dominion . 10 addition 10 

these resources, the baroness owns a rillK of 
prolcelion + I. whtch was ooce her father's 
and which she is ne\'cr without. 

ROBERT THE BALD 

Lawful ]9[h level magic user; Str 9; Inl 16; 
\Vis 14: Can II, Dc ... 14: eha 10: AC 7; 
hp 48. 

" 

The most powerful mage of the New Lands is 
a lipless. baldtng pinched litt le fdlow who 
calls himself Robert of Dives, but who is 
known toone and all as R obert thc Said . This 
" .. -elusive wizard occupies a londy tOwer at 
the western dp of the Dragon ,"blls high 
above the Valle), uf thc Andcnts. I-I e neither 
supports nor opposes the Rc!,:ency Council. 
Ralher. he maintains a stric t neutrality in [he 
political affairs of the :-.lorth. This neutrality 
added to a s.1rdonie (and sometimu sti ng' 
ingly accurate) Wit has not made Robert pop­
ular wi," any of the factions aClive in the 
Northlands-bu[ he is tOO powerful to risk of­
fending . So both sides accept his self·declared 
neutral it)' wi lh as much grace as tit!;)' can 
muster. 

\Vhile apolitical. Robert has been (lreles~ 
in his opposition to the forces of chaos and 
e",1 in the :-.lorthlands. This stance has often 
caused his interests to coincide with those of 
the Regency Council. lInd he has cooperated 
with it on a r1umberofprojec[s where such ac­
tivity did no! comprom ise his polit ical neu­
tralit)'- \ Vhile Robert's aid has been welcome 
(and sometimes essential). his Strict obser,­
ance uf rules and customs has o ften made him 
a difficult ally in these projecls. In fact, his ri ­
gidity in [his regard has jeopardized anum­
berofjoint operations. It /lIUSt be silid til his 
defense that he has alwa)'s arrived when he 
said he would and has always donc cxactly 
what he said that he would do. 

Being one of the more knowledgeable hu­
mans in the North, Robert is often consulted 
by various rulers. Even the Regency Council 
uses him as a resource on those maneu nOI 
affecting the empire. Robert speaks Elf and 
Orc. li e alw3)'5 carries a dagger + I, a ring of 
pmlcc/ioll + I, and a wand uf figluenir!g 
huils with 18 charges. He knows the following 
spells: 

1st Level: hold portil/. magic tlll-,'si/e. re,ld 
languages. re.ld magic. shield. slccl' 

2nd Le"el: comilll/ililight, inl'i~ibilily. levi­
(ale. mirror Image. wizard lock. 

3rd Level: dispel tWlgic. fire hall. hasll·. hold 
f>CTSon. wmer breathing. 

4th Level: confusion. ma5$/llorph. remo\"e 
COTK, wall of/ire. wizard eye. 

5th Level: c/olldkill. colljureciemcllfaJ. PilSS­

wa/l, (de"OT(. 

6t h Level: IIllfi-m<1gie shell. disilHcgrmr:-. 
lower water. 

7[h Level: ('re:,(e tlOnnal monsrers, lorr:. 

8th Level: mas.t ("harm. power " ·0«1 blind. 
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The: 7th and 81h te\'d spells are detailed in the 
D&D~ Companion SCI. They arc described 
below: 

C reate Norma l M onsters 

Range: 30' 

Duration: I turn 

Effect: C reates I or more mon~lcrs 

This spell causes monsters to appear oul of 
thin air. All monsters appearing will under­
stand and obey the casu:r's commands­
fighting, carrying or fetching things, elC. 
They will faithfully obey all commands!O the 
best of their abilities. Each monster will ap­
pear carrying- ils normal weapons and wear­
ing ilS normal armor (if any), bUI otherwise 
unequipped . AI the: end of I turn, all the 
monster.! created vanish back lnw thin air, 
along with their equipment. 

The IOtal number of H it Dice of monsters 
appearing is equal to the level of the magic­
user caSiing the spell (wilh fractions 
dropped). The magic-user may choose the 
exact type of monsters created. selecting any 
monster with no special abilitiu (i.e. no as­
terisk next to the Hit Dice number in Ihe 
man stu explanation). Humans. demi­
humans, and undead cannot be created by 
this spell. Creatures of 1-1 Hit Dice are 
counted as 1 Hit Die; creatures of 112 Hit Die 
or len are counted as 1/2 Hit Die each. 

f or example, with th is spell. a 15th level 
caster could summon 30 giant bats. rats or 
kobolds; or 15 goblins, orcs or hobgoblins; or 
, rock baboons, gnolls or lizard men; or 5 
boars, draco lizards. or bugbears: or 3 black 
bean, panthers. or giant weasels: and so 
fonh. 

Lon 

Range: 0 (magic·user only) 

Duration: Permanent 

Effect: Reveals details of 1 item. place or per­

"" 
By means of this spell, the magic user may 
gain knowledge of one item, place, or person. 
Ifan item is held by the caster. the spe.lltakes 
1-4 turns 10 complete, and the magic-user 
learns the item's name, method of operation 
lind command words (if any), and approxi­
mate number of charges (if any, within 5 of 
the correct number). If the item has more 
than one mode of operation, or more than 
one command word, only one function will 
be revealed, for each lore spell used, without 
;. clue to others. 

If a place or person is being investigated or 

if the item is not held, the spell may take 1-
100days IOcomplete, depending on the num­
ber of details already known. (The OM may 
reveal only general details if the place is large, 
or if the person is of great power). A purely 
legendary topic should require Jarge amounts 
of time. and the information gained may be 
in the form of a riddle or poem. 

Man Ch a rm 

Range: 120' 

Duration: Special (as charm person spell) 

Effect: 30 levels of creatures 

This spell creatcs the samc effect as a charm 
person or charm mons/erspell. except that 30 
levels (or Hit Dice) ofvictims can be affected 
at once. Each victim may make a Saving 
Throw vs. Spells to a"oid the charm, but with 
a -2 penalty to the roll. The spell will not af­
fect a creature of 31 or more levels or Hit 
Dice. 

The duration of each charm is determined 
by the victim's intelligence (see the D&[)® 
Basic OM Rulebook. page 14). Iflhe magic­
user anacks one of the charmed victims, only 
that creature's charm is automatically bro­
ken. Any other charmed creatures that sec 
the anack may make another saving throw, 
but other creatures' charms are nOt affected. 

The n'verse of this spell (remol'e charm) 
will unfailingly remove all (harm effects 
within a 20' x 20' x 20' volume. [t will also 
prevent any object in that area from cn'ating 
charm effects for 1 turn. 

