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Welcome to '/~ eye .f 1iiJJJt.r, .. nUKGF..oNS '" 
DRAGONS-{D&n-) game adve"lu", rur 5 lu 1 d .......... 
'en of level. I and '2. Thil module il p;lrna. l;uly luil­
able for no~ ,ee playctsanU Uu,,!<:on M ... lenl(n~h) . To 
play th" advenlun, the only addlllonal refennee yuu 
will need i. Ih" n&n- &udGulv DMsshould altO con· 
sider :ar;:qu.ring the D&ua c..uw. 1M (,',uJ 'M., of 
K~""","J;fJ, lince this givu useful extra m{orm~uon On 
the h,,,d. whem Ihi. ~dven'u,.., ,,,hi pluc. However, 
,he ba.ic information given aboul K.n • .mciko. ,,,,,I , .... 
in'rigut.l ofthe Black Ea",le Barony in thi. module i. ecr­
I.illly ,"m",,,,lI rll. "'nning ,he ,.(h·cnn,,.., . Also, all 'he 
floorplan., detailed m ap. and delCriplioll' Y"u """,] rll' 
"",nin" this .dventun an wi,h;n ,h;, module . 

'IM fiJI .f 7...,.,., h: ... n o!"ion,,1 ""'l"",I, the module 
DDA ... 1M t;-"'"' Dr""'. However. the I .. " ., .. "d .. ~"''' 
and can ~ played entirely scp;trateJy. 1M I:.~ fj '/itJJtu 
...... hem"l;ve .,ooingw in tIK Aoryline that allow DMI to 
hnk ' II adventure with 1M D;pNJ. 0r..J ... ,,1 Ihr...,f • ...., 
run urnpai~a together if they "';111 . or they can end thia 
I.d venl ,,", .. h~n ,h" ch.noden h3'''' achiorved tIKir ~ 
;n Fort Doorn. 

IntRoouctlon 

Adventure Synopsia 

The player chanctel'l (PCa) ~gtn lraveling IlIong • 
mad in wUtern Ku;ullcil.oo whcrt: 'iw:y ~ncounler a 
filthter hcing pursued by thu," who lak~ the PC. Ii" hi. 
friends. ill. """''" , ,h .. PC. h8\'e to fight for the .. lives. 
They a,.., hirtd 31 bodyguarda by the figl" " •• and ~rri, ... in 
<lot: "' .... " <If 1 ~,l n whe ... they arc ambushed Ono: rr~' ... . 
After ",v~raI . kirmi.t.eo, 'IK <:h~rl!.C,efl escape and an: 
d""wn into a miuion 10 Fort 1)00,,,. ""I,i,.1 "f ,he Black 
I'....Kl" l\:o.nm y. 

Within Fon 1)00", . the: PC. hav<: to re.rieve a Slolen 
m~K;cal R"m-the legendary J::ye of '\ .. 01<1". i •• d f. Thi. 
j", ', guing tn hi' e""Y The fonre .. of lIaron Lud .. ·i~ vnn 
Hendriks is a place tL~:n,ing .. ilh brutal and evil people: 
lind cn:atu ..... and i, .. ill require I ",a l <:I>uno!:" ~nd no 
little Iud. In ",Iri<:v .. tho Eye from Ih .. pI;oa:. lIul the ad· 
"enlu re .. can ""plnil .he du.OIic lack of OrganizallOn 
among ,IK guards and fon:C1 of the fonrt: ... liK:y should 
&I"" ltc "hk In find hdp from prilone l'l of the Harony. Ill> 

akhemi.n forood inlu .,rviff, and ""hefl. 
T!... PC. may altO find other thinS" Ihc:y wen: not 

e"~"g-li ... "f RI~ek f' ... ~e aR"nts alKl sla"el'l in Ihe 



~il ie. and lOw,," "f KarlUlu,ik". , Itnd t:v<:n pIa,,, fm mili­
lary inva.ions by the Harony, They could end up with a 
101 mo~ than they I»rgained for' 

Th., L and Qf Ka.ramdkQ5 

-n,~ h.rg~-..:.al" mHp un the "u1>ide ""CCcn of thi. n'od­
ul., show. mu~h of th~ (ountry of Karameikos, Ihe land 
wh"", 1M £;1< ~f T.,JJ".. i •• d, In th" 1'"11-",,, ",,,,,i,,,, i" 
th~ middle of this modul~ (page 17), there i. a more de­
t~ilcd m~p of western Karameikos , the ~",a where th,' "d_ 
ventun: tide. place, on,;. duu!>I", ... a Player" • ..,d DM', 
map, and you may wi,h to photocopy it for your own per· 
."mt! """ (""rmi .. io n i. giv"n for thi.) whilc I'nlViding 
player. with t[,e map lor their own uo<:. On Ihe reverse 
,ide of thi, map is a shon hi$tory and summary of Kara­
"",i.,.." lif". For play" .... (10.",1 [)~h) "nflt",ililtr wilh th" 
Karameikos game ..,Iting, this will give ""me good Kene­
..,tting bao:kground. Chapter I a!.so give. ""me additional 
i"lormalion On Karameikos. 

Rcarly- l b-Play C h aracter. 

Six ...,ady-to-play re. for use in the adventu..., can be 
found On l"'Ir" 15 and 16. U.ing thc.., charltcloo,., will 
saY<: time help with the adY<:nture it..,lf. We strongly sug­
ge," thcir 1111<: h"CK"'" Ih"y Itn: !I1,m"wh", '''IM"i"r tIl rMn­
domly rolled PCI, giving th~m a ben~ r chanc~ of 
."rvival, and .hey hav~ utra equip men. and money, n­
nc",i"glheir lJadground (>Coo Chltptcr I). S .. ",e "f th" 
pc, h.~v~ good person~1 ,..,,,SOn. for undenaking the ad­
venlU,..,. Thi. i. e<pecially .rue for PC. I and 2, fi~h.~r 
and elf (name. are not given to the pfeg~"~rated PC. 
.in~ ,hese should be for players '0 choooe). Mak~ su,.., 
plHyc," Hn' ~w~"" of 'he .. ' ci1om,·n,. nf ,h"i, PC.' hK"k­
grounds. Ilowe~r, T1tt: E)'t of "H«ldar can ~asily be pl~y~d 
wi.h o.her PC. of I~vd, 1 and 2. 

• 

For the Novice Dungwn Mast.,r 

If ynu h"v"n'l nUl many D&D" adv~ntures before, 
then TIu E)'t of "H«lda, i. going .0 be panicllh,ly helpful'" 
you. Th~ ad"enlU'" ",rip. brid. y"n "n "whitt to do if ... • 
pmhl"m,. 11 ..:t .. , givc. good advice on role-playing non­
pla~r characters (NPC.) and their ac,ion. ""d n,adiou., 
comb .. t~cli~., Knd .t~'ping the ... Iven.ure roUing along. 
Cumhal lactic>, and how to run comb~t$, are carefully 
add""sed for the first tWO combA,. nf Ih" Itdvenlu,·". 'Ibi, 
will hdp yo" gai" thc cxperience and confidence to run 
later combats, 

The..., a..., aJ"" ""c. ion. of hox"d lexi thai give deocrip­
,ion. M"d I""ekg,,,und, to player., which ,hould be ~ad 
verbatim. Some a1"" h~v~ ~ported speech-""met!>ing 
that NPC • ."y. If 'he'" p, .. ltgt'" ,m, 11K' lenglhy, the" you 
""n ,.)WItY' piUaphra.., them and allow play~rs to ask 
questions. For ex~mple, a pla~r may want to ~ •• "Lv"" 
.. ,mClhing Ih .. "nl i"il'ale8 Ithoul what NPC. will say later 
in scrip.ed .peeche •. If players ar~ obvioUJly itching to 

...1< .uch o.U."iOM, .hen allow them to do 110 Itnd d"Ulg<: 
II", llnl"r of i"for malion in the boxed .pecch. If players 
asl< question. about ""mething not dirttdy ,..,fer...,d .0 in 
'he set .pe""h. you have to impro,-ioe, Of'en .h" !t".wcr i. 
10 he found el..,where in the "d'-entu..., script ("" make 
.u..., you ...,ad it .hrough before beginning pl~y). Olhr.r­
wi"" you h~"r In im",nl pl""'ihl" am,.,.",.,.. Thi. can in­
clude " I'm not sure" or " I don', know." 

The fir", ch.pter i, ""rip'ed with 10. 1", of hoxed text, ". 
wdl '" 1:X),I""Htio", ahuuI I"milling various po •• ibJe PC 
eo"rse. of ae.ion . Thi, ~ive. you very mm)'I"'" dclail .. nd 
~'w~r"b''' "f ".d""nlun, 1',,,,iLili.ic. itt the start of the ad­
,·~nture. Lat~r chapters, detailing Fort Doom iudf, don't 
giv~ quite .uch 1cnb>thy dr ... "il'tium lx:Cl!.u>c wh~n you 
get.u .he lortJ'e" and illeXp!oration and run through the 
fir" encount(rs, you will ha\"e '0 be ~ble to impm,';"" and 
b~:t in'u the now with la.er encounters. 

Finally, to reiter~te, it'$ ,-ital .0 ,..,ad .hrough 'he "d_ 
YenlU.., befo..., you run it for yo" I' pIKy" .... Vi,u don't have 
1o memori2e the whole thing-after all, this i. for fun and 
nO'oM i, going.o .~" y<lur I<nowledge. Bu' Ih" ""'''' yuu 
~,.., on top of your m,""iKI, 'h" mO,·" conlident you'll reel 
about running the adven",,.., . Th~. m~ke. il mu", """'­
fon~bl~ far you, "nd mo", fu" fur yuu,· players m turn. 
S .. n:atilluuugh, get to knaw the general plathne , .he rna­
.ior pbce. and people in thr <tmy, a"d ><:. ,h~ a,h'enture 
mlli"g! 

, 
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In lroduction for P la yer. 

lid"", ,IH, .Ian of 'M ~dvtmure, playen Iho ~ld 1", 
given ,ht rudy-IO'play ,h:uiKlen from I"'g"o 15 And 16, 
... well .,. 'M Pla)",1'5 Map of me lamh of ... ·esle ... K"",­
me'w. If yo~ It .. "" Fewer ,h~ n ,i" pI~)"'rs, u ... Ihe ... PC. 
in ,hi; order given; if you ha~ mort; Ihan .i", nI "<lnmly 
roll ~p itJ, = 1 nI d'KrJt<:'~r (~nOl"er fillh~er or deri, would 
be mOSI useful). Players ..t,,,~I<i """Mi nly introduce their 
~hano"":n 'n c.u:h olhu . Then, when play is reMo.Iy 'n hr.­
gm, read the pl .. >",,,, ,he folk"";ng· 

h 'l II CU<JI " ;lIIoI K! .h~ c.ompsite where y w ha,'e Jellied 
r()r oome food and re$l. Escorlin ~ lhe lllen,I,Kn!', wai:' 
"n. l" .... ding from ,he grul capilal ( ;Iy of Specul" .... "" 
101M cilY of Lui" pn .... ed to "" d ull work , b UI )'OU 
~.JImm .. few gold pieces for your dTurl» .... hody­
lSuanl •. Nnw you'.., h~d back w;lh lOme exl,..,. 
money, bUllltSI w" ,,'t I",t Inng .nd ""mething a liltl. 
mor" excitin~ would be more \0 the t .... te of " " nM," "ml 
' •. h·e"ture ... . T hO' ligh. fadH a l yO<! make a fire and 
prepare a meal. 'n","" .",klcnly, tIH,", i&" loud ne igh· 
ing "f .. h"",, galloping along the We.tron Iloa.! ami 
tome loud >!,ou!ing. Su<kknly, ;nro your c:unpoile gol­
lopi a foam-f1«ked roan hOn!: wilh "wilrl-ryed ri<kr, 
.. ",I an a""t)W ... i\:~, Ih~ poor Rnimal in ~he Ihroa!! It 
drop. al on(e, and !h~ ritler j "" m~n"s"" 10 avoid 1),,­

inK pinned u nderneath II . lie draw ... aw .. n! .nd 
....... ts to you, "'\1",y an; "n u,1 Tnt.., io nO Ume to 
Io~'" You Mar 00....,. clooc by 10m! a m"n ,houtl OUl, 
"Kill the w~lch-and hi. f"ends!" M." """,e nm­
ning Out of Ihe darkn" .. ! 

' \1,,, h,,""'m~n i. Alaei ScMlepin, and details or 1I,is 
non-phyer characler (r-;'PC) life give" ""I .. notdy ~Iow 
S.~,. ~ n; g;vcn for the al<acke~, then notn on run]]i]]!> 
the eOlllh~1. 

'Ibnlar Mo.I~" kl"", Figh.cr- I...eader;. AC2 «(hain mail and 
,.b,eld); F3; hp 19; fAT I .wnnl; Oms ldB + I (S~rength 
bonu.); THACO 18; Sa~e I"J ; ML I I; AL C . Sl~, 113, 
wn, D lti, C If , Ch ? 

Thu!:, (2): AC5 (leather armor and shield, J.kxl"rity In­
nus); 1'1: hp II, 5. fAT I .hn"own .. l; Oms Id6; T H ACO 
19; Save 1"'2; ML 10; AL C. 

, 

1! O€3th on the Q:oabs 

Thug. (1), AC~ (~hAin mail and "'ield); F I: hI' 2, 7, 5; 
'AT 1 .word: Vmg IdS; THACO 19; Save FI ; ML 10; 
AI. C 

ChlOlic FJf: AC3 (challl mail .. I ~,,,I Ou!eri.y bonul); 
1::1. hI' 5; 'AT 1 ,.bonsword or croubow; Omg 10:16; 
TIIACO 19 ( I II will, " ... ,..how); Save E I ; ML L I ; AL c. 
Sl~,ll: 1M,!" ",i"ill (already uoed) . 

F",ch PC now hili One f"", n">r." ~fo.., 1M auaden 
d o"" It> mel.,.. ... nge AU: the playen wh"t thei r charae­
tent are doing <.luring (hi. cime. The One acep!ion i •• he 
NPC elf; he w,1I fire a emobow boh a! a PC who i. nO< 
WUrill~ lUet,,1 "noor, ;f po .. ;b!e. If PC. wall' tn"$I:: mis­
.ile ftn" Iheir .hol~ will h~V1" a ·2 penallY 10 Ihe hil noll 
<it', " ark oul the..,!). T his does ,"~ apply to me NPC elf 
beeau.., he i.liri"g in'o'n iUumtnatcd area. 

The; twO thieves and tI", tI",,... lighl~'" run al !M PCs 
In.,,, '~>1"",it~ directionlto iI" tlOI pouibk.o c.oSt. sint> 
.pell a! bolh group" '-1><1' ! . hows a small-scale !aclical 
"',.!' of how !he.., anacken .. n: l~accd !o ~gin w;lh. 
Their le",kor, TontAr, io a wretchm rowan! and doeAn' ! 
come in to fight hun..,lf- he lI"y. " n hi. 1>0 ..... and walch· 
ClI. H,' will ~Imos! certainly gel away .. t the end of tM 
figh!, 111e d f will nu( .... me closer Ihan 50 feel. M,,,I will 
"'lyon hi, crolSbow, firing al eXI~, .. ,<I PC. (Rnd nol al 
auyo,,~ ,.,:t ,,"]ly in meleel. The elf;, 100 f .... ,"way 10 be 
o.cen excepl by • 1'(: "lfnr dwarf wilh i nfr~vi'lOn . 

1i> .... ~r and the elf will both Ree if th" PC. kil1 AI lealll 
Ih= of 1I,e Ii,'" .h"lf" a"acking them. AI thi. II,,,,,, make 
a morale ched for ' '' y .urvivi ng (hup; if they mal<e lhi., 
Ihey will r,gh, ,t> (he death . 

ObvlOUo.ly, Akx"i will lighl the 'hugs. AI D!>t. Y"" 
shoukl make dice rolls for Ai""cO, h.lt he.houid I)" brave 
Ul helping Ihe]>(';, He should alto ...... "lYe th .. '~"nl"". ; 

this iI esoenual! 
As-uming the re. manage lu wi .. , 'hc:y would be ;11.­

terelled in two "'Mtt,',", 'n:~ .u re and informa~ion. 

- --- - --
NPC Cap . .. k: Ak."; Sdw:lep in 

f ig""' r, 2nd Level 
Strength, 16 
InteUigence; iJ 
Wi)dum: I) 

Onttt it y; 16 
Con"ilnlion: 16 
Cbu ;. ",a, I I 



Armor Clan: 1 (magica! <';"i~ "",ii + I,.nd .hidd, Lkx­
terity bonus) 
Hi t P o in t.: 15 
MV: 90' (W') 
nm~: IdS + 2 (.wonl) or Id6 (cro •• bow) 
THACO: 17 
Ali j!nmcnl : u..wr,,1 
Equipment : Backpack, Normal Sword, Cro .. bow and 
2i bolts, SilV(:r nag",," 2 vial. of Holy WKte,', 2 Wa­
"'nlkin., 12 'Iorches, Iron Katiom for 5 days, 50' of 
Rope, Steel Mirror, .5 gpo 

Alexei is 30 yean old, 6' 2" , with s!r~"'-oolored haic 
and blue-green eyes. He i. friendly, aIT_hk, lind" li kc.,l>le 
and hone", m~n. H e pia"" gn'lI.t value on loyalty and 
honesty, in sharing resource. fairly, and d"", not g:iv" hi. 
word lightly. More det,,;I. of hi. lii"",y and q"est are 
wvcn in th~ ",,,in 1CJ<t. AI a lpecial nOte, Alexei .pcaks 
EJven;u well~. Common and 1 ....... ·f"l. H" lll ,,, loa, a ""'-g­
ical polio" oj iwJi,,!: ,h"t ",>IO,'cl Id6 + 1 hit points if 
drunk. 

TrmrUT<: Ead, thug ha. a belt-pouch with 1d6 gp and 
2d6 sp. One has " gnld .ig:n'" 'ing: worth 2~ gpo One of 
the thieves ha. a oilver dagger with a ,mall gem in the 
handle (value 60 gp). The evil elf has a spell hook wi, h t h~ 
'pdl. ""':fi<: mi"ih, ,tWJ "/ali<: and ,Ittp, and a .ilver brace· 
let wonh i-O gpo lli. chain mail won't be de tected:o., m"g:­
ic unle .. a de tect m~gic .pell i, r.,." on it. li,,·,tar ha. 3~ 
gp, a gold neckchain worth 50 gp, and a sm~l1 ~m ring 
worth i-O gpo A1ud will not .... ·ant :o.ny "f ,hi. '",a,un:. 
Sman pbye rs m~y 'hin I< of n:t rievin!!" Iht ho,...,. the thug. 
..... ere riding, but these were nOt tethe..,d and will h,,·4O cir!_ 
den off. 

InfomW;"~ ." ' f any of tht thug. have mrvived and been 
captured (e.g., if th~ PC. ha" e u ,",d a <1Lrp ",,:11), they 
won 'I ,alk , and will.imply 'pit delianu: . If coerced with a 
c.hann pe ... "n 'pdl, tlte thug. are .imply b;mdiu from the 
Radlebb Woods under Tors"'" onl",,, !tnd un ... y lillie 
doc. Alexc:i , however, hao a .tory to teU 'he PC •. R~ad or 
pal'aphra.., lhe description and I~ech below. You , h,,,, Id 
point out 1o Ihe pl,.yc:,.,. 'he It",ali"". of the place. Alexei 
",fer-. to On thc large ocale map of Karameikos on th~ in· 
ner co,·er of this module. 

The young fight~r look •• nxio".ly alx>ut in the dark· 
''''',. , " I d"n't think the othen will be h"n, yct," he 
.ay., "but we will have to rnovl:. It i,u't ... fe here. I'm 
sorry )fOu've becom<: invnlv"d in thi. , but )fOu 'u be at· 
,,.<:k,,d by the.., thu~ if ther s« you. " m ,.rraid ..... e're 
in this to~ther now." H e p,.n",,> tu think for a mo­
ment, and then 1"""<:1,,,. i"to his tale. 

" M y name i. Alexei Schelepin. T'm frm" It , mall ,·il­
Jage, Ryania , on the Rng>tJov River. It '. a couple of 
hundn:r! mik, I'm", here in Ea.tern Karameiko. , 
Tho ... bandits are .J.a,·ers-mcn of ,h<: I n", Ring, a 
group that kidnap. I""ple Ii,,,,,, Ka.rameiko~ and take. 
th<:", tu hut Doom, in the Bla~k Eagle lb.",,,),, [nun 
where th~y a.., shippt:d <lV,·"","'. 1\1)' own coulin, and 
an dven fci"nd of mine , have both I>«n lo.t to them i" 
n:.;c,Il month •. I',·e I>«n trying to h""t th"", with 
friend •. Th" .... f,i",,,I, aJ'e dead now. 1 have little left of 
,I,,'m ." and .uddenly hi~ voice crack, as hi, hll"d 
Ino"es almo" involuntarily to •• ilv", IImultl of unmi, ­
t,.k,.hly dven de.ign around his nc-ck ... It'. not ,,,,Iy 
people and eh·e, who hase wn kidm'l'l'c:d. My Vyalia 
friend.-the dye. of th<: ,,,,-"em land.-are ,ert~in 
thtll,e Iron Ring, Or other agents ofthc !;vil in Ftm 
Doom, have stolen a magic.l b'<:'" rmm the Lake of 
Lo.t Soul •. F.v<:n "OW Ihe ge ul i. probably within Fon 
Doom it.df." 

" I "'a. heading foc ' ."1,, wi,h live V)'aiia eh·e., and 
WI: w,'n, ,.",\""It"d l>y lite.., s.ia'·en three time •. , am 
the only one left alive . J must "'>t<:h Lulu. J r the gem i. 
lo.t to Fon nc~'m, tlte" the e, il Haron will be abl~ to 
""" it tu keep magical watch O"~r much of th"",· I,."d, 
;md u'"' PO""c, of mind !:Ontnol "vcr Itdpleso folk far 
:o.nd wid". I It,.,,,, to >top thi.!" lie clen~he. hi. Ii,,, in 
anger, and hi. knu~lcl~, whiten. "I n,-cd y"'" hell' to 
reach l.u ln-' ,,,,,,'t h"pe to make it alone. I'll make 
",n: you are well paid for your tim e. Pi<:,.,,:, I lIlu.t 
lind the friend. I wa, told ,,, t:O'''"~1 there and alen 
tlt"," t" thc dange r the gem" theft rai"" foc ,.11 "f " , !" 

The PC. m.), h"v" ",,,'e,'al que'llons. If they ~.k about 
the gem, Alex ei knows no ruo,," th~n I", h", oaid (that it 
allow. ruagic~l ,pying ,.".1 ",i"d control, and is potent 
rna gi~) , If "-.k,,d >tUuut pay, Alexei looks slightly contemp­
tuou. but offers 25 gp per PC wh"" h" ,'~ache. Luln (this 
;, a very, ,.~ ry g<~><l ,al<: rur "" eight-mile hike, which you 
migh' J~)ilJt uut 10 the players) , If 'he PC, .. k ~\~"" tlte 
Vvali~ ~Ive., ,he", ~n' f"n:.l-dweUing ehe. of redusi", 
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"~Iun: who li~ " .... of 1M: Lake of Losl I)n:w,,,. (AIe~ci 
will hwp"ily 'pe"k FJ" cn to anyone who c;m .peu. iI ,'" 
prove btl acquai"I1"'~" with dyes), Th~y Irc fau­
d' .",,,d . w;lh n01~bly grttn eyes, and are ltee-lo"" .. , 
dwell"r, . 

The trek 10 Lulo will ,;,!.;c lOme tlm"-' h"" .. To cover Ihe 
eighl ""Ie. of 1' .. ",1, ~nd Aloei 1U1I'~$U oening off III ""'," 
a, dawn breakt. If ,h....., h"u,.. .. :t:m lilcc ~ 10n/l time. 
I''',nl ou, rh~l the !\:l'OO.Ind i. hilly and uooul ... ;"S'; w .. l1ci~/I 
slows down III <:alVei ""he! If ,t.., pl~)"e" ll'e unccnam 
.hno." lra'~inll" lime. point OUt that lI",y I ... " ... how lonll it 
will , .... ., IU ..,'um to Luln-after.:ill, they've jun w..J •• ~1 
from thue! If the PC. ar.:: n::/uchuu . Ak~~ poinra 0\1, 

,hoI In"", !hup will br on the wly-and il'. r""'~r II, 11"'1 
10 L\ll" IIoMn 10 R"dkhb Keep (where !he 1'Cs an: 
he"ckeI-poinT !hi, OUI On me pull-.."" map). Once in 
Lui", II", PC. wm h""" ","r:> mon~ and btlp fro", A1u­
t; '. friend •. Tlli. win I!:ivc 'hem a much bener chBllCe of 
hc~'in!\ oIT any bandit. who anack them un Ih~ way 
hom~. 

If their play"'" h~v""'1 ""tl;7.ed it, point Out to the 
I'h.yer ofthe fi"hter (PC 1) thatlhi . PC hal It g'.~1 "'~"'m 
for helping Alex,·i (hr.<:~u"" of the oIavera!). This. i. aloo 
true for the playero!the Elf(I'C 2 , who h~ R f ... m~ydeb! 
In 11M: VyaJi~ <:Ive., and ohould be hdpmg a (nelld tor 
theoc folk). ift.l,C fighter ... h Akxei ~bolu ,he daven, he 
will say Ihat hif frielldo in Lul" Can oay "''''''thMn he can. 

If the PC. dun't "g"'" '0 accornp"-"Y AI""ei, JUM have 
anotber gt"OIJp of thug. a!lad. them .. milr down the road 
•• they heAd cut U., the stall from the groul' MI.>vc. 
I lave Aluei turn ul' half·way through Ihe filtht and $ave 
OI>C or ,wo PC. wilh lOme hefly blow • . If .hey M"'" 'I pre' 
,"'red tn hf'lp Alexei after thaI, y~ n~ 10 ! .... ve .. w",,[ 
with your playera aboUI thell' .. u"u,[" In Ihll advemun: 
~nd whether their rc. are heroic type. Or j"'t '",w~mly 
and U«!ln""""II,,wlife •. 

Finally, if the PC. have takell """" tlMm"h"" in ;he 
lib"'t , Akxei will lay that hi, friend. in Luln el." l'",~,d" 
magi<:al healing {an",h"r ",w~rd '0 'e,"?pt I~m .wtth~, 
and if the i'c. agrtt to a«ompany A1exe. , I..., w,ll 1:''''' hOI 
· 7'i-~ J lwIi"lto the most nttdy PC. Thil .hould re»-F ~.1 • c~ 
IUt'C PC. that he i •• ,Icct:". 11("'; ~ er tn<: nt,lI encounter 
.hey mRy wonder l 

Ambulb in Luln 

Get Ihe PC. to Org.lI ;"" "" omer of WOlIch during the 
nighl. It is Olbout 8 p.m ..... hen they"'" "",.dM, ~nd 

, 

dOlwn is at amu",1 ..... m. Keoepinll: watch i. imp",.,an. 
"",rloo,.,,· wanderin.g mOl\l,en tin no. only ""ill in 
<lu,,~Ct),,:. It', R rO<XI adventuring hahi.lt,,~, inlO, ~ if 
I'l~}"en don't think of it hav~ Aluei pOInt 110" Out. 

If .1,,· re ••• " off at dawn they ca" ",~eh Luln at 
around Il a.lIt. ""d .hey will nOI ~ attacked along 'he 
n)~tI. If 'he re. ask about LuI" (they h~vc bttn the", 
after all) f~'Cd infonnation from the deoctil"ion below, 
which Ihould ~ ",,,,I ... ,hey ~ppro..ch the lown. 

You near tlte ci,y p.e of Luln, which ill built intn the 
.. all' ..... ""rveI as tome lund 0( tick" .. ~pinst the 
ra>den from Fun I"loom. The guatdJ check you 13...,.. 
fuUy, bu, thr:Te has bt:c .. lillk trouble lOr .• while and 
tltey lI",n' •• 00 bothered by you ..... ""'e' looolto at a 
scrawled .. reet ",al' he: producel from. a leather I",,,,:h, 
jUot;" 50me heavy .... in d.<>I" hegin to fall from a rap­
idly darkening ,kyo "Do-wn Market Hall Strt:<:l. """"nd 
ldt, first On the riSil' , lind then .he mO<:lm;th'. 0.1"'1'," 
hoc ml1l1e ... , as he fold. up the "'''I' ~nd pulls his collar 
around hi. ned. "Le,', move;' he oay. and he he"d. 
"IT .,raigh, ahead. Sttking _lid",. rmln Ihe 1I0nn, you 
arc ,,,,Iy Iuu ",,,",,y til. follow tum. You round ,he: comer 
of a unaUside'"'''''' a."I..,., a small shop on your len. 
AI{"JIlC; opctu .be door and uu..: ... yuu in; 'he rain iI 
",aUy pouring <I"wn I>OW. 'rOO du.ke the Wt:1nca from 

your hair and clothio "ud ..... h"fo,"" you 'lOme ugly, 
Ia:ring men in cha..in mill 0Y"" at yuu ... i,h oword.! 

MR p 2.bows a byou. for the ohop and the stfC'C( OUts>de. 
AI""ei has guided the pc, into an ambush; the friend. he 
h"d he,.., have bttn n_tly ol~in Mnd Ih~ PC. ;ue ul1<l<.r 
au"",k. The ~ction, fnr Iheir enemici are a. folln ... ., 

Inside the shoe ohu!' .• I,,·re M", three thog. in room [, 
wh",,' ,he re. enter (natl beJow). Thi.;. a repair TOOm 
witt. lIllU'Y .h""" hung up bcohind the .... ,,,>den ,",,?P 
monter. The thugs fisht iu ",der. . The", i. aho a magic, 
u",r wh" i, bcohind the ohop «>lInt"r I,,'re; ,hi. gi"". him 
an AC bonu. or.'2 a nd he Ule. hi, ""IfIC llfiuik . [",,11 '0 
.... ...,k ~ "mng-Iooking lighter, An"r .hi., he lightS with 
hi. tilrggc., 1M" he: i. SO~ likdy each rou.M[ (I ·] on ~ roll 
of ld6) to cut a"d ,,,n througtr the bad. door, ti,"'"gh 
".lIn •• ~nd ], and OUt into the t-:lt """"t., if he i, at­
tacked by an 1lTm"",d PC. OulSlde the obop, • pair of 
thugs attOld the PC. in the: .'rttl; the arrow. Jbow their 
<.Iira:ti,m "f,,",,vel in Rt'tting to the PC •. 

After Ihe lint ""lnd of combal, a cham·datl ligh'"r 



) 
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bu~tl ..... t of ....... m 2 " nd, nn .. ,16 n~1 Clr 1 Clr 2. 10" gllin> 
iUrprile on the l'c, and a free anad. Thi. i. th~ k.cler of 
the thugs and hill armor and swon:! are blood'slained al· 
teac..ly. 

Thug, (5): ACt> (<:h .. ;n m~;I); FI ; hI' .'>, I, r.; 'AT I 
.word; Dmg Ide; TIIACO 19; Save FI ; ML 9; AL C . 
Each Ihult hit, R pu"" with Ide gpo 

MaJtk·UIIU: AC9; MU I; hp ... ; IAT 1 daJrger; Dmg 
td~ ; THACO 19 ; Save MUt; MI. 8; AI. C . Spdl rn~""" 
riztd.: ......,... .... mlt. The magic-uler h;u a gold ring wonh 
80 gp and an amethYlI 8"m wo"h 50 gpo 

Thull (2): AC6 (kathu anno:r, DeJtItT1ty bonule.); "1'1 ; 
hI' 2,~; 'AT I ohort lIW1,n:I ; Omg 1<16; T HACO 19: Sa...: 
"1"1: ML 9: AL C. One llIug h ... a pouch willl 17 III', the 
olhe r hao a punc with 11 gp and 8 ep. plu, a silvn ring ~t 
wi,h ... ",,,I! " ']' y wurth 125 !(]I' 

Thug Leader: AC:2 (magicall"";~ ~jJ + J, . hield , and 
l)cxu:rily h"III"); ~-:! : h» 9; tAT 1 iWUn], I)",~ IdS. I 
(Slrength banlll); TIJACO 18; Sa...: n; ML 10; AL C . 
The leader h ... ooIid gold braukl worth $5 gp , • ,il· 
...:n:d brocdt wonh 15 gp, IUld a gold .ignd ring KI wilh 
a blue·while IIlOOrucone worm 70 gpo He h .. a Iilver vial 
(wonh 20 gp) t .... t loa. 10 mlO]fI<;:ol poDt.~ .J &=';., wi,hin il : 
he will try 10 drink thit irn:duced to 2 hit point. o r btlow. 
If he anempt. to drink this on 1M firs( round , the rei 
g>lin , .... init iative lind ovcn:omc:: him, this .ilv"r " i.l win 
fall from hill hand , but will Jlill be intacl and ulable by the 
re •. 'The thllll· lcader ..... to drop hi •• hidd 10 drin~ the 
"",ion, ...,.luc;ng hi, AC to AC3 lhcrc;,ill~r. 

B<: cRrdul with thi. cumh", . Oem', n." ,]", rn4JU; ""ltilt 
"lh'CK, or the Bttack of the thug leader againlt PC. who 
an: too _~K 10 lurvive them. Give the PC. a chance. 
Thi, figh' .hu"I,J challenge, and o"a", 'h""', ],UI tho:y 
d,tHJlcl,,', L>c:: tlropp;"S like Dies here! A morale cit«k for 
the thull may ~ ;mponant ; make Ont if their Ifadci:r is 
killed, Clr if.t klUl U,nx: of the utl"".ix "rc: d.in. ' l1,c 
... ""ivorl will limply Oee. If captured, they "Will again 
refute to talk If the rei threateo them, ,hey willjuJi Illy 
thai they ""peel lhe PC. to kiU them anyway, 10 tMy " ill 
won ' t talk . Aluei will IU~lt biru:bng and gagging them 
and Ie .. " inll them behind whcn thc PC. leave. 

When 1M dUlt leul ... from thi. COmbol. the I'CI will 
hear a loud groan from upnalrl in the .hop. The PCI 
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hRVC 'U makc their way 'hrouKh ,oom 2 or ~ (_ Map 2) , 
to roo,u 3, up U", 01"'"" .. nd the" in'o room to . Ma p 2 
hal a room key Ihat 1Ihow. th~ basic natu", of eltclt mum 
(a dillplay room, livi"l1 """" , ctc .). In "",m to,,, robed 
man i, lying on Ihe floor with a viciou. anti diIOCUI"",d 
.wmd wound through (he stomach. He i. barely oon· 
lCiou •. bUI i. jU!l able 10 I1dk. Hi. wUllnd. an; not cur· 
able , howe...:r, due to the uK of a bI;>de venom . If Alexei 
i • .J ive:, he n:oogni".,. 'he man .. a fricnd. and fall. be.ide 
him, gripping his hand .. lbe nIan whis""", .. mc::asage . 
Re~d the boxed tUI below; if Alexei WI ' t wIth the !'Co, 
)'<Ill ,oc:a.I to I"'"'ph""" Ihi., bUI then,. DO time for the:: 
rei ",:uk qunliom of the man, ,..ho iI u»iring wt. 

"Iron Ring ... s1,wen ... ... 'ew to upccI you here," Ihe 
n"", g .... I .. · "Thry will he .. fter you now. You m"tt 
make for ' Ille Growl",! GrilTon a'oel .... k rnr Lc",i,h ." 
The: man coughs a little dark blood ovcr h .. robt: and i. 
clearly clo.c to tle~lh. ··1 wm,'t "",ke ;t . Rut you mUI', 
and you must get the Eye of 'lrilJdar bad;. Eve" nuw il 
willllOOn be in Fort Doom wilh ... ," and Ihe man shud· 
de ... hillast breath. 

A1uei', eyes narrow in de-termination and fury. 
"TIt .. fl[)w..-dly munkrel'1 , they ~illed a harmitlS old 
shoesmith ," he .nlU"U. " Comc. W" 'nuot hc:ad for the 
Griffon, i,'. DOl far from mre. We 'U lake a bad. IIrttI 

nOllIr. ." 
Following Alexe,. not least becaUIC there i .... rNy in 

numhen, you pick you r way through a mue of •. mall 
",tk' oIr=1s i" Lui" an" "m~rgc over a pie in", the:: 
back yan:! of ~ tavern . A beefy, ,ed·facetl laverner 
w", .. ring " k,,'''er jerkin crie, OUt , " Hey, where do you 
Ihink rou ' r~ KuiulI!" a"d tl"''' '''<:<>gni7.c, Ak~ei. " It 'I 
aU righI, Morandtr. Whert', Lt_aith?" Alud ash 
anKiu",ly. Th~ man', m"nner change l to one of serio 
OUSlle". ··Oow" i" th" "'Min ,:.:11"., hiding " " I. The 
Iron Ring hal h«n ,nimnll around. Gel down there 
f ... I, i. may nClt I", ... rc. An,ll CIOn'tlct you OI~y ktng 
eithcr." Alcxei dambe~ dow" SlO,uc ItOnC Ite!", to a 
W<><XIrn door ~nd . with you in lOW, 1mocu and says, 
"Aluei, ror Lerailh ." TI,,, d""r "f>cnt aluwly and you 
enteT a dimly·lit, dank ceDar. If.efore YOU. by the door. 
i •• Iantern.jawed m .. n in chain armor with a sword; 
behind him, on a J>Blkt bed. i ... rubc::d man lying wilh 
a horribly discok>.ed wound vi, ible afouud a p:ouhitt 
on hi. righl 1"11. He i. ,,J'''''1l101y in p.in , .nd Aluri 
lookl shocked. " Ltr;!'ilh, what has happened to you?" 



"One or ~he Iron Ring'. evil cleric.:' Ler~~h replie1 
coolly, "am",tcd hilllodf by inoic,ing: a magic"" diKate 
on me. NO!. much I Can do "bou~ it unl.,.. Ze,,,"t,,r Mr­

.i~c ... i,h ..... rt diUII" ,~lllOOn, that is if I>fc', not be<en 
kill~ yc'. Bll' yOlland your rri~IIlI" h<:"" wh y h"vrn', 
Y'"' inll'od"c~ UI~ You're going to have" much bu.ier 
Ii",,, in .,"'" ,hKn lying "round waiting for help. 
You'n going , ... have "job to do!" 

If Aluei"llI kilkd in ,he ok"" ohop, IMn the PCt can be 
din:cled ,0 the CrowllO, Griffon by ..... """ un:hin, Mn" 
.. ill hlove 10 persuade thc tavemer, Moromder. ~hat they 
occd to 1ft Lenoilh . Showing an item of Aieui 'l geu­
""o;h .. h .. e"'cn neck amulet-will bdp. bUI Mon",lcr 
will III .. 'IICU in I .... ful alignment language todwck thc 
PCI OOt. With Lcrllith, Ihq will h:ave to tell the pory of 
their .dv~n"'f"ClI, which Akllei will ~atCothCrwiK. Con' 
tinuc by reading ,I", 'roll' hdow: 

"'11,,, In", RinK will be in determined pun",it of you 
now. They'n be eltp..eting yOll to lie low hen: .. "d ,I",,, 
head lIfT IU Rlldlebb Keep along Ihc WCllTon kOlld. 
And Ihey may evell I".vr. men .. long to the un, back 
t""'IOn! Sl'tttlla",m. They're vindictive and evil. Jlav­
ingagentl of lhe 81..cl< r..-V R"rony. Why doesn't the 
Duke do IOmcthing about that vile cuuain "fhi,?"' 

"So. head th' way and you're dud. Yw'~ only 
I'M 0"" choice. Yw've got '0 do wh., no oAt; in .hei . 
righl mind would do . Go 10 Fon Doom." 

"Ttw: enemy will oc:w:r eXI'''d you to head inlO hi. 
fo"",". Yoo'U buy Ume for youroe!v"".'KI enn r".,.. ,he 
tllU!:' who are upecling you 10 go eUI. It '. hi8hly dlU' ­
~I"O\I" OOvio",sly. It ·lal ... mndhing I ""t<! you to do 
for 'he Ake of all the fr~ people of Karamci." •. Li.t,·" 
carefully." 

"B~ron Ludwig von Hendri .... h...J hia .g"nl' IICKI 
the Ey" "fTraJdar, which Alexei mull have lold you of. 
It will be in ~',," nnom huu Ihi. very clay, if my 
"""rt:U of inrorma~ion are right. The Baron i. away fur 
a few dio)'1l btU win hao.en ha<:k 10 llooy hu pri~-and 
iIi! ,. l1ill there lOr him. hi. powcrwill be ""Iended far 
"""" .. Ihe lands T'1.e Eye i. able to control mindl ami 
petttplio .... lUKI Hcndrib would be able 10 conlrol 
"a~. ev(rywhue hi the: c:ourrtry. Thi. has '0 be 
OIul'l'",1 ." 

"You ... ;11 ha"" 10 do il . 0..., own people in Lcln 
h.,'C be<en murde~ or di.pen t<! by the Haron '. 
~""n!l . You can be . mugxJed ,11 ~aunll into Fo" 
n .. 11", ,ood ""r .onMet Ihere can "'" you into ,he for­
Ire" it..,lf. Then you mull find the Bye o{"lraidar and 
brinR" it either to me or 10 Morander. If IOmething has 
h~I'I"'m~1 ", "". y",,'n h~vc 10 get ;, ba~k 10 lhe ~r al 
Ihe Lake of Lost Dream, ittelf. [t '. a greal respon.ibili· 
ty. Ru •• he alternalive il ~oo bad to COntemplate." 

T" cnncllJflr:, ILru,h 01Tc .. lhe PC. maJtical heal ing for 
their wounds and m"lj iol hdp ror 'hc;r advenl .. ",. He 
will give rhem two pM*U tflwi,'V, i. abIc 10 cUI lwo"". 
u,1r!. ,.,."...,n .pcll. imrncdi .. lcly (he ;1 a ~ n! ["""I ck:ric), 
and abo [oam a pricele11 sUif/ tf iM/,"l tI,at can cun: 
1d6" I hi. poin .. of d.am~ once per penon ~r day. 
Thi. i. for the PC. 10 keep if they 00'''1'1"", 'heir ,ni .. ion. 

The PC. will he ~vtn 50 gp each for delivering Leo. 
,.,.itl" bll' i ftl",y It.k f". mn", If""",,",, or money, Lera;Ih 
i. stern and points OUt that the alterna tive i. death along 
'h" W,,",mn R ..... d and no hClp from him. Leraith a1100 
poi" .. oul tl .... t .ill"" the I."d. IIf wc",crn Kan.rneik.,. will 
be .he {lnl 10 fall 10 Hcndrih, 1M home. and f:unilie. of 
,he: pc, will onon he at risk ;hhe Eye ofTraldu i""·ln ... 
cued from Yon Ooom. In the "",I thr:rc will "'" he. any· 
when: to hide . 

"Think of Ihe uld .... lCm .. ke.," AI""ei add., " who died 
wailing \0 gi"" u. a me.age. to hell' ... . " (If Alexei i. 
,bl. n:v<:nging him .t-.Id be a matter of pride') Then, 
with the nady·to-play ve •• ,he figlucr h .... p,:nnn'" 
![nId~ again$! Fon Doom and Ihe lro" R;ng. while (j,e 
elf •. hoold be hdl,ing ",,' Itny friend of ,he Vyalia civet 
(such a . Alexei). T he PC. really .ho"ld u,,,len",,,e , h i. 
mi .. io". If the playen IImnlill, you will need to discu" 
with them why they a .... playi"" the U&Il" game. A dar­
ingenlry in.o Fon Doom and Inaming the Eye ofTraldar 
f .... m it> 1:" ..... 1. i. an ...ovcntl.re only heroel could bring 
off succcufully. And the D&D ,arne i. aboUI being be­
n ....... , aflCr "'I! 

When II", PC. "Kn.,...n ,hr.; . mi ..... " . Alexei ( ir alive) 
will W1UU 10 go with wm. For a party of Ist·level pc'. 
thi. fighter ia" ,;tal helper You can run him"" an NPC; 
he ;'o·t bright e"ough 10 1I,.ke ."Y ,kt:i.i,m., "" the .. by. 
rn un', keep IooI:inJl: 10 b,m for aclvlce all the time. If 
Al",,~i lUiS hcc:n killccl , .hen the ehain-clad fighler wilh 
Ler~th named Warreck .hould he u""d ... an NPC fighter 
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to b«(up ~hc ad~muring party. Gi~ hUn icknliu! mtl 
Ilm! L~ !";!,,,,,,m (i " dudin!: m~g;.,) to Ak xri , with the (01· 
lowing changet: h~ doc.,,'1 I".vc Il HI""!Ii~ !,ul~"' , """. M 
h>nf!l~'w r~II,,·r 'hKn K ~T"(WOhow, .nd hM ~rl"<lwl uthu 
than bolt •. He i, a nali,·c of Luln , lind i. II '1'';~1 IOnd in· 
len"" man. 1I~ .... ill say liltl~, bill is brav~ and 10yP.!. 

I" 1'1o",,,i"g Ihe ,..Iv<:",,, ... ,, Alexei m.ho one crucial 
poinl-it i,n't potlible 10 wo.lk the ,(rttl. i>f furl J:)'~"" 
"uring plalemail and brandishing ,wordl. Chain mail 
Cim be disguised unde rnuth clon.; plale "",il "Mn'I , II"d 
il cb.nk. The City WalCh ... ill del<'(t such a "ioJation of 
Illw. Ill' '''''''. Fonunaldy, Mor<ondn can rustle up a luil 
of chain mail (in exchange). Likcwix. ""tiai .. W<:lII"'"' 

" 

tuch "" .peart, longbow. and lwo-handed swords, ~ \00 
l;l1"fl;e 10 be canied arouDd undeteCted. Although rword. 
Knd crossbows can be hidden under b.aggy robet, thcoc 
bulky weapons liSlet! above ""nnol be . Such weapon, 
mull be ld, Ixhind. Again, luilable "'pl .... ""lncn" ca" be 
,"""hi "I' for Ihe PC •. Suitable old brown c1o·k. can be 
fOiled for Ihe party 10 wear. The ve. can "I.., buy mllld· 
Krd equ ipm..n' aDd ilems other than armor and wClI»onl, 
IUcl. a. nol;"'"., ""'no oil, and to rchet . Then, Ih~y receive 
,he ma~al healing li'let! above, and can re.t in lhe 
t.;rowling GrifTon. Rcc.auK of hi. iUn~ .. , Lcnith dttp. 
most of the time. ·llle vel .hoold be ~ady to XI offjuSl 
h"ron: dawn the nat d.oy. 



The PC. kav.: Luln in charge of" wKg<>n rull of turnip' 
provided by Mo .... nder. Tht:ir ~~'>vcr i. u peasanu taking 
food ro 1..11 in Fort Doom. 'IWo honn pull the wagQn . 
The PCI lire to take the corgo to th.· mcrduutt LeIllI\Ol in 
me toWI>ofFort Doom, omd once !he,..,. they lU'e to;uk for 
Pc:t"",iu . . .. rccix dircaiOll.l arc giv.:n to find Lemn". , 
who has. wa..,hou"" on (;",,0.1 t:..wc Street. The e,ght 
milejounmq to the border wiu. Fort Doom acl"Qll' hilly 
ground it «wered in u.r~ houtl, and i. followo~l hy "" 
enrou nter by ,h" PC. w"lt a \,order post. Alexei will warn 
'he t'Ct 10 be deferenliaJ 10 the bord~r l(Uard, he,"", 

Th~ wagon is called to alall by the 1c1Mk., ,,"wa!C/!ei'" 
ing Sr.rgc"nl who h ..... iA ooIdiers wilh him. lie demandl 
.0 J...now what the PCI an GoinS. If an.-.red ..,n.ibJ y 
(c.g. , " we·re taking theAe lumip' fur ...:Ie, ol.-") he ",ks 
why i. 1&It.,. .... ",any people 10eKOrt mere turnip'. Iflhe 
t'C1 betilale, he contCfnptuOtlsly mort" "Rccr.u"" you 
peuanu are ,umip M...:lI, I &1J 1>J''','e,'' .. nd IlI"u demandl 
,. fee "r6 gp for ..nowing U.e wagon '0 pus. Ifthi. i. ""ie!, 
the lOkIien leI u.e PC. go. J{ nOl, O. if the PC. ge' .. hu.iye 
or difficult, the Serge"nt tltk". (JII' ,. whip and lashe. at a 
randomly chosen male PC, delivering 'Uil:ilil<: v"",,,1 
abuse. He hill Id3 + 1 ,imes, d"ing I hi. puiutof damage 
each .ime, and theu owean and leulbe pc, pas$_ If the 
PCllab agl'U'i~ action a, any al'I!",.he onId;"n ligl" , 
tbe Se'gunl Ulel • sword 1<. light. AI ... a l'C hi. by a 
whip mul' roll a tI6 each time be it hil . On a n:ril of I, if 
tbe PC;I wearing any annoc nr r ... rryi"If" wU'I'0n larger 
• han" <lag!!"c, tI,i.;. Ottn by Ihe Sergeant, who orden hi, 
men to .ttack the PCI. 

Serge .... : ACi- (chain mail and Ihidd); F2; hI' 12; IAT 
I rword; Dmg IdS I I (Strength bonul); THAC..o III; 
&.ve F2; ML 10; AL C . Thr ""'lean! 10 ... le.lber boog 
wilb 2) 'p and 3) gpo 

SoId~n (6) : AC4 (cb.aJ1I ,nail and I./ueld): FI ; hp 4 (,,3), 
6 (d); 'AT I .... ord; Dm!! IdS, THACO 19; Snc 1'1; 
ML 9,AJ.C. 

If Ibi. encounter endl in It fl~ht , Alexei will WILf" u.e 
PC • • h •• (\I'u", chllllcngct to the aUlhorit;e, will result ill 
a owin dealb. The mighl of Fort Doom and ill men il "'I' 
great to '>f'~ with violenee, alld ooing 10 wilbin the city 
would be tuicide. The remaining 14 miJes'o Fon Doom 
can be C!OVUed in an addilional f"". hnun.".he Icc"":;" 
gel. ClUtiec. Tbe l'C1 now ILfrive .t the galu. Alexei will 

w~rn them to be quiN "n,1 r"i~n otupidity. 

Fo rt Doom 

The guarili.t Ibe m;:un gates oftM wallal c'. y o f Pon 
Uoorn will make the f'C1 wMi. "nc. 1l,"Y ..,.nye and.uk for 
tnlunce The ga.u ""' onJy slowly unlocked "nd 
,~."nL~I, !Ju, Ibe l'C1 an: fortunate he",_ Rr-'Od the boJted 
tUt below. 

II Watch Serge~nt walkl OUl un •• "lt(lily. ".,,1 .. he ~p­
proache. d,e w~b .. 'n. y"" COlli .",eU strong drin~ un 
hitn . H" IouJ...o under the NCking and dralr" OU' " turnip 
or t ... o, throwing one .t one ofynu h," mi"';ng abj«l­
Iy. " G..-mn y~r ""LIO"," he layt. hckhing loodly .",J 
... " ... ing you drunhnly into the gloomy cily of Pon 
Doom. 

In .he ",=11 of this 'P'"rt~n p1aa, ,he Ior.al 11I.~'I'I" 

h" ... " an a.Imolllangible quality "r bein~ opt>rested and 
downtrodden, Thr t"l<:. th,,' the Ii.herfolk who opera • ., 
""t "f thi' city have 10 le3ve family mo;mlK:n ... hOI· 
tagel 10 gu3l"ant~ ,heir ""urn """'" aU too plau.ible 
now. Domina.;ng .1", ci. y d Ibe gre;:u (011,.., .. that 
gi~.,. ill name to the city it.tdf-thr r","'idd'''g .. one 
I_ttl and. w..u. of Fon o,MltU. tI", Black Eagl~ '. biro 
You keep your he,..]' down '" you walk pM' aoIdkn 
and make you r way 101M w'""' ....... '" Uti (;.-.:101 Bagle 
S,,.,,.,, . You meet Il"mn ... , who Otttn. '0 be anxiou • 
~nd .iucon" ~~CJl need your ffiClS.lgt". H~ quickly u&ll· 
en you :!.long a. ba(x alley hr.hind the warehouse, down 
~ night "r .'"no: ",cl'.l.oeIide a large building, and th.,n 
III""g I&l' un<krgroutld P"lllal" . The """,II I<:aye. Y'''' 
in little doubt: 'hat .. 'W~ ... IOn: dox by. Clambering 
down wet .. une ",cp>, you are Ihown in.o a vaultrd un ­
<krgl"l>lODd chamber where Ih ..... mr.:n aw";. you. The 
Iallut ofthem. _ l",n,I""",e sandy·haired man with al, 
""lOt "ollk feature., gr~u you and ""plain. wI",. you 
mutl nowdo. 

Th" F.ye "r ' li"a1d:;r.r i, the magical gem •• ..,I<:n f .. ,,,, 
the Seer at th~ Lake o(1.o.t O,""Am •. A ydluw gem \Il~ 
li1e of a lar"" hen', rg~, i. i. "". within a golden frame 
in Il,e 'hap<: of a dragon', clAW. T M gem i. cert.inly 
nOW "';lbin Fon Doom. Curn:ntly, Ham" LudWIg VOn 
H endriks i. aw .. y .... i. hil new Court Wiuord , 
S~rdIov, a sinister and evil mAn rqrulcd to be from 

• 

• 



• 

• 

Clamri ... h.",1 of """'y ""I"''''lCly powerful w1Urdl. 
If, .... y ~!Urn 10 find Ihe /J(m, all i, Ioi'. Ponun'le/y, M 
"lIY wilhin Ih" fn""",. ""POI"I' Iha, the £)'( ;1 being 
n udied by Aun:lian, Sv~n!1"v'. "1'1'",nli«, who i, 
p"""lnMhty m~kin~" provi.iona! uport on it. Au~Ji· 

;u, live. awl' Ihc "" .. Ir~l '''wc., .. flhc .maller Keep , Out· 
side ,he main body of Ihe fort~ ... Hi. 1"".li, ," ",~kc ... 
raid fCII.,ihl., J",uu"" you won't have 10 en'er the main 
body of t'ort 1)00", il""lf lu elite< thr. K""". 

The F OM cannol be diH:<:tly auaultetl . Pel"",i". 
point. ('U ' , .. hh""gh Ihi, w"" obviow from your own 
obterva,iolU, Rail,,; .. , an cn'"""",, will have 10 be ef· 
fec.ed via 'M undeT"-dungeon.; the haleful &.n", Iuo. 
.:emu" pri . .. ".," n un !,: inlO a monoter-infntcd te. of 
ca~rnJ, and thi. it theonc way'" g<:t in ' .. 'he<l"n~n 
levd. below Ihe Fort . "I'he dungeon. lead up u> th" 
K~"'p. ,",,,I r ... ", 'hen' yot, mulIl make your way 10 Ihe 
ll:rwer and retrieve Ihe Eye. 

" etroniu. add., "Thi. may nt>! be "" ue.p<:I"Il!<: MI il 
teem •. The .. ,,,td .. ,, in ,h" fOMTt'-SJ a"" alway. squab· 
bling and b4ckllabbing, ancl ",osl of I) .. ,,,, ",,: t, . , ,e .ri · 
fied 10 ,ake any ~a! aClion if the B...-on i. displellk<l, 
T hey'Il!rY In OW" . u p >lny problem. ralM. than deal 
with them. So, you may be able 10 5"1 "w.y wi,h 
raids_for a while . nUl don 'l p""'" your luck." 
"Tim~ gro"" ,hott. PCri.H!'" yun ""n find ~ way 

throul{h the mon.Ier C~vcmllO the e.Hrat,,,,, lu 'he """. 
,Ic cl nn!l"''''' loo..y. Whal do you say?" 

HIM PC. left Lulo at dawn, il i. nnw ..... "'ncl 21' m , Rnd 
Ihe /Id"emuring day should end around II p.m . to "]lnw 
rut .Ie,,]> Mnd 1'1:11 (Ihc PCI were up at about 4 a.m. after 
all). So they certainl y have Ii",,, I" ", .. k" .nrnr. inl"1)Rd. 
into Ihe monsIer cavern. in Ihe re O! of the day. An utui,,\!: 
,h"y ~grre_~nd 'here i, no c"",, for <klaying-they will 
be J~d by one of i'elroniul' men IhrouHh ,.,we' v;",h ,,~s '0 
a windinJi palsa~, which iSlhe entranCe 10 d,e "'''nller 
,.lIvr.''''. If the pc, wanl to dd ay, Ihey will have 10 lII«p 
hen in the tew..,. viaducts. "" you .houlu make wM " d" ... 
ing monoteTchtthduring their ~$I period. ~tap) show. 
the layou, .. f tI", .. • cavem • . 

The Moni ter Cav,,",. 

The caverns ,.,.., dan.k a"tI .. ·el. 1kcoo"3c Ih"y .m ,.]"" 
""IiI, 11K' PC. will ~lmoot "'Mainly need a lanlern or 

" 

torches, which .. ill ",""c lII' rprite difficult to achieve. 
F100n are tlippery and "...,..n wilh .... ,.]1 rocks, "'-""", 
I.m! he", and Ihere ""me bo,,", rOIlW raroIdothing, 0. 
luch like. Rail lCurry Ill,,,,,,, hu, R"" no threat unle .. 
<>the""i.., nOIW. The IOUnd. of walet drippin!,:. the .meU 
or cl"CllY .. nd "'t. "nd opprel.ivc dankne •• arc: cvc:ry· 
where . Somewhere in he..., Ihe PC. mu" find a way up 
in'" FUr! Doom! 

Nou. Due lu 'I'*-"C limi'.tion., delCriptiOJlI given here 
."" incomplele . Add your OWn nou ri ....... 10 them, and 
1'1,»d , he ~ U .. ttr', RMIHHI. 10 check full d""";p­
Uo" , ror ""',,"e<1 110.:",. Relate thei. appearances 10 the: 
pb)'(<1 with ~lisb! For IocaUOll 2, • J .... ed deacriIM>on i, 
giv~"f1 rur you 10 read al an uample. Obviouoiy. you"""y 
need to a11er or I"""'I,htllte it under "'rt .... n conditions 
(c .g. , an am'ance ICOUllPoes on Ihc tP>""I., , .... PC.lllt· 
pri"" ,hem, "'c.). 

I. Entrance Palla~ 

This passage slope. ~c" 'l y d"wnw~rd ""m( 30 fut Over 
ito f" ll length. 

'2. Ghoul Cavern 

Inside this tl .... k. dank • • nti ch iLly cavem, twO filthy 
gn-y·skinned humanoid (nalU~' arc ",,"wing., omtMl 

old, ydJnw~~! h,m, ... . A pile ofbon~1 and refuse liet be· 
fo..., them. They shriek "I yuo.r r "I"..annce and rush al 
y"u, 'hei r fihh -encrusted cia,.,. fl.a.iIing at you. They 
have a disg,,!ti"~ ' .... "'-Ihe stench or the charnel 
house-and a life' haling evil pl .. y. "pon Iheir ~:l(. 
iJJ~ r>&a::<! 

These monslen arc: \!:h,,,,t., hut 'he PC. thouldn ' l aulO' 
malically he told thi., ~specialJ y if Ihey h .. ven't actually 
Ille' ghm,l . befo"". They should be told whal the"" ere,.· 
lure. look like. If you w,,,,I It> he kind , you un tell cleric 
pc, ahu the fight h~r~ (ir the ghoub arc:n', rn:ognized al 
...eh) ,ha, they Ih ink il probable !Nol !hex crealures were 
undead. Ghoul, arc immu"" ,usiMp.nd <""'" $pelk and 
any pc hil by one (e>lttpt for elv,,", who,.,.., immune) 
111 ... 1 make: a "ving throw ~nul para!y.i, or be '''''''0' 
bik lOr 2d4 turna (du ring which ,i".~ ,he ghoul will .witch 
10 ~"'.ck ;mother PC). 



Ghoull (2): AC6; HD~·; hp 7, 10; M V!iO' (30'); ,II:}" 2 
clawo/ I bit~; Omg Id311d311d3 + Paralysis; TIlACO 18; 
Save F2; ML 9; AL C . 

In the pile of rdu"" (rou~d luth~r, strip, of cloth, ~tC _) 
the !!"huul. have 8 PI', 14 gp, ~O ep, 8 cp, and" . il ver nng­
worth 40 81" 

3. Skeleton Cavern 

Thi. CIIve rn ronM;n. three .kclewn, and four giant 
rats, plul lhe pardy·dccompooed hoUy of ~ hUJ[uiI! in the 
far nOMhem <:orn~r, The fatS don'l allack urue .. the PC. 
Iturl them, """ rrying toward the PCs (as if about to at· 
Mck) but running past "nlen the PCs altack. Note Ihal 
.x<:lclon. a", immune 10 &lttp and charm spells, 

Skeleton. (3): AC7; HOI; hI' 6, 5, 4; MY 60' (20'); tAT 
I IJoncdub; Dmg 1<14: THACO 19; S"vc F!; ML 12; AI 
c. 

Giani RalO (4): AC7; HD; hI' 4, .1, 3 . 2; MY 12()' (40'); 
fAT I bite; Dmg Id3 + 5% chance of disease; THACO 
19; Save NM; ML 8; Al C . 

If the pardy dccomp<ned hoUy i. ched",l, il h ... It gold 
br"celet on one hand, worth 70 gpo 

"' and S. Chambul of Ihe Carrion Crawler 

Prowling around here io a ~Ilrci"n !:r"wler. Th"n:'. ~ 
.loU '.' chit""" il will be in a",a 14 (roll of '·3 on I d6) and a 
.loU '>' challCe il will be in " "'" 15 (mil of 4-6). The Cono.W\"T 
has (I attacks pcr round, bUI can onl y allacx up 10 Iwo 
pc, ill front of il . 

Carrion Crawler: AC7; 1-10 3+1"; hI' 13; MV 120' 
(40'); 'AT 8 lentade.; Dmg P"rllly. i.; THA<:O 16; S"ve 
F2; ML 9; A.I N. 

In chamber I~ Ihere arc .. "Tle l"oH-""tcn n:",,,in. "f,. 
pri",ncr who met a tragic end Ihrown into Ihe caverns. 
Unusually, he ..... a . thrown in h~re by drunx ",ldi~,.. with­
in the fooren who didn ' l bother 10 ""arch and slrip hi'" 
fi .... l . Con""qu~ndy, th~ PCs can find 12 pp and 11 gp, a 
s",all oilver bnK>ch wi,h" 'o""1"oi"" ..,ning worth 25 gp, 
and what appears.o be a plain silver ring. Thi , i. actually 
a "'''!!"ie..:l nng of protection + I , but without ~ rk,ect 
magic spcll il will not be n:gi"':n:d ". 1Il"!:i,,,,1 "nd will .. 

"1'1"' .... lU Uc a ring worth about n gpo .It ha, 10 be worn 
On a finger for its protecti,'~ valu~ to operate. as u,ual 
with a magical ring. 

6. Zomb;~ C~v~rn 

Two • .hriveUed human figure, stand guard 10 feet be· 
yond ,he entrance here , mindle .. ly anacking anyone who 
"n":TO, Th" zomhi"" IOn: i""nur,,: 10 d umu ,,,,d sleep 
'pcll" and always lose Ihe inilialive on each round, 

Zombie, (2) : AUg, HO 2; hI' 3, 12; M V !iO' (30'); ' XI'I 
claw; Dmg IdB; TIIACO 18; Save FI; ML 12; A.I C_ 

7. The Pri,011er 

H"n" " nog-d,..-l hum"n fili''": (Norm,.) MIUl) hide. 
behind ",me rocks at the far end of the ca,~rn_ H~ will 
hide from anyone entering, "" Ihe ClIvern h"" to IK: 
""Kre/n"l to lind him. The ",an , n"mtx.! ·ii<iuru., i. lerri· 
fi~d and ne<:ds to be calmed before h~ willspeal<. He ..... n 
Ihrown into Ihe ClIvenl, '" puni,hment for trying'" >1<:..:1 

food fmm the fortre .. xitcJ,en' for hi' family in the town , 
He i. only a ""rv~nt and know, link, He know •• lxlllt Ih~ 

""""'t J"".""se "I lo",.ti"" 18 t..::Clo"Ii<: he inadvertently 
Slumbled into it. He Imo-...·, about the bugbear and hi. 
dog 01 '1~, tht: mm),i" •• t '12, lind b't:ncrlllly ,10" ""nor 
Ihat there are """eral undead c..,alure, in 'he caverns. He 
can give the PC, instructions on how to get to the 
<lunge."" (vi", 13) iflh"y w"nl '" W' then:. In n:turn, he 
is desperale to be mown 10 a safe way Oul . 

Taiuru, has not heard of Am'dian if a,ked, but he does 
know thaI oolllething magical i. ruHlOred 10 have ..,ached 
the fooress and that m~"engers have bun ""n, to bring 
Ih~ R"ron h""k from "n """y in , ,,,,,,,ion nCTci .. :. If 
asked about the to-...-cr in the Keep, he .hudd~n and ",-ys 
th", an evil d enc lives th e,.., wilh unrkad c,..,"I",.." ""d a 
wi""ni. He aho x""w. th"l "I nighl-time, ore. (with 
infr.vision) keep watch around ,h~ banl~m~nn of the 
K c"'.l> ' 

'rhe!-'C, should escOr! llUuruslo the exil ( ' 1) and, if 
Ihey do, .w.M • 25 XP bonus for Ihi . ",1c>l3C . 

8. Se.:fe\ Passage 

"J'hi, ,hortcul has """ret donn al bolh ends. The pc, 
will discover thi, only if they a,.., at,;vely checking; on ~ 
",II of I "n ld6 m 1 m 2 on ldfi if they indudc IOn elf. 

• , 
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PC , I, F;ghtc~ 

SU'~ngth: \3 Na .. ~: 
In(d liKcuc:c: !) Are: 
Wi"dum: 6 Su: 
lk.LcriLy' 13 
Con.litution: 18 

CharioDla: 10 
A. .... " r eb .. , 3 

HiL Poi .. ",: 9 

Ali~nment: 

(al ,.,lecled Ly 
player) 

(incJudn 
Dt:~'r';,y 

bo"I,I') 

Money: to gp 
XP., 0(5% boIlUI) 

Equipmenl Lill : 
C1l1lin ",aiI.nd .h;';k! 
Sword,Normal 
Croubowand :J() quarrd. 
Backpack 
Standard Rat;ons, 7 d~yl 
Lar~ Sack 
1brdlel , ]~ 
Rope , ~ feet 
Waterskin 
011,2 flub 

Chuacler Backg.oll"d 
Vou an from a humble farming 

family. burn ill " ."" • .11 vill"!:,, jml 
oouth of the RadJebb WOO<h. Yuur 
physic'" build and u(cpcional Con­
stitution make you a pro,niling lighl' 
er and Ih~ ad,-ent"""g life h ... 
,,]woY" artnocted you . To urn a liuk 
money. you ha,~ taken job. "oeurl­
ing merchant caravan. along the 
W,,., .,,,, and Duke', ROlId,. often 
with yoor (ousin Caerin. BUI"" was 
kidn"l'pc:d n(l( long ago, a1mo'lt «> .... 
tainly by the wile I""" Ri ng, who will 
probably II""" shipped him off 10 
Fur, non ... In be !Old in,o .Ja"~ry. 
You hav~ a J c,,1' I~' ''''''''KI gnu!!:" 
~gKi"., 'he"" vilbin., and ar~ Karch· 
Ing !"or way. 10 .trikr. h ... ,k "gain" 
Ihem. 

PC ,2: Elr 

SIUrl,th, 14 
lnteUiserlcc; iJ 
Witdom, 10 
~xle .. ity, 9 
Cnn,ti"";on: 15 

Chari, ... a , 9 
A ....... rCI" ... , 4 
H il Poin .. : 6 

N"me; 
AS':: 
s",,: 
Alis"mcnt: 
(ao Klected by 
I~~y,;r) 

M nncy: u" Xl'., o (.i % 1I(>nus) 

Equipm"nt Lilt 
Chain mail and Ihitltl 
Swurd , Nonnal 
Shng and JO Itona 

n~~r ....... 
Standard Ration •. 7 dKY' 
SIK,"' 
lro" Sl'ikt>, 12. and Small Hammtr 
R~, 50 f~el 
WM,,:nokin 
'l W,,"'ili ... . ;u,d 1 'I"." of white .. ~ 
Spell h()tJk 
M"Iir """,It 
Htad ""'li<: 
(only OUe "I'dl "'lOy I~· u<! ""r day) 

CbllrlOcicr Baeklr'ound 
You au: a CaJlwroi df from the 

woodo IOInC le"flU<:1 , .. , ..... "'" ofSpe­
(u1arum. Mot' dv"" ill KltntmeikOi 
Moe Callarii, S.3,,~ for (he rarer Vy..:Ji. 
dvel 10 Ihe far U.lt~ your ,i.ta ",,,,.. 
ried one of thest tlvel anJ rou I",vl: 
frir.nd. ~monR !hoem. C .. noos and 
hrigh', you ..,.,k your rom.nc am<NlJI 
• .... hum"ns of Karameikoo . A OOm· 
l",u:nI W>Lrric... who can altO Cut a 
'1",,1 i. milch in dem"r>d, and while 
",",,"ing "",n:hanl convoys to pro­
tt"CI the!" from h"",lj" ;.,, ·t high ad­
venture, you've tit"" b·.,,,ing to """ 
much "1Ott: uftt .. : wmld 'h~n you ""­
fr did :n your .. oo..JIa"<lI.,,, .. ,:. S.iI1, 
SOme more ""ti>c anu cl,lIIlenboing ..... 
~nrure ... ...uJd be "''"'' ... 

" 

PJl€G€T1€Rat€b PCS 

PC 13, Cleric 

Name: SUcn,lb, 
Inlrlli,tnCf: 

, 
7 

Wiodo"" " ~Itedty: 10 
r:on"ilut;o,,: 16 

Chari.ma: 9 
"moDI" CI:uo: 2 
Hil I'oi"'" 1 

AS<:: 
s",., 
Alirnm cn l: 

(ilJ ..,lect<:<1 hy 
I,b)"'r) 

Muney: " .. Xl'.: 0(10% bonus) 

Equipment Lilt 
Plate mail and shick! 
H,~y Symbol 

M""" 
Rackpad< 
Su • .,,!,.... Ralion. , 1 days 
Small Sack 
lh ... ·he., 12 
Watcnokin 
0;1, 2 links 

Ch.a raCltt Bac k,rowud 
v..., uc an cnth"liastic acolyte "f 

the Churcit of K ..... meik"", born 
doe-e by Marilen"" Vill~gr. hut now 
hyill~ d""" to Radlebb Keep. Y"u 
~re carer to root oul wil;kedne .. and 
"vii, which is j .. " as weU~ th"n: is 
m .. cit of it .. b"" •. It, major focus in 
.he W<:SIrm \and, i, tbc= Klack F .... gk 
tiarony, "',me" I" ra~1 ralden 
and evil . unopo::"bbk: oIa""n. yO\! 
Krt' nfren imp"ticnl with the rule. "f 
Karam"ikUlO, D"ke Slefan. for hi . 
huitation in deali"g wi,h the: 
tiaron - whn i3 hi, cousin. Is f;uniliaJ 
favoritism .. aymg II", I)"kc·,lutnd? 
Pcrnap. mch a lhouglll i. L1,,_hy. 
nLl, thi. Joe, ""I I.,....,n your do:.i", 
'0 see the major tcOU'S" or "><><I",, .. 
~ ,,,l h~rmony in your home 1an<lo. 

, 



PC ' 4: Magic Uscr 

St«ngth: , 
I nt~11igence: " WiJdom: " nc1<terity: , 
Conuiluliou: " 
Char;,rna: J 4 
Armo. Cl .... : 10 

• 

N3m~: 
Ag<': 
Suo 
Al;~ment : 

(ao ""Jectcd l>y 
player) 

Hit Po;nt., 
Mone y: 10 gp 
XPs: 0(10% bonus) 

Equipment Lilt 
Silver D ltggcr 
lIaclr.pack 
Holy Wat~r, 1 vial 
Sta"d"n:! Rati",,>, 7 dlty. 
Sted Mirror 
Lant~m 
OiL 2 n ... l<.. 
Tinderbox 
'lorches (6) 
WaterUin 
Wi ... ".in, with 1 quart ofre<l win~ 
Spell bool<. 
Dtl«/ mqi.; 
R-.i~ 
SJ.p 
("nly "ne .pell llJ<lthlr per dlty) 

Char3ct~r Background 
You arc from a family of scbolan 

and .... ~s living in Sp«ularum, the 
""pit,,1 city of K"",meiko •. Troth hoc 
told, you would be happier studying 
a"'''n~ tomeo in mlllty librarie, than 
be uu! nn the ""ad, M:lling yuur "'''g­
ical .Jcill for filthy lucre . But wizard. 
unly progreso th""ugh pTllCti,,,.j ex ­
perien"., and the ad~entufjng life 
doe. have oome ki nd of "'"'c;tement of 
iii Own which you h"ven'! l",nwH l>e. 

fore. 10 date, acting ... an eSCOn for 
rich mc",hlUlto i. n'! cXIlCtly >telv"n_ 
turing in the raw, but who know, 
what may be jU$t around the corner? 

PC '5 : Fighter 

Stnngth: 18 
Intelligence: 10 
Wisdom: 9 
DeIterity: If> 
Corutitudou: n 

Chari.m,,: 7 
Annor Class: 2 

lIit Poin\$: 7 
~"mcy: r. gp 

Name: 
Age: 
Su-: 
Alignment: 
(as ..,Jected by 
p".y<:r) 

(incluck$ 
Oo.:xt<:rity 
bonu.) 

Xl'" 0(10% bonu.} 

Equipment Li.1 
Chain mail and .hield 
Non",,1 Sword 
Short .Bow and 10 arrow. 
n~gg<:T 

lIadpad 
Siandard Ration., 7 day . 
Tinder !!ox 
Torche$, (6) 
\V~te,",ki" 

Chanciu Background 
You come ImUl a fanlily of poor 

fisherfolk living in Kdvin , a guat 
Lu"!iH~ ci!r OU th~ H illfoUow River. 
Restle$$nen and a de$ire to Ke mo", 
of the wOTld than r..hing n~t. ,,,,d 
grinding poverty have broughl you 
far we", ac,in~ a< a bodyguard ""d 
.,,""'" Kln"g the gn::"t """,1. flr K,..-.. -
meikos. Employer$ take one look at 
YOUT poweTfi.tl phy.ique and . ign you 
up flU tbe .pot. l'erhap . , befol"<: long , 
that g",at . trcngth of you ... will be 
put '" t.he t"" in "'''He <I>m~ d~m .. nd­
ing .. d~etllu.., than prolecting fal 
merchant, on th~ r,,>tel,t 

" 

1 
1 

) 

l 
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The Grand Duch y of K aranlC:iio.UI 

KariUIlcikot if a young nation, only ~nlJy unified by 
Duk~ Slcf .. " K"nuncik" •. It. old""t hum,,,, ;nh~l:>;tAn!l 
wen: the YraJdllt tribe, and their modern uclC<:mlKUl., II", 
Ttaladllranl, form the ml\.iority of the population. Their 
land. were cooquCttu by the might of the Thy .. riKn ",n­
p~ 10 the tall , and these lands were then granted 10 Ste­
f.n who Ifllckd hi. own anaslnU land. in Thyatis for 
Illem. Duke Stefan has proved a wix IIJ...! 8'"111 rul". in 
_ respect s, and he clearly cans for the l;Uld and ill 

pa.>1~"'· 
Karameikoa i. a COUntry bJcsxd wim 800.1 " "tunol 

...,.,.,n:c_knile I.uwh in 1M sotuh, minuab and ~I ... b 
in the: .... nhe." h ills .nd moun •• inl , lind il ;. alto wdl 
pIKed for trade through iu bustling pont. Tbe "national 
>pint" ;. nne of opt;m;.m ~nd..,me pride. The elve. and 
uwar'Vel of Kanu1Icilu. have their "wn I.mlo, .nd th ei r 
culture. lin: weU-relP'«ted by the noblu who rule ;n 

'Pl.", 
f"" MI .... ,..... .... ,,:J. +'8 ... ~ """ ' • . 
n.~_~ ... tIorx .......... n._., 
....... • '"I!'- 111<'1 ., bat II ",.. l1li wWt II '" 
...,. .. "" ..., I ••• ,""'"'" ~ -.+ •. g w 
....... "dto "'" "' ... ~ '!'. Ttof, ....... 

..-......." 

h.moouts .mb histoRY 

Duke S'"fan', ;lIIe",,". While i.h<:n: .. ..., ",,"ainly w.nge .... 
ouo ~...,... ";lhin K1U"ameikoi, the.., are ...... aIIy fairly..., · 
mote. Bul Ihe", a n- c~<)I;l»ion, . 

The Dymrak fO"'t( i, a dangeroul place t.ee..UIC or the 
many ~">l:>lin. whQ raid from their basts there. Ogres ilml 
bllg~an an: f~jrly w,,"""" in th~ western hills and 
woodland • . Undead horrou luch al ghoul., vltmpi n:o, 
... ",II":<h",,. wono: c",a1U~I. ,,'e whil~red of aU oycr lhe 
lands. BUI li>c woM Ih"'''1 i. human, :If i. to o ften true . 
Ram n i.udwig von Hendriks, the Black E.a81e him.df, 
broo:x'" in hi. cill.del.t f on Doom .. nd Khema the OOn · 
qucsc of the westcrn lamb. Ora, h .. gt.e .... and worse arc 
... id to w.lk freely amonl! the !\alf·enslaved population " f 
Fort 000", . and the Ibrony ', troops raid villa~ and 
towns outside the 8-arony. It i. ""non:d that d."" ... take 
p<:Ol'ic , ... 'hcM; ,...id •• nd IClllhcm to foreign land •. Hen· 
drikl i. COIl , in to Uulo.e SId .. ", but riespite this the pret· 
.Il .... i. I!rowing on the Duke 10 act dcci.iydy .. gain" ,hi. 
evil. 

,<' ' . 

""""~ ..... ..., If _ ....... _ JWt " :J. 
".,... JlI1 ""'" If H''' ... - - -'*/ . • .., 
.. II td ,.-!Ioot . ..... , "",., ' ., .... dto' )jl .g 
.... T"',. .... . . +'8 u ...... jlM· . ... f ../lob ! ' '- "'! fIII<WIf'" tInt, ... ,,,,,.j..,.. 
.... "" ........ W, _1 __ ,.,. .... Ilroo. JIll 

""" ·",ft" f"" .. f An •• "'"' .- ••• ,,,, 6 " 
011+ • !W ... oW II ...... .. 

~ '" ...... ; Ow d ... tt*. ]II. Mlldtn "'" 
_ " .. ". ., lor !Iw ... !loot"""" _lwu. " 
....". ,." __ ....... .IIII.!t .... 1M oJ". .. ,. 
1""'4 IooI.g. w.t H._ .... "'. -. ...... 1 
_ ~ If .. f ,.-_1",," If ... .., .,.,Jlln IoIr 
". ., ~ ~ ,....". "J .. .,,:J. ~ I- ,.. :J. 
...,. ... , ...... tiouW 

--



-> 

t' .. · - .. 'J 1~1,l~t,. ... ' i 
't •• f!H~" j 
rr~ Hil 
ili~i.;' 
j .. ' tH 
. ~""'cl-l 
I.l~"~;' 
-!,::.! IJ 
,'1IrItI-" 

• '. -
If<h,!, , i "' t';1,. " Q 
• '.' _ 0 

~HN1~ : 
~ ' !'I t~l~ 
~li ~ip tl >,.i1! 
n 11" • .. Jlrol 
t fi t 
'. ,1 l 



, . Gnoll ea>'c 

n..:"" i. only" singlr OCCUpanl of this (a>'e. Ixu i. is 
cunnIng and .rn:iow. The gnoI.I hidel ""hind M lMrgt: pil.< 
of rubble in the micldk of ..... chantber and Jumps oul al 
thc 1'(;, III Ihey "PI"""",h il ... ';king wilh a ruMy sword. 
The gnolJ willlUrprise On a roU of 1-3 On Id6. ,",,,I i. ""V· 
cr .urpri."" d,,~ to in "unning and vigilan.,., . 

Gnoll: .... C5; H02; hp 12; MY 120' (..0'); fAl" 1 swo .... L 
Urn" Idll; THAc.n III; Sa,'" F2; M L 8; AI C. 

fkhind the rubble i. lh~ gnoll's hoard; II pp. ~6 8P. I ~ 
.p. M .ilver <i"g!r'" (vRI"," 30 IW). and a ,ilver vi3.1 (wonh 
2~ (p). Inlide II", vial i. a p«Um ".! ;~...rn/;ililJ . 

10 . Gi.n l R.I, 

The PC. will .... ar sqUU..k.ln8 and KUrrying outtide Ihi. 
co • ..,. If they e"' ~r. Il p"" k of gian' TIlt. will boUnd toward 
them. The ratl hcre an: very hungry ,",,,I vici. ..... 10", 
they~"" .. Ito cowardly. 110 make a morale died; for tile,,, 
after one· third oflhdr ,"'mheno h.v", hn-n . illed There 
are 18 gianl ran here all told. Slall for giMIl' Ill .. KI"t· 

" 

Ihown above in area 13; II", .. · hen: h"ve 2 hit poin" each. 
Th.-y h""" no lre:nure. 

Just around the """,e ' of Ihit c; • ...., (whichever way Ihe 
Pt"": , ~"t~.) io a S' long grey hurd ,h., hl.<nd. inlo t .... 

.tonc of l.hc ''''''' . Hl10wing it 10 Nrpri", OIl a roll of I .] <I" 
l d6 . The cave gcdm i. v"ry hungry. ,ince no pri10ncn 
], .. V" n<:d ,hi, ...... y for IIOme lime. and it will all • .,k the 
?Co in dc'per",i"" ( .. , it h", " higher morale than tht: 
ulUal g«.k.o). 

Cave G«ko; AC~ ; HI).'I + I; ~p 11: MY IZO' (..0'); 
' .... T 1 bile: Omg Id8; TIIACO 16; SMVt: F1; M L 9; .... 1 N . 

Ther" 11 tKaoun: in Ihi. ",,,.~ . Ry ,he entranCe oppoo.tle 
tho: ono: 1M PC$ ellIere-cl 1$ lhe mmdy·e ... <:n body o f a half· 
li llg . who hR~ 31 gp spillinlt; from a PU"" ill hill hand • • nd 
a gold oeckchaUl worth :!IO SI' , .... ,10. if Ihe PC. seardllhe 
e""" thoroughly. they have.)O" <:harna; ( I .] on roll of 
Id6) of finding" TnOOntlOne worth 60 gp under. 1 ... S" 
StOne h"n:. 



ChJ4)ta.! 2, Below f.oRt Ooom 

12. Zombie Gu .... d. 

Th~ zombi~. hu~ w~u animated by a deric within the 
fOI"U':1S and instructed to obey the bugbear in area In. 
Th~y au 1lI ... un~r in,truction, to attack any intruders 
and to ""n:xm if any ouch introde ... appear. Tn the ",,01 
traditions, a zombie Kre;)ffi il a horrible blood·curdling 
,.rr,.ir. This will arr~ct the tactics of the guard in '] 3 (!Itt 
below). Stat. for Zombie. IU"r. giv~n in an,,.,6 alx>v<:; th<: 
three h~u have 2, 4, and ] 1 hit points. 

13 . .Bugbear Over.eer 

In thi. cavern, thc hugl>e .... Dve""",r <>f the 11.1",,,1<:. 
Caverns d~lh wi!h hi. bruti.h dog , a pit bull·like m011-

!ler with grey fur and long. ydlowl!<! fang •. The bup .... 
i. indolent and aggre .. i"e. It will ruoll 10 attlO.C" if it re o 
ceives any 1lIarm from the ~ombie$ in area 112. PC. a1. 
",ady lighting wmbies will have to ~al with th e bupar 
and hi . dog after One round of combat; warn them that 
they can hear ydping and th~ din .. of metal armor a. 
th~", twu hc .. d dnwn the 1»lUJlg<: tow,.rd tho;m. Thi. n;. 
riu"". 'he bugbellr', chance of surpri.., to normal; it win 
Hot g~t .urprise on 1·3 un Id6 "" u."IlI. 

H"sl>ear: AC~; HD .1 + I ; hI' 14; MV 90· (30'); 'AT 1 
sword; Dmg Ida +]; THACO 1~; Save F3; ML 9; AI C. 

Dog: AC6; HI} I" 2; hp 8; MV 120' (40'); I AT 1 bil,,; 
Dmg Id4; THACO 18; Sa"" FI; ML 10; AI N. 

The bugbear itself Weal .. a ,ilvc,- "edeh .. i" ""t with" 
blood"one amulet wonh 75 gp, and hal a belt pouch with 
9 PI', ]9 gp, and 8 cpo In this cavern, !he bupar has a 
crode pallet bed, a table and .tool. all<.l a ..-OO<ien che.t. 
The d>~ot i, unlocked, and contain. as,.,rtl!<! it~m. of val· 
ue fnml the I"x" wrdc:hc:. thr. bugbc~r hu (hrown into 
!he mon.ter caw:rns; 17 gp, 19 ep, 80 'p, I-lS cp, a pair 
of gold ~~r_ring. worth SO gp , a black velvet doak worth 
80 gp, a ,ilver ."rujj tuhe w"nh SO g]> . and" I",x "r iv"rr 
dice worth ]00 gpo 

At the point 'hown on M"l' .1, 'he ~eili"g h,.. " Ir~]> 

door with a 51ep ladder leading up to it. Thi. i, the ell­
tno.nl>: to thr. dungeon' of Fon Doom. It i.likdy tha, 'he 
PC. may need to re.t "nd oleep, regaining '1><11, "",I Ih" 
ability to ".., !he Skiff ~j Malin,r they were given. If !hi. i. 
"", ""ploratio" of the dung""'" ' .... n .1." on" new ,by of 
"ame time, Map' sho,,", the layoul of !he dungc<>m. 

" 

The Dungeons o f For i Doom 

The chambero he", "n; of cr"fkd ""n" will> l:cili"K"'" 
much a. ]2 feet high. The ceU. are unlit, but !he corridors 
au lit wi,h bumin!!" mrches abo"" each door and along 
(he w.JI •. The doon I" cell, have " grille uf mdo.! rOO, at 
face height, I foot square, and !hey au alliockl!<! unl~ .. 
otherwi.., noted, Th~ l~ad j~iler (122) hit. Ihe hy •. 

Nou: Th" ,.:riI'I 1":I,,w nccd. clabo,.,.,ioH, Occ"pants 
are li.tl!<! in their original location. (exception' are can;· 
fully no'rd) . Onn', .rick with ,hi. if Ihe I'l .. yen do ""mc· 
thi"B iHseniou. alld original , For example, the PC. 
mi!!"ht hide in location 124, Ket the pri""nc .. in crll. 1J.~h­
I SIll I" "ud e lUI uncK>thly "oi"", lure ""ttle of the guard. 
out of '2~ (you de<:ide bow many), ambush them from 
behind, "nd (ho;n move fUrlh"r in 10 Ihe d"ng""n' a",1 the 
Kt:t:p. Thi. " in<.l or clever play can ' t alway. be co'·ered in 
an ad,·entu~ script ,uch as thi. one. Rather, ",.d 
'hrough thi, chal'te,- ... with the other., know who and 
what i. in !hi. dungeon, and adju$lthe action. 10 !he play 
of !he PC •. 

Tloe ",ldienljailct"i in thi. le,·d wear blac" doak. and 
lea!her badge. that are !he unifonn, of !he Fort Doom 
military, The PC. ,hould be encouraged to n;,,]i7.e (h., 
when !hey get above ground and into the K~ of Fort 
Doom tha, the.., uniform. will be important di'gui se , If 
tI,,:y rI",,', n:alizt: Ihi., Alexei will '''ggc'' it to them. If 
they don ' t acquire ~nough unifonns for everyone, then 
they C>ln acquin: more when (hey mltk<: 'heir finl fllrlty 
into tile Keep at location 12~ or ' 31. 

U . E ntry Cell 

Thi, chamber i, bare, A trapdoor i, bolted from imido; 
thi. cell. pes wbo are thieve. may use !heir Open Locks 
,~cial ability '0 .J.ip the latch, but otherwise the rc. sim· 
ply h"v~ to b",h i, open , which rn,.y ale.-I ."",e"ne ("'" 
t17 belOW). Strilcing powerfuUy up 31 !he door (e.g" with 
a .hicld) will break 'he boh sening on ,. mil of 6 "" rl6 
(St.-r.ngth hllUU",,' apply). Kt:t:p track of how many at· 
temp" art n~dl!<!, a, each au~mpt makes noi.., . The 
m~in ""II door i, not lock<:d. howev<:r. 

153-15m. Dongeon e d t. 

.J<:ach of the"" cell. holds Id3 prisoners, kept in chaino, 
many of whom are man>lCll!<! '0 th e wall •. The crn. Itn: 
IiI thy, lil:c-illl'e,II:d, .",d "'Iell dre",I],,,!. For the ",o.t part, 

• 
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the pnaonen IU"<: .;rnpk. " .... ;nary folk who have incutn:<i 
,he wrath of the authoritic. 1",. ~,b i'~ry .-euons or for 
"oo'Y p<:lly <rimel (such ;U "uJing JOo.J). 11,c l""u c.cep­
,iom are liun! helow. For """h group of ordinary))Tio-
0",," ,he PC • ...,11' to nca~ bad: down thor. monoter 
can:r". ( ... r"r "" • ..,.. 'I), awanl a ~ XI' bonullo the 
PC. as 3 !(TOUp. 

In "ell l !ir, ,ke"" ~.., four prioone .. who ""' .. ~rl;.,n 
from Luln. E.~h ;. a I., level r."hler wi,h Slrensth 
12 +1<16 (roll other "bilitie. nUldou1.ly if ""r.d.,.d), with 
4 • I d4 hit I'"in!~ .• Drl of Neutral alignmem. They lDi~h' 
joi .. the PC. if me party f'CIIlly nr.o:d. hdp (they arc anx­
iou. to ",'nrn 10 tI~;,. famili(:. ID Lulu). Bnd if ."it~ble 
armor a.ml WCMI,,'11I r ... n hi: fOl.lnd for them. If Ihey ju;n, 
Tibor. Imren, Thdeu.l, I."d MK".dcn should receive a 
haJr· .h"rc <of ''''MOl'''' and XI' •. If rcJcaxd, ," ... ",,180 XI', 
10 the PC group. If Y"" wi.h , only one or 'wo lnlghljoin 
the PCI, the otMrs prefern"8 ,,, """"P"-

Cell I ~i a,n.~in. a .in~e manacled male ,,",,,uloan. 
named Paurul who i." rn<:n'~Hn. of Specula rum. lie will 
promi"" .he re. S(l gp each for ""","ing him if l~ ey eoo:ort 
him into Lloe ~~.y "r Fort Doom inelf (not jUlt to 11 of the 
monst...- ca~rnl). H " will hI' "" good ,.. hi. won!, al­
,hough the rei will ha~ to go to Spcculan,m 10 coIl~_ 
P""ru. i. a w.".J'hy mlln wi!l' I\ood oonIW<:\lonl, aau he 
coold be a good patron for fuNh". Hdven.urel. 

None of Ihese pri",n.rs know. ""yth;"1f .I"II>! Ihe Eye 
of Traldar. oor abouc wh.t i. inoide the lOwer of the 
K..,p. PrillOnCn are alway. brought uown hlindfolded, 10 
chey do " .. , know the way oul and up elll,er. 

16. Slu!, Runm 

lb;, filthy room i. uoed t .. 01"1' 0'" food remnanu. old 
~, lUMi .. nI" ... of all kinds The .mgle occupant whirh 
~ to ear the murk h .... jo~ lumM how '0 dimb the 
ceilings and .. Dbave the door. It will dmp on the fi"l PC 
Lo "nter. 

Carrion Crawler: AC': H l..l S " I "; hI' 15; MV 120' 
(40'); nil" 8 Icn!l,d",,; Omg".ralysi5; T IIACO 16; Sa~e 
f'l; ML 9: AI N. 

17. The Torlurer 

T he 'lIT"l,"nl of this room, Cebhard the ·loN""", may 
come OUt 10 investigate ,"'i .... f.n", a,..,., '14 aSlhe PC. 
hreok ope" Ihe trapdoor: Ihu chance i. 25" (I .. " ld+) 

r.,,~h round of noloo: until thlll ,kJOr i. openM. O\herwioc, 
the ,"rLu"" i. in ,he main chamber 17a, >end ,he door to 

this chamber i. u"I,,<:k~d. 
Thi, c:h.mber;. vilely furnilhe<.l wilh """u, iron maid· 

enl, ceiling ",." .. :Ieo, and many other io,ln" ... :n,. of 
Gebhard', evil prlIoClioc. Fn>m ~ brarier he will.oal~.h a 
heavy bnmd tu fight wilh; on • natunol hi. roll of 20 he 
s,rike' an enemy in lho: face with Ihil, lea~in!l" • """r 
which ",duc~. Chari,ma by 11",;nl. 

Gebhard the llmur<:r: AC7 (leather armor); n; hi' 14; 
MV 90' (30'); IAT I brand; Omg 1<16 + '2 (St~ngth Ix .. 
nul of ~ 2); THACO 17; Save 1'3; ML 10; AL C. 

Ju.t ahoUIIO c.pire On tbe rad (m.gical h~aling will 
not belp tml 1"""''''''' unfonunate) it a halAing who, if 
.he PC. roth 10 bim, will man.ge 10 croak the wom., 
"end cell ... 01 .. "" .. • Rnd men prompdy dice . Thi, i, • ref· 
crenee 10 aua 118 . "d .ho: item hidden the",. 
Th~ .m:.ll ,ide'cell ] 7b i. ~ ... r~ntly empty. The PC. 

may lICarcillj,~ lihhy .lraw and pallet bed Icc'" b" •• here 
il "".hing of value ,,,,",,,. 

Thi. «,11 mull be searched Cllrefu!!y hy Ihe PCI ror at 
least IwO roundi iu uhk. tu have a 3 in 6 thance (4 in" if 
"" d f or dwarf U among the PC.) or lin.ding a Itone in tI,e 
eUI wan .Iuot i. slightly diliodged (rom t ..... wall Ifthi. it 
puUM OUt a ,mall gold ring i. hidden in a crevice behind 
i,; this il • m~gic'" ""l.1 '~v",61I'i1 .he halOinll" hid. Abo, 
,he Itone i, right nut '0 the oe<:ret door I&nrl show. ill 
I"" .. ,n<e if pulled OUt by ",~c..Ji"g .M doorf.amc. The 
Ite"" ""yond .hil door wind around and "I' into aru 129 
of liIe Keep. 

~:"'<:h of these cell. bolds 11 -'20 (10 ;- IdIO) nltives of 
f o,., Doom. They ""1'1.in 1 ..... 1 Ihey are being held hOil' 
'''11'' 10 ensure liIat their rda.i""" who are ftthermen ",. 
tUf" with ,,,,,i. produce and money.o fun Doom. lIa1fof 
Ihem are uger 10 be n:1eaJw:d and, for e..m group f<=<l 
"nd '.\:~n back 10 ""''' II of the m"n",~' ""vema, awan! 
the PC ..... gmttp 100 Xl' •. The othen ,k,n·, wanl to 
.·n.d~n1:" r ~i. relatIves aod ul,t '0 aay pul . 



Chip'tm 2: Mow roon Ooom 

20, Skekt .... G......-d. 

The undead hen: an: u ... -<I a, corridoe guardl IOm~­
lima if "ell. gel ~ery crowded , AI ,he p,....lICn, time lhey 
have orden only to stay hen: .nd .... Iack anyone­
indo.oding oM !"CI, of (IJ01i»L who emen other Ihan ,he 
rvn den.: who coolrob tbtm. Note Ih., ,he door 10 Ihi. 
ch.amber doe. MI hav~" """.! grille, and i . unlocked . 

Skele,on. ( f ): AC7; HD I; lip 6, t , J, I ; M V 60' (20 '); 
rAT I obon rword ; Dmg 1<16; TUACQ 19; Save Fl : ML 
12;AIC. 

21. O~ Cc:ll 

Chained to Ihe waU wi,h ~r:ry lhid; manacles and 
" .... in. i. whal appean to be an 8' tall ",,,n of very muteu-
I .... build. The CreaN.., i. an ogn: , OO]llun:d on 1M hill. 10 
the northw"" of here who h ... '-n forgotlen aboul . A. a 
"""It, 110" ogre it h .. ",gry, angry, and t.. .. lik:. Ho~vu, he 
'peait,orcish a. ~U ~I hi. OW" la"guage, and ifhe can hc 
(Ommunial"'" wilh (I>y a d ,aro.cler who un 'p""k " ... ,i.1I 
NCb u an ell) lhen a reac,ion d,,,d ohouId be made for 
him Add -t 2 10 lhe tli.,., lotal it lhe PC. prompdy ufTcr 

lhe tllln: ... ,,'" food. If a Friendly muh " n""" Ihe ogre 
will b.lp Ihe PC. rtlr Icl3 ali,,!>aLl in relurn for Ihei. n:­
leui"l1 hi", and 1Il0wing him a way out of,h.: ,h"'gwtls 
(d", lnopdoor in lit i. enough h<: ... :). OtJ,erwil/:, if lhe 
re, n:k-~ him, tI", osre will ~k 10 0..., if""""ihk: (ru,,· 
ni,,! around randomly it ..... ,old how 1,,11'" uul , IUlCe he 
doe.n' , know when: lho: exi' i.). The only situalion in 
whid, lie would am,ck Ihe PC. would be if y"" n,1I a 2 for 
hi. reaclion on 2d6. 

Ogn:: AC!t ; 110 t + I ; hp 19; MV 90' (10'); IKe I ; 
Omll By weapon t 2 or ldt .. 2 (filcl); T I-IACO U; Sa"r 
Ft; ML 10; A t C . 

22. TheJailt:n 

A groop of Ore. giftn the "nw~nc~-d job of btl nil JaLkn 
live and oqu.bbk hen:. AI any ILm~. thnoe an' 11"' .... " 
while: two arc: uI«p. They w~ar black k.ther jerktnl wab 
,be Black Ea~ badge on ,hem, "'nd Ul/: >word • . Their 
lea<kr has 8 lop, and if he il killed , ,ho: m ..... 1e fer Ihi. 
groop drGpllo 6. The door to ,hi, .... um i. unlocked . 

O ra (5): AC 6; 110 I ; hp 8 , 5 , 3 , 2, I; M V 120' (to'); 

'AT I rword; r>mgld8. 'l"HACO 19; SMV~ FI ; ML 8 (6); 
At C. 

If any ores are intermw<l<:d , Ihey Clio give some ha.ie 
inform.I;,," ,,1>0,,1 tile K«p-d""" ,he ereish barrack. 
,1It:n:, tI", flCDCrai layolll of ,lit: bulldml$, and ... "". 
'Il'er know nothing allUUl the ~r. They "bvioullly 
know Mil .""'" Ihe dIIngwm. HOW<"~"r, they will no. an­
'wee q"eJtions "nlen " ,... ..... 1.iu" cb«k give. " F .... " ,U y 
result, .inee Ihey ~ ... : (cilffuJ and think the PC, willkilJ 
,1><;111 ~(I~r Ihey have lalked to ,hc," . I::.Acb ore hal IdS 'I' 
a,ot! ldf gpo In addition , Ih" leader h"", two brS" h""d ,,,. 
of keys. On" I>"nch opens all doe ttll duon ,,, the 
m.nHwuI. and lhe other "nlod,. all Ihe manacles . 

Lattuy, hiddtn und"r ""e of the five (rude W1uk" !>ed, 
he~ is" ,mitlllu<:ked wooden ehes, (II"': "f the leade •• 
key. opem Ihio)_ Thi, cun' "in.It1:""'U~ IooLed frolll ""i.· 
oocrs, """ga, "nd "lI,er mmor item. Ln ,,,tal, tile chen 
ha, I I f' I" 136 lIP, Iff ep, 32t "I' , 360 cp, and variol .. 
I"nlr.et., jewelry. "rtl11'nell1', and mi".,.. "alu .. bI,," worth 
a tot,,1 or 22!i ~". 

'l'} . Stoul" ROUUl 

llu. chamber ('QnIM i", manade, and cMin., ",",e 
!tV'>"y ",,,t.t.I rod. (u.abk a. club.), \,,,00Ie0 of 10rches 
(1 .'MJ Ul all), rope. (10 ~tO' kll~IIII), I¥Q (12 small, 8 
large) , a f~w (6) fl.,k, of o il, and leIS useful itC1II1 ,~ ch al 
~ hn,k~" !>arrel, an old table witl, .. leg mi .. ing, and thr 
like. PC. can lUI ...... IIr lIUjui'1: ""me ul/:ful ilem< hen:. 

2t. Pool Chamber 

The ,'" ,1I:m half of lhi. room ;. a 10' d,,,,1' '~!lke" pool, 
wilb \hl'e<" duckin]1: r.h~i" ttlon. 11M: ed~ , "sed loy the 
brulish j" ik:n ru inlerrogale lheir "n!'on" .... le d ,arge" 
The: waler in the pool i. fdthy, rank. a .. ellC"mmy, with. 
thick cc»cing of .Ji",,, alld detnlul on top . There;s nolb· 
in~ IIf itll~r<:'1 or value in the peN.} (ll"' n: are plenty of 
hune, on the bottom tlf il), "ml jf a PC Il(tually ]1:"'10 ill'" 
the wore' ,,, ""I'lore it be mU<1 m~ke ~ .. vill8 Ibrow ver­
.". ].lUi""" wilh a • 2 bon,,< . If 'hi' II f.wed. ~f'er 12 
houn he "'ill devd"I' • .L,,>r(· li,·ed achlnJ{ mild fev"r (Wts 
for '2 + 1,112 houn) dunnJl: which lim" he bas penalliel of 
-2 tft Sirenlllh and O<!K!rnly. 

'la. Guard Roo m 

lien: , a ",m.ingen! of human ~'n:I. ",'en«l the 

• 



dullI"""" nu: door 10 Ih;'; room " unlocketl. hut i. mad. 
of thid: dark w<lt,,1 and h,.. no grilk . :Soix. don ' t pc"e­
trate hcre e:uily, and unJu. the ""i.., outlide is very Loud 
(all the pr;"""" .. in the ce!!. 1liong the i»'~ge oulloide 
screaming), the guard •• tay »'" 1>0:", (""apt in situ~tiolU 
.. ,,;I . ... when _ new pri~r '" brought down). The room 
ltxlf has table, and chai .. ...,,1 '>lher balic furnishings, 
hut n<>lhing unulual . 

S.~dirn (5): ACo (leather at"",. lind ohidd); F]; lip 6, 
tI, 6 .• , l; MV ]20' (40'); 'AT 1 short .w<,nl ; I'">mg 
ld6 + 1 (Str<:Rgch OOIlU.); THACO ]8; Save FI; ML ]0; 
AL C. F. .. eh hOI 1d6 gpo 

W~teh Sorgunt: ACl (d".i" ", .. il ~nd magical Jh"W. 
+1); F2; hp 13; MV 90' (30'); ,AT 1 .wonl; O"'S Id6 I 1 
(Strength bollU'); THAr:O 18; Say. F2; ML 10, AL C . 
He hu is gp and an i~"Ory·hM,"lk:d comb worth is gp , 
p ..... a Sil~er d"sgo:r. 

Whcn thue guard. arc a!lMd""I, ,he we~kest (the 3 hit 
point Ip«;",el» will open the door to the north .. ",I ">!Ih 
off up the Iiain for hdp. I floe g<:11 away (which he will do 
~fler one round UnJCSI a ",iuile nr magic JUch U ""'til 
.. ",,/tor.1ap i. "oed 10 1I0P him), be w iU bnll( help bJu:k 
four toldien froUl loc.ati"n ,., ... f'er four round. (ICe de­
,~il, for loc~!ion 13"'). 

There ;' trcal'lr" hen: in ~!I!li,ion to what the guanlo 
Nt"", contained in a b .. u."balKJ.,.J ",eI,,] d><:JI 001 a ~ 
ulhk: in the nonh...,..!! co"",r of the room. I" I",S- , tbe 
guard. ha.ve .tlUl><:d 67 g». 224 "I'. ~nd 220 cpo 

After the Dungeun Level 

It '. vinuIOUy ""nain that b y the time the 1'(:. have 
round their way 10 I .. ", .. ion 12$, they willI)( fon;ed to "'"' 
01><1 !lttp, to reg.un 'pe!!" •• JUI ",'e .he ,t4f.l 1wIi./t on a 
new day. !ftltey'..., healthy enough to preS! on, then thi. i. 
fine. But if they have to I''"''''' ~nd "'.t, they mould get 
,he equivAlent of a night'. rut "ntli",,,rh,,,!. They WOOl't 
be attacked by fon:cs fn,m the Kttp cwn if an alarm wao 
raif((\ thore . Th;'; i. bccaux the biaeri"g fol'ttl in tho 
Kn:I'''1"<' too,,;,arcd to tm tbe ~po"libility ~,r " rgoniz­
ing such II raid. The r"n"wing ch~p'" oxplain. tbe 
IIChism, in ,he Keep force. in mor<: det"il. 

• 



Enluing Ihe K«p 

0".". d .... n he,.., will t..: u"locked unle .. IKberwisc 
no!~d . At nigbt, laTF wall·torcM. provide ~ f~idy dim 
level of illumin~ti..,n ou •• ide. Whit' hal'J>'"'' when the 
PC. ente r the Keep depend. on wbether an alarm bat 
been raised tbere . If no al anTI h ... been ... ioe<! .• 1", .KX''' ' 
p~nt. u( ...... Kcq. "'nn't t..: cxptt.i"lf ,''' atta.ck. If an 
alarm hq been raixd, then extra guards will be placed to 
confron t.he PC. in ... nd ~ro"nd Loca.inn U'''' n,"",1 t..:. 
Inw. M" I'.5 "" ow. the I.,...... of the Keep. 

'Ikre are looIr.ou .. on the battle"'"'t. o f the Keep 
(1.'>1) and ,he ", ... Ue r of how the: pc, ,"",,,ally leave a 
building (''19,1.56. dC.) ""d cmos to another locatIOn ,n 
the Kttp (uRtally the to'o<o-er) i. crucially imponant. At 
night , ,bey will be lICen by 0"" ,,'; ng inrnovi.;on but 
wnn 't he: ch"Uc,,~ unle. they arc obviously bebaving 
in a very Ihifty way. For eumpk, a straill:b. mal'Cb (lvr r 
1(1 the tower won't he: "'!!"rtkd ... unuiual. In the day' 
time, though, jUlt walking oullO the tOwer il unwi .. un­
Ie., the pc, take .pecial prttaution •. So:nding "'" "n 
invi.ihle 'I'Y w""ld Ix:.n excellent linl ",,,ve, obviously. 
The 'nml likely way of en luring that iltration work. 
would be by wearing the un iform. "f IOldien, R"",.d. , "r 
j ... ik ..... 1", !'Co h ... ve overcome 10 fae. If the PC. don ' t 
think o f this, then Alexei mu" "'W.t it . 

A. for ~ing into the rowr.r, lhe; PC. will nr.cd " J.I'I" 
badge. Th,. will move to come from the chambenofLieu· 
Itnan. Galle'"'!, (U8) although the PC. m"y Iuo"" "'m,, 
,,,,"hk lindins this .... t , m:cding t" ""plore d'e Keep 
thoroughly (Ind (.....,fully) to do so. 

The PC. may well CIOplure "ntI in,,,rrog . .. · "'''' " r ",,,,,, 
nf .hr, ."Idien .nd """ h,,~. 0"" will oay o.1mOI1 nothing 
dut 10 fear. SoJdi~n may be prepa..,d to givr .... m" inn,.· 
m.tiun .Iw,,,' the Kccl' ]u"II.I1o" ., huI d,ey know little 
aboul the tOWer la~~ Ihat a cleric, a wizard 'acholar, and 
unde"d CIOn be found ,hr.n: , Ilml th .. t .. gu,.,..1 i. p<ll'et.l I, 
the (Io<:kcd) ",,,in door. 'n,ey aliO know thai a pasa i . 
ner:<!m from the W~ch Lieutenant to pin tntry, and ("n 
tell the PC. when: It" i • . I ..... oly, ,bey will ... y ,hal the 
Keep i. -.:If·contained and "'paeate from the main for­
tre .. and the fortreM guanh pay link antntion '0 ..... "n,. 
tning pl...:c in II", .. maU Kttp. The main fortre .. (nO! 
!hown fully o n M ... p 5 due to i~ !iu) hao ilS main en · 
trance and great galehou.., " n the nonh .irk. H"w ",ud, 
ofthi." eaptured toId,e. will lay depends on how .manly 
the PC. imclTOf!"alc him and whether they orrr.r "1,1.".;· 

" 

hie g"...-an lee of lafcty fot lhe IOId>e" Obv;u"oIy, .. , ....... 
fi'n- speU would work wonden he..,. 

26. I!:ntrance Gat~s 

The"" gJ'IC' " 1M'" inl" .. u,ain Itreet witbin tbe city of 
Fort L>oom. They ner:<! twO full round. tn open dCle to 

their . iz.: , and are u.u~lIy k,'l" d,,1ICt.l and barred On tilt 
in .idr. F.ll<:h h .... .. 2·1i",. oquare metal grille at face heigt.t 
with a wooden muller o n the nu. (Kttl') .ide . 

27 a nd 211. Ga tcbo...., 

In each oflh" lower g"'ehOUM: buildingl, 21a and 27 b , 
II I .. i. of IOIdien ill on guard. 1Wo other ooIdir.n a n:: in 128 
where they have arrow. trained III"ng Ihe road out!ide 
throul¢t ,he arn"" oI it. (th .. , giye them In AC bonul of-8 
if they • .., fired back at from out.ide) . The " ... .hen m:cd 
IwO round • • o draw Iworcb "nd romr. ,It"." d,e staifC(lX 
to h~lp (h"ir fellow. in melee combat. 

SoJdien (6): AC6 (leather M"""r II"d .h ield); n ; hp 8, 
7, 6. ~ , 3, 3; MY 120' (W ' ); IAr I mon ,word or C","", 
00w; Umg 1d6; TIIACO 19: Save. PI; MI. 10; AL C. 
E..ch hn IdS II:P 

29. Stable, 

A """"" traptloor in me Ooor ~n. at 1M lOp of I"" 
lieI" from 118, ~ nd open. in", a h"....., .taU where there 
Iln: 8 Idocn.~1 h""",,( ... in ncll .. aU ohown). In the Imall 
room at the end of the II.tIll are lwO nabk .... (ooId;" ... ). 
M.ke ~ mont!': eh.rlr. r,.r 'h"", a. fOGn al they tee tM 
PC" if Ihey fail, mey won' t even light , being oowarrlly 
sonl . Refer~nce .tall are givcn her<: f" r Ihe hanel , as 
1>\:, might ''',., Ih~", to elCape at the end of Ihe .dvenl"",. 

Soldie .. (2), AC6 (l",,'''''r .. .,,,,,r II.nd .hield); Fl ; bp 8, 
3; M Y IW' (iO'); 'AT I Uton sword; Omg Itl6+1 
(S,rength bonus); T HACO 18; s.ve: fl ; ML 8; AL C. 
One hal 12 gp, ,he ".her o nly 14 Ip . 

H ........ (.52), AC7; H I) 2; hI' I) each; MY 2iO' (flO'); 
'AT 2 hoo,"o:I; Dmg Id411d4; TlIACO 18; Save F I: ML 
7; AL N. 



30.31. and 32. Orc 8 .. rrou:kl 

A 'Otal of 16 om il Itationed beu. They :are wltrib­
"led. normaUy, as folJowl: We will be: in '30, which i,,, 
gt:neral livi ng ~a; four will be in 131. ",bid, il .. "I0Il 
hall; IUIiI We <>then will bo: ...J«p in '32. a dormItory 
room This will be diffeunt If an alarm was raiocd in an", 
"4 wilhin thr. Kerp_ If thil happenl , six of t~ 16 OKI 
(twO froln e:ach room here) 01",,,1.1 lor. mn"~.t to a,...,U ,3+. 
136. MO in.tnlClC.t below for thOle locations. 

Orc. which arc: a.l~~l' ",,,:<1 ,wn r<lund, 10 ga,h .. their 
poor armor and wupom: withollt armor Ihey h"ve ACo 8. 
A sleeping 0..., ""', Ix: .I .. in in 1 round, but the sl«~n 
will be roused by their feUowl if any lighting tak", phOl:e 
in ,he a",a 

Ora ( 16): AC6; HD I; bp 8. 1 (xl), ~ (xi). 3 (,,4 ). I 
(" t); MV 120' (40'); IAT I ... ord; Omg Ide: TIIACQ 
19; Save 1'1; ML II (6); AL C. I' ...... :h un: h .. , Id6 ep and 
1<110,,1'. 

The ore leader (""ilh 6 hpj doe. + I dam .. gc u" K ."". 

CUllr"l hit . H~ h,,", II .ilve. hrooch wonh 45 gpo a ,.,lid 
silver nttkchain worll, IIQ g". "",I a I .... ":h with 18 gp 

n. Ar ..... ry 

Thi. I .... ed chamber (tbe Watch L~utcnant, lle. h ... 
m.: key.) h;u racb of weapon I. oonll • .i"i"I:" I<>t~1 of 16 
norm,,) ,wortb, fI two-handed. IWOrds, 10 short Iwonl •. 
15 ,,( c""h tyl'" of bow, 100 arrow, and 160 cfOnbow 
bolt!, It slings, and 12 qUllrlutlalfs. There "rc .1 .. , 10 
",it. uf ~hain mail armor and cloak •. Nom are magKaJ. 

,., ". and 36. Guard Po.t 

The ",One: ",e,," "I' fmm lIn:a 12r, I~nnin"te al tM door 
within 134. Ofl~to: room!, 134 i. II. main living roo",: 
".~ il " .mall. 'I"'_ room wi th • pair of omamenu>1 
ihieJdl and a forbiddin g .ilk '''I''''''Y ,howinK a b~ttlf 
OC<:Me (v"llIe 125 gp) (or decoration, and t36 i. ~n en· 
lnonCe dll"nhe •. 

If no alarm has been .a'lCd. II",..., will he 4 .>ldi",.,. in 
134 only for the PC3 10 fight U.n alarm W," r;ai$ed carh' 
er. theo <he KillowinlllUn."1:' will h" .Ia.ioned he", : 4 sol· 
die ... :and 2 oru in '3'1, and a toWi"r '.lId 2 01<2 in I."h 
13~ ""d 136 (who will ",d! '0 '''lOCk wMn the", " the 
Klund of <;ombat inside: 134). S, .... r. ... h" nT"CIJ "'" Kiven 

above (t3U·'3~). S,"'" fur ... ldie ... l'" al ... given above 
for _",as 127·28, the men here have 7, 7, 6, I , (2. ') hp . 

At the end oflhi. combat, the PC. mtrn find," MOle on 
the body of one of the IOIdir: .... Thi. m"n ..... a gold ring 
(valn" 6Ogp) on hi. left hand that a PC Iookin! for I",a' 
,u.., will.." , 'lIld the no«: is tl1(ked into hi. bell ",he.., it 
un ~ily be ....,n.lftk PCI raioalan alann from a",a 
''l~. gi¥e lI,cm Han(\(M. .. I from page 18 (you may Cnl 'hoi 
Out Or photocopy il al Y'"' wi.h). If they did not .ai.e an 
..ht"n f",m a,...,. 125, givc tkm HandOuI 2. 

37. La,rine. 

There are four latri"I: ~ ... hit:1e8 hn". and iflbe PC. en· 
t.,.. tlw:y will havc the bad h.ock of en<:uuntcring a fP"O\1p of 
foraging giant nt.that will OtIIy attack if they ..... an ini· 
,i.l monk cbe<:k. Ot.herwlle, thr. .... 1. will n.,., 

Giant Rats (5): AC7; HD ; hI' 2 each; MV 120' (W'); 
IAT 1 hi":; Dmg Id3 I 5~ chance for dile"oc; THACO 
20; Savc NM: ML 8: AI. C. 

311. The W"teh Lieutenant 

Thi'large building ~ II. locket! dour. II illubdivided 
inside mto two afeaJ. " Jars<: olT"O<;rJ'living fOCIm (38;0) WIth 
~ polished deU.:and ehaJu, tablet, and g,,<>d rurni"'ings, 
aud II 11,,:.011<:. hrdmom (38b) . 

Wa.ch lieutenant Galkrel i. herr:. wi,h an aide,de· 
"""'I' who will be aJ1Ci:p in tbe office duri"!;: fhe night 
hOlln. Gallen:! i. a rnw~rdly officer .... ·hole deli", i. lim· 
ply to cun",,3.1 any evidence of hi' OWn i"cumpetence, and 
huy tirno: to 6nd ~ way to blame matten on hi •• "l •• rdi· 
n,Ues. If he s .. rrc".k: .. to the: PC. (make a morale ~ 
when he i. reduced to onc-thinl of hi. hI' total) he: will beg 
for hi. life t<> lor. opltrtd, and tell the PC. about II", tnw<:r. 
lie will show the"" Ih". I_ ( .... below), givc dtt.atll of the 
b'llud (in 139), and un teU the PCs of ito m"jor <.>tt\I. 

pants: Au,.,di"" Ihe wiurd· .... ~ who hvel On Ihe "'I' 
Ooor; Nikolai the aleh"",i., wh" livel on the middle floor; 
M"d P""rillian the cleric who lives on the gn",,,d floor. 
Ga.ller"t doe. ""t ,,,,,n.ion M endaUI t~ slaver (146) 
since he i, very feurlll of 1100: .mon. 

Lieutenant GaUe.et . AC3 (plate mail); F3; bp 13; MV 
60' (20'); 'AT 1 .word; Omg 1<18 ~ 2 (magi<:.oJ n.M • 1, 
Sln;ngth hon ... ); T HACO 17; Savc 1'3; ML 9; AI. C . 
GaIlerct has a gold li,net ring wu .. h 50 gp, a lilvcr belt 
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buclcle wi,lI" small ~d worth 70 gpo and a gold medal ­
lion wo,.,h 30 gpo On a uyn,,!!', Gall" "", hal the key. to 
hi' dcd, to thi. murn , and tn the ann"ry (13.'1). 

Aid"-ue-C,,,,,l' (,"~di"r): AC4 (chin mail linn .hidcl); 
FI; hp 5; MV 120' (W'); t Al" 1 sword; Dmg h.l8; 
THACO ]9; Save Fl ; ML 10; AL C . 

Searching {he room, the PCs can find minor valuables 
worth" tmal of 50 gpo Among th e p"p"rwoTk amp {he 
de.k i. ju!! one item of imporhuoL"<:; !live the pb.y"n 
Handout .'I when ,hey fmd ,hi,. In the bottom drawer of 
the d<:.k , in It locked "",kel (Gillie",,', desk key fin thi.) , 
an: a ""ie of oilver n .... ks. £ad, i. w""lh 30 gp. I."'] "''''­
'"ino It magical polion of healin!,:_ In the up",,' drawer i. "­
leather plaque dccor .. IL~J with lin "a gle motif in g<>lrl 
threading, whiCh il the pas. to the lower. 

The Keep Tower 

Thi . i. " tough pb"" for the PC. to enler. Thdr eM­
mies are fairly strong, and they will a100 li",\ thll'th~ Eye 
i,n't here af,er aIL It is vital that th" PC. find th" magical 
.... i.t .. nc:<: placed hcre w;th the derie, alchemist , and in 
the wi,."rd'. lair; wi.hout the potions. scrolls. and other 
HU'gic, they du nul have much ch.nce of surviving to con· 
tinue their adventure. Doors of .'OOm' within the tower 
will Ix: unlo<:kOO unle .. otherwi~ noted; th" plae" i. 
lantern·lit in.ide. 

l!l. Guard Room 

The main door to the tower i, locked and also barred 
on Ihe inlide. There il a I · foot "'I u ~n: mCl,.) grille .. :t "' 
eye kvel with a $huner behind the door, and a heavy 
]'",n7'<; dooT knock" T. The PC. h"w- to knock for entry, 
and Ihey will be greeted by the shuner opening and a 
guard inside ",yin!!: in a bored ton" of voice. "not ano.her 
lot. what do yo" ... Ilnt?" The: guan:! ""k, 10 oa " pllM .nd, 
if the PC. don', have one , Ihey will nOt be admitted. 
"Come U", you kn ow Gallcret go .. to g;ve you" p"" ," 
the guard will lay, closing the .huller in contempt if the 
Pf: . don· t h.ve " P'"" Even ir.he PC. do have a paso, the 
guard will walltlo hu r ..,me rt:1l.On for the PC. w,,,,,,ing 
10 enter. Something as ,imple a , "The Lieutenant told 
u." ... ill do. If the !'C. Iry '0 hlulT, don't fo'W't th.t hTo",' 
beating is mOre elT...:tiye IIlan persua,iou. Hut they ..tlOuld 
get in . If the PCs really malee a m"u of i., the guard wi!! 

call Paurillian who will come to "'" WhM' , going on , 
readying hi , Undead and 'pell. (oa below), Ilnd then the 

d'K" '" the '" ... e. willlx: opened. 
Finally, a thief could try and dimb in alone uling the 

Climh W.ll •• peeial .hility. Spying on th" n,om. thnlugh 
the window. would t.e ' mart. especially if some form of 
invisibility i. u...u . Entering them i, not 50 'm~T1~ "lone 
thid i. Il v<:ry yulm: .... bh: t"'1l~t. I«yi.ible pc:opl~ bove 
footprinl1 in dusty fiooI1 and invisible does not mean si­
lent! 

Soldier: AC6 (leather armOr and shield); FI; hp 4; MY 
120' (-4-0')~ fAT I ,won!; Dmg 1.-111; THACO 18; Save F l; 
'\-1L 10; AL C , 

When tI«: PC. get in. they HOW hav~ a choice. 'lhey 
can stan fighting, Or they can tell the guard that they have 
been ""nt m Ott 5Orneone in the towe r (if th ey know Bny 
,-dev .. "t ",m«,.). In .hort, they can fight or talk. If they 
fight, there are combat nOteS for major NPCs below. If 
they try to talk their way through, how things ttlm oU( 
d~pe"d on how the y conduct them""lves and who they 
talk to . They muSt definitely, OIl some stage. fmd out that 
AU<"eli~n ha , ju", left tbe tower. Thi . an """,,T1It;n~d r. i • 
ther from Nikolai the alchemist (US) Or from the note 
with Lieutenan, Aenola, (150). 

40 and H. Undud Guard. 

The~ chambero contain undead that have only r«enl· 
Iy been .nimated, Thcy do not ~(t"ek (h~ PC. un)" .. "t· 
,,,,,ked lin'; they will ot.ey Pa urillian. howe~er, and the 
cleric will try to reach them to aid him in combat. Each 
"h"mlw:r "ontain • . ' m:wly-nclOted .kele,,,,,.. immune to 
charm and s!up spel10 as u.ual. 

Skeletoru (6): AC 7; HD I; hp 4 each; MY 60' (20 '); 
'AT 1 club; Dmg ld6; THACO 19; Save FI ~ M L 12; AT.. 
C 

42. StnTe ROflm 

Thi. is a Storage area both for food and supplies (oil, 
rope., hmtcm., etc.) 1Ulc\ thc PC. CIOn .tod up with rea­
",mabie quantitie. of whatever items they might need 
he.., . 



• 
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43. The Cluk "rChaOi 

Th" (omfonably·fumlohed chamber is lbe IoIm"e, 
lIudy ... "d h.:<1.""'n or p .. .,rillian, .. rh .... tic: Mnd highly 
eYil elene:. I ILs tatl< i. "'programming"' undead /lilt! n:1 .. y· 
In« orckrs to Nikolai tM akherniM (I4&). lie will try 10 
.""it! .. flilin hen: if I", ClUJ. """ing ,,, '4011. I to oii...,,,, his 
unde;od to alla<:k 1M PC. and. if possible. lle-e."g ,hen tl) 
,46 for the proW:lion ofM~ndau,. 11. only fi!O"hn h.modf 
if cornered. He u.rgelO lillhl "pdl •• t 'he cr'" "f """",i" •. 
in an allempl 10 blind Ihern temporarily. If I' aurilliau i. 
alened to the pr~l(nce of enemi~, (e.g., by ,h. PCs mak· 
il\~ .. halh of \~Jki"!C their way in'" 'he how"'), he wi!! t~k r 
tUI Kroll fro'" Ihe dW:ll, u.ing hi. him .po:ll before mel.,.,. 

Paurillian won ' t talk to or negoti",e with ,he PCI. lie 
hdie""" ,h., ,h"y wi!! kill him "u' "f h"'KI, .. "d wnn't 
help. If charmed, he will leU Ihe PC. thai AurdiUl hal 
Itft lbe t~r with ,he Eye ofTrnldaJ" and i. noo.· in Ihe 
wa,ch houl( CUi). 

Paurillian: AC 1: (I'Mi. "",il + J, Dexterity bonul); C,; 
bp II; MV IW' (90'), 'AT I ",ace; Umg Id6 · I (magi · 
cal ........ J); THACO 16; Sav~ C3 (Wiodom 16 ",·e. + 2 
I.,n,,, v,',."". m~gi..,.1 ""vr .. ); MI. I 0; A I . r:. 5f"H""!!1 mrm· 

" 

ori«<l : liKh, (,,2). Paurillian bal •• ilve. ring with an .. me­
thYl, wo"h 8!"> gp, and a oil~r cia""r u..ed as a Id'e. 

01"'''''' ' 

Scut:hing th" mom, tM pc, can find minor oma­
men~ and i'e",. woru. ~ ~I" and an unlocked woodell 
~h .. ", below rhe cleric', bed. Thi. oo"tOli" ... I"K'ch with 
five g~"" " .. r:h wllnh .'>0 gr, an inlricat( sUvu leaf patlern 
n(d<ch"in wonh 100 gp ... Ita~ with! 7 pp and 5!"> gp, and 
~ oeroll with the .prn. ble .. and cure liSIr! wou",". 

H. Guest Chambu 

·n,;. do •• ",I",r i. curn;ntly empty, but ;. fairly weU fur­
n;~ed and Can be looted otminor !rinke" wonh 80 gp if 
the PC .... mehow ha..., the: time (thi. take. :. round.). 
The dUllr i. kdnl 

~S. GWlrd R .... m 

Thi. chamber is empty. "l'lw: dooo" i. kded. 



i6. Slaver of the lronlling 

Thi •• tudy/hwroom i, occupied by Menelaus, a fairly 
junior merni>tr of the Iron Ring slaving organization. 
Mend .. ". will be he..., unles. Paurillian hal fled he..., from 
down'lain, in which UllIc 11,<: ""if "r ,h<:m will h""" h"ad· 
ed 10 '50 and joined force. Wilh Lieutenallt AcnoJ .... If 
""alerted, Mcnchtul will be outed at hi, de .k, ahhou"h 
hi • • word wiJl be ready to hand. 

Mend"". i. Il r.rud , brmal individual who will Dot ne' 
gotiate with the PC. or help them in lIOY way_ He will 
fighllo the duth. Even if charmed, he knows linle about 
AureJilUl lind the Eye ofTraldar and ca..." ~en Ie ... His 
main dutie. '"'" to keep tau. On Ni k"h.i I]", "1<:11"",j,, Hnd 
10 administer some bookwork for the Iron Ring slaver 
network. 

M enelau", AC3 (1MIMr~mwr ... I, De>:terity bon".); T3; 
bp 10; MV ]20' (40'); 'AT J .hon .wom; Dmg Idfi + I 
(rnagicalsMrt JUJqTd ... I ); TBAeO 18; Saw: TJ; ML 11: 
AT. C. 

Mend~l" i. vain and W~M1 gold jewelry (n""kehain, 
bracelet., mL~I .. llion) wo .. h ~ IO!~I of 15O!;p. He has th~ 
key. to his (locked) deslc in hi. p""k~l •. TIl<: Il I'IM,r drltwc:c 
contai", .. ",I of hound vellum _heet. Ihat hav~ ...,cord, of 
a(tivities, personnel, and plan. of ""vcral ~",ul" "f I ron 
Ring .Iavers , Pank"larly, the name. of slaven and their 
contacts in Kelyin, Thr~.hold, P""hltli!:"n, ,.nd Ver"" 
,...., recorded, 'o~ther ... ith evidence of their wo .... oJale., 
THUniel paid, the name. of thdr k.idnapped victim., and 
more . This information would be very iulert:.li,,~ lo 'h" 
Ituthoritieo in too", citic l , to S3y the le;ut. 

The lower unower h"" a m etal bOl' containing money 
bags fiUed wi.h 15 gp, 150 ep, and joo 'p, 

.. 7 and "8, The Alehemi.t 

The aleI,e",i>! hen: i. Nikollti Mon"",,,,, ~" old man 
who is fOr<:ed to work creating magical potio,," .mel "",i,,­
ing All ...,Iia" under du..., ... If .he PCs bunt ,n and threat­
en h'm, old Nikolai will panic .. nd a •• urue lhey mean I" 
kill him; he will"", hi, .pells and fight hopele .. Jy with hi. 
dagller, If the PC> nn,,'t "u""k him, he will ~ only '00 
...,arly 10 talk to them. lie know. all the locatio.,. in lhe 
lOwer. If Paurilli"n "nd M enelau. have headed up to '50 
to join Aenolal, thell Nikol"i willlK: ~w~..., of this .100. 
He doc> nol know that Aurelian h .. , just ~n smuggled 

""t "r lh" h,,,,,,r. Nik"I,,; al"" k"ow. lhe ioJentities of the 
magieo.1 potiono contained within the laboratory, and will 
give them to the re. ihh~y are going to attack th e people 
in the lo",er. 

Nikolai will aslc th~ pc, ,fhe can come with th~m when 
thcy b tve. He i. too old to he much U'le a' figh'ing, hll' 
hi. spell. may ~ helpful, and he could help ( o,-er a ge'­
away if the pc, "'" hOI''''' (if they hav~ n " thought of ,hi_, 
Nikollti will ."gb~'" it). Ki )",lai will 1M, ""ady '" 11<:0: 'he 
tOwer and rejoin the PC. On their way Out if they agree to 
thi •. Nikol"i doc, not teU the PC. of hi. magical !!Croll, 
k""pillM thi. r". hi,,,,,df, bill I,e will u""' il if I,e Heed, la, 
lIi • ..."""k spell could be very us-eful for open'ng doou. He 
h .. m .. n~g..,d to keep ,hi. scroll ",,~rc' fn1m hi, ""1''''''' 
(but hi •• pell book i. kepi from him; he know , il i. in Au­
relian', room.), and has ~n , aving it for a reaw nable 
,ho, It' "'''''1'''' 11,,: pr.. n:pn: .. :n, ,h"t .hol, 

Nikohi M on",",u , A1chemi", (Magic_UKr): Ar. 9; HD 
MU~; hI' 3; MV GO' (20') due to age; , J\.l' I dagger: Omg 
Id+-I (Strength penalty); TIIACO 20; Save /l,lU2; ML 8; 
AI. N. Spcllo memori.ed-,Md~, ~ ",i$Silt. & .. 011 
of spell. - Jelal """,i<:, """,i<: ""nih, An«i, 

Nikol"i' •• llldy/lK,I"MH" (IH) ha. IMKJr furni.loing. 
and little ofvo.1ue, In the laboratory ( fW), there i. an ar­
ray of g1a",wa..., and metal utensil$, and a rack of vial. of 
Iiqu.id.- 15 'ntolal,.il< yellow, lwo g,,:en. two ,'t:ll, tlm:e 
dear, and two dirty gr~n-brown. The red liquids are 
IM1th Iw";n,,. ofpoiw". The two green vial. have fJot i4'" Df 
kaling, and thc middle vial with dea.-liquid i. a PCt'-"~ Dj 
l"'wth . The two brown-grun potion. a", .pecia1: the", 
"n: poliD"- "J ,/,<<<1. A poli"" oj .pud, if drollk, "]1", ... the 
drinker to move ,wice a. fast as normal , to auad< twice 
I,,:r """"I, >t",1 to puf.,..", >til a,";"", (nther thK" 
.pellca"'ing) at twice normal .peed, The others are harm­
It: .. Itno! in"rr.:<;,uai. The ... : pmi",," art: n,,' l"heiM. 

-1,9 and 50, Th( Wizard '. Chamber. 

Th~ doon to both rooms h~r~ will be closed and locked 
'mly ifPa",illian Itnd M..,nt:lau . ",n: h,-ro, _ R,~"n H'l i," 
weil -appoinleoJ bcdwom ",ith "'me 150 ~p wo,·th of mi­
nor t...,a"'r~', but nothin" of major importan~ . Room 
1."10 i. a larb~: .h"ly "w,m wi,h mKny \l(~1" Itno! ,hdv"., 
work tableo, weinJ aud mj,hc~otlen ule",il. and contain­
Cr< . and a jumble of bric-a-hrae , It ;, cxtTemdy untidy 
h~,-e, Who i, jnc""", ill lhi. n",," depend, 0" ",-hetloer 

• 
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hurilh"" cocaped fn>," ti,e "C. Mnrl hurled h""" " 'ilh 
Me~I" .... If !My an ht:~ ,n addition 10 Lieu'''''''"' 
Acl,,~ ... tIK- PC~ will M v<: " lough fight . The Kripllle~ 
assumes thai only Aenol:u .. pre,.,,,, ; you Can "".Iify i, 
~ .. K II" '" P of opponenn. 

Aenol ... i. here umler u"I",." II> ,~>n"o i'em. ror Aurdi­
>tn , ... h" left in ~ hurry. He il a vie ious;md buJJyin~ '""" 
who will light cxp.:ding 'n 1M' "hie 10 browbut 'he re" 
<'Ven if he ;. alone. ~' .. l aJ,;e a ' Ilono.lc d,,,,,k fur him only 
wh"" I", ;. n:dUC1:d to 3 h i, points Or below. If he .urren 
den, he will pleat! ror hi. lil<" hu, h., won', ,..Jk. He only 
talk. i f charmed, in ,..h,ch cax he will tdl the 1'<"":, whel'e 
Au",t •• " n"w ;.(154). 

Lifutenam Aenola!; AC2 (plale ", ... il ... "d 01, ;';1<1); 1"3; hp 
13; ~ t V (,(l' (20'); fAT 1 ,",,'Ord; Omgld6 + 1 (Strength 
bonl1l); THACO 1M; Sa"" F.'I; MI. 10; AI. C . S15, 11+, 
\\' 16, 010, cn, ell l3. 

On hll per..,,,. A""oloa 10 ... M ro"" 1I, ~d ring will. R OJT\aU 
purl wonh 1'25 gp and" pouch with 8 pp and 15 III' . ( )" 
110,· lahlt- i." """k "';110 lOme i l~nu Aenolas lou ~n reo 
tnevln,. The oaclr; allllains N iknllli', 'pen ho"k (with lit· 
I#CI ~. ,.,..{ ""<{it. ""ItfU" ""wit and '''"1). an d,·" " 

cloak. a scroll of ,,,wllie· ,,,,,,. openo (...."" ,.ro .... 1'1'1 • ..... 
"" ~). and a K rap of notepaper will. ... ~ K rawled 
"OL~-gi"".he: players Handout ~ if they fin<i lhio. 

The res will now hav., 10 lind "u' whe: .... Ih~ walch 
h" .... " i •. Thi . i, ,5+. wilhin the main fort"" ... They can 
diocover Ihi. in ¥"ri,,,,, WKY" by inlerrogaling. channed 
Ao:nnl,... by askinK Nikolao. by imerrog"ling ... me olhn 
capl,,""] im]i¥i<l,,"l. (IT by limply :uking allh~ ",,,in g><le 
(' 52) as suggested in Ihe '""","plion for , loa, location. 
·n,,,)" , I" .... "" " charm person spcU OIl a ocruIl al lheir 
dISposal. so it .. ""U1 """"Id no! be 1<10 diffiaoJlto lind Jln 

"rmnable I"f!'poouiem . 

H . Battlemenu 

Tht:"' are Alwayl.ix gullrd. here. thn:c "n "uh of Ihe 
ell" and we" w...tll. l)"rinK the day. they are IOldi" ... ; 
durinK ,he hou .. of d .... knu. they an: oTU. They keep 
wa .. ,h .~,,"ide lhe Keep unless an alan" I" .. been raised 
by the PC. in alea '25. "",I guard. we", ",ady in ".-
136 If lhi. iJ the t<lM. the guanh he:n; will have croo­
bow, n:atly '0 Ii", al lhe PC. a.o they en",rsc inlo lhe 
rounyards of the Keep . ""I""" the: PC. ha"" taken prOper 
,,,,,",, .<>d lrouble to di.gu ioe thennel"el. 

" 
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SoMIien (6): Ae 6 (leather armor and Ui,tld); FI ; hp 8, 
7,6, " ,3, 3; MV \20' (40'); IAT 1 lho" rwo.ml or en .... 
hu .. ; Oms 1<:16 + 1 (01"," owunl" Slnon!!h bun".) or ld6 
(U'OIsboWI); TIIACO 18 (19 with how.); Save FI; ML 
10; AL C. F_h " ... ld8 gp 

Orn(6): lIe6; HD 1; IIp!'t, 5,", 2, 2, 2; MV 120' (40'), 
'AT I .tw>n.",,,,,I ,,. I ",,, .. b,,,,,; DIJI~ 1<16; THi\CO 19; 
Save 1'1. Ml.. ij (6); AL C. 1:.acb Or<: """ 1 d6 'P and 1 d 1 0 
~p. 

j2, Fanusl Gun 

11,., main latn hen: are IS' high and UnPQu,bk 10 
open u ecpl IIWlg wtnd>c., the I~" lor which lire in 
153 A -"-.t 'pell wi\1 no! be outroci<;nl 10 movr ... d. '"lO,' 
.ive gatn (onagic .. ler or elf!'C1 "'ill ceaJiu thi., 10 in­
form p1ay,n if they plan !O try mi. !"ctk). RaTher, There 
i." Im,,11 .ide duu' in 'he kff,hand &"k wl,;,,11 i,li' ul11 
and 3' wide. Illiowing PC. 10 ellter in single file (only) 
when opened, 11 ,.locked and harred from 'he 'n,id,'. h", 
10. .bto<~ "I'dl wi!! "I'cn it, Altcrm&livdy. the !'C. Uu pull a 
large bell·puU besid~ 1M door and $ummon a guard from 
in.K!<·153 . H~ will int~rl'<)g'u~ the PC. ,h ... ,ugh M ",mi' 
I~rnl mel.-J Irill~ m thc door. 

,..... PC. will hM"" 10 'lOr. a C& hl""' __ .pdl or d" ,,,tn,· 
rcuonabk bh.m,.S hcn: . If they an: <fugulst:<\ 'u IoOldler 
uniforml, and rlp«Wly if onr has thc plalc mail of a 
\\'alch ueuu'''IJIl. II Ii"n lind tkcilivc Ii"" will SCI thcm 
",",(cSll. They toUld, ror CX<lmplc, ... y " Lleutrnant G.-J· 
krcl hili Rot ullll rcinfon:dll~nl'," "Aenolal orckred ul 
to <kJi~~t theR itc",. to thc wi:<attl." (Jlouri~hing the 
sack). Or .. Lirut~nlJ\l Gallerel has scm uS 10 rcpon OlIIM 
,roublemakel"l in Ihe K""v-""'·ve go, to ge. l"I'inf"",,,· 
meull. Quickly! Therc' s nO lime 10 looc, you oaf!" 

Onc( inside the m~;n 1I'~le., the PC. will be in ~ WI' " ' 
y,. ... 1 'hMI i. I~'UI" k:d by M 1r', .... lh"' .. ., (U3) " .. d M walch 
hOUR (I.H) whur Au""li~n, Watch Cap,ain Tiberi.n 
... d hi. tnrn. ~nd I n Imn Ring m"ml"" lIn: "'1Iui,,~. 
What hap~OII IIOw dc~nda on what the PC. do. If tMy 
Ran '0 IiXhl . fine . Throw ."...,rything at ' .... m·hlllh.· .M'· 
eUpIll1t. of U3 ..... 1 U4 will pile i"IO th" ... laCk and the 
PCI will be to"" pretted indeed. 

The Imll"<::. mtWe, .ina: lhe d"". to'~ i. Up"". '" rur 
tht: pc, to head towlU1l Ui and. If they do th,. , .he 
guardl relum to U3 and doR thcdoor. 'f'boe PC,ean now 
attack the group in'~ and, iftl,ey cio"" tho: door III they 
pile ill. Iherc il only a 10% dl.1.nce pcr round Ih~1 lhe 

" 

KlU.rd, in 153 will "'>I"C '0 illvCllisale. weapon. dr,......,. If 
they lease the door open. the guard. in 153 ~~ 50% 
likcly per round to come and invwigRlc. 

A. ~n "ltenll.,ivc. the PC. can bead into the guard 
room ('~j) and altaek tbe guard. first 10 kn ock tbem "II 
OU'. Thedoor to 154 i. open, th(lltgh, ",,,I the group ther<: 
"'''y hear the light; tlte chance i. 2~% p<:'r round if th., 
PCs cio ... Ibe guard hoUR door. and 75~ ]Je. roond ;f 
they don'\. 

H. G..."rd lIouu 

'11.;. hou",," tile windtcs whkh .n the main galel, 
and alto a group of four bored guam • . 

Sold ien ('i): ACt> (leather armor and ahidd); f l; hI' 7, 
6.4. '; MV ]20' (40' ); fAT I Ih .. " 1tWun!; DIIlg 1d6+1 
(Sln:nglh hOIlUI) ' THACO 18: Sa.,.e FI; ML 10; AL C . 
l!acb It,.. ]dS gpo 

5 4. Watch Ho ... e 

TM door to ,bi. room i, lliglllly "i .. r "lid the loOund of 
.... guing i.o ho:ard clearly from ill.ide. If the PC. ItOI' 10 
lillen. they will be abk to hur ,he ""n""nati"n ' Iuite cas· 
ily, on read the box"d t&x' "dow. 1t;1 ~rrcct.ly reaoonable 
for tM PC. 10 make some preliminary a". ionl (CLllting .. 
.pel1, drinking" potion. "" '.) ",hil,· they l1l"I:: liOl",,;"g. 

You hear a pair ofl"3i<ed Voic.:1 rro ... hey"ml the door. 
'Il,e liNt i. ilightly nasa.! and whining. and the man 
l3y' "Thi$ ;. 100 dangerous. ,1ua! ,-,"U"" then: an: " 
few lroublcmahn ; n ' .... pl"',., ... • He i. interrupted by 
a much gruffer ~nd more !arcan!c man', voice. "J ... 1 " 
few, but they' ve 'ITII"",,:<1 fll' """,,~t. (of Our men and 
We ,k",'t know where they ~re. Fraflkly. I don't care. 
I 'm not going to t' "e 'he hI .. ",,, (". Ihis. J( thai magical 
.hing gclo Imt i",ilk tbe fortrctl. I 'm ror the high 
jomp. By sending you OUt wilh an esco" 10 m<:<:t ,he 
Ibmn halfway. y" .. ·11 gel Ihe thi ns to that coId·blooded 
.wjnc Svcrdlov ;.. half the time And you can <kliw:r 
th~ $Ira.egic plan. to 'M BAron. rlay ""'riy inlO the 
b""""n." 

The fint "OKe protHlI again . "Scnding UI 0111 on In 
Ih~ mad. "",,en wi.h an rlCOn . i. ab .... rd. I demand 10 
I>c taken.o the Ob,idian lower for .,.rely!" The", il 
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10. K''''''r.rJ b.ugh in ,..,ply. "Once you'", 01,1\ of 1><:«:. 
you',.., nOl my probl~m and I 've had enough 1',,~.J.:m •. 
Thr.n:'. liv. WJOd 3nd truf men here new and ~nother 
20 when my orden gr.! to , h~r idiot J ul ian"l . .111&1 wait 
"few minutes " Thoe argumfnl goes Oil . but balh mcn 
l imply "'I""" ,he.,.""" points ... w"", will)'Ol,l do now? 

The PC. have 10 act; .hey ",1,1." ,,'h.d: tho; occupant. of 
rloi. mom before the ,"""a,coo:<! ~o exIra clCOn guard. 
'\1m up. If ,h" !'C. do n<xhi"!! . 20 exlf3 soldJen ,,·ill..,.. 
ri"" through 1M inner g~cl and l>ead 'n'u ,1M, '""'rty~ rd 
in ~ ",ill,,',," (mms) . The I'CI must allack now; ,u>Lkc ,hi. 
ckMto~m. 

In,ide ,hi. room "'" ..even men, .... t. rur whom a", 
given I:x:Juw. 11<""",.., oflhcir a.guing and bitkerin~, they 
are Uow 10 ,..,act 10 the PC. i ( • ...". move in Tlw: PC. have 
a .vl~ duontt or gelling surpnR, On the fin t <tI • .mel " r 
i;Ombat (and cannot be ""'1,rieoed lhem..,!ve.), and If they 
don', gel ... ",rioe. they have a .. 2 Ix,m,. (r) I ni,iali"e on 
,he Ii ... , rUII"'] <lr oomblll . 

SoIdi~n (4): AC6 (leather armor and ."i~k]); FI ; hp 6, 
4, 3, 3; MV 1'20' (oW'); ,AT I Short !rWQrd or ClOS.a..- , 
Dmg 1.:16; Tl IACO 19; Savc 1'1 ; ME. 10; AI. C . Each has 
ld8gp. 

A"",lian, Wizard-Scholar : ACII (.illl" ,,/ ptoU:<.limI + J); 
MU3; h» 7; MV 1'20' (40'); IAT I d~r; Umg 1t14; 
T llACO 19; Save MUI ; MI. 10; AL C. SpeU. memo­
ri=:I: .mtI~, .1tiJJ, mimH'i....,.. lie hat a liJv~r mock· 
chain wonh ~ g», ,.",1. finr, Rm~rand platinum brooc.h 
on his ydlow r<>be wonh 1'10 ~I'. Hi. m~gical ring ap· 
pean at ... iml.lr. ~ilvcr blind wonh I~ gpo 

W~tch Capt~in Ti~rian . AC~ (.MiA ..u + I and 
""'Id); t'i ; "I' 16; MV 1'20' (40'); 'AT I twOrd; DmS 
IdS + 1 (Strength bonu.); THA{";O 16; S.v.: f4; ML 10; 
AL C . He has a .ilver dag~r Wilh a (inc jcwdl"d ... -,,1:>­
bud (tolal val"e I~ 111'), .. nd R hodt pouch with I Spp and 
,~ gpo 

lOdou.. Slaver : ACt (katllt:. ~nnor, OeJnerity bonus); 
n; hp 9; MV 120' (40'): IXl" 1 .hOft .,..onl ~ Drng Id6; 
THACO 19; Save T 3; ML 9; AL C . Thdon welU"l a gok! 
ring worth 35 gp ... a ring, but il i. alOl' .. rnRgiul "11K Dj 
fi .. .m-._, .. nd has 30 pp in a bag by h is belt . 

" 

On ,lit: tahk in thil simply fumilh<:d 100m is • casket 
Ih.;!.t islodr.a1 (Allrelian h"'I~ by). Inside lhi. i. the E)'" 
ofTraldar il.elf, a'ld aloe .. >hr..r of papers with lhe JlI""k 
t::agle WltX ",:al "n uch pa~. Thc.e "",,f>"~ ,Iu<:ument a 
planned alladt on l.uln, wi,h military orden and COm­
mand oequ~nc .... Added 10 U..,.., are liou of agenll of the 
Barony in Lui .. , an<l n<Xes on funhc. military opc:nuions 
10 inv~<k other villa,""' and Ian,," of wesl~rn Karam~'I<no. 
"1"10" ",, ,k,cllmentl would be very ¥alu .. hlr, to the .uthori­
liel in l.uln. 

The Eye of Traldu 

·ne Eyr of T •• ldar il a )"'UOw." .... "g<: g<:m, the size 
of a large hen', c~l:I, mounted in a dragon'. claw ."uing 
f~&hioned from lought<><:<I, rc,o 1COkI. II i, a powerful 
w¥i" .. ,iun dcvi« , ""d Ont thai I I abo "".,.wk. of uen· 
ing control. O-·t < ,,,inels. h s powen can only be: utili:ocd 
hy " charactu capable of u""S m.gic-u",r speD. (a 
magic-""" • ..,. dr) . The !>O"·~rJ Ihat can be "oetI u,,,.lly 
d~pend "n the upc:riencc lc¥d of the person using the 
foye. A, R".ic l~b. a magic-".er Or elf of I~J. 1-3 
can c;ill fonh the IOIlowing I'0 .. en from the Eye: 

I st level: tIrl«I mqie, dtwt (11013 times per ,illy """h 
2nd level: dIt«, ,,,.·uihk, ESP Iwi..., per day ~a.;h 
.1r,I Ic:vd: Io<lIIu~1 (range 3 mile. 1"" Icvd ) once per 

'''' 
·11", Eyt: """,,inly P"'",.u.;s other powt .. u .. hle by 

higher le".,l .peUc.u<cn. Some of these a", docu· 
mented. in module DDA1, "J"/u ~ DmMJ, but can 
be devioec.l by K DM u. ing tM upcoming Vl:4a- (",,,.. 
Cy<Wptdu. if n«ded. 1.1", Eyc will gain the use of two 
.k • .-.;ti"n-typt .peUI 2 peT day eaocl> cqui.",.]r,n, 10 apo:oU, 
of onc-halfthe , .. cr'. bel if you WanllO cUllomi,"," in 
lhi. way. 

H ow do we gct out 01 here? 

The f'c. now ...... "., to t3CllJIC f un Doom with the E)'" 
of TraJdar. Geni"S "''' ofthe fOrI"'" simply involv ... ""t_ 
tinll: OUt through Ibe .ide cleM" in the main gate' . Gening 
,,,,, of the Keep involves opening lhe m .. in gates them­
",lvc., which tan I>c 'k>nr. hy a -UNA- spell, by bJulflng lhe 
gu",th in 121, or by killing them (if ,hey ha,,~ al",ady 



been killed, there will be a repla.c<:merll ""\ there " ow). 
The PCs should be eMourage<! to take horses; Nikolai 
will ,uII!!""' ,hi, ~nd , if he isn't ~round. make Ill,., the 
horses in ''29 whinny very loudly aJ the PC. gel anywhe", 
near them. 

The PC. then h .. "" to 1:"1 oUl of lhe city gale. , If th ey 
are in uniform •. this iSlimple enough. Ifthey ace,,'! , then 
bribery, bluff, .howing an offici"}·]"","in!1; pass from 138 
.. nd claimi" g to Ix: Ull the BIlnm', b".;"" .. , "c.t.vm .pdl, 
a </up ' pdt, etc., are .ill feasible ways of getting out. 
Then, the PC •• hQuld head 10 Luln, On hor..,back, rid­
ing 10 Luin lake. 2 hou ... a1 " g..Jl01' (3 hou .... if riding Kt 
night). 

Concluding the Adventure 

From her<:, you ha~e ""vera! upli"",. Ir Y"u . i"'ply 
want to wrap up thi, lId~nture. have the PC. arrive .afe­
Iy in l.ul n. Just infonn them th~t they forad ma",h alon" 
the road and arrive Iher<: unharmed , There. they can 
h~nd over the Eye of Tralda.r to Petroniu. (now healed 
due to the arriv..t of II powerful dcrir). ",ccive h e~l"lfeh 
thank., and go back home (wherever their homes are). 
They r.an be chased and haTTied by I ron Ring thu~ on 
the way. of couroe. They cuuld gt, 10 Sp,,~,.llt",m to g"1 
rewarded by the merchant they r",,:;ued <if they did), or 
they could get inv"lved with the Iron Ring by playing 
module B10. Nithl'. JJw* 1,",". Or a"other publi'h!:d ",t­
""n'u",. They could take the information the)- ha'-. 
about Ihe Iron Ring or th" RaTOn', inva,ion plan, to 
Luln. Or elsewhere. and the aulhoritie. in KaflUllei k". 
will Ix: very in'.ruted-leading '0 the PC. ueeiving 
commi .. ion>, favo .... . wd Ihe like. 

A1lernali~ly. you could have them arrive in Luln 10 
lind Pelnlni" , d""d "nd a!:"nt' of the Bbck Eagle B~rony 
.pying allover the platt. Now Ihe PC. hKve In lind Ih"i, 
way 10 the L.Ue of Lost Dr<:aml. a long journey inde«!. 
They will med mO"".n. highwaymen, b.ndill. Iron 
Ring slaven trying to kidnap Ihem, .Black Eagle allenli 
trying to r<:trieve the Eye. a Chaoti( wizard trying to take 
it for himIClf. and anything d"" y"ur imltb';n ltlinn !:ltn 
throw at them. Wilderne •• rule. lOr<: beot covered in the 
upcoming D&[1A Goo"" CydoptJid, ISO obtaining this will 
be helpful even for Halic le~d eharacteno. 

If the PC. try to keep the Eye ofTralda.- for themIClve • • 
then K h"'1 "f inte"'"led NPC. will soon rome to K"t i •. 
Agents of the Black Eagle Barony, powerful magic u.., .... 
!lnd m"ny othen will track them down and try to prise the 

• 

Eyt: fnmllhem, The PC. will find thatlh"ir live. become 
very eventful and very threatened .. 

Finally. you can continue the "tory in module nnA4, 
17u V)"ma.ll>rtud, if you wi,h . In this evelll, you should 
leave the characters heading to Luln , furing pursuit per­
h~p., eve. IQQking o'-e' their .houl(k,..,, __ .~n d I'id "I' 
their adventu",. in thaI ..,queL 

For Nonstop Fun, Add 
These to Your Campaign! 

n..Ormr.OnId 
M<r)'JII dI>M", lbo 

bluiolUlbll, .-orlho 
o-,n.-.. r"""" "" you 
...- _ P<""<' orvJ 
...,"'" lbo n.oc!c'OUI 
~ .... _1""_ 
I""' ., .... liii0"'''_ 

,..,. -.. rro tIw 
'""'""". n.. ()yMta DmtI 
II. \~_"'" WIlt_ 
lqt _If ........ 1 0<>:1 ""'" 
• <\,,, .. <Nt"""'.uriol. 

~ """" AzI~ 
ILln _ ., l!o<embotl 

~~\ooCtlII14lo 

"" <IoN7"'&! ..... """ ..... >top _ .... --.t-.. 
tin W<Ot\;I,.".,1I1o_ 
Cy(o I 11>. l1i! ..... ,,_ 
!»tdOO.nl_" t~c .. 1 
oflbo ' __ ." .... '~" 

"Cot, ....... " 0<>:1"-.0" 
_lor 1M 0UNGlDNS" 
DPJo.GO!lSO 110"", 

Oo,fI _ L Tho _ 

.-_0, I " fUM'" 
p\ry«o oil or tIw ''''110 ~ 
~ IOn _., '"" LUob«) 

These grm adventure products are 011. 
sale at book and hobby stores every~ 
where! Get them today, 

""""""". -. ,-,' , -.. ",,-",. 
""""...... k_ .. .,.. ... ~tt1""- ..... _ -
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