






































Informauon about each room •s 
included here. When the PCs en­
ter a room, read the itaJicized in­
formation to the players. Other 
information for your reference is 
aJso included here . While the 
players arc deciding what to do, 
flip to the indicated page and pre­
pare. 

Room 58: (page 8) 

This cell appears relatively clean. In 
the comer is a small col on which rests a 
female form with a blue dress and blond 
hair. 

This cell holds a fake "damsel 
in distress." Anyone who tries to 
rescue the damsel will set ofT a 
blade trap if they step on the 
stones around the bed. 

Room 7: Dtntng Room (page 9) 

The closed door to this room is 
not locked, but it is trapped . 
Opening it causes a large brick to 
faJI from the ceiling. If the PC 
opening the door fails to save 
vs. death ray, he will suffer ld4 
points of damage. 

Room 5C: (page 8) 

In this cell art two skeletons chained 
to the far wall. 

If the characters do more than 
glance at the skeletons, they will 
notice a gold ring on one's finger. 
T he skeletons will animate and 
attack anyone who enters the 

Room 6: Storage Room (page 8) 

This large room is filled with sup­
plies of oon'ous kinds. ~u see several 
ropes, sacks, and torches at one end of 
the room. Across from the door are 
sacks of flour and other foodstuffs; from 
the smell, most of it has rotted. At the 
east end of the room are four barrels 
stacked in the comer and a tall cabinet. 

Room 14: 
Trapped Corrtdor (page 13) 

This corridor goes ahead a short dis­
tance bifort turning to tht right. ~u 
can see rocks and similar debris at the 
comer. It is rather cold here, and )'OU 

can hear the dnp of water in the dis­
tance. 

There is a pit trap in this corri­
dor. Walking along the edges of 

This storage room conceaJs a the hall will be safe, but the 
secret entrance to Room 13. It is weight of someone walking down 
hidden behind .the barrels in the the center of the haJI will cause the 

Room 13: 
Raven's Study (page 13) 

It seems the goblins never found their 
way into this room-it is quite clean 
compared to the rest of the keep. The 
room is comfortably furnished with a 
couch, a table, and a desk with a pad­
ded chair. Bookshelves sit against the 
walls. The shelves hold many books, as 
well as several scrolls and many piles of 
parchments. 

room. corner. In addition, the handle to floor to collapse, so an intruder 
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the cabinet has a needle trap - will faJI into a pit. There is a skel- " I 
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Room 10: Trap Room (page 11) 

This appears to bt a sitting room. 
There art three chairs against each wall 
and a door on the far wall. The floor is 
made of oomished hardwood, and a 
large rug occupies the center of the floor. 

There is a mud pit underneath 
this room with a monster in it. If 
the characters waJk on the rug, 
they will faJI into the pit and be at­
tacked by the creature, a ga-
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Room 5: Jail (page 7) :=....- 0 ~~:J~Wiiiiii~~~~~~in:~=/i~~=;:~=?;l .. ...,-. 

~- 41 
This small, well-lighted room is 

1 
~ _:i ~1 bare except for a rickety chair next to the r'---r--...J,-1'..:_ · -----­

wall. There art three doors in the room, 
each wiJh a small, barred window. ~ 
There is a bad odor here, the smell of • 
death and duay. ~u hear the rattling 
of chains. 

Room5A: 
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with dirty straw, and rotten vegetables ~-/. -~~ ·~W 1 o 71 ~ • '¥ II 1:/i 

(page 8) 

This large room was once a formal 
dining room. A large table surrounded 
by chairs is in the center of the room, 
and a cabinet full of dishes is in thecor­
ner. 

art strtwl! about. In oril cortier, a ko- ~~~~~~"~;=~~~~~~ ~~~ 
bold lies curled up, apparently asleep. .~. ~~~~ ~11'-f . .~ 
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As you look around the room, you 
hear a low growl. As a pair of wolves 
comes around the end of the table, two 
goblins climb up on to it. They do not 
look happy to see you. 

The stairs lead down from the entry­
way to a short hallway. The hallway 
turns right and narrows ahead. Also to 
tht right, you see a ledge about 10 feet 
above the ground. 

This haiJway goes around a ledge. 

Room 1 : Trap Room 

Goblins wait on the ledge to am­
bush the party. 

(page 6) -------------41\-\o--J'....;: 
.---------------------~ 

The door to this room is 
locked, and a sign on the door 
says "do not enter" in Common. 
If the characters open the door, 
read the following. 

