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AUChOR'S [ORWARD

This was the first full-scale adventure scenario, a mini-
campaign to be more accurate, written for the LEJENDARY
ADVENTURE™ game and played online in message-based
formtotestitschalenges. Now weare pleased to bring it to
you in the d20 format as well, so that fans of that game can
enjoy thefun and excitement of thisadventuretoo. It begins
simply enough, allows the playersto adapt to the system, or
becomefamiliar with the style, through outdoor exploration,
and then begins to more strenuously test the mettle of the
Charactersor Player Characters (both henceforth referred to
as Characters). The whole ranges of action-based and
problem-solving elements of the game form are given, and
with them not afew opportunitiesfor role-playing. In many
places the players will be confronted with situations where
clever thinking and dial ogue, not combat, are called for.

As it was contemplated that more than one Character team
would be participating in the environment at the same time,
the GM might well place one or two groups of NPCsinto the
mix. In case thisis done, both groups should be no more
numerous that that of the players', and each should bejust a
bit less able, with lower abilities and no magic or
extraordinary items. One of these NPC teams should be of a
clearly malign sort. Tough and vile charactersbent on using
whatever they must to succeed in gaining the bounty from
bringingin Lodash (call them Team B for “Bad”). Theother
competing team should be made up of typical adventurer
types, neither good nor evil, and not hostile but cautious—
they are Team C and are possible companions if your
“Character Team” isvery skilled. Withthismix, the party will
be challenged considerably in regards to their time, by
meeting and interacting with their competitors, and
eventually solving the problems that each such group poses
to them.
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Of course adding parties means that the GM will have to
generate Character’ s to comprise the two other groups, and
then move these NPC parties about randomly, but logically,
on the various maps as the adventure unfolds. Rest assured
it isworth the effort, especialy if the players are of veteran
sort and have Character’ s that are well-devel oped.

b6aCckGROUND

Initially, the situation facing the adventurous team is one
calling for cooperative assessment and exploration. The
party must persevere until they locate Lodash’ sHut. Before
i thishappenshowever, they will likely have had to face some
combat challenges. Once at the Hut they must approach
Lodash's friends, the leprechauns. If they then take
|, bellicosity as the key disaster looms. Next they are up
pgainst problem solving, a dungeon crawl to master, and
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your discovery as you read the adventure text, but it will
likely be quite astonishing to the players, and perhaps a bit
daunting to their Characters. . . enough said.

If theteam of adventurersissuccessful, they arefaced witha
minor dilemma. Do they obey the king and return with
Lodash? Or do they defy that monarch and head for the hills
of Miria? The correct answer as suggested strongly in the
text isto do the latter. However, the players could opt to be
true mercenaries, somehow force the poor old hermit back
with them. Why? Well, sensibly they might have grand
designson giving King Nupathurvaalessonin humility. On
the other hand they might be so foolish as to have believed
what that monarch told them. Assuming the former,
however, the case is one where the GM has a most able and
ambitions group of players. What better way to begin afull-
scale campaign than that? Of course, all isatrap, asyou will
shortly discover.

If the Characters have understood the duplicity and
treachery of the wicked King Nupathurva, they can likely
turn histrap against him, and then begin operating asrebels.
The stage is set easily for the ongoing struggle, and al the
GM need doisfill in with the usual elements of the setting -
the land, communities, the king's strongholds and forces,
the popul ace who will support the crown, and those who are
ready to rebel. All the stuff of along, wide-ranging, and
multi-faceted campaign that should prove compelling to all
participants.

Whatever the outcome, it is hoped that you will have much
fun and entertainment with THE HERMIT adventure
scenario. It was designed to bring alot of gaming activities
and options to the players, allow the GM sufficient creative
room to augment, change, and otherwise personalize
whatever portions seem to himto call for that. In short, this
is a challenging adventure in all ways, and one that should
provide many a story long after it has been completed.

L ocatingtheAdventureArea

IntheLgjendary Earth World Setting, theareafor actionwas
set for play-test on the rocky north coast of the great island
of Miria. There are numerous other locations in which it
wouldfit aswell—any relatively deserted areawith mountain
foothillsor rugged hillswill do.

In the world of the Codex of Erde refer to Playing in the
World of Erde (see belowpage 5).



INCROOUCTION
STRUCTURAL Notes INCROOUCTION

As “The Hermit” is designed for play in both the 3e & LA Onceeachyear all of thesagesand wisemen of thekingdom

game systems some structural accomodations that are attend the court of Nupathurva (who is known as “the

necessary. All text found in the following boxes relates to Shrewd” for_ many reaso_ns), rulq Of. the Kingdom of
theL A Game. Eraxong. Thisstateoccupiestheentireisland of Nyqueteg

and has been expanded through military means to the
northern and some of the easter n foothills of the Kaalkh

For Lejendary Adventure Play all ABCsare equal to the Mountainsof Miriatoo. Clearly, themonarch hasdesigns

number of roundslisted. Example: 2roundsisequalto2|| ©f ruling a greater realm. The convocation of learned
ABC. practitioners of the Divinatory & Extraordinary Artsis

surely meant tofurther such ends.

ThreeMeritsequal 1 experience point. Example: 150exps

awardsisequal to 50 Merits. Now KingNupathurvaiswroth, for themost ableof all, the

sage Lodash the Lonely, has not answered the royal
summons. Inthepast, thisreclusivewiseman hasobeyed.
King Nupathurva isin a fury, for, at this most critical
juncture, theancient her mit seemstobedefyingtheking's
command.

All bold text should be read to the Players, Italicized text
refersto notes in the text.

Through scrying and divination, there is no doubt that
Lodash the Lonéely is alive and somewhere within the
fastnessof themountainousregion of Miriawherehe
hasdwelled for solong. But someeldritch power of
the old hermit’s seems to blur all attempts to
contact him or to pinpoint the exact location in
which heresides.

Soyou, braveadventur er s havebeen broughtinto
thepicture. Thekinghasrounded up all of your
ilk. Thereseemsto be somemagic preventing
his own henchmen from locating the ancient
sage, but the prohibitive Power seems not to
extend to “strangers’, as it were. The king
commandsthat you goforth, find therecalci-
trant hermit, and bring him to the city of
> Hrukalk. Oncein the palace dungeons, King
Nupathurvaissurethat L odash will cooperate
¥ fullywiththeroyal demand for infor mation.
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In thismatter you have no choice. All of your
wealth, saveyour arms, armor, and necessary
f- equipment hasbeen seized by theking' smen. If
j.- .you refuse to obey, you will be summarily

executed. If you fail in your quest, you will be
= hunted down and punished. Y ou have, of cour s,
~been assured that success will bring you great
; rewards

e J A fter pausing to alow the group to assess the
= 'ﬁf’t&t'# above, ask questions and so on, read or
" paraphrase the following.
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northern foothillsof theKaalkh M ountains. Becausethe
terrain hereissorugged, you havebeen provided with pack
mulesonly. Noridinginthiscountry! Y ou havesuppliesfor
aweek. Thatishowlongyou havebeen giventolocateand
bringintheold hermit.

Others, adventurerslikeyou, havebeen brought inand you
have exactly the same chance for success as do these
competing groups. Each of the other parties have been
ferried ashoreat different locationsalongthecoast, but at
roughly thesametime. All isasequal ascan beanticipated
in regards to position. The matter is one of individual
capacity and per hapsabit of luck, good or bad. But onlythe
successful regain their possessions.

Atthismoment you viewtherising, rugged terrain ahead.
Soon you will be winding your way up one of the steep
mountain tracks,amuleintow, seekingthelocation of that
fellow, LodashtheL ondly. What you doif youfind himisup
toyou.

Again, after an appropriate pause for comments and input,
begin again.

SICUACION  INFORIDATION

L odashthelL onely issomethingover 150year sof age, and if
heisahuman, hesurelyisan unusual one. You havebeen
informed that heisamazingly spry and strongfor oneof his
years, and that he can still wield a sword with great skill.
Hismain capacitiesliein other areas, however. Theold
hermitisrenownedfor hisdivinatory ability,andisreputed
to have a range of other extraordinary abilities as well.
While not as able in their use as he is known to bein
regardsaugury, L odash isknown to possessagr eat many
magical talents. Inshort, heislikelytobeaverytough nut
tocrack. Asyou arecharged with bringinghim back alive
and wdll, theremight beasmall problemregar dinghowbest
toachievethis....

Theexact location of thedwelling of L odash theL onely is
unattainableby eventhemost power ful of theking' sagents.
However, you know it iswithinfivemiles, lieswithinthese
foothills,isahut,and most importantly thevistafromthat
construction if of asmall valleyinwhichliesapond. Inthis
terrain, however, there is some difficulty in locating
anything, sothereisnoassurancethat you will succeed in
findingthededll.

. Onceyou havelocated the rebellious her mit, bound and

gagged him, you know what to do. Along with two pack
mulesand enough rationstolast aweek theking' sDeputy
Assistant Sorcerer gave your group an embroidered

" tapestry, whose circle and hexagram decorations are

surrounded by potent markings. Merely placingL odashthe

'-. sonely into the center of this device and speaking the
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phrase of activation, “ Exchange this for Szulguz!” will
transport thecaptivesagetothepalaceof KingNupathurva
whereit looms vulture-like on the crag above the heavy
stonesof Hrukalk. Of cour seyou haveseen achest of iron
filled with gold and jewelsand magical trinketstoo, and
uponthelid of thisstrongbox waswritten“ Szulguz”.

Again, a pause, and what follows next is the last of the
steady diet of hearing without being immersed in the action.

A SAGES A0viCE

You might wish to come to terms with your fellows in
regardsto such mattersasyour relationship totheking,
how you can best accomplish thedemandsof themission,
and how any rewar d for successmight bedivided amongst
your party if and when you accomplish thetask.

If thisantiquerecluseisaspotent aman astheking seems
tothink, and heispurposely defyingtheroyal commandto
appear, then it might belogical to assumethat heknows
therewill beservantssent tohaul himforth. Furthermore,
it is safe to assume that he will not be delighted at the
prospect, and somecounter -measur eswill havebeen taken
by L odash to prevent sorudean apprehension.

It seems that the king means to be done with you
immediately upon your sendingthehermittohim. After all,
thedeviceisoneof equilibrium, soyou will begettingyour
pay-off then. Thiseffectively strandsyou onthenorthern
coast of Miria. Thewholegroup might well wishtoconsider
howtoretainthereward earned whilesurvivingtherigors
of thisremote portion of the great island. Certainly, the
pack muleswill becrucial in such case.

Asyou progress in the adventure, be sure to assess the
information you havegained. Beflexible. Useyour mindsas
well astheabilities of your characters. Thisisadifficult
task, and you will beexpected toperformwith an expertise
not usual in most adventures. ...

Thefinal pieceof advice, onethat appliestomost situations,

istobelievenoneof what you havebeentold and will betold,
per haps, and half of what you see.

GAIDE TIDATCERIALS

TheOQutdoor Map (seeinsert)



PLAYING IN The WoRrRLO of
EROE

In Erde the adventuretakes placein the far southern lands of
Ethrumaniaon the Plain of Thumbria(see map insert). South
of the Darkenfold lies the ancient weathered peaks of the
Avar Mountains. These formidable burgs have long shel-
tered the wide expanse of Thumbria from northern armies,
raiders, Orcsand thelike. Theregion benefitsfromthe great
low lying Isle of Vivian to the East. Thisisland sheltersthe
camwatersof the Bay of Lothian and the many islandswhich
make up the whole archipelago. Thumbria also enjoys the
fruits of thelong labors of the Danou River. Thisgreat stream
flowsmuch thelength of Ethrumaniaand bringswithit wealth
in soil and mineralswhich the people of thissheltered region
have long enjoyed.

Thumbria has recently fallen under the sway of a rogue
Brindisium mercenary, Avarious. Heand hismercenarieshave
established themselves as lords of the Thumbrian Plain.
Avarious crowned himself King and styles himself asalord
equal to the great northern monarchs. He isn't without his
power, for he has long surrounded himself with sages and
sorcerers, who protect, advice and guide him on his path. Of
thesethe greatest is L odash, called “the Lonely” who dwells
deep in the Avar mountains.

TheAvars.
TheAvars. The Danou River, swollen with the silty waters
picked up aong itsgreat length through the plains of Kayomar
and the the Great Soup Marsh has cut deep abiding canyons
in the heart of these ancient edifices before spilling out on
the western reaches of the Thumbrian Plain.