Powe r Word Blin d 

Range: 120' 

Duration; 1-4 days or 2-S hou rs (see below) 

Effece Blinds 1 creature with SO hit points or 
less 

With Ihis speU, a caster may blind one victim 
within 120' (no saving throw). A victim with 
1-40 hit points is blinded for 1-4 days: one 
with 41-S0 hit points is blinded for 2-S hours. 
Any creature with SI or more hit points can­
not be affected. A blinded victim suffers pen­
alties of -4 on aU saving throws and + 4 on 
Armor Class. A cleric's cure blindness or cu­
re,,1/ spell will 110/ remove this blindness un­
less the cleric is of a level equal 10 or higher 
than the caster of Ihe power word blind. 
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RUDA MA LE FO R 

Lawful 10th level fighter; Str 12 ; Int 14; Wis 
13: Can 9; i:kx 12; Cha 12; AC 4; hp 3S. 

Ruda is deputy to Keeper of the Peace 
Fletcher Wilham of the University of Black­
moor. As such, she is intimately familiar with 
both the workings of the university and with 
the many plots and schemes of the Regency 
CounciL for some years heron' joining the 
university staff, Ruda served on the personal 
retinue oflhe Great Svenny. where the lOugh, 
wise-cracking young woman eventually 
worked her way up to the rank if sergeant. 
On Svenny'. strong recommendation, 
!'"letcher William recruited Ruda for his own 
staff, and she quickly discovered II talent for 
the sort of clandestine missions which are the 
real purpose of the Keeper of the Peace and 
his constables. She has remained with 
Fletcher William ever since and has devel­
oped an intense personal loyalty to Ihe aged 
master counter-spy. 

Among the younger and less cultured stu­
dents at the university, this leggy blond is 
known as "The Walking 'A'eneh" (a reference 
to her ground-eating stride). The orcs, who 
have learned from biner experience 10 avoid 
her. caU her "Kern Smen" (White Death). 
Those in the know (including the members of 
the Regency Council's inner circle) call this 
dangerous and resourceful lady "The Little 
fetch," in tribute to her skill as an agent on 
their behalf. 

Even when at the university, The Little 
Fetch wears elven boots and rugged loosely 
cut traveling clothes in pale grays or soft 
woodland colors. Beneath these garments, 



she wears ,hainmaiJ armor. Sh~ is armed al 
all times wilh a dagger and a sword + I, + 2 
against spell users. When on one of her fre­
(]\lent minions for Fletcher \Nilliam, ~hc 
commonly 10lCS a large backpack slulTed wilh 
15 iron ralions, IWO waler skins, a rope of 
climbing. a bag of holding, a flask of oil, a 
lantern, a vial of holy wau:r, Ihn:e holy sym­
bols, and one or more books wriw:n in Elf 
(which she speaks fluently). Her personal 
wealth IS only about 800 gold pieces. but she 
normally carries 200 gold pie<;cs and 100 silo 
vcr pieces of the Regency Council's money 
when journeying on The Felch's business. 

SCOTTY DE BELFRY 

Neutral 16th level thief; 51r20; 10119: Wis8: 
Con 7; De" 14; ena 12: AC 4; hp 24; OL 
78%: FT 76%: RT 70%; PI' 95%: MS 
72%: CW 102%: HS 60%: HN 1-5. 

Thi~ famous master thief lon:s a good fight 
and would doubtles.s have died long since had 
he not carl}' in hiS life stumbled upon a pow­
erful miu.;ic weapon known as the "Great 
G()!d~n ~laLe of the North." The usc of Ihis 
item (said by some to be the mismatched 
nH,te 10 the "Great H oly Mace Icon") has 
gready enhanced S<.:ouy's natural abilities. 
As a direct consequence, he has risen to be­
come Guild Master of the Thieve~' Guild of 
i\laus and is now rumored to be thc head of 
the united Thievu' Guilds of The North. He 
denies this allegation and claims that he '-is 
not Ihe biggutthiefin the Northern i'.larches 
by a longbow shot!" 

Scouy's cunning is legendary. When he 
can·t find other outlelS for his scheming, he 
turns to pralical jokes. For many years now, 
he has discomfited Brother Richard by pluy­
ing such jokes on him whenever their paths 
have crossed. While his physical courage is 
beyond reproach, it is said of Scouy that he 
exhibits all of the ethical sense and personal 
loyalty ora tWo-copper lawyer at the scene of 
all accident. Indeed, his knowledge of the law 
is a match for thai of anyone in the North and 
has gOllen him freed when many another 
would have hung! 

ScollY usually wears leather armor be­
neath a heavy cloak. Like many of his kind, 
he totes a pair of matched throwing daggen, 
which he suppkments with a small hand ax. 
He seldom draws any of these weapons 
though, since the "Great Golden Mace of 
The North" is never far from his grasp This 
lIlace + 2 increases the bearer's strength and 
intelligence by 6 and 7, respectively. It also 
has the ability 10 defcet magic, detcct gems. 
see m..,sib/e, find Secref doors. alld find traps 
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in Ihe same manner as a magic sword. Since 
it is as well known in the North as its reputed 
twin, "the Great Holy Mace Icon." ils repu­
lation abo tends to benefit the bearer, causing 
all cnemics within 50' to check morale. 
Though it hardly looks il. the garishly beje­
weled mace is worth 5600 gold pieces. 

Scotty seldom carrie~ more than 20 gold 
pieces and 10 silver pieces in his purse. He is, 
nonetheless, a wealth v scoundrel, with 
14,500 gold pieces and 7.100 silver pieces on 
deposit wilh a consortium of guild-approved 
moneylenders. 

Though he doesn't carry large sums of 
money, he is canny enough (or paranoid 
enough) to appreciate his value as a hostage. 
[n order to guard against a kidnapping or 
similar unplcasantness, he takes precautions. 
"Vhen he is not in the safety of the 
guildhouse, surrounded by his fellow thieves 
or in the compan)' of other companions, he 
always travels with two tough hireswords 
from Ihe Slayers' Guild (AC 7 leather armor: 
F8: hp 40 each: tAT I; J) 1-8 sword; MV 
240' mounted or 120' dismounled: Save F8: 
ML 8: AL N). When negotiatlllg the narrow, 
winding strects of a town or city, where am· 
bush is always to be feared, these laughs will 
trail Scotty by 100' so that they can ambush 
any ambushers. 

Only ollce has this sYStem failed him. On 
Ihal occasion. a band of bravos was able to 

CUI OUt his hireswords and corner &:ollY in a 
dead end street in a seam)' part of Maus. 
During the ensuing IUs~lc, Ihe slight, blond, 
boyish·looking thief killed thrtt assailants. 
but took a sword cut that lerl him wilh a 
wicked scar on his right temple and cost him 
the sight in his right cye. He now wears a 
bl"ck palch over the organ. 

SILDONIS-THE WI Z ARD OF THE 
WOOD 

Lawful 12th Icvel magic user: Str 14: 1m 16: 
Wis 6: Con 9; Dell 10: Cha 14; AC 6: hp 
25. 

Sildonis, who is referred to by one and all as 
Ihe Wizard of the ''''ood (or, simply, the Wiz­
ard), is a prickly individual who is nOI very 
popular with his fellows on the Regency 
Councilor wilh Ihe more 1I11porlam Barons 
of Ihe Nonh. 'Vere he not a fairly powerful 
wizard and an Elf Friend, he would, in all 
likelihood, have long ago been dropped from 
Ihe council. 

Sildonis' major problem seems 10 be thaI. 
while he is a competent magic user, he just 
isn't happy being a wizard. What he really 
walliS to do is don the suit of plate armor lhat 
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he keeps locked up in his tower and go forth 
to right wrongs and combat evil with a broad­
sword. His frustrated desire to be a "mil!hl­
thewed barbarian I'oarnor·' and his 
consequent resentment of the '·inferior" role 
he seems fated to play tend 10 gaill expression 
in childish snits during which he is almost 
unapproachable-even if a criSIS loollls that 
threaten, the emire North. 

When Sildonis is not in a pet, his skills are 
a considerable bul ..... ark in thc dcfense$ of the 
Northlands. This is especially true since he 
spedalizes in magical studies ha\'ing 10 do 
with plant growth and control. a field seldom 
studied by other wizards. In addition, Ihe lo­
cation of Sildonis' dwelling in the Wizard·s 
Wood just a few milcs eaSI of Blackmoor 
places him in an ideal position 10 intervene 
against threats to thaI stronghold 

The chubby, slovenly Sildonis al ..... a)'$ 
wears eh·cn boolS, an c\ven cloak. a ring of 
plant control, and a ring of animal controL 
He carncs a di/sger + 2 and a slaff of w;z' 
.. rdry wllh 18 charges. Sildollis speaks Elf 
and Dwarf and kllOws the following spells: 

1st Level: charm penon, detcet magic. refld 
Ilwgit", sleep. 

2nd Level: detect evil, dct,'Ct jnvj~'jb/c. lel'j· 
tMe, ph:Wlilsmal fOITe. 

3rd Level· di<pd 1II,1gic, fiIT ball, ligh/t'ning 
boll. l)rolt'Ction from norma/lll;$siles, 

41h Level: grow/h of plants, hallucinatory 
terraill, confusion. 

5th Lc\c!: conju~ Elemental. Ie/epor/, 

6th Level: Ml(,-magic shell. 

Sildonis· "(ower-' is a lIli~erable one-story af­
fair whose interior is cluttered with all lIlan­
ncr of old bric-a-brac. half-eaten meab, and 
curious alchemical gear. all stacked in no dis­
cemable order alop a host of dusty shelves, 
rickety chain;, and dcntw tables. There arc 
moldering tomes stacked man-high through­
out the room Hundreds of plants hang dry­
ing from the rafteN. Amid this incredible 
clutter are scattered samples of almost every 
potion known to man. Thcre is an 80% 
chance that Sildonis will be able to find any 
desired po"on in Ihis collection and a 5% 
chance Ihllt anyone else will be sitrlilarly suc­
cessful. These chances becomc 90% and 
10% respectively if the desired potion is ma­
jody concerned with plants. 
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SIRK AM PESHWAH-TliE HAND or 
THE PEOPLE 

Chaotk 14th k\'d lighter: Sir 13: 1m 12: \\'is 
15; Con 17: Dcx 14; eha 16; i\C 5: hpll5 

Sirk Am Pcshwah (thc Hand of the People) 
leads the: cunfederation of nomadic tribes 
who call themselves I'eshwah (Ihe !'cople). 
Since the Afridhi began 10 move eastward, 
the Pcshwah have been hilrd-prcsscd to hold 
onlo the broad plains which they ha"c for 
centuries called home. Under the present 
Sirk (3 Bona; warrior of unknown oriSIII). 
the I'cshwah have been driven 300 miles cast 
across Ihe high desen from the fertile Plains 
of I-Iilk into (he dry gra~slands south of the 
Dragon Hills. For this reason. the Sirk's lead­
ership IS being openly and loudly (Iut:s(ioncd. 
[n order to strengthen himself politically he 
has negotiated gifts of food, weapons. and 
trade g<KXIs from tht" Iron Duke in exchange 
for a promise nO! to move funht"r eas!. 

The present Sirk is a short. bandy·leg)!;cd. 
sunscorched little man with skin like fine old 
leather and eyes likt" tilt" blackest pits ofhdl. 
lit" wcan leather armor ovcr loose. shapdc$S 
clothing CUI from the nubby rough silk that is 
one of the few things for which the Peshwah 
willingly trade. He carries a small target·type 
shield. a dagger. a short sword. a spear, and 
short bow with a quivcr of20 arrows. Around 
his waist is <t girdle of giam strenglh, a gift 
from the Iron Duke . 

The Sirk is accomp:mied wherever he goes 
by 11 personal guard of 12 mounted men (AC 
6 leather armor and shield: F8: hp 56 each, 
I!\r l. 0 1-6 short bow, shon sword ; :-'!V 
240' mounted or 120' dismounted: Save F8: 
i\ 1 L II: A L C). Neither he nor his men carry 
(or will usc) mom:y. 

SKANDROSTHESTRANGLER 

ChaOlic 14th level thief; Str 11. Int 12: \Vis8; 
Con 18: Dex 16; Cha 13: AC 5: hp 70: OL 
72%; IT 70%. RT 64%. PP 85%; .... ·IS 
68%; C\V 100%; HS 56%; H:"1 1-5. 

Formerly the head of a small, but highly sue· 
cessful cri minal syndicate in M ohacs, Skan· 
dros is now the chief fidd llgcnt for the I ron 
Duke. As such, he operates in all paris of 
B1ackmoor as a spy and assassin. 

He is ably assisted in his work by a team of 
$even local killen (AC 6 leather armor and 
shield: F6; hp 40 each; IAT I : D 1-6 cross­
bow or 1-8 sword; MV 240' mounted or 120' 
dismounted; Save F6; ML 8; AL N), fivc 
T honian thieves (AC 7 leather armor: T 8: hp 
32 each; IAT I; 0 1·4 sling o r 1-6 shon 
sword: MV 240' mounted or 120' dis-

mounted; Sa\'l: '1'8: ML 9; AL C), and a 
numlxr of men:;enary spies. Each henchman 
is mounted on a nding horse and carries 5-20 
gold pieces and 10·60 silver pieces III his sad­
dle bags. 

Secretly operating out of the Barony of 
Bramwald, Skandros send~ these henchmen 
on clandestine mis~ions as far north li S the 
city of Maus and as far weSt liS the Duchy of 
Ten. The information thus obtained is then 
dispatched to Pug's Station by messengers 
using the fast Hading hoalS that regularly ply 
Rocka ..... ay. From a safe house at Pug's Sta­
tion. the information tra,·ds by mounted 
courier down the Greenway 10 Marban and 
the camp of the Iron Duke. 

Skandros is a master of disguise. whose 
trueappeamnce is unknown in the North. He 
is rumored 10 be of Bolger lIncestry, which 
would make him dark-complected with dark 
eyes and black curly hair. However. only the 
Iron Duke. some fl, l ohacs baliffs. and his 
closest associates know for sure. Both the Egg 
and The Fetch arc well aware of his presence 
<lnd would love to catch him. but neither has 
yet been able 10 do so (though both hll\'e 
caught and questioned one or more of his 
agems). Meanwhile , the master thief h;uches 
plots within plots on bchalfofthe Iron Duke. 

Skandros wears leather armor and d"en 
boots. He carries a sli ng with 30 lead pellets. 
a silvr:r dllgger + I and a sword. Skandros 
also has a ring oJ"invisibilily. which he wears 
at all times, and a bllg of holding and a rope of 
climbing. both of ",·hich he carries during 
missions or ..... hen travding. He carries 100 
gold pieces and 300 silver pieces in his saddle 
bags. In addllion. he has 12.500 gold pieces 
on deposit with a moneylender in BratnwaJd 
and 6.500 gold pieces on desposit with an­
other moneylendcr in thc city of Maus. These 
monies are uperating funds provided by the 
Iron Duke. Skandros' personal funds a re 
back in Mohacs safely earning interest. 

SONIA SHQLAKO - DUCHESS OF 
THE PEAKS 

Chaotic 11th level magic-users: Str 7: Int 16: 
Wis 14; Can 9; ])e" 16: Cha 18: AC 6; hp 
20. 

Formerly a famous exotic d<lncer, the buxom. 
red·hain:.:d Sonia Sholako changed her sta tus 
for the better by \\edding the aged Duke of 
the Peaks. The bewitched and Ixfudd!ed 
duke. who could deny his beautiful ncw brtde 
nothing, soon found that he had agreed to a 
number of measures that irrevocably placed 
real control of his realm and peT10n in Sonia', 
admittedly morc capable hands. Thereafter, 
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the formcr dancing gi rl took uJlthe study uf 
magic, began collect ing a harem of tall. 
brawny guard men and quietly put the old 
duke away. No one even noticed when he fi ­
nally died 11 few years after his marriage. 

Today, Sonia continues the polkies of her 
husband and his forebears. Domestically, 
these consist of providing the people with 
wide latitude for both financial gain and ex­
olic pleasure while only mildly oppressing 
them. H er foreign policy consists soldy of 
forging the mOst tangled pos$ibk series of al­
liances embodied III I)l!U S whose wording is 
so vague as to lI110w the duchess to nullify any 
of them at any time. In the recent pllst, SOllia 
has eagerly siezed any chance of betraying 
such pacts. provided that she could be sure of 
being 011 the winning side of thc n.~,ulting 
conflict-lind of gaining an ad,'anlage 
thereby. The only pact that she has nOI yel 
e,·en cons idcred betraying is Ihat with Toska 
Rusa. whose Afridhi seem just a little too 
powerful to trif1e with at pn:.:sent. 

Sonia is always accompanied by a contin­
gent of 6 of her guardsmen (AC4 chainmail 
and shield; F5; hp 25 each. v.:r I. D 1-8 
sword; i\fV 180' mounted or90' dismounted: 
Sa'·e F5; !\IL 7: AL :"1). 

Tht' duchess wears no armor, but docs 
have a ring of pro Icc lion + I on the ring fin­
ger ufher shapely right hand. She also wears 
a scarab of prolcction and carries a staff of 
power with 18 charges. In hu girdle is a slim 
silver dagger. Sonia never bothers carrying 
moncy. but shc wean gems and jewelry worth 
4,800 gold pieces. and the state tn:.:asury un­
der her control amounlS to some 90,000 gold 
pieces. 

Sonia speaks Dragon and Elf. She knows 
the following sJlells: 

1st Level: charm pt"rson, de/en magic, read 
magic, I·cntriloquism. 

2nd Level: de/toef inl'isiblt', knock. "izaro 
lock. 

3rd Level: d<1lTl·oyance. dispel mllgic, pro· 
/Cclion from normal missiies. 

4th Level : polymorph olhers, polymorph 
self. /'emOI'C CUl"SC. 

51h Le,'d: conjure e1ememai. IIlllgicjllr. 

61h Levd: invisible stalker. 

TAHA MARCOVIC-THE IRON DUKE 

Lawful 17th level fighter; St r II: Int 18: \Vis 
14: Con 10; Del( 12; Cha 16: AC 1: hp 70. 

An experienced commander and a relation 
by marriage to one of the gn:.:at families of 



Thonia. Ma~sh"l lana Marcovic, lJuke of 
Borno, is military go\'crnor of Thonia's 
northwestern frontier. As sudl. he also has re­
sponsibility fur tht: rebellious Northern 
/I.·larches. At pn:scnt, the Iron Duke has his 
hcad<luartcrs at Marban, a small border 
town some 300 miles southtast uf Pug's SI'" 
tion From this base, he keeps tabs on events 
in the North and supplies wcapons and other 
assistance to the H orsemen of Pcshwah so as 
to fud thcir furiou s resistance to the Ahfridi. 

/I.·larcovic's previous scr\'iC(~ includes com­
mand of an expedition to suppress thc Horse­
men of I'cshwah and a successful campaign 
against thc Skandaharian RaidcrlI of Bork­
shold. But the opcralion for which he is best 
known is his command of the rear guard dur­
ing the retreat from Blaekmoor SOml: six 
Yl:ars ago. It was his outstanding perform­
anel: in that long. bloody running battle that 
causl:d Nonherners to name him the Iron 
Duke. 

Still a young man. very talented. highly 
ambitious. ivlarcovic would likl: to replace 
the current ernpcror. Suspecting that this is 
the cast', the emperor's advisors have madl: 
sure that Markovi,,'s legions are starved for 
money aod equipment. Though this endan­
gers Thonia's most sensitive frontier and pre­
vents an immediate reconquest of thl: 
Nonhlands. this policy also ensures that the 
upstart Marcovic will be unable to usc his 
army as a power base from which to topple 
the regime . 

Marcovic wears platt.- mail + I and carries 
a shield. H e is armed with a dagger, a mace. 
and a sword + 1 named Galati. He is always 
accompanied by a personal guard of 6·1 0 
fightcrs (AC 0 plate mail and shield; FlO; I'll' 
70 each. IAT I; D 1·8 sword; MV 180' 
mounted or 90' dismountl:d; Save FlO: ML 
10; AL L). One of the guardsmen's responsi­
bilities is 10 protect Marcovic's war chest, 
which never leaves his tent. At any given 
time, this warchest (actually a number of 
large chests) contains 120,000 guld pieces, 
20,000 silver pil:ces and 5,000 copper pieces. 

Marcovic rides a sui king white stallion, a 
warhorse named Balao. H e speaks Dwarf, Elf 
and arc. 

TAMIS AZKANIKIN-THE GREEN 
MAN 

Neutral 14th level magic-user; Str 9; In t 18; 
\Vis 12: Con 6; Dex 16; Cha 13, AC 7; hp 
20 

The Regency Cuuncil would pay dearly 10 

know the whereaboutsofTamis A7-kanikin. II 
was A7-kanikin who kd the reCt;nt magic-
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users' re\'oh at Vl:stfuld. and he remains the 
head of the underground ennspiracy called 
the Wizards' Cabal. which continues to work 
for the overthrow of Ihe Regency Council 
and the return of the Empire to the Nonh. 

\Vhen the revolt in Veslfold was cnuhed. 
A7-kanikin barely escaped with his lifc. In 
truth, hc was so badly hurt that it took many 
months in thc care of an apprentice before he 
was again able eVl:n 10 walk. He still bears 
terrible scars on his chl:st ilnd neck from a 
fireball that almost killed him. 

His heilhh now restored. Azkanikin is 
again a power in the north. From his hiding 
place in the reslOred min of the Old North 
Watch he i~ hatching neW plans againSI thc 
Regen"y Council. Money for this purpose is 
being sccretly funnelled 10 him by the Iron 
Dukc's agent. Skandros the Strangler. Wilh 
Ihe Iron Duke's support. Azkanikin has been 
able 10 rebuild the old Wizards' Cabal almost 
10 its former si7-e. 

Azkanikin's fondness for clothing dyed in 
various woodland colors (ochres, russets, 
duns, and especially grecns) long ago caused 
the tilll, swarthy. bla"k-haired wizard 10 be 
dubbed "thc Green Man"' by his appren­
tices. Since he no longer dares use his real 
name, he has recently adopted this nickname 
as a cover, and it is as the Green Man that he 
is known 10 the handful of selllers on the 
northern coas!. Since the presence at the Old 
North Watch of a wizard by that name has 
come 10 the allention of The Fetch, it is prob· 
able that this Oimsy cover will soon be insuffi­
cient protection and that Azkanikin will have 
10 move to a beller hiding place, perhaps in 
r..-laus, where he can lose himself amid the 
teeming crowd of transicnlS that habits any 
seaporl. 

Azkanikin lost most of his worldly goods 
when he Oed Vest fold. His books, potions. 
and scrolls, and all of his money cxcept for a 
fcw hundred gold pieces had to be left bchind. 
Thanks \0 the Iron Dukc, hc now has in the 
Old North lower a treasury of 4.000 gold 
pieces and 2 .000 silver pieces with which to 
fund his \Vizards' Cabal. He also has man­
aged \0 retain a number of valuabk magic 
items, ineluding his si/l'er dagger + I. his 
staff o[ commanding (with 12 chargl:s), and 
his crys/al ball. Most important, he still has 
his spelll>ook . Azkanikin knows the following 
spclls: 

1st Level: detect magic, floMing disk, read 
magic, sleep. 

2nd Level: colllinuai light, ESP. locale ob­
ject. wiz"rd lock. 
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3rd Level: c/airvoywtce. (Ii.~pel magic, fire­
ball, proleclion (rom normal missiles. 

4th u:vel: dimension daor. ha/Jucin;J/ury ter­
ram, . massmorph, wiz.1nj eye. 

5th Level: cJoudkill. magic jar, /Clepart. 

6th Level: im'isible stalker. projt.'Clcd image. 

Azkanikin speaks DWilrf, Elf, and HalOing. 
H e has two apprentices AC 9: 1\12: hp 4 each: 
IAT I; D 1-4 dagger or spell: MV 240' 
mounted or 120' dismounted; Save M2: ML 
9; AL C), each of whom knows tho: spells de­
lec/ magic and sleep. 

THORSEN ONE' THUMB- THE FIRST 
JARL 

CHAOTIC 18th level fighter; Str 18: Int 12, 
Wis 9: Con 17; Dex 13: Cha 16; AC 6; hp 
98. 

The First J arl of the Skandaharians is just ex­
actly what you would expecI in the way of a 
leader of skinclad sea raiders. Topping seven 
and with a great roaring voice like steel filings 
falling down a cistern, Thorsen tcnds to dom­
inate any situation. Add to this remarkable 
SlOrm of sight and sound Ihe big blonde bar­
barian's well-earned reputation for rapinc 
and slaughter, and it is obvious why rumor of 
his landing on a coast has been known 10 

cause mass migrations. 
Actually, Thorsen isn't a cruel man by his 

own lights. He just enjoys a good joke-like 
the time he earned his nickname by hacking 
off the left thumb of a Cirkoshian merchant 
who was using that digit 10 weight the scales 
during a trading session. But that's 
T horsen-just a big good-natured boy. 

Since his defeats by the Iron Duke (at 
Borkshold) and Uther the Justifier (at the 
Battle of the Downs), Thorsen has retired 
northward 10 lick his wounds. Now that 
Black moor is distracted by I:vell1s on its other 
frontiers, he plans to again go a viking along 
the kingdom's northern coast. 

Thorsen wears II heavy shin of chainrnail 
cinctured about his ample waist by a broad, 
studded lealher belt. His iron helmet is a 
fancy affair with a brass visor, IOPPl:d by the 
very Ii" ofa narwhal tusk. Even at a distance, 
he can be recognized by his cloak, a great 
shaggy ruSSl:t thing made from thl: hide of 
some unwholesome northern beast. \.Vith the 
tangled mop of reddish blond hair crowning 
his head and {he equally tangled beard that 
obscures most of his face, T horsen. himself. 
looks more beast than man, and so is called 
"the Beast of the North:' 

Thorsen keeps a dagger strapped to each of 
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his crO$$-gancrcd calves and a third dagger 
sluck in his lxh. His main weapon. Ihough. 
isa heavy double-billed bill/Ie axe + IIh11\ he 
calls Thor's Kiss. Around his neck is a fine 
silver chain on which he has strung a magic 
heirloom which he has nevc:r used and docs 
nOI understand. It is a rillgo(""«:T walkin[.:. 
a gifl from his rnOlher who di"d while Thor­
sen was vel)' young. On Ihu~e rare occasions 
when he is discomfited (he i~ never afraid), 
Thorsen has been known 10 dutch thc ring 
und c\'cn slip it on his lucie finger. a nervous 
mannerism that has elicited surprisingly liule 
COIIHllCnI from his normally rude and boister­
ous comp,mions. 

Thorsen maintains 11 small guard of5 other 
jarls (AC 4 chainmail. F12. hp 75 each; 'AT 
I; D 1·6 (ban Ie a"e); f" IV 90'. Save F12; :>'IL 
II, AL C) and 70 houstcarb (AC 4 chain­
mail, "-6; hp 40 each: 'AT I, D 1-8 (balde 
axe); MV 90'; Save F6; ~IL 9; AL C). When 
Thorsen goes raiding (or, more rardy, trad· 
ing), Ihese men nwke uJl Ihe crew of his long· 
ship. One jar! and aboll! 8 housecarJs are 
wilh him at alltirncs. 1':\'cn when he is ashorc, 
il is a safc bet thaI Ihe rest are nearby. 

\\'hen 'Thorsen is relurning from a r3ld. he 
oftcn has as much as J ,000 gold pieces "ono of 
Jewelry and coins on his per:,un. His men usu' 
ally have 200·500 gold piL'CC5 wonh of jewelry 
and coins apiece. AI suco times. the big loot 
chest built into Ihe ~Icm of his longs hip contains 
600·1,500 gold plcces, 1.100·2.000 silvcr 
pieces. 1.000·4.000 coppo:r pieces. and about 
2,000 gold pieces worth of je,,·dry and gems. 
There are almost always 5·10 female captivL'S 
.md 1·4 male captives aboard. 

\Vhen not n:turnlng from a raid. Thorsen 
and his men cadi carry a mere )-10 gold 
pines alld 4·16 silver pieces each. and Ihe 
loot chesl contains only 200 gold pieccs. 
Thorsen's mead hal1 at Bork-hold has ils own 
loot chest which often contains as much ;[~ 

3,000 gold pieces and 4,500 silver pieces. 
~either Thorsen nor his men are uncom· 

fortable "ith horses. [n fact, they wouldn't be 
caught dead alop an)' kind of riding animal. 

TIMOTHY CU RLYTOl\­
SHIREMASTER 0 1-' BOOH 

LawfulBlh level halnins, SIr 10; Int 12; Wis 
9; Con B; Dex 15; Cha 14; AC 2; hp 40. 

A pC'rsonable but very unreliable halfllng, 
Timothy is shirC'master of Booh and chief of 
thC' unitC'd half1ingclans in and around Black­
moor. Though nm as well thought of as eilher 
Philo Holbytyn or Mello Feathertoes, T imo­
thy sained enough fame at Ihe great Bailie of 
BJackrnoor 10 ensure his election 10 the officC's 

of Clan Chicfand Regent oflhe Haltlings of 
the Northern Marches during the laSI festival 
year. As a result, he no" sits on Ihe Regency 
Council in a scal that most would father see 
occupied by Philo. 

Timothy is not a particularly popular 
council member. :Vlany of his peers consider 
him a bil tOO trafty-and his deeds during the 
Ballie of Blackmoor have not altogether 
erased a pre\ ious Impression of cowardice 
from Ihe mmds of non·half1ing!. Perhaps. as 
a resuh, Timothy is iluiduous in seeking ne"· 
adventures that will confirm the high opimon 
m which his people now hold him. 

Excepl when al home, he wears a 5uil of 
chainmail + I, a heJme(. and an clvell cloak 
and carries a shield. He carries a dagger ttnd 
a Lawful shon ShOrd + I. + 3 ,·s. demons. 
which he has rather srandly dubbed Bane of 
the ;'\Ionh. This ,'aluable lillie weapon has an 
intelligence of9, an ego of I and Ihe powers to 
detITf shiffing ... 1115 alld rooms. defecf slopes 
and see inVisible, The morale of all half1l11gs 
within 25 feet of Bane of Ihe Norlh is ra ised 
by I. 

Timothy owns a string of small ponies 
(wnh Ihe same (haraclo:-ristiC5 as mules), and 
always rides one of them when traveling. He 
isn·' rich by any means. having only I.BOO 
gold pieces in his home in Booh. He usually 
carries 30 gold picces. 50 silver pieces, and 10 
copper pieces when tn'veJing. 

TOSKA RUSA- MISTRESS OF GOD 

Chaotic 18th It·vel cleric; Str 9; Int 17, Wis 
15; Con 10; Dex 16; Cha IB; AC 4, hp 50. 

Though no longer young. Toska Rusa retains 
the bloom of youthful beauty thai caused her 
to be sckctcd by her Iribe to be Ihe high 
priestess and personal companion of their 
god, Zugzullhe One. The so·called /I.·listress 
of God is belic\ed by the Afridhi 10 share an 
intimate personal relationship whh Iheir pa· 
tron deil)'. When the ladv speaks in her offi· 
cial capacity as high pricstcss, it is believed 
Ihal she uuers Ihe thoughls and commands of 
her deity. Thus, when Toska Rusa ordered 
Ihe Afridhi 10 lell\'t Iheir rugged mounlain 
home and march across Ihe "empty land'· \0 

Ihe '·country of black luam:· il was as if 
Zugzul himself had given Ihe orders. As onc, 
an entire nation of 170,()(H) Afridhi men. 
women, and children packed their meager 
possessions and prepared to fight their way 
across the Plains of Hak toward Blackmoor 
and Ihe Thonian Empire. 

This hard mignuiun was no mere whim of 
Zugzul or his priestess. For decades. the 
Afridhi had been growing hungrier aod hun· 
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grier as their numbers expanded beyond Ihe 
capacity of Iheir mountains \0 feLxl Ihem. 
Zugzul may have ordained thc march, but 
population pro:'Ssure made it necessary. 

Fur Toska Rusa, the Great tl.1isration is Ihe 
greatest event in history, the cUltJunalion of 
Afridhi destiny, and the purpose for which 
she was born. Her sole desire i~ to sec her 
people settled in the hospitable b road green 
lands Ihal Zugzul has sho"·n her in her 
dreams. He has promised herthal he will give 
10 the Afridht a vast empire on the sea; she 
has promised hun that she will build him 11 

temple of gold. 
The priestess is guarded at all IItnes by 12 

bodyguards (AC4 chainmail and shield: F9; 
hI' 60 each; 'AT 1; D lOB sword: MY lBO' 
mounted or 90' dismoumed; Save F9: ML 
12; AL C). These men arc dra"n from oer 
company of 200 elite soldiers called the 
Handmaidens or Dearh, all of whom have 
sworn an oath to die in Ihe service of Zugzul 
and his prieste$!. On the march, this deadly 
company of killers surrounds Ihe priestess, 
and when she camps, they camp all around 
her. Thus, except in rare sl\u:l1ions, an al' 
tacker would have 10 gCI past some 200 eli Ie 
fighters (not JUSt her 12 personal e$corl$) in 
order to get to the priestess. 

At Zugzul"s order, Toska Rusa at the very 
star! of the long migralion dispensed with her 
robes of office. She now wears Ihe simple, but 
practical dress of a common hillman, baggy 
pantaloons, warm fell boots, colarless 
double-bresled blouse and COat of cu rly 
sheepskin Over her blouse, she wears leather 
armor, and her auburn locks are surmounted 
by an Iron·bound leather helmet. for de· 
fense, Ihe priesle$~ carries a small. ornately 
carved ironwood club + 1. She wears a ring 
of prorcclion + 1 and a medalliOtl or ESP 
(90'). All of Ihese items are the property of 
Zugzul; she owns no property of her own. 

In her Irain are six huge iron-bound chests 
containing a tOlal of some 17,000 gold pieces, 
11,000 silver pieces. 3,000 copper pIeces, and 
hundreds of gems and pieces of jewelry worth 
an additional 70,000 gold pieces. This is the 
1001 from Ihe Afridhi's march 10 the borders 
of Blackmoor, and il is intended for use in 
building tl-e great temple to Zugzul. 

Toska Rusa speab Dwarf and Ore. She 
knows Ihe followmg spells: 

1st Lc'cI : eufe' lighl wounds, deleel evil, de· 
leCI tllIlgic, prolITlion fmm evil. remo\"(' 
feill; n:S;~1 (old. 

2nd Level: bless, find rraps, hold person, 
know alignmenl. silence 15· radius, speak 
wifh .1n;mal 



lTd Level: comioual lighr. cure blindness, 
cure di$e~se. remove obj«l. speak with 
dead. 

4th Le,'d: aninl /I/e dead, cure serious 
wounds, dispd magic, speak w;lh plan/s. 

5th Level: COmtnutlC, crealt' rood, dispel c .·il, 
quesl. 

61h Lcvd: an;malc obj«u, find Ihe path. 
speak w;rh /IIollslers. 

7th Level: holy word, raise dead fully. 

T he 7th Level spells are deta ited in Ihc D&~ 
Companion SCI. Their ctTecl s arc: as follows: 

Holy Wo rd 

Range: 0 

Duration: Instantaneous 

Effect: All creatures within 40' 

This :tp<:11 a ffects all creatures, friend or fex, 
within a circular area of 40' radius, centeral 
on the caSler. When thc cleric casts this spell. 
all cn:aturcs of alignments other Iha n thc 
clerics a re affected as follows: 

up \0 5th level: 
level 6·8 : 
lc,'d 9-12 : 
level 13 + : 

Killed 
SlO nned 2-20 turns 
Deafened 1-6 turns 
Stunned 1-10 rounds 

Any ,'icti m of 13 levels or more or of the same 
alignment as the caster, may make a Saving 
Throw vs, Spells to avoid the effect entirely. 

This powerful spell can not be blocked by 
stone, nor by any other solid material except 
lead. (It can be blocked by an allli-magic 
shell.) 

Rai le Dead Fully' 

Range: 60' 

Duration : Permanent 

Effect : Raises any living creature 

This spell is similar to the 5th level rllise dead 
spell, ellcept that it can ra ise any living crea­
ture. Any hum an or demi-human recipient 
awakens immediately with no wounds (full 
hil poin!!), and is able to fight, use abilities, 
spells known , e te, without any penalties­
except those ell isting at the time of deat h . For 
ellample, a vic tim cursed or diseased a[ death 
..... ould still suffer the affi ictio n when raised 
fully. If any other living crealOres (other than 
a human o r demi-human) is the recipient , the 
guidelines given in the raise dead spell a pply 
(including time limitations, rest needed, 
etc.). 

A 17th level cleric can u se this spell on a 
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human or demi·human body that has l.M:en 
dead up to 4 months; for each level of uperi­
ence abo"e lith, 4 months are added [0 tlus 
time . Thus. a 191h le"el cleric could cast raise 
the dead full y on a body that had been dead 
up to 12 months. 

If caS! on an undead creature of 7 hit d ice 
or less, the creature is immediately destroyed 
(no saving throw). An undead cr~ature of 7-
12 Hit Dice must make a Saving Throw vs. 
Spells, with a -4 penalty on the rol!. or be de­
stroyed. An undead of more than 12 Hit Dice 
takes 6-60 (6d 10) points of damage, but may 
make a Saving Throw vs. Spells to take 112 
damage. 

T he reverse of this spell (oblileTlll c) will af­
fect a living creature just as the normal form 
affects undead (dest roy i Hit Dicc or less, et 
a l.). If cast on an undead creature of any 
type, obliterale has the same effec t as a cu' 
real/ would on a living creatur..: (curing all but 
1-6 points of damage, or curing blindlleS$ or 
feeblemind. etc.). 

UBERSTAR KH AZAKHUM-REGENT 
OF THE MINES 

Lawful 12th levd dwarf; St r 16; Int 13 ; Wis 
7; Con 12; Dell 14; Cha 10; AC I ; hp 40. 

Follo ..... ing the d ..... al"\,ish custom of the IImc, 
the grea t UbeT1tar Khazakhutn was nevcr 
formally acknowledged as the King of the 
Dwal"\'e! of the North , though he held that 
position for centuries. and his word was law 
throughout much of the North . During the 
rebellion , this sa:recy about their king's iden· 
tity (combined with several other SlTategems) 
allo ..... ed the dwarves to maintain good rela­
tions with Thonia while all the time secretly 
supponing the rebels. Even the humans ..... ith 
him he ..... as so closely allied did not (with the 
exception of Uther) know that Ubers tar was 
more than just one amo ng many senior 
dwarves with whom they dealt. 

As a friend and early supporter of King 
Uther, Uberstar sheltered him from Imperial 
troops several times during the first d ays of 
the rebellion . Once the new king got his a rmy 
organized, it ..... asjoined by a large conti ngent 
of dwarf "volunteers" led by no less a fi gure 
than Uberstar, himself. And afte r the rebel· 
lion's initial success, it was Uberstar who be· 
came the dwarves' new "observer" to the 
Council of Regents. At every turn, when the 
question arose of what new direct ion dwarf­
human relations would take, it was the pow­
erful Uberstar who led Ihe way. 

Probably no other individual could have 
brought this sti ff-necked , insular race so com­
pletely into Ihe affairs of men . Never before 
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had Ihedwarves taken sides in such a fashion. 
Ne\'e r before had adwarf-human wanune al· 
liance bt:.:n energetically carried over into 
peacetime. Not all dwal"\'es ..... ere happ) ..... ith 
this situation . But Uberstar would not be 
gainsayed -and opposing him ..... as like op­
posing a legend in flesh. 

To understand the awe with which this 
dwarf was viewed by his kindred. it is neces­
sary to remember that Ubcrstar was respon­
sible for laying out Ihe Great Mines of the 
Northern Delving over half a millenium ago. 
lf he was, as hc claimed. 900 years old at the 
time of the rebellion, then he must have been 
the longest-lived dwarf o n record. But. 
whelherthat claim was true or not , there is no 
dispute that he founded the Great Mines and 
guided their destiny for the next 500 years. 
During Ihal lime, he became a legend to his 
own people-earning the sobriquet "the 
Oreat Architect." His Northern Delving be­
came famous beyond even Thonia as the fin­
est example of dwarvish mining in ellis tence. 
Against a figure of thaI fame ...... hat could the 
various clan chiefs say? 

So il was tha t Uberstar ...... ho believed that 
Ihe dest iny of the D ..... al"\es of the North could 
1I0t for long remain sundered from Ihat of 
men, d ragged his reluctant people into an al­
liance ..... ith Blackmoor. In order 10 set an ell­
ample for his people. the king, who spoke 
only Dwa rf and Common, began to study 
Elf. At his instigation. dwarves enrolled in 
King U ther's new University of Blackmoor. 
Human technology began to find its way into 
the mines. Oi,'en a few more decades, dwar­
ven socie ty might have been permanently al­
tered. 

That the bright flam e of Uberstar's dream 
has sputtered and all but died is the direct 
consequence of his own folly. Eschewing thc 
best advice of his counselors. the king went 
hunting one fine morning-huming for orcs, 
despite the fact that Ihis practice was forbid­
den by a recent treaty which he. himself. had 
$igned. But , an ore is an ore, as they say, So 
Uberstar decided to hunt ore heads, and 
eodcd up being captured by a band of Orcs of 
the Black Hand . When the dwarves a t­
lempted to ransom Ihe king and his compan­
ions (whose identit), was unknown to the 
orcs), Ihe ores spurned their offer, choosing 
instead to emla,'(C the prisoners in order to 
make an example of them. 

What followed was war to the knif(C. The 
dwal"\'es first tried unsuccessfully 10 SlOrm the 
orcs' stronghold . When that attempt e nded 
in biller defeat, they launched a series of ter­
ror raids that swept their enemy's realm with 
fire and sword. The orcs responded with their 
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own raids, which penetrated to the very gales 
of the Northern Delving. Since thuse firM for· 
ays, raid has followed raid and atrocity has 
followed atrocity. T he orcs, claiming that 
their cause is juse have dcmandcd repara­
tions. The dwarves refuse to evcn treat with 
their enemy until the prisoners arc n!lurncd. 

Meanwhile, the conservative clan chiefs set 
policy in the king's absence, and poor Lortz 
Kharnandrhum trics his inadequate bt:st as 
tht: new Regent of the Mines to keep the 
king's dream from dying. And dwarvish se­
crecy keeps anyone, including Lurtz. from 
telling either men ur elves Ihe lrue cause of 
this bitter war with the orcs. 

It is. of course, difficult to generalize about 
thc appearance and equipment of an individ­
ual imprisoned as long as Ubermlr, so the fol­
lowing description must suffice. The king 
stands about 4' r and is on the robust side. 
H e still SP{)rt~ a full head of curly hair and a 
long flowing beard, now gone snow while. 
When he departed on his hunting trir. he was 
wearing a simple conical helrnel and a suit of 
plate mail andcarryingashield.anlron 
mace, and a pair of hand axes. 

VESLO MERIDAN 

Lawful 10th level elf; Sif 10; [nt 14; Wis II; 
Can 12; Dex 13; Cha 9; AC 1; hp .17 

Veslo Meridan is a not",d adventurcr who first 
cam", 10 th", al1enlion of Ihe Regency Council 
during the pacification of the New Lands. in 
which she played a conspicuous role. At the 
end of that operation, Veslu was renuited as 
one of T he Fetch's elite company of baliffs. 
Since then. she has become one of the Re­
gency Council"s most trusted agents, and has 

be",n used on the most difticult assignments. 
Veslo is a reclusiv", individual. who always 

w",ars an e/.-",n cloak widl the cowl pulled far 
forward 10 hide her face. Those who have 
looked eloscly al her features maintain that 
she must have some human blood in her, 
since her rale, aescetic visage, while beauti­
ful. is too coarse to be that of a pure-blooded 
elf. Whatever the truth of the matter. Veslo 
tends 10 be sensiti"e 10 her appearance. [n or­
der 10 avoid embarTilssing questions and 
speculation, she avoids the company of both 
men and elves. living in a self-imposed exile 
from her own people. Instead. she seeks out 
the company of dwarves. whose language she 
speaks fluently (along with Elf and Com­
mon). 

Beneath her dw:n cloak. Vesta wears plate 
mail + I. V.,rhen traveling, she also carries a 
;;hidd + I. a silver dagger. a longbow with 15 
arrows + I. a sword + 2, and 200 gold pieces. 
Ves[o knows the following spells: 

1st Level: hold pO/'wl, light, sh-ep (x3). 

2nd Level: ;n,·;sibi/ily. knock, web, mirror 
"nage. 

3rd Ln'd: dispel/magic, fly, /ighming bolr. 

4th LeveL relltol'e CUI'Se, wal/ or fin~. 
5th Level: tdeport. 

WILLEM OF THE HEATH-THE 
BLUE RIDER 

Lawful 13th level fighter; Str 12; [nt 11; Wis 
9: Con 12; Dc" 15; Cha 10; AC I; hp 56. 

Once a legendary warrior who wielded a 
sword of blue !lame and an incomparable 
blue-black stallion, the former Blue Rider is 
now semi-retired. H e currently serves as 
Blackmoor'schief constable. Now. in place of 
the old berserker rages thai made him the ter­
ror of the North, the Blue Rider has adopted 
a new, more pacific style bener suited to the 
task of locking up the occasional drunk and 
levying fines for liHering. But still, now and 
again, and especially when he and his dose 
friend MeJlo lhe Halfljng have been imbib­
ing. the Bluc Rider again pulls out his trusty 
sword. "Dale," and fondly strokes the razor­
sharp blad", as if reflecting on past and future 
glories. But always, he puts it away with a 
sigh a nd resumes his mundane dUlics as Ihe 
town law. 

The tall, rangy Blue Rider is starting to go 
to fat and seldom wears his armor any more, 
but he owns a fine suit of plate mail + 1, 
tinted a dark blue. It is this armor that he 
wears when handling the rare crisis that 
promiscs a hint of real danger. He normally 
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packs a dagger and sword. But when real 
danger lurks, the weapon he straps on is al­
ways Dale. This sword + I. flil/nes on COIll­

mand, has e""cdy Ih", properties described 
un p"ge 59 of the D&D'!> Expert R ules Book­
let. 

The Blue Rider's famous warhorse, Bill. is 
still aJive lind well. and il is Ihis animal that 
he rides into d'lOger. Bill, Dale and his magic 
armor arc practically the Blue Rider's sole 
wealth. He has about 500 gold pieces and 300 
silver pieces on deposit with a local money­
lender, but oflhe vast riches he once accumu ­
lated, there is no further trace. Most of i{ he 
lost in a development scheme that abruptly 
failed when aC(luisition of the New Lands 
caused a fall in property values throughout 
Blackmoor. 

WOLPER 
ARCHLIS 

GANNET- BARON OF 

Ncutral 13th level fighter; Str 16; Int 9; Wis 
6; Can 14; Dex 13; eha 9; AC 3; hp 61. 

The Baron of Archlis was the last of the 
Northern Barons to join the rebellion, and 
has been the first to criticize each of the king's 
reform~. The Univen;ity of B1ackmoor is the 
special bCle nair of this uneducated and not 
very bright individual. 'Ih. for all his caviling 
about changes that make him afraid. the aged 
baron's heart is ever with the realm of Black­
moor for which IWO of his sons gave their 
li,'es. 

Gannet wean; old-fashioned chain mail, 
which he supplements with a shield. He car­
ries a sword. hand axe, and dagger. Whcn he 
takes the field, he normally rides his war­
horse , Carfax. Whether in the field or a! his 
board. he is never withoul a pack of eight 
hunting hounds CAC 7; H D 2; hp 8; Attacks: 
I bite; 0 1-6; MV 180'; Save FI; ML 12/6; 
AL N). These animals arc hopdessly devoted 
to Iheir master. and will defend him to the 
death. Their morale is 12, so long as {he 
baron is alive. If he is killed. it drops to 6. 
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