It looks as though no one has entered 
this room for a long time. It is bare ex­
cept for a large chest in the middk of the 
JWor and a Jew feathers in the comers. 

If the PCs enter, they will see a 
chest. Opening the chest tugs a 
rope which runs through the waJis 
on a pulley system. It will cause 
tar and feathers to be released 
from trap doors on the ceiling. 

(page 5) 

~u have entered a room which seems 
to have been a reception area. Three 
chairs sit to the sitUs, and several coat 
hooks grace the far wall. A set of stairs 
IMds farther ®wn, and there is a door 
on the other silk of the room. A sign 
hangs on the door, but you cannot read 
it from here. 

The room is in poor condition and 
has obviously not been taken care of for 
some time. Dust covers the floor and 
cobwebs cling to the walls and ceiling. 
~u do see evidence, however, of the 
presence of the humanoids-there art 
tracks, and a few small, broken spears 
lie in the comer, next to the stairs. 
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, Lin 1 I F~~~~~~ "$ 00 (i6:~Room 8: Kitchen (page 9) 

~ ~=~~~~jj Room 3 : Guest Room\. (page 7) ~ This area is a kitchen. There is a 
" ~ ~ Q• , large fireplace at the south end of the 

0 o (j>J / Q This large room was once n'chly eke- I room, and wind howls mournfully 
"b -- N fl " j L ~ • orated with tapestries and fine Jumi- 0 

_ from the chimney. A large tabu, obvi-

<page 7
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lure, but it is now ruined. Shreds of ously used for food preparation, sits in 
tapestries hang from the walls, a pile of the middle of the room. Along the east 
furs and trash sits in one comer, and a wall is a set of cupboards and shelves, 

This area is a simpk hallway, with desk and table have been smashed and and bifort them dishes, pans, and serv-
dust, old furs, broken spears, and other lit piled next to the fireplace in another ing utensils art scattered. A number of 
trash scattered about. A jew tapestries comer. The reason for the rooms poor spider webs are visible in the comers. 
still grace the walls, as do several black condition becomes apparent as you no- North of the cupboards art some 
sconces set to hold torches. &vera/ doors lice the glowing red eyes of several gob- large piles of moldering food. ~u see 
art visible along its length. /ins in the room. several rats crawling among the food. 
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Room 4: Hallway 

Room 15: 
Raven's Room (page 14) 

Read this introduction if the 
PCs enter from Room II: 

This well-kept, large room seems to 
have withstood the ravages of time. }1/u 
can set a chest, a dresser, a desk and 
chair, and the comer of a btd. just in­
side the door lie a pair of goblins, ap­
parently fast asleep. 

Read this introduction if the 
PCs enter from Room 13: 

This well-kept, large room seems to 
have withstood the ravages of time. ~u 
can see a chest, a dresser, and a desk 
and table. Just inside the room is a 
large bed which looks quite comfort­
able. Lying on the bed is a middle-aged 
man with black hair. He seems to be 
fast asleep. Over the foot of the bed is a 
woodcarving of a peaciful pastoral 
scent with a number of sheep grazing in 
a field while a pair of shepherds doze 
under a nearby tree. 

The wall carving is cursed, and 
anyone entering this room will 
faJI asleep. 

Room 11 : Guard Room (page 1 1) 

This large room holds a huge pik of 
sacks, barrels, and equipment. ~u also 
see a large humanoid, a hobgoblin! It 
rushes toward you, waving a long 
sword. 

Room9: 
Collapsed Hallway (page 10) 

This hallway stops short a Jew feel 
ahead. A large section of the ceiling col­
lapsed sometime in the past, and rubble 
blocks the way to whatever lies beyond. 
It looks like it would take hours to dig 
your way through, and you can set 
large things moving in the webs among 
the collapsed stonework. 

Room 12: 
Treasure Room (page 12) 

The doors to this room have been bat­
tered, and their locks are broken. The 
inside of the room is awesome to be­
hold. At the far end of the room, a n'ch­
ly dressed hobgoblin sits in a finely 
carved chair. A round the chair art 
chests, bags, piles of coins, and other 
valuables. The hobgoblin stands and 
barks a command in its language. Two 
goblins with bows jump up from their 
hiding places behind the treasure while 
goblins and wolves advance on you 
from the sides of the room. It looks like 
you are in for a tough battle. 