The Avars are massive pinnacled mountains with
bulky limestone caps resting heavily over sand-
stone bases. The mountains resemble many great
tree covered and barren cones that stand like so
many helmets of Fontenougian warriors standing
guard over avast treasure. Thesecliffsare precipi-
tous and prone to rock slides. Between them are
many well watered valleys and vales dotted with
thick forests and large sandstone boulders.

Monster and creatures of fantastical nature abound
withinthesevalleysfor they arefar fromthe prying
eyesand mean spiritsof men, elf and dwarves. Crea
tures of great good and dire evil make this place
their home and wary should be those who disturb
their quiet.

Theldeof Erik: Theldeof Erik isfamed fromthe
Catalyst Wars of ancient past. There, King Luther’s
son, Prince Erik Aristobulus Euryiance, routed
Unklar's navy (789), though he himself was dain
by Herigold the Giant. His body was laid to rest

upon theisland and agreat cairn built over it. In after years,
during the Winter Dark, it was looted and his famed shield,
The Dragon Bone (fashioned from the scales of a White
Dragon) was stolen. Rumor aboundsthat’s Erik’sspirit slew
the thieves and the shield was lost upon those quiet wind
swept hills.

Other AdventureHooks (Erdeand Generic)

Feldomere, one of KingAvarious' seershasgrown concerned
about his good friend Lodash. The King's anger is well
known, and his rash move to round up adventures and char-
acters of low repute has put hisfriend in danger. Feldomere
approaches the party separately and employs them to track
down the Hermit before any of the other groupsdo. For this
he offersa5000gp award.

TheKingdom of X, ruled by King X, hasfallen on hard times.
The Kingdom, never large to begin with, has begun fraying
at the edges and several of the more notablesof X Lordsand
Ladies have begun to act more or less independently of his
desires. Inan effort to bring them under his sway again, the
Kingisseeking theaid of Lodash the Lonely, theinestimable
Hermit whoaided himin hisinitial acquisition of territory and
acquiring allies. Lodash, however, does not want to befound.
Lord X was, in hismore youthful years, akinder and gentler
monarch, one with whom Lodash placed much hope. But
time and power changed the King and his rule hasbecome a
blight rather than a boon and Lodash has chosen to hide
himself far from thisLord’smachinations. King X wantsand
needs Lodash’s aid and intends to get it no matter the cost.
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The initial challenge for the adventurers is to locate the
domicile of The Hermit. Timeis of the essence, of course,
when seeking thelocale of Lodashthe Lonely. Evenif there
are no competing groups, the party of adventurous
Characters have food supplies for one week only, and that
only if they keep their pack mulesin tow.

Assuming that random encounter results are kind, and one
or more of the mules survive, then three days of additional
rations can be gained by the slaughter of one such animal.
Whatever the case, there is a limited time for discovery of
TheHermit’ sresidence. After seven daysof gametime, the
chief sorcerer of King Nupathurva will begin sending in
various sorts of impsto attack those who havefailed in their
mission. Thus, on day eight and thereafter, one half of all
random encounters should be with some form of imp.

TerrainKeyfor theOutdoor Map

There are four different types of terrain indicated on the
hexagon-grid map

Movement for LA depicting the locale

Green 4800 yardsor 24 spaces of Lodash the

Tan 2400 yards or 12 spaces Lonely’s hermitage

Brown 1200 yards or 6 spaces in the foothills of

Purple 600 yards or 3 spaces the Kaalkh Moun-
tainsof Miria

Green hexes

arerelatively open and flat terrain over which the Characters
cantravel afoot at therateof 300ft. per minute, or something
just under three miles per hour, 3 spaces on the map.

Tan hexesarehilly but fairly smooth terrain over which
the PCs can travel afoot at the rate of % normal overland
movement rate of (225 feet) per minute, or two and aquarter
miles per hour, 18 spaces on the map.

Brown hexes are rugged and broken hill terrain over
which the PCs can travel afoot at the rate of half normal
overland movement rate (150 feet) per minute, or about one
and ahalf miles per hour, 12 spaces on the map.

Pur ple hexes are precipitous and rocky hill terrain over
which the PCs can travel afoot at the rate of % normal
overland movement rate (100 feet) per minute, or about one
mile per hour, 6 spaces on the map.

GM Note: This assumes that the Character’'s normal
overland movement rate is 30 feet and there are no armor
penaltiesfor movement in heavy armor.

RANOOID ENCOUNTERS
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asfollows:

At theend of each daylight hour, 12 checksinall:
Days 1 through 7: d10, 10 = encounter.
Days 8 and after: d6, 6 = encounter.

For each encampment and thenight (12hour sgametime), 1
check:

Days 1 through 7: d4, 4 = encounter.

Days 8 and after: d3, 3 = encounter.

Onad10rall thefollowing:

1 VeshogeRaider (Bandits)
2 Fer-de-Lance(small animal)

3 HillGiant

4  Chimera

5 StoneGiant

6 Ettin

7 KomodoDragon(Giant Lizard)

8 Tiger

9 Rockslide (see Appendix A, p 59)

10 Hole or Depression (see Appendix A, p 59)

8€C ENCOUNCERS

In addition to the annoyance of random meetings with
creatures they aren't looking for, the Characters have six
places where set encounters occur. In area 6 thereisaside
encounter (6A) and the hut (6B), from whence the team of
bold explorersdelveinto cavesand then, with skill, move on
to where they must go to achieve success.

1 the gargoyles

Thisisasmall aerieinwhich dwell four very largeand strong
volitant gargoyles. They have no wealth whatsoever, such
being of no interest to them. Although not prone to attack
humans, these immediately take wing when an intruder
comesinto their area. If there are any intruders still therein
after 2 rounds, the volitant gargoyles swoop, using toxic
exhalation to inflict Damage, and after three such passes
each (12 total breath attacks), the creatures land and attack
with physical weapons aswell

Should the Characters cal out loudly using “hermit” or
“Lodash” when doing so, the gargoyl es cease attacking and
hissout inreturn: “Wrong plaze, umanz. Go az far off az
you cantofind her mit.”

Note: Not fighting with the gargoyles thus gains 150 expss
each for the Characters. Say nothing, but notethison apiece
of paper.

Gargoyle, Valitant (4): CR 4; Medium-Size Magical Beast;
HD 4d10+16; hp 36; Init +2 (Dex); Spd 45ft., fly 75 ft. (aver-
age); AC 16 (+2 Dex, +4 natural); Attacks: 2 claws+6 melee,
bite +4 melee; Damage: claw 1d4, bite 1d6; Face/Reach: 5ft.

6



wbhere hermics ouweLL

Gargoyle, volitant (4): (Coloration pale gray-blues to
dun. Body somewhat reptilian, fin-likewings, head hasa
vaguely avian raptor visage.)) H 36-45 P 40-45 S 18
attacking on ground/36 swooping /9 climbing/18 level
flight; Attack: Six-footrangeV T exhalationfor constant
3-5Harmtoall immediately beforethegargoyl€’ smouith,
thetoxicfumesreducing Speed Base Rating by 1 for each
5 points accruing to Harm to Health, and loss
recoverable only after one day, and permanent
(petrifiction of body) if all Speed lost thus; also one claw
and biteattack when on ground for combined 5-9/5-9 (d8
+12[for size]) Harm; Defense: 13 (added protection from
heavier scales dueto size).

By 5ft./ 5ft.; Special Attack: Breath weapon; SQ: Damagere-
duction 15/+1, freeze; AL Always chaotic evil; SV: Fort +8,
Ref +6, Will +1; Str 11, Dex 14, Con 18, Int 6, Wis 11, Cha?.

ills: Hide +9, Listen +4, Spot +4; Feats: Multiattack,
Weapon Finesse, (claw, bite).

Breath Weapon (Su): 1/day as 5th level, cone of slow
gas. Creatures within the cone must succeed at a Fortitude
save of DC16 or beslowed for 1d6 roundsand suffer thetoxic
fume damage 1d6, save must be made each round PCisinthe
cone.

Freeze (Ex): A gargoyle can hold itself so till it appears
to beastatue. An observer must succeed at a Spot check (DC
20) to noticethe gargoyleisreadlly alive.

2 SPRERS

Thisdell isthe home of ahalf-dozen young jumping spiders
and their large and protective mother. As soon as any
Characters venture more than one hex into the place, the
young attack, for they are mindlessly aggressive and very
hungry. The commotion of any one of them being slain
initiates the assault of the parent, she having a 75% chance
of attacking by surprisefrom her hiddenlocationinthegrass.

The Characters should be allowed a spot check (DC20) and/
or Listen check (DC 17), if the check is successful both sides
roll initiative. If the Characters fail their check the mother
spider catches the party flatfooted and gets a partial action.

MonstrousSpider, Tiny (6): CR1/4; Tiny Vermin; HD ¥2d8;
hp2; Init+3(Dex); Spd 20ft., climb 10ft.; AC15(+2size, +3
Dex); Attacks: Bite+5meleg; Damage: Bite 1d3-4 and poison;
Face/Reach: 21/2ft. By 21/2ft./ Oft.; Special Attacks: Poison,
web; SQ: Vermin; AL Alwaysneutral; SV: Fort +2, Ref +3,
Will +0, Str 3, Dex 17, Con 10, Int—, Wis12, Cha2.

ills: Climb +8, Hide +18, Jump —4, Spot +7; Feats:
Weapon Finesse (hite).

Poison (Ex): SeetheVermin Poison table.

Web (Ex): Both types of monstrous spidersoften waitin
their webs or in trees, then lower themselves silently on silk
strands and leap onto prey passing beneath. A single strand
is strong enough to support the spider and one creature of

7 -

Spider,jumping, 10" (6): H 1 P15 S25; Attack: 3-5and
VT 6-8 Harmignoring armor protection; Defense: 16.

Spider, jumping, 80" (1): H 60 P80 S10; Attack: 17-20
and VT 21-25 Harmignoring armor protection.

Defense: 4.

Note: For fighting with and killing the spiders each
Character who contributed to the victory gains 20 Merits
in the Ability employed in so doing—using weapons,
activations, or whatever.

thesamesize.

MonstrousSpider, Medium-Size(1): CR1; MediumVermin;
HD 2d8+2; hp 11; Init +3 (Dex); Spd 30ft., climb 20ft.; AC 14
(+3 Dex, +1 Natural); Attacks: Bite +4 melee; Damage: Bite
1d6, poison; Face/Reach: 5 ft. by 5 ft./ 5ft.; Special Attacks:
Poison, web; SQ: Vermin; AL Always neutral; SV: Fort +4,
Ref +3, Will +0; Str11, Dex 17, Con 12, Int 0, Wis 10, Cha2.

ills: Climb +12, Hide +10, Jump +0, Spot +7; Feats:
Weapon Finesse (hite).

Poison (EX): SeetheVermin Poison table.

Web (EX): Both typesof monstrous spidersoftenwait in
their webs or in trees, then lower themselves silently on silk
strands and leap onto prey passing beneath.

3 CONOORS ANO AVIAN
werebeascs

Therearesix mated pairsof condorshere. They areguarding
their nests and if any party member enters the dell the
condors will rise, circle, and make a threatening pass,
swooping closeto drive away theintruder(s). If after that the
intruder(s) do not leave, the condors actually attack.

There are also six avian werebeasts dwelling inthe dell. As
soon as a condor is harmed, these six creatures take wing
and dive to attack. These appear as crested condors with
forward-set, owl-likeeyes.
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Condors(12): CRY%, Small Animal; HD 1d8+1; hp5; Init +2
(Dex); Spd 10ft., fly 80ft. (average); AC 14 (+1size, +2 Dex,
+1 natural); Attacks: 2 claws +3 melee, bite —2 melee;
Damage: Claw 1d3, bite 1d4; Face/Reach: 5ft. By 5ft./ 5 ft.;
SQ: —; AL Alwaysneutral; SV: Fort +3, Ref +4, Will +2; Str
10, Dex 15, Con 12, Int 2, Wis14, Cha6.

ills: Listen +6, Spot +6; Feats: Weapon Finesse
(claw, bite).
Avian Werebeast (6): CR4; Medium-Size Shapechanger; HD
6d8+3, hp45; Init+3 (Dex); Spd Fly 50ft. (average); AC16(+1
size, +3 Dex, +2 natural); Attacks: Claws +5 melee, bite +5
melee; Damage: Claw 1d4+1, bite 1d6; Face/Reach: 5ft. by 5
ft./ 5ft.; SQ: —; AL Alwaysneutral; SV: Fort +3, Ref +6, Will
+3; Str12, Dex 17, Con 10, Int 5, Wis13, Chab. ke
gtlls: Hide +4, Listen +7, Spot +8; Feats: WeaporgFi- 3

I

r'. |:|T‘I“'] ':""'IT _-"] TR : _:.;:!



the heriDIT

Gargoyle, Chthonic (2): CR 5; Medium-SizeMagical Beast;
HD 5d10+16; hp 59; Init +3 (Dex); Spd 45ft., fly 75ft. (aver-
age); AC 17 (+3 Dex, +4 natural); Attacks: 2 claws+6 melee,
bite +4 melee; Damage: Claw 1d4+1, bite 1d6+1; Face/Reach:
5ft. by 5ft./ 5ft.; Specid Attack: Breath weapon; SQ: Damage
reduction 15/+1, freeze; AL Alwayschaotic evil; SV: Fort +9,
Ref +6, Will +1; Str 12, Dex 16, Con 18, Int 6, Wis 11, Cha?.
ills: Hide +9, Listen +4, Spot +4; Feats. Multiattack,

Condors(12): H 10 P25 S25f/15a; Harm 3-5+1-10; Armor
- 2; Attack: 3-5plus1-10Harm; Defense: 2.

Avian Wer ebeasts(6): H 60 P75 S24f/12a; Attack: 1-20
+2-16 Harm; Defense: 5and only weaponsof silver or acid
or fire can inflict normal Harm on a werebeast; other
attacks cause only 10% normal Harm, and health lost thus
isregained in one day’ stime after being suffered.

Treasure: Avian werebeast wealth, hidden in their aeries
on the cliffs above and per nest, isin the range of $10,000
to $100,000 in gold coins and gem crystals, with a 50%
chance for 1-3 Extraordinary Items of from Grade 1 to
GradeV sort (d6 to find rank, then random discovery of a

Gargoyle, chthonic (2): (Coloration stony earth tones
from faded black to ochres, clay etc. Body somewhat
canine with sloth-like appendages and head has a
vaguely demonic visage.); H 46-55 P 51-60 S 10
attacking/1 burrowing through hard sandstone, 2 soft

sandstone, 3 chalk, 4 hardpan clay and gravel, 5 hardpan
clay, and so forth to sand or soft soil at 10; Attack:
Three-foot rangeV T exhalation for constant 3-5Harmto
all immediately before the gargoyle' s mouth, also one
claw and bite attack for combined 9-12/6-8 (d6 +14)
Harm; Defense: 12.

logical object).

nesse (claw, bite).
Damage Reduction (Ex): A lycanthropein animal or hybrid
form gains damage reduction 15/silver.
Treasure: Standard.

L Weapon Finesse (claw, bite).
Thelast of thethree nestshaswithinit, in aheap of old

bones, a diary that notes that the hermit's
abodeisnot tothewest. Itisinasmall box

of bone clutched in the skeletal hand of
aprevious adventurer unlikely tobe |
discovered without the appro-
priateabilities. (Search Check
DC25).

Breath Weapon: Cone of acid
gas, creatures within the
e 3z, CONE must succeed at a
Reflex save of DC16 or
suffer the toxic fume
damage of 2d6, save
must be made each
round PC is in the
cone.
Burrow: Crea-
turecan burrow itself
i WU from hard sub-
4] | stances at a rate of
L% 1. 15'/round, rate de-
W8 creases for harder
,"I substances. Bur-
' lj/ rowed creaturegains
[ ||} +4AC bonus, but at-
" tack modifier is re-

&
Not fighting with the
condors gains 30 exps [
bonus for each of the
Characters. For fighting
and daying the avian
werebeasts, each PCwho
contributed to the vic-
tory gains standard

eexpserience points for %‘ '
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the CR of the creature.

4 chchonic ¥ e
» GARGOULGS " { gargoyle can hold it-

self so still it appears

to be a statue. An ob-

S server must succeed

at a Spot check (DC

20) to notice the gar-
goyleisredly aive.

This box canyon’s end is _

the habitat favored by apair ..

of reclusive and aggrvem
~ chthonic gargoyles of excep- % —

tionally robust sort. If any T
intruder actually comes into the. ; )
seven hexes comprising the
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.. .. These chthonic gargoyles were
_encouragedtodwel| hereby L odash.
Should the Characters call out loudly
using “hermit” or “Lodash” when

doing so, the creatures cease attacking
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andgrateoutinreturn: “Turnback. Goback longway that
way. Hethere”

Not fighting with the gargoyles thus gains 150 exps bonus
each for the Characters.

5 €8CALADING GARGoyles

Three of these creatures, large and fierce, dwell in abig cave
at theend of thisgully. They ignore Character’ s unlessthey
intrude into the cave, but in such case the gargoyles attack
immediately. They are on aledge just above the entrance,
about eight feet above the stonefloor of the place. They will
exhale flames upon intruders by surprise, thereafter using
both flame exhal ation and physical assault in conjunction, at
once (jumping down at 20 S). They have nothing of valuein
their den.
Gargoyle, Escalading (3): CR 5; Large-Size Magical Beast;
HD 5d10+16; hp 59; Init +3 (Dex); Spd 45ft., fly 75ft. (aver-
age), climb 20ft.; AC 18 (+3 Dex, +6 natural, —1 size); Attacks:
2 claws+6 meleg, bite +4 melee; Damage: Claw 1d6+2, bite
1d6+2; Face/Reach: 10 ft. by 10 ft./ 10 ft.; Special Attack:
Breath weapon; SQ: Damage Reduction 15/+1, freeze; AL
Alwayschaoticevil; SV: Fort +9, Ref + 6, Will +1; Str 14, Dex
16,Con 18, Int 6, Wis 11, Cha7.

ills: Hide +9, Listen +6, Spot +6, Climb +8; Feats:

Gargoyle, escalading (3): (Coloration dark earth tones
such as burnt umber, sienna, etc. or moss or other
greenish color. Body somewhat feline with simian-like
appendages and head has a vaguely human visage.); H
47-50 P 41-46 S 14 attacking/20 climbing down/10
climbing sideways/5 climbing up or overhead along a
ceiling; Harm: constant three-foot range flame exhala-
tionfor 6-8 Harm, plusfor 6-8 Harm and doubl e clawsfor
6-8/6-8 (compounded to 12 +d4); Armor -10.

Multiattack, Weapon Finesse (claw, bite), Climb.

Breath Weapon (Su): Cone of fire, creatures within the
cone must succeed at a Fortitude save of DC16 or suffer the
fire damage of 2d6, save must be made each round PCisin
thecone. If aPCfailshigher save possible damageto equip-
ment can occur, saves for equipment can be made.

Freeze (Ex): A gargoyle can hold itself so still it appears

to be a statue. An observer must succeed at a Spot check
(DC 20) tonoticethegargoyleisreally alive.
Again, these are friendly creatures in regards to the hermit.
Should the Characters call out loudly using “hermit” or
“Lodash” when doing so, the gargoyles cease attacking and
growl outinreturn: “Just go straight. Go straight ascan
when going. ThereL odash.”

Not fighting with the gargoyles thus gains 150 exps bonus
each for the Characters.
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6 The o€ll of the herimic

Thisplaceis, on average, about amilelong, ahalf milewide
(north to south). The large pond (400 yards long by 200
yards wide), seen only if the observer mounts the higher
(brown) intervening hex or has moved north to get a clear
and unobstructed view to the west, it is a sure sign that the
party isintheright place.

The so-called hermit isn't really lonely at al. He is not
actually onewho dwellsaloneinisolation. Hemakesit seem
that way, certainly, but in point of fact, Lodash has quite a
number of “acquaintances’, associates, and even friendsin
this locale—and elsewhere. Lodash the Lonely’s good
friendshere, theleprechaunslocated in area6A (see below),
give theteam alot of trouble if they merely suspect that the
adventurers are there to kidnap the hermit. If they are given
reason to believefirmly that the characters mean to do so, or
arefaithful servantsof King Nupathurva, theleprechaunsdo
their utmost to wreak havoc upon them.

On the other hand, if the Characters are vehement in
condemnation of the one who sent them on this mission,
effusive in their assurances that they are here to at least
warn, and better, to assist, Lodash, then the |leprechauns
warily greet and question the party.

If the answers are direct, forthcoming, sincere, and point
towards beneficia activity on behalf of Lodash, then the
leprechauns offer abargain to the team of adventurers: If the
party truststheleprechauns, each member leaving their most
potent extraordinary or magic item as “surety” with the
leprechauns, then the “wee folk” furnish in return the group
with eight “Needful Things.”

GM Note: The needful things are used to get through the
maze's encounters. GMs should try to provide relevant
hints or help the Characters along through some of the
deadly and difficult challenges offered in the maze.

At the moment that the last of these eight things so giveniis
used, one of the leprechauns appears, makes a true
assessment, and if the “outsiders’ are honestly pursuing the
matter of discovering the whereabouts of Lodash so as to
assist him, al of their surety items will be returned
immediately thereafter. To this the 12 leprechauns each
swear solemnly.

Thefact is, they do not know what has happened to L odash,
and they are extremely worried. He told them a month ago
that he would see them “soon”, and that he planned a “hot
reception” for any minion of King Nupathurva daring to
come here searching for him.
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chance of making thisbargain.

Avoiding the leprechauns entirely is worth 150 bonus exps
to each PC - ascant reward for theloss.

Not attacking the leprechauns is worth 150 bonus exps to
each of the Characters, save those who spoke against such
pacificbehavior. If the Charactersactually makethedeal and
accept the “Needful Things’, then each gains an additional
100 exps. Note this on a sheet of paper, but say nothing to
the players.
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Usingtheeight “ Needful Things’ given areasfollows:

When a “Needful Thing” is employed actively in an
encounter situation, it either disappears immediately after
successful employment, or in the case of mistaken use, it
vanishes after about a minute or two has elapsed. The
leprechauns do not know the uses of the “Needful Things’.
However, in giving them over to the party they present them
inthe order that L odash gave them to the leprechauns. This
inand of itself isamost helpful thing.

Storwo il
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1. Aniron“hand onastick” resembling aback scratcher that
isl.5feetlong.

2. A bunch of fresh green beanstied with twineinto a sheaf.
3. A 2-foot-long wood dowel that will grow to 20-foot length
once when commanded to do so.

| 4. A small brass cylinder, 6 inches long and 1 foot in
diameter with a crystal lens at each end (peering through it
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6. A flat-sided topaz gem clasped in agold ring held by a
gold rod about 6 inches long.

7. Anivory carving of acastle tower that is 8 inches high.
8. A small (page-sized), narrow rectangular box of |eather,
empty, but with atop that has alittle leather handle.

6A The Leprachauns

This area of rocky hillocks has a surprising amount of
vegetation, including some fruit trees, berry bushes, and,
herbs and grass. There are 12 leprechauns dwelling here,
each with aspecial homein “atree” or “under” aboulder—
their magical doorways are thus located.

Only aCharacter who hasthe ability to Plane Shift can enter
these dimensions. If amember of the party has any sort of
magical itemthat allowsfor plane shifting per the plane shift
spell they too can enter the magical doorways.

There is also a cave here, one upon which a very potent
supernatural illusion has been cast.  Although the
leprechauns have their own, real furniture herein, the
remainder of the place, some 40 feet long by 30 feet in width,
is of bare rock. The latter, though, appears to be a richly
furnished subterranean palace. The stone walls seem to be
draped with marvelous tapestries showing sylvan scenes.
The rock of the cave'sfloor is enchanted to appear as thick
soft rugs and carpeting of the finest sort. Rocks and
boulders look and fed as if they were soft couches, chairs,
ottomans ... atleast to those who can not penetrate the
magiclaid uponthem. A little springtrickling downthewall

Only a Character able to access another dimensional
matrix because of possessing Panprobability Ability can
enter such places.

of the cave appears to be a flow of amber ale. At the
“command” of aleprechaun it will turn to red wine or even
strong liquor—all the time really no more than water.
Unknowing Characters who partake of the “drink” will
indeed become drunk, have hangovers, etc. The GM should
embellish to his heart’s content here, describe a lavishly
comfortableand enticing placefor relaxation, enjoyment, etc.

Itisinthis cavethat the leprechauns“entertain” the visiting
Characters. Thelatter find that after extended enjoyment of
the “comforts’ they be stiff and sore from their hard seats
and beds, of course.

Each Leprachaunisindividualized below. For the complete
stats and abilities of the Leprchaun see below, New
Monsters, page 60.

Keamally: Theeldest of the group and itsleader, whoisa
bit ontherotund side. Keamally wearsaflat green hat witha
black band and yellow feathering, red hose that clash a bit
with his green jacket. He has a billy-goat beard of coppery
red, not turning a bit gray. he happens to know a bit of

10
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Enchantment and Theurgy, so he has the following innate
spells 1/day as a 5th level caster: magic missile, ghost
sound, meld into stone, cure disease and cure light wounds.
Heisbothatypical prankster and atopper, soif dightly tipsy
heislikely to use ghost sound to play afew practical jokes.
Unoail: Thisleprechaunisabit bigger thanthe others, at | east
18 inches tall, somewhat of abully and braggart. He hasa
natural strength of 20 (Modifier +5 to all skills using a str
modifier to melee attack and damage) and hasthe following
innate spell at will as a 5" level caster: enlarge. He is
nicknamed “Big Moik”. Unoil wears a bright blue tam, is
beardless, has black hair and very blue eyes. Hisgarbisa
deevelessjack of brown leather and akilt of ochre and blue
checked cloth.

H 50 P52 S23.Hecanactivateunfailingly thefollowing
Powers: Shooting Stars, Unexplained Noise and Imitate
Surroundings plus Banish Sickness and Heal.

Treyon: Slender, dressed in typical leprechaun garb -
blouse, waistcoat, tailed coat, knee breeches, hose and
shoes - Treyon looks the picture of his kind, save that his
clothingisall of gray, save hisfunny hat, whichisblack and
smaller than usual. He is stealthy and quick, He has the
following skill modifiers: movesilently +6, Pick Pocket +7

Harrity: Intypical garb of hiskind, but colorful - yellow
blouse, emerald green waistcoat, dark green tailed coat,
yellow knee breeches, white hose and shiny black shoes -

Unoil: H 55 P60 S24. with preternatural Physique
Ability of 180 and the capacity to make his 20-pound
body weighinstantly 10timesthat whenhewillsit. Add
12toany Harm heinflicts.

rather clashing with his carrot-red beard, Harrity loves to
make snide remarks, insults, and drink. Heismorethan abit
on the lazy side. He likes to draw out those he wishes to
torment with his sharp tongue. He has the following skill
modifiers: bluff +6, Perform +6

H 47 P51 S26. Possesses Stealing Ability matchingis
Stealth of 90.

Shamot: A black-haired, green-eyedleprechaunall dressed
in buff and russet, with black trim. Helooksabit of adandy,
and heisrather alady’s“man” asit were. Hehasaseductive
way of speaking, sothat any femalesmust makeaWill Save,
DC 14 or becharmed. Shamot isotherwiseordinary, if any of
hiskind can be called that.

Flimmigon: This chap lookslike the rainbow, ashishat is
violet, his coat dark blue, his vest sky blue, his shirt bright
green, breechesyellow, stockingsaloud orange, and hislow

11
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H 53 P58 S25. bit onthelazy side. He has Pretense
Ability at 90 score.

boots are of red. Helovesto tell stories, all lies mostly, and
waits to be challenged. Then Flimmigon, his golden-red
beard literally bristling, hops about and berates the one
daring to do so, shouting for the “ misbegotten son of atoad”
toprovehimaliar. Of course, if anyone can, the leprechaun
laughsmerrily, allowshewasexaggerating abit, and suggest

H 48 P52 S25. Any femaleheusestheblarney on must
save against Speed Base Rating .

they have a drink together so asto show no hard feelings—
on the other fellow, of course. He has the following skill
modifiers: Perform+8

Maparthy: Foraleprechaun, thisfellow’ srust-readbeardis
long and bushy, and his eyebrows also jut forth. Another
who dressesin the “old style” with boots, agreat kilt of rust
red and blue checks topped by date-gray blouse and a
sleevelessjack of black leather with brassstuds. Hisdagger
does 2d8+4 shock burst, range 5 ft., +2 to hit. If sufficiently
inebriated, Maparthy will tradeit for an Extraordinary dagger
of normal, not long sort.

Kralonnol: Another typical leprechaun, unremarkable for

H 54 P51 S25.

his sort, a red-brown beard and with garments of black and
green, save for his white shirt and hose. He is nicknamed
“Lucky” as he hasthefollowing innate spells 3/day asabth
level caster: guidance and 3 times per day can re-roll a
critical failure.

Gammagal: “Smoky” is always puffing his pipe, and his
typical leprechaun clothing is of brown and gray, as if to
mimic tobacco and ashes. When threatened, “Smoky”

H 49 P55 S25. He has asmall (dagger-sized) but
formidable shillelagh that actually strikesfor 8-20 shock
Harm, with a Range of 4, a Speed of 2, and a Precision
Bonusof 10!

Gammagal emitsagreat puff of fumesup to 10 feet distance.
This exhalation takes the form of a supernatural smoke ring
that loops over and around the target subject’s arms binding
them to his body as if with stout ropes. Thistrick can be
performed once per day acting as a Hold Person spell. He
has the following innate spells 1/day as a 5th level caster:

H 47 P57 S25. Hehasboth Psychogenic Premonition
Power and Luck Ability at 77 score.
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Hold Person.

Calidar: A stereotypical leprechaun and yet another of the
typically clad sort, with black and green garments, Calidar is
quiet for hiskind. Thisis because heis especialy keen of
eye, adways dert, and thus 90% likely to spot any
shenanigans being played by a Character. He has the
following skill modifiers: Spot +8.

Downshay: This chap isreferred to as “Blue” because he
wears nothing but (typical) garmentsof indigo and blue. His
hair and beard are pale, amost platinum in color. While

H 50 P55 S25. Thebinding remainsfor 2-5ABCstime
before it becomes mere smoke once again.

having all the usual capacities of a leprechaun, he has the
following innate spells 9/day as a 5th level caster:
divintation. Thishewill doif the Characters’ sparty seemsof
suspicious nature, or potentially threatening.

Bramab: “Young” Bramabisonly afew centuriesold, sohis
golden beard is yet short and downy. He wears a high-

H 52 P54 S25.

crowned hat of maroon silk with a black band and gold
buckleinfront. Hisswallow-tailed coat isof dove-gray with
plum collar, cuffs, and piping, hiswaistcoat of reverse color
over apink shirt. Hiscravat ishlack, asare hisbreechesand
shoes, lilac stockings making asharp contrast between them.
Being young and especially sprightly he has the following
skill modifiers: Perform +8.

H 48 P52 S25. “Blue” isableto use Divination at 90
score, and cast up to nine such foretellings.

Note: Theleprechauns are meant to be used as both adeadly
encounter to the malign party and avery trying and fun one
for the well-intentioned party of Characters The fun, of
course, ismainly for the GM, and the more you have herethe
better! Therewardfor theplayersistheexperience, andtheir
gaining the “Needful Things’ of course.

Here are some of the “fun” tricks the leprechauns might
decide to play on the Character’s, especialy if they are

H 46 P59 S25. Bramabisableto employ Minstrelsy
Ability at 90 score.

| arrogant, threatening, stuffy, nervous, or thereto play them

on!

. Serve huge platters of food and drink that are duplicated. In

puch case the consumer feels exceptionally hungry in a
short time. Duplicated food hasno morenutritioninit than a

ing about being “eaten out of house and home” the little
Alfar will demand hefty payment for food to be served—
moreof thesameof course. A great jokeand aprofitableone.

Cause something belonging to one Character to disappear
from that one’ s person, and appear on or near that of another
of the “guests.”

Use ropes placed strategically here and there, fastened at
oneend, “invisible” to those affected by theillusion placed
upon the cave (see above), to cause the Characters to trip
and fall, or stagger into one another.

Apport a hot coal under the fundament of one about to sit
down.

Use marked cards and loaded dice to play gambling games
with Characters, thus win the stakes whenever they choose,
losing only so as to avoid suspicion, or to egg on more
betting.

The GM might also wishto consult the WEYLAND SMITH
Catalog for any number of “joke’ items the leprechauns
might have on hand for their amusement when strangers
happen to drop in.

6B Che huc of Lodash the
LoNeLy

Therocky area before you isverdant and shows signs of
care. Itis,nodoubt, thedwelling placeof theHer mit.

Before describing the area, exterior and interior, to the
players, note that the Characters are here for one reason.
Either they are hurrying to find and capture and send off the
so-called hermit, or else they have decided to find and warn
him. In either case they should not be vandalizing his hut or
searching for thingsto steal. A search might bewise, but not
one that destroys property that is not theirs. Thus, there are
noted punishments included for many of the objects inside
the hut.

Thehutisamortared stoneconstructionwith aroof of date.
Itisabout 22 feet squareoutside. Ther ear wall of theplace
istherock of thecliff against which it isbuilt. Theroof is
about 15 feet high at the peak, the eavesto |eft and right
coming down to about 10 feet. Evidently there is the
possibility of heavy snow hereinwinter. Arail-likeedging
of spiked iron runsall along the eaves, so any would-be
climber will haveutmost difficulty gainingther oof without
beingpier ced by oneor mor eof thesepr ojections.

A sideways-W-shaped projection of two feet height and
breadth, set with the bottom leg angled down at about 45
degrees, themiddle one parallel to the ground, and the upper
at about 45 degrees from that. Any grasp on one of these
must succeed in aReflex Save DC 17 or suffer 1d2 points of
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damage, for every three failed saves take 1 point of
temporary dex loss (recoverable by normal means).

Thehut hassmall windows, only about afoot wideand three
high, set with their sills some six feet above the ground.
They are barred with spiked iron rods, display interior
shutter sof wood, and ar eclosed asif nooneisinresidence.

Thereisaheavy plank door totheleft hand of thefront of the
stonehut. Itisreinforced withiron bandsand set withlong,
thick, square-shanked iron spikes. Theseprotrudepoint-
outwar dstodiscour agefor ceful contact by somecr eature
withthedoor.

Check versus Speed BR of suffer Harm equal tothat from
a small caltrop, but such Harm affecting use of the
appendage, not necessarily movement. That is each hit
reduces use of the Harmed member by 10% in all usage,
including applicable Ability use.

As the door opens inwards, hinges are inside. There is a
simple latch, and the first of the leprechauns eight “ needful
things’ theiron “back -scratcher” should be employed tolift
the latch. Otherwise, a Character must use his hand, and
whomever touches the latch thus sets off the trap. The
Character who touches the latch sets off the greater glypgh
of warding Lodash has place on it (Search to spot DC 31,
Disable Device to disarm DC 31, cast at 14th level). The
victim must make a Reflex Save (DC21) or lose half of their
base hit points and fall unconscious for 24 hours. No
ministrationswill bring them back beforethealluded time.
The Character selecting and employing the correct “ needful
thing” to open the door gains 150 exps. If one player
suggests the item, and another Character employsit, divide
the Merits accordingly. Note this on a sheet of paper, but
say nothing to the players

Any serious damage to the exterior of the hut brings a
penalty of 150 exps to each and every Character involved,
including assent by non-interference. Notethison asheet of
paper, but say nothing to the players.

They suffer instantly 50% Harm to Health Base Rating
from a special ward Lodash has devised and fall
unconscious and not recover despite any ministrations,
Extraordinary onesincluded, for 24 hourstime.

INCERIOR OF The huc

The dimensions of the interior are about 20ft x 20ft, the
exceptionbeingtheirregular rear wall. Eachsignificant thing
within the hut is designated by a capital letter and has a
listing with details.
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As the Characters examine things, read the appropriate
sections below, adding whatever details you wish (but note
them so asyou will remember what elseisin the place).

Floor
Thefloor of thehut isof solid stone.

Rafters

Therearethick beamsof wood at about 10-foot height, and
abovethem aretherafter sand planksthat support theheavy
datesof theexterior roof. Inthebeamsand from them and
the rafters hang various items of foodstuffs—sausages,
hams, mesh bags with cheeses, garlic, dried herbs, etc.
Therearealso five netsholding crystal globesthe size of
lar geor angeshangingfromthebeams.

(See S, below, for a hex that has been placed upon all these
items.)

The globes are placed around the room, one is above the
north end of Carpet D. Another isaboveandtotheleft of the
pillow on Bed C. Thethirdisabove Table P. Thefourthis
above Worktable T, and the fifth above Desk M. They
illuminate brightly a six-foot radius, cast fair light 14 feet
beyond that, and give a shadowy illumination to aradius of
30 feet. Each operates by command: “L odash wants light!/
L odash wants dark!” spoken within 10-foot distance of one
ormore. If both*Lodash” and“light” are spokeninthesame
sentence, if oneiswithinrangeit will flicker on, thendimand
fadeto lightlessness. A fair clue.

Whichever Characters figures out how to activate these
globesthey gain 60 exps. Note thison asheet of paper, but
say nhothing to the players.

If food for ameal is taken, there is no penalty. If extrais
stolen, packed away and carried off, then each Character so
doing earns a 30 exps penalty.

If one or more of these light globes are taken by the
Characters, there is no Merit penalty. Indeed, give each
Character taking one a bonus of 60exps, for they are needed
to locate clues as to where Lodash is located.

A Armoire: Thiswoodenwar drobeisabout eight feet high.
Twolocked door sswingoutwar d toaccesstheinside.

Thekey tothearmoireislyingonthefloorinfront of it, fallen,
and only the end portion discernable by successful Search
(DC15).

Theinterior holds adozen different sortsof garment suits, all
non-Extraordinary. Amongst themisasuit of clothand asuit
of leather armor for oneabout 5’ 7" tall — exceptionally well-
made. The Cloth Armor has an armor bonus of +3 instead of
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the standard +1 and the L eather armor has aarmor bonus of
+4 instead of the standard +2. This magical armor can be
wornwith other typesof armor. Small boxesinthebottomfor
shirts, stockings, and linens occupy the right side of the
wardrobe’ sfloor, whileto theleft arelined up adozen pairs
of boots, shoes, and dlippers.
They are for a man with
relatively small feet.

Breaking open this piece of furniture brings a total to exps
loss to each and every Character involved, including assent
by non-interference. Each item taken from therein adds 10
exps loss to the one stealing.

LA use Scrutiny Ability. |

The Character who searches and finds the key, uses it to
open the armoire, receives 20 exps bonus.

B. Chest: Thishardwood trunk isabout twoand ahalf feet
deep and hasbed linens, awoolen blanket, and acomforter to
theleft, whileon theright arefolded abolt of cotton cloth,
oneof woolen fabric, and apair of finetablecloths, witha

TheCloth and leather armor grantsextraHealth, 90 and
150 respectively.

scor eof napkins.

There is nothing €else inside, nor are there any hidden
compartments.

Smashing this piece of furniture bringsatotal to 20 expsloss
to each and every Character involved, including assent by
non-interference. Taking or destroying anything from this
chest adds another 10 exps loss to the one so doing.

C. Bed: Thisisunmade, and thereisanightgown and cap
tossed on thebed. It consistsof arather normal wooden
bedstead with amesh of ropestosupport thestraw mattress
and featherbed atopit. Thetwopillowsareof down. There
arelinen caseson them, sheetsof cotton on thebed, witha
light cotton blanket atop all.

Breaking the frame is a 20 exps loss penaty, and an
additional 20 exps penalty applies to ditting open pillows
and mattress, the exps Loss to each and every Character
involved, including assent by non-interference. Notethison
a sheet of paper, but say nothing to the players.

14
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D. Carpet: Thisisaplain, heavy, T
wovenrug. Itissoiled,amat for
catching mud and dirt on boots
when onecomesinside.

If it is lifted to look for anything
hidden, there is nothing under it
but the stone floor, but give the
Character who does so 30 exps
bonus.

E. Fur Rug: Thisisabrownish
bearskin that has seen better
days. Still, it possesses some
value.

Stealing the rug is a 10 exps loss
penalty for each and every PC
involved, including assent by
non-interference. Note this on a
sheet of paper, but say nothing to
the players.

If it is lifted to look for anything hidden, there is nothing
under it but the stone floor, but give the PC who does so 30
bonus exps.

If any Character meaning ill to Lodash picks up thisrug, it
turnsinto a bear and attacks that character:

Bear, Brown (1): CR4; LargeAnimal; HD 6d8+24; hp51; Init
+1 (Dex); Spd 40 ft.; AC 15 (-1 size, +1 Dex, +5 natural);
Attacks: 2 claws +11 melee, bite +6 melee; Damage: Claw
1d8+8, hite 2d8+4; Face/Reach: 5 ft. by 10 ft./ 5ft.; Specia
Attacks: Improved grab; SQ: Scent; AL Alwaysneutral; SV:
Fort+9, Ref +6, Will +3; Str 27, Dex 13, Con 19, Int 2, Wis 12,
Chas.
ills: Listen+4, Spot +7, Swim+14.

If any Character, who meansto find and help L odash, places
the bearskin on his or her person read the following:

Theold hidesuddenly transfor msitself into a sleek cape,
thehead formingitselfintoahood over your head. 1tlooks
wonderfully warlike and is amazingly light and
unencumbering.

For the complete stats of the Bear Skin see below, p. 60.

F. Wooden Stand: Thisbed stand hasapottery ewer and cup
atop it. A siderod holdsatowel and wash cloth. On the

Bear, brown (1): H 80 P40 S15; Attack: 9-20+10shock
Harm (paws) or 13-16 penetration Harm (bite).
Defense: 7.

15

bottom shelf areabox asmall saucer, adish of dried fruit,
and an octavomanuscript.

The box contains a dozen nice cigars and the manuscript
details the properties of certain weed seeds in creating dyes
that are bright and do not run or fade from laundering.

Breaking the stand brings a 10 exps loss to each and every
Character involved, including assent by non-interference.
Stealing the octavo bringsalike 20 exps|loss.

G. Heavy Curtain: It isobviousthat thiswool drapery is
simply ascreentoclosetheprivy fromtheremainder of the
hut.

Tearing down the drapery curtain incurs a 10 exps loss to
each and every Character involved, including assent by non-
interference.

H. Recessin the Cliff Face (Privy): The “necessity” isa
sinkholethat descends many feet to a cavebelow. Water
trickling into it washes away the excrement. Thereare
boar dsset atop theopeningto provideamorecomfortable
seat for theuser. They arehinged inthecenter soastolift
for “watering”.

If any Character uses the privey, that individual notes there
are several square sheets of parchment to the left-hand side
of the privy seat.

If any PC succeeds at a search check DC 14, that individual
notes there are several sguare sheets of parchment to the
|eft-hand side of the privy seat.
Breakiig the seat incurs a 20 exps | ossto each and everwP
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involved, including assent by non-interference.

|. Cabinet: Thedoubledoor sof thisseven-foot-high, two-
foot-squar epieceof furniturearelocked. A noteonthem,
pinned thereby adagger, says. “ Warning! Donot open. If
you mean well, be assured that nothing herein will serve
you. Signed, L odash.”

Breaking the lock, doors, or any other part of this cabinet,
even so much as making a hole in it or using some
extraordinary means to breach it results in the release of a
noxious gas. It burstsforth
in an orange-hued haze to
fill the place. (Acts as
Guards & Wars, 14th level caster, Search to spot DC 31,
Disabletodisarm DC 31 Reflex Save DC 19to dodge).

LA uses Scrutiny Ability.

Any PC within one foot of it instantly falls unconscious,
(unless a Fortitude save (DC23) is made to remain
conscious), even as they, the wood, and the various
contents of the cabinet burst into colorless flame. Unless
some other Character is able to douse those aflame (they
smoke and char visibly) with water from basin L, each
unconscious Character will be consumed and dead within
four rounds, suffering 25% HP |oss each round after the gas
isreleased.

All other Characterswithin thehut are slowed to half-normal
movement and reactionsfor 2 rounds, suffering 1d4 pointsof
dmg, plus a like amount for each additional round of time
they breath while the gas remains active (another 3 rounds).
Fortitude Save (DC20) for Y2damage.

B Although the cabinet and contents are destroyed, nothing

else untoward happens to the hut or its other contents.

Award 100 bonus exps to each Character who acts
successfully to save afellow from death by burning.

J. Bright Car pet: Thisexpertly woven car pet isof color ful
and unusual design and measur esthreeby fivefeet. Thered
outer border is decorated by alternating gray shapes of
triangular and pentagonal sort, each separated by avine-
like scrolling pattern of gold. The main ground of the
carpet isgreen woven with black ina maze-like pattern.
Thecenter of thecar pet hasagray ring of two-foot diameter
setting off asolid circleof bright blue.

Y ou notethat thisrughasbeen affixed tothefloor of thehut
by someunknown means, for it doesnot move, nor canit be

| liftedup.

Thislittlerug is one of Lodash’ stransference points. If any

. Character checks, it radiates a very potent extraordinary

energy. No Characters can activate or use the item.
owever, asuccessful Spellcraft Check (DC 25) doesreveal
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Thereisnoway for any of the Charactersto free and remove
this carpet. They can burn or otherwise destroy only the
outer portions of it. The central part will remain intact,
athough possibly darkened and stained, no matter what
ocCurs.

Each attempt to harm or destroy the carpet brings a 50 exps
penalty to each and every PC involved, including assent by
non-interference.

K. Chair: Oneof apair, thiswooden chair isroughly made
andwell-wor nfromuse. It seemstobequiteordinary.

The chairsare ordinary but why isit the Hermit would need
two identical chairs and why are they both equally worn?
Spot Check (DC 11) to notice.

Breaking it is a 20 exps penalty to each and every PC
involved, including assent by non-interference.

L. Wall Basin: Thisis a small recess in the rock face
against which is built the hut, a niche as it were, that
providesabasin and sink. A trickleof springwater runs
downtwofeet tofill anatural basin about afoot wideand foot
deep, but quitelong, evidently, asit extendsaway under the
wall and out of sight. Somewher e, theremust beadrain, for
thebasin portion doesnot overflow.

Thewater isquitecold and crystalline. It hasnoodor and
tastesfine.

The hidden part of the basin extends for about six feet, so
there is plenty of water to fill the accessible portion of it.
Nothing can be done to harm this basin or the water.

M. Desk with Attached Book Shelves: This piece of
furniturehasshelvesthat risetoaheight of somefivefeet
above the desk portion. The writing area has stacks of
papyrus,vellum, and par chment paper at therear. There
aresix small blocksof colored material (black, blue, brown,
red, green, purple) near tothem. A dozen quillsinapottery
jar,asmall knifeof silver,asand cdlar, ahand-longstick of
dark gray material, and asilver candlestick with athick
wax candleon it cover most of therest of thesurface, they
being on the left of the desk. Centered on the desk isa
singlesheet of paper with boldly scribed charactersoniit:

“I11-come, burglars. Youwill bedealt with, asyou deserve.
If by chanceyou arereading thisand ar e not miscreants,
thentouch not what isher eunlessyou need toimpr oveyour
form!”

Onthefour deep shelvesabovear esome30booksinvarious
leather bindings, six stacks of loose sheets of writings
(unbound manuscripts), 20 double scrolls with wooden
handles, 40 clay tablets, and at least 50 rolled sheets of
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par chment (mapsand small scrolls).

Nothing happens if the things on the desk are moved or
taken. Eachitemontheshelvesaboveistriggeredto explode
(Glyph of Warding 14th level; Search DC 28, Disable to
disarm DC 28) in one second’ stime after being picked up by
someone who wishes ill to the Hermit. The explosion
destroys what has been taken up and delivers 1-20 points of
damage (Reflex Save DC 18 for half damage) to each
Character withinatwo-foot radiusof it. Thedamageignoring
all normal and preternatural armor protection. Otherwise, the
Character's who seek to assist Lodash can indeed take
books, scrolls, etc. There are no desk drawers.

Each item taken up and subsequently exploding brings no
Demeritsto the offender.

Breaking the desk/shelves incurs a 20 exps penalty to each
and every Character involved, including assent by non-
interference.

N. Padded Chair: Thisseat isclearly theonefavor ed by the
hut’sowner, L odash. Thematerial of thepaddingisalmost
threadbare. It seemsmost comfortableand quiteordinary.

Slitting the padding and/or breaking the chair is a 20 exps
penalty to each and every PC involved, including assent by
non-interference.

O. Chair: Oneof apair, thiswooden chair isroughly made
and well-wornfromuse. It seemstobequiteordinary.

The chairsare ordinary but why isit the Hermit would need
two identical chairs and why are they both equally worn?
Spot Check (DC 11) tonatice.

Breaking it incurs a 10 exps penalty to each and every
Character involved, including assent by non-interference.

P. Plank Table: Thisisan ordinary boardfor agatheringof
asmany assix per sonstoeat and/or drink. Itstop surfaceis
worn and dark, showsafew stainsfrom use, but it isclean
and even waxed. Thetablemust bevery old tolook thus.
Thereisnothing otherwisenotableregardingit, and it is
unlikely tohaveand consider ablemonetary value.

Breaking table incurs a 30 exps penalty to each and every
Character involved, including assent by non-interference.

Q. Wooden Bench: Thisisacommon, roughly made seat
that hasseen consider ableservice. Itsproximitytothetable
speaksvolumes.

Breaking the bench incurs a 10 exps penalty to each and

every Character involved, including assent by non-
interference.
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R. Shelvesbuilt into Rock Recess: Thesewooden boards
areset inaframeof heavy, hand-hewn planks. Theshelves
formed thusareabout afoot deep and four feet inlength.
Thereisoneat floor level, and then another every foot and
onehalf, sotherear eseven planksin theseven and one-half
feet height of the shelving. Thetopmost board meetsthe
stone aboveit, soin all there are six shelves. The whole
structureisset into arecessin thecliff’srock face. The
stoneshowssignsof chisel marks, likely needed tomakeit
sguar e-cor ner ed and accept thebuilt-in case.

Onthesix shelvesaremugs, cups, stacksof plates, bowls,
pitchers,jugs,and soforth. All areempty of contents, clean
but dightly dusty. Theseitemsar emadeof wood or pottery,
most common and plain utensils.

Assume there are about 100 breakable objects here.
Breaking one item stored on these shelves incurs a 1 exps
penalty applicable to each and every Character involved,
including assent by non-interference.

If two hands are placed on the stone wall behind, between
the fourth and fifth shelf planks (at about five-foot height
fromthefloor), and astrong shoveisgiven, thewhole of the
shelving and rock wall swinginwardsandtotheleft (west) to
reveal asecret passage beyond (Search Check DC 30). (See
X: Sectret Passage, below.)

S. Large Cupboard: Thisis an open sort of rack that
containsvariousvesselsfor storingand keeping foodstuffs.
Therearetwobigtin container sfull of wheat flour and corn
meal at thebottom, alongwith asack of potatoes, basketsof
beetsand turnips. Therearecontainersof honey, sugar,
and salt. Y ou seedried beans, hot pepper s, fruit, nuts, and so
forth on higher shelves. Therearelikewiseboxesof herbs,
even peppercorns, a mortar and pestle, and yet more
container sholdingvinegar, cookingoil, and what appear sto
bejar sof preserved food.

Alittlepottery plaqueinsidecatchesyour eye. It haspainted
onit: “Friend, if you arehungry, help your self, but eat all
youtake. Enemy, may you chokeon whatever you steal!”

Any hungry Characters can indeed take and eat anything in
here—or from the rafters above for that matter. To take
something not really needed is to incur a hex. Each and
every Character so doing will, when next they eat or drink,
choke.

Each such Character thus suffers, without any deduction for
any reason, 1d4 points of dmg (Fortitude Save DC 15) for
each distinct item taken from the cupboard or from the
smoked or dried foodstuffsin the rafters.

T. Work Table: A strange mix of cutlery and chemical
laboratory par apher naliaar escatter ed about ontop of thi
thick wooden workbench. In addition to several large
knives 2
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alembics, beaker s, and even asmall brazier and an athanor.
You arenot surprised to seeanother piece of parchment
with Lodash’swritinguponit.

“Help yourselves, burglars. What can | do to prevent
vandalismand theft? | f by chanceyou ar er eadingthisand
areseeking me, seeabout setting thetablefor afinemeal
instead of disturbing my thingshere. | don’t mean to be
pushy, but | dohopeyou’ll seetoit betweenfour andfive. L.”

Eachitem here, other than the note, istriggered to explodein
one second’ s time after being picked up (Glyph of Warding
14th level; Search DC 28, Disable to disarm DC 28). The
explosion destroys the object handled and delivers 1-20
pointsof dmgto each Character withinatwo-foot radiusof it,
ignoring armor protection that is not of supernatural sort
(Reflex Save DC18for half damage).

U. Small Stand: Thisstand hasawoodentub ontopifit,its
interior holdsirontoolsfor thefireplace. Thereisapoker,
apair of tongs, a small shovel for ashes, and a broom for
sweeping up. The stand and all on and in it are quite
ordinary, although it isunusual to find implementsfor a
fireplaceinahut.

Breaking the bucket or the stand isa 10 exps penalty to each
oneinvolved, and a 10 exps penalty appliestheft of any or al
of the fireplace tools, the penalty to each and every
Character involved, including assent by non-interference.

V. Fireplace: Thisisadeep, very well-constructed fireplace.
It is clean and has been maintained with care. Wood
shavings, kindling, and logs are laid on andirons in its
firebox, soacheerful blazecan bestarted with ease. There
is,infact, atinder box onthemantleabovetheopening.
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When the chimney is examined read aloud:

Y ou peer intotheopening, lookingupintoan open chimney.
Only abit of soot fallsfrom abovetolodgein your eye,anda
swipeof afinger clear sthat away.

[
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Thereis nothing here of note. Lighting afirewill bring the
leprechauns from 6a unless the party has made a pact with
them. Theleprechaunswill arrivein one hour after thewood
inthefireplaceis set ablaze.
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W. Wood Box: Thisroughand ordinary box hasnocover. It
isfilled with split logsfor burningin thefireplace.

| Breaking the wood box incurs a 10 exps penalty to each and
every Character involved, including assent by non-
interference.

. Secret Passage: Asyou push against the stone behind
Reshelvinginset in thewall, awholesection of seemingly
soligl rock swingssilently inwar dsand toyour leftataki
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thewood-framed shelveswith it asit goes. You seeadark
passage behind. Thissecret way isabout threefeet wide,
seven feet high, and goeson for an undeter mined distance—
certainly further thanthefiveor sofeet you can seefromthe
light that seepsintothetunnel fromthehut.

the GgNoIpe IpaZe

As the Characters pass through the secret door in Lodash’s
hut, read the following:

Thesecr et door openstoapassagenorth. Thisnarrowway
soon becomes a large corridor that introduces your
exploring party towhat can only bethestart of amazecar ved
intotherocky hill.

If any Character uses Spot Check DC 16 whileinthe narrow,
30ft-long section of passagetell that individual :

Thereissomethingwritten with candlesoot ontheceiling.
Thewriting looks familiar, the hand of Lodash. It says:
“Hurryup! Youdon'twanttobeleft behind here...or do
you?”’

Of coursethey do! Tofollow themazeleft by takingthe | eft
behind” (southwest entrance door), they hit each of the
encounter areaswith aminimum of searching and confusion,
the team need not map thus, and they come out the
southeast door with all the materials needed.

This place was constructed some time ago by the gnomes
whoselikenesses are depicted intheentry tothemaze. They
did the work for many reasons, including payments by
Lodashfor their services. Therewereleprechaunsinvolved,
of course, and al so somevery potent sorts of other Alfar race
individuals. Simply put, theso-calledHermit calledinalot of
favors. Why? Because he foresaw, if but dimly, a future
need.

That future is now, and the need is for the Character’'s to
pass as quickly as possible
through the maze to locate
thekey points(1. through7.),
retrieve the meaningful ob-
ject found in each, and then return to their starting point, the
hut of Lodash the Lonely. Of course, once there, they must
manage to do the “ correct thing.”

LA uses Scrutiny Ability.

As the party proceeds read the following whenever a
Character inquires asto the specific area:

Floors: All floors here are solid rock, worked and worn
relatively smooth.

Walls: All passageway wallsar eof hand-hewn stone, fairly
well wor ked, and not toor ough.

18
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Ceéllings. The passageway height isabout ninefeet at the
sides, 12feet inthecenter, theover head havingaRoman-
typearchtoit.

the gnome ball

Y ou havecomeintoahexagonal chamber whosewidth and
depth are 60 feet. The vaulted ceiling also reachesto a
height of about 60feet, eight supportshewn from theliving
rock ar ch from thecor ner stomeet at thesummit.

All of the surfaces are sculpted. These carvings are
generally complex and decorative, a melange of faces,
whorls, flowers, geometric figures, fruits, shells, and so
forth. Figures of gargoyles are carved into the stone
supports for the roof. Faces and forms of animals and
strangecreatur esar esculpted high above. Onthewallsto
either hand and ahead, however, arebas-r elief scenesthat
depict gnomes of various sort engaged in different
activities. These scenesshow:

L eft and behind (southwest): A snarling apewith several
gnomewar rior scowering befor eit.

L eft (west): Mailed gnome knights and soldiers battle a
mass of frog-like monsterswho arebeing urged on from
behind by an upright-standing thing that seemsto be a
combination of toad and giant. Although many of thehorrid
frogmonster sar edead, thefacesof thegnomesconfronting
the ondaught show abject terror, and some are actually
fleeingfromthefight.

| £ ]
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L eft and ahead (northwest): Demons and devas battling
through thecloudsasgnomeslook on.

Ahead (north): A fan of seven arrowsthat point toasmany
strange glyphs (that no Character can read or decipher,
regar dlessof ability).
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Right and ahead (northeast): A lion and agoat playingsome
sort of boar d game. Thelionismovingapiecewith askull
crowningit, and thegoat appear sfrightened.

Right (east): A regal gnomeseated on athronebehind which
isaSunin its Splendor, possibly thearmorial bearing of
that individual monarch. Variousgnomelordsand ladies
attend themonar chwhoishandingthemscralls.
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Right and behind (southeast): A scenepacked with endless
~ ranksof armed gnomesoldiersin maze-likerank and file
lines, seemingly queued up and awaiting.

At such time as the party of Characters returns to this
¥ chamber with all seven of the silver pieces found in the
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totheHut. They will al beon (or nexttoif therearemorethan
will fit thereon) the Bright Carpet (J). See the end of this
section when this occurs.

[X] (Floor Pit) Encounter:

These are meant only to punish the bungling players.
Character passage over any such trap will not trigger it
unless the passage is the sixth one to occur over a pit.
Although this means the GM must keep track of the number
of times the party has gone over each, the few number of
such traps (4), and the record track below, makeit relatively
easy. Draw alineor circle each the approprate number when
passed.

NE Floor Pit:
123456 Activel
SE Floor Pit:
123456 Activel
NW Floor Pit:
123456 Activel
SW Floor Pit:
123456 Activel

* (Asterisk) Encounter:

Wherever an asterisk is shown in apassageway, the GM can
have any one of the following illusory (see chart following
page) sound/sight events occur. Make a point of not
having the same thing occur at one asterisk encounter area.
A regular and repeating phenomenon becomes a landmark
by which playersthat are not mapping, or have mis-mapped,
can navigate.

Phenomena

Roll d30 or choose one.

1. Leathery flapping of wings approaching/receding
ahead

2. Leathery flapping of wings approaching/receding
behind.

3. Running footsteps approaching/receding ahead.

4. Running footsteps approaching/receding behind.

5. Eerie laughter followed by receding wind sound from
ahead.

6. Eerie laughter followed by receding wind sound from
behind.

7. Grating of heavy stone on stone from ahead.

8. Grating of heavy stone on stone from behind.

9. Tittering voice calling out, “Go back, fools!” from
behind.

10. Titteringvoicecallingout“Go back, fools!” fromahead.
11. Hissingasif fromalarge snakeimmediately ahead.

12. Slithering asif alarge snake moving, receding behind.
13. Squeaking and pattering as if many rats approaching
from ahead.

20
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14. Squeaking and pattering as if many rats approaching
from behind.

15. Whispering voice urging: “Follow the passage to the
right!”

16. Whispering voice urging: “Follow the passage to the
left!”

17. A dim glow ahead that fades quickly into blackness.
18. A bright flash ahead, the banging of a door, then
darkness.

19. A crackling, blue-white energy discharge ahead.

20. A fiery gout of flame shooting from the floor ahead.

21. A lantern-likelight ahead that moves randomly away at
the same rate of the Characters, and vanishes in 3 to 6
rounds.

22. Alantern-likelight behind that movesrandomly away at
the same rate of the Characters, and vanishes in 3 to 6
rounds.

23: A ghostly but beautiful female figure ahead that moves
randomly away at the same rate of the Characters, and
vanishesin 3 to 6 rounds.

24. A light appearing ahead on the ceiling, fading and
disappearing asif atrapdoor there were being closed

25. A light appearing ahead on the floor, fading and
disappearing asif atrapdoor there were being closed
26-30. No Phenomenon

Notetothe GM: If thisadventureisnot “timed”, and you
wish to add a bit to the challenge of the maze, place actual
random encounters herein, and base them on the phenomena
above thus:

Phenomena Monster
1-2: Springbat
34 Balewretch
56:
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11-12:
13-14:

Adder
Rats

After several sounds and sights have been encountered,
and the Characters become complacent, include an extradie
ontherandomroll that discoverssuch phenomena. A d6, for
instance, with a 4-6 result indicating an actual physical
creature associated with the phenomenon found (See
Appendix E New Monster, page 60).

SEC ENCOUNCERS
1 the cages

Y ou haveenter ed achamber that hasshimmering planesof
for ce sectioning off portionsof itsarea. Itisbasically 30
feetinlength and 20feet wide, with separ ateportionsbeing
cages.

1A: To your left is a 10-foot by 10-foot square area
containingahugesnakeof somesort, oneyou havenot ever
seen before. Itismotionless, and itsopen eyesdonot seem
toseeyou.

Deathfriend (1): CR3; Medium-SizeOutsider; HD 3d8+3; hp
16; Init +3 (Dex); Spd 30 ft.; AC 15 (+3 Dex, + 2 natural);
Attacks: Bite+4 melee; Damage:; Bite 1d6+1; Face/Reach: 5ft.
by-5 ft./ 5 ft.; SQ: Paralysis; Spell Resistance +14; AL
Alwaysneutral; SV: Fort +3, Ref +6, Will +5; Str
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12,Dex 17,Con 10, Int 12, Wis15, Chal0.

ills: Balance +8, Hide +18, Listen +8, Move Silently
+5, Spot +7; Feats: Weapon Finesse (bite).

Paralysis. Those hit by bite are paralyzed for 1d6+4
minutes (Fort Save DC 18).
The script beneath its painted picture says: This most
venomous ophidian isa killer that strikes at anything it
sees, and its poison actson contact with skin, need not be
injected!

1B: Toyour rightisa 10-foot by 10-foot squar eareawith a
shaggy- haired dogthat wear sar mor of leather and metal.
Thispony-sized canineisunmoving, anditsgazeisfixed on
space.

Ogre Warhound (1): CR 4; Medium-Size Outsider; HD
7d8+14; hp 46; Init +2 (Dex); Spd 50 ft.; AC 14 (+2 Dex, +2
natural); Attacks: Bite +9 melee; Damage: Biteld6+1; Face/
Reach: 5 ft. by 5 ft./ 5 ft.; Special Attacks: Trip; SQ: Scent,
Darkvision 60 ft., Cold/Fire Resistance 10, Damage
Reduction 5/+1, Spell Resistance +18; AL Chaotic evil; SV:
Fort+7, Ref +7, Will +7; Str 13, Dex 15, Con 15, Int 5, Wis 15,
Chals.

ills: Hide +3, Listen +6, Move Silently +4, Spot +4;
Feats: Weapon Finesse (bite).

Deathfriend (1): (AnAlfar-worldreptileof dreaded sort);
H 20 P50 S15; Attack: Thick fangsfor 1-2Harmand VT
for 21-25ignoring all protection; Defense: 6.

Trip (Ex): AnOgre Warhound that hitswith abite attack
can attempt to trip the opponent as a free action without
making atouch attack or provoking an attack of opportunity.
If the attempt fails, the opponent cannot react to trip the
Warhound.

Scent (Ex): This ability alows the creature to detect
approaching enemies, sniff out hidden foes, and track by
sense of smell. Creatures with the scent ability can identify
familiar odorsjust ashumans do familiar sights.

The creature can detect opponentswithin 30 feet by sense of
smell. If the opponent is upwind, the range increases to 60
feet; if downwind, it dropsto 15 feet. Strong scents, such as
smokeor rotting garbage, can be detected at twicetheranges
noted above. Overpowering scents, such as skunk musk or
troglodyte stench, can be detected at triple normal range.

When a creature detects a scent, the exact location is not

OgreWarhound (1): (A dogfromthedimensiona matrix
from whence ogres come and are native to);
H 50 P50 S16; Attack: Jawsinflict 9-12+6 Harm, thelatter

amount [6 points] aways bypassing armor protection;
Defense: 4 plus an additional 4 due to actual armor [8]
total.
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revealed — only its presence somewhere within the range.
The creature can take apartial action to note the direction of
the scent. If it moveswithin 5 feet of the source, the creature
can pinpoint that source.

A creature with the scent ability can follow tracks by smell,
making aWisdom check tofind or follow atrack. Thetypical
DCfor afreshtrail is10 (no matter what kind of surfaceholds
the scent). The DC increases or decreases depending on
how strong the quarry’s odor is, the number of creatures,
andthe age of thetrail. For each hour that thetrail iscold, the
DCincreasesby 2. Theability otherwisefollowstherulesfor
the Track feat. Creaturestracking by scent ignore the effects
of surface conditions and poor visibility.

The script beneath its painted picture says. “A vicious
Killer,thiscaninecan generally betamed and handled only
by somefew giantsor any ogre. Thus,itisafavored animal
of thelatter species.”

1C: Directly ahead of you isa bigger cage and a bigger
creature. A motionless gorilla of monstrous size stands
frozenthereinal0-foot by 20-foot area. Theapeisat least
8 tall,andit must weigh 800pounds! Itsmatter gray-green
hair indicatesit isindeed most exotic.

Kru-krad (1): CR5; Large-SizeOutsider; HD 8d12+16; hp62;
Init +2 (Dex); Spd 35 ft., 40 ft. climb; AC 17 (+2 Dex, +5
natural); Attacks. Bite+ 12 melee, Fist (Smash) +12melee( (X
2); Damage: Bite 2d6+6, fist 2d6+6; Face/Reach: 5ft. By 5ft./
5ft.; SQ: Scent; AL Chaoticevil; SV: Fort+7, Ref +5, Will +3;
Str22, Dex 14, Con 15, Int 5, Wis12, Cha13.

ills: Climb +14, Listen +7, Spot +5: Feats: Weapon
Finesse (fist), Multiattack.

Scent (Ex): This ability allows the creature to detect
approaching enemies, sniff out hidden foes, and track by
sense of smell (see Ogre Warhound above for more details).
The script beneath its painted picture says. “Although
usually avegetarian, thekru-kradisalwayswillingtoadd
meat toitsdiet. Only favorite foodswill make the beast
hesitatebefor eassailingany livingcreature.”

After the Characters have seen the “cages’ and their
contents, continue reading aloud to the players:

Totheright of each areaisaninset tile, thesmall ceramic
squareshowingapainting of thecreaturenearest toit and
havingsomescript under neath. Clearly you areexpected to
dosomethinghere, but what itisseemsunclear.
“Needful Thing”: BUNCH OF GREEN BEANS.

The Characters should free the gorilla, toss it the bunch of
green beans so it won't immediately go for them, and run
away!

Whiletriggering any plaquetriggersall three cages, thereis
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Kru-krad (1): (A gorillafrom avery primitive parallel
dimensional “other world”); H 65 P60 S17;

Attack: Smashfor 9-12 + 10[the bonusalwayshbypassing
armor] andjawsfor 13-16 +6; Defense: 6.

a2roundtimedelay if thegorilla scageistriggeredfirst. The
snake and hound, coming out after it is loose and active,
then engagein afree-for-all that automatically eliminatesall
three. Otherwise, the caged animals will concentrate on
attacking Characters, and do not fight each other.

For performing this as noted, the Characters each receive 25
exps bonus, any Character, one or possibly two, taking the
lead getting adoubleaward, all recorded in secret by the GM.

However the animals are disposed of, the Characters
searching the area thereafter discover in the kru-krad's
(gorilla's) cage a small but strong wooden box set with a
silver triangle of 6” height onitslid. Thesilver triangleis
important and must befreed fromthelid and taken. 30golden
gems of 1500gp value are ssimply placed in the box as a
distraction.

2 AN AUOKENCE chamber

Y ou seebeforeyou aroom that is50 feet deep and 30 feet
wide, your vantagebeingfromthemiddleof itssouthwall. A
rich plush car pet of red cover smost of thefloor. Beyond it
you can just discern athrone-like chair set on a dais of
stone, apair of great, unlit torcheresflanking theseat.

In the round that one or more Characters tread upon the
carpet (a), it'snorth end rises as if it were asnake. Then it
whips and snaps, invariably throwing all upon its surfaceto
a prone position. This process sends them out of the
chamber and delivers 1d4 pointsof dmg, ignoringany and all
armor protection. (Carpet AC 8, Hardness 1, Hps 150).

If the Character’ s move above the carpet by any means:

As you enter the chamber the two torcheres burst into
flame, and longtonguesof flamecomeshootingtowar dsyou.
Theheat issearing even at 40-foot distance!

Themagical flameinflicts1d4+1 pointsof Firedmg per round
spent at 40-foot distance, 1d4+4 at 30 feet, 1d6+6 at 20 feet,
2d4+8 at 10 feet, and 2d6+8 when in the same space as the
torch bearer. All dmg isregardlessof any armor protection,
including that against fire, relevant saves not withstanding!

These great stands (B & C) are of solid stone, a part of the
living rock of thefloor. They can not be broken, tipped over,
put out of commission, or otherwise madeinactiveor become
extinguished.
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No magically evoked servant entities can enter the chamber.
Itisnot possible for aspirit to enter it.

If thered carpet isattacked with edged weaponsimmediately
when stepping upon it, each 50 points of dmg inflicted thus
will reduceitslength by 10 feet, so that after it has suffered
150 points of damage it becomes inanimate shreds, and the
Characters can proceed inwards.

“Needful Thing”: 2 LONGWOODEN DOWEL.

When theindicated object it taken out, tossed into the room,
and commanded to becomelarge, the carpet will roll itself up
around it and become dormant. The Characters can then
enter, step over it, and proceed to the dais. One of their
number must sit on the chair there and speak the name of
Lodash. When this occurs, both torcheres will burst into
flame, and the steps slide under the raised stone slab on
which thethrone-like seat rests. In aspace beneath the steps
isaniron chest weighing about 100 pounds. Itisfilled with
50 pounds of uncut quartz crystalsworth 10 gold per pound.

Theitem of value hereisasilver triangle of 6" height that is
on the bottom of the chest, removed easily therefrom.

For correct use of the dowel, the Characters each receive 25
bonus exps, any Character, one or possibly two, taking the
|ead gettingadoubleaward, all recorded in secret by the GM.

3 the place of Gloom

As soon as the Character’s reach the second of the two
points marked “t”, the triggering locations, palpable
darkness isinvoked in the passage and chamber ahead.

You aresuddenly surrounded by absoluteblackness, and
you havenoideawhat lieshere.

“Needful Thing”: 6” BRASSCY LINDER.

Retreating from the areaso asto clear the northern of thetwo
“t” spaces dispels the total blackness.

The Characters can by no means whatsoever get light to
illuminate the area. Nothing more than aglanceis possible
before the gloom closes. They can retreat, but there is no
means to view the area, and no magic or power or other
activation or extraordinary item enables such, save as
indicated bel ow.

When in the area, one of the Characters must |ook through
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revealed by pointing it at floor or walls. If the ceiling is
examined thus, then the Characterswill seethefollowing:

What asight! Itisasif you werefloatingin spaceamidst
golden planetsand glittering stars. Y ou even seeaworld
like Saturn, with agreat silveryringencirclingit.

Of course, there is a 50% chance that the device will be
reversed, and thus:

Peeringintently intothedevice, you detect what lookslike
thestarry sky far, far above. Thereisathumbnail-sized
moon and apea-sized planet witharingaroundit.

The viewer must reach out to touch the objects there. Each
“star” isalittlefaceted gemstoneworth 100 gold, each planet
abig two-ounce weight gold disk worth 100 gold.

The only exception is the silver ring around the one planet.
Each selection shrinks the field of vision by 5%, so after 20
items have been “plucked from the heavens’ thus, the tube
becomesinoperative.

To succeed, the Characters must, of course, have taken the
unique ring of silver from around the planet. Itisthecircle
that enclosesthefigurethey makesinto apentagramwith the
other silver objectsthey find el sewhere in the maze.

For correct use of the tube, the Characters each receive 25
bonus exps, any Character, one or possibly two, taking the
lead getting adoubleaward, all recorded in secret by the GM.

4 UNOCRUIORLO eNcrRywAy
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Thechamber ahead isabout 40feet long, andinthefar
wall you seeadark ar chway.

There is no readiliy apparent way to enter the
archway. Assoon asall Characters enter the area,
going past triggering point “t”, a thick section of
the wall slides and closes off the passageway by ™
which the party entered.
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Thereisaloud gratingsound and thentheboom of &
heavy stonessammingtogether. Youlook behind 4
you, inthedirection of thesound, seethat thereis '/
no longer a passage eastwards! Worsetill, the s '
roomyou arein fillswith sulphurousfumes, and "%
alters before your eyes. It now looks like the s
brazen floor of some underworld hell, and a {£F
. monstrousfiendreclineson adivan of flamesnear - .
the north wall of the place. He leers at you
horridly, bellowsthrough histushed mouth:

e - [ [ R ETS

" “Hotherescum! Youseek togoon, eh? Well, none =
ay pass through the Portal of Reward unless they
atisfy me!” Ashesaysthat,thefiend stands, and you see
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nether realms. With agestur eof contempt hecommands:
“Quick, one at atime, relate the wicked thingsyou have
done, and what awful fateyou plan for thepulingL odash! If
you haveluck,and say aright, | will allow you, oneby one, to
passon.”

Passoniscorrect. Any Characters entering the ebon portal
is sent to the nether dimensional abyss, lost forever.

“Needful Thing”: FOUR-LEAFED SHAMROCK.

If any Characters pull out the shamrock, a leprechaun
appears, sitsinvisibly on that on€e’ s shoulder, and whisper to
himor her:“ Say nothingbut of good deedsyou havedone, and
besureyou speak truth. Add that you wish only good for
L odash. Thefiend will leavein disgust after each of you have
spokenthus!”

Otherwise, the Characters must figure out how to get out of
their predicament ontheir own. Thefiend can’t beharmed by
any of them, of course, and each attempt to do so will result
intheattack being turned on the attacker with commensurate
dmg resulting to the attacker. If the party dithers, the fiend
reclines, at ease, and say:

“Timemeansnothingtome! Speak asl havecommanded
when you grow weary of beingfools.”

At such time as the party, in turn, relates good deeds, and
_ speaks pf, assisting Lodash, the fiend van-

¥
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ishes, cursingall ineffectively, inmoresmokeand flame. As
he goes he flings a spray of gemstones towards the east,
where the exit will soon appear. There are 26 such faceted
stones, each the size of awalnut, but worth only 300 copper
apiece, being garnet. Under a thick layer of ash, the fiery
couch where he had been reclining, ishidden asix-inch-long
silver triangle, the singleimportant item here, of course. As
the fiend disappears, the stone to the east dides open, and
the party can exit. Theblack archway isagainimpenetrable.

For correct use of the shamrock, the Characters each receive
25 bonus exps, doubled for any who take the lead.

5 OYLL IN PpARADISE

Thechamber that stretchesahead of you isabout 40 feet
long, and near thefar wall you seeafountain of water that
plashesandtinklesmerrily.

Once a Character approaches the fountain, he or she will be
delighted and refuse to leave its vicinity. The water is
refreshing, and once al of the party is there, it becomes a
healing draught that will restore 2d6+5 hit points. However,
onceadl arewithin:

There is the ear-splitting grating noise and subsequent
boom of heavy stonesslammingtogether. You peer inthe
direction of thesound, notethat thereisnolonger apassage
eastwards. But whocares?! Thewholeplacehasbecomea
wonder ful sylvan park. Flower sar eever ywher eamidst lush
grass, and soft bedsof mossbeckon. Sodolovely nymphs
whosmileat you from vantagesnear tothem.

If thereisor arefemale Characters, thenread also: You seea
mar veloudy handsomeshepher d boy aswell!

A gor geousnymph sayssweetly: “ Y ou havespenttoomuch
of your selvesin hopelesspur suit of theold hermit. Forget
himfor atimeand stay hereand revel with us. Wehavefr uit
andwine...and much moretooffer....”

If any Character suggestslingering, samplesthefood and/or
drink thenthey refuseto leave from that point onward. Each
one hour of gametimethe stricken Characters can attemptea
Will Save(DC 16) and asuccessindicatesthey may leave but
only whenall the Charactersintheparty arelikewiseable. At
suchtimeasall can leave and express such desire, the stone
block opens, and the placerevertsto abare chamber of stone
with afountain.

“Needful Thing”: FLAT TOPAZ SETINA HANDLED
RINGOFGOLD.

Any Characters viewing the scene through the “jaundiced
eye” of thetopaz viewer will seethat thefood and drink looks
rather unappetizing, and that the “nymphs’ (and like others
there) look slovenly. That one instantly becomes free to
leave. Thisistrue of each and every other Character who
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uses the topaz viewer to observe the place. When all
Characters in the party have looked through it, the scene
vanishes, the stone slab opens, and the party can leave.

For correct use of the topaz “jaundiced eye”, the Characters
each receive 25 exps bonus, the Character first using the
device gaining 100 exps bonus thus.

The item of value here is a silver triangle of 6" height that
can easily be spotted on the floor after the room returns to
normal.

6 check
ERED @LLery

LA uses Speed Base Rating.

Y ou areon thethr eshold of a40-foot-wideby 50-foot-long
chamber. Thefirst 40feet by 40feet of theplacehasafloor
of checker ed stonedabs. Theoneimmediately beforeyouis
of rust brown, beyond andtoitsright thestoneisthehueof
sand.

It is not possible to send any entity brought forth by
Extraordinary meansinto the chamber. Thereisabarrier at
theentry, so if thisis attempted, simply have the summoned
entity vanish and not reappear if thisistried.

At theinstant a Character sets foot on the first square of the
roomread:

Asyou enter thechamber, arow of figuresappear sonthe
far rank of thecheckered squares. Immediately ahead isa
warrior in full plate armor with a huge spiked club on a
thong. Next tothewarrior isakoboldinfull leather armor
with apair of longdaggers. Totheright of thekoboldisa
wylven archer with steel mesh armor. Lastly, thereisa
cadaver ouswoman inamar oon and black cowled robe.

I
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Therobed figurepoints, and ashower of bonedartsstrikes
you!

Three of the initial Bone Splinters hit the initial character,
eachinflicting 2d6+1 dmg (Reflex Save, DC 25).

GM Note: Youmight findit helpful to set upachessboardto
simulate the chamber area, using one-quarter of the board.

Male humanWar 1. CR6; SizeM; HD 6d10+24; hp57; Init +1
(+1 Dex); Spd 20ft.; AC 19 (+1 Dex, +8 Full Plate); Attack +11
mel ee greatsword (2d6+6, greatclub), or +2 ranged (1d4+3,
dagger); SV Fort +9, Ref +6, Will +2; AL N; Str 18, Dex 12, Con
18, Int 10, Wis 10, Cha10.

ills: Climb +7, Craft (weaponsmithing) +6 Jump +7,
Ride +5, Swim +7; Feats. Great fortitude, Weapon focus
(greatsword), power attack, cleave.
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Init+1(Dex); Spd 30ft.; AC15(+1size, +1Dex, +1 natural, +2
leather); Attacks. Halfspear -1 melee; or light crossbow +2
ranged; Damage: Halfspear 1d6-2; or light crossbow 1d8;
Face/Reach: 5 ft. by 5 ft./ 5 ft.; SQ: Darkvision 60 ft., light
sengitivity; AL Usually LE; SV: Fort +0, Ref +1, Will +2; Str 6,
Dex 13,Con 11, Int 10, Wis 10, Cha10.

ills: Craft (trapmaking) +2, Hide +8, Listen +2, Move
Silently +4, Search +2, Spot +2; Feats. Alertness.

Light Sensitivity (Ex): Kobolds suffer a -1 penalty to
attack rolls in bright sunlight or within the radius of a
daylight spell.

Wylven Archer, Ftr3: CR 3; SizeM; HD 3d10+3; hp 20; Init
+5 (Dex); Spd 30ft.; AC 18 (+4 Dex, +4 leather armor); Attack
+9 ranged (1d8+2, composite longbow); SQ Darkvision 60ft;
SV Fort +4, Ref +8, Will +1; AL N; Str 14, Dex 20, Con 12, Int
10, Wis 10, Cha10.

ills: Climb +4, Craft (bowmaking) +4 Jump +4, Swim +4;
Feats:Weapon Focus (longbow mighty comp +2).

Undead Woman (H Zombie): CR 2; Med. Undead; HD 3d12;
hp 23; Init +3; Spd 30; AC 17 (+3 Dex, +4 natural); Attack:
Claw +1 melee (1d4+1); Face5ft. x 5ft/5ft.; SA: Bone Spike
Attack, partia action; SQ: Toughness Undead, Undead
immunities, (slashing weapons do %2 damage), Darkvision,
partial actionsonly; AL CE; SV Fort +1, Ref +4, Will +3; Str
10, Dex 16, Con—, Int 10, Wis 10, Chasé.

ills: +9 hide, +6 spot, +6 listen, +9 move silently;
Feats: Toughness.

Bone Spike Attack (su): Ranged touch attack 1/day.
TheBone Spikeattack sendsforth aspray of Bone Shards. If
attack succeeds 1d4+1 bone shards strike the target. Each
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successful hit does 2d6+1 damage.

Figures can both move and attack. Thewylf and kobold will
moveto protect the necromancer and the armored warrior—
in that order of priority. The “Rook” and the “Queen” can
attack without moving. The GM must do hisor her utmost to
employ these figures in the most advantageous manner to
destroy the Characters! Again, a chessboard and pieces are
recommended to keep track of thefray.

Each and every one of these figures must be “dlain” in order
to be able to get past an otherwise impassable barrier along
the back of the last rank of checkered floor squares.

Behind the last rank isanormal floor, and standing there at
isatablewith areal chessboard on it, upon which the pieces
are arrayed. |f and when the Black King is tipped over or
removed, avoicewill speak:

“You have triumphed. Congratulations! You may select
any three of the four prize items now offered for your
victory.”

The chesshoard and chess pieces vanish, and in their place
atop the table at the far side of the room appear, asthe voice
speaks:

Hereisthejeweled crown of theBlack King! Heretoo, is
thejeweled scepter of theBlack King! And lo, the Black
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Thewarrior (Rook) infull platearmor with ahugespiked
club attacks straight ahead or horizontally, movinginthe
sameway, alwaysinflicting 15-24 (d10+14) Harm. Hecan
throw the weapon without moving, and haul it back!
Healthis50 with armor giving 18 protection.

The kobold (Knight) in full leather armor with apair of
long daggers moves and/or attacks one square straight
and one square diagonally (passing through any figure
on the first square), so initially it covers only the two
sand-colored spaces ahead of it. tstwo attacks always
inflict 3-5 (1d6) Harm each, ignoring armor. Healthis 30
witharmor giving 16 protection.

Thewylven ar cher (Bishop) with steel mesh armor sends
arrowsalong whitediagonalsonly, moving likewise. An
arrow strikesfor 11-22 (d12 +10). Healthis30witharmor
giving 16 protection.

The cadaver ous woman in amaroon and black cowled
robe (Queen) uses the necrourgy Power of bone
Splinters straight ahead or diagonally, moving in the
same directions. She can fire both diagonally and
straight, sending 3 missiles each at two different targets
thus. For this scenario, the shards of boneinflict 11-20
(d10 +10) Harm each. Health is 90 with armor giving 20
protection. HPis11d8+33 (82 hp) with AC of 21.

King'sownorb! Last of all,theBlack King’ smighty battle
axel”

TheCrownisVauedat 400,000 gold. The ScepterisVaued
at 250,000gold. TheOrbisVauedat 300,000gold. TheAxe
appearsmagical in nature.

The choices areimmaterial for success of the mission. The
Charactersmust examinethetable. Onitsundersideisasix-
inch triangle of silver, thetruly necessary item to be gained
fromhere. If they leavewithout it and return subsequently to
gain it, they will find the place empty savefor thetable.

If and when they recover the silver triangle, however, the
three chosen itemswill vanish, lost to them forever.

“Needful Thing”: MINIATURE CASTLETOWER OF
IVORY.

If the ivory miniature is placed on the entry square (its
starting position), it transformsinto asilver-armored warrior,
aWhite Rook, that charges straight ahead and fellsthe Black
Rook with a single blow of his sword. The Black Knight
moves up and to its left in front of the Queen just after the
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Queen (cadaverous woman) moves to square “p”.

The White Rook moves and cuts down the Black Bishop,
but, unless the Black Knight has been attacked by the
Characters, it will engage the White Rook and keep it
immobilized for thefollowinground.

M eantime, the Black Queen will send missiles at one or two
Charactersin her target paths, if possible, and retreat three
squares north back to her starting position “m”.

The following round the White Rook cuts down the Black
Knight, but unlessthe Black Queen has been attacked by the
Characters, she will then move into the next sgquare to the
west to slay the White Rook. If the black Queen is attacked
and thus can not so move, the White Rook slays her, and
vanishes.

For correct use of the ivory tower (White Rook), the
Characters each receive 50 Bonus exps.

7 BUREAU Of FACTS

Y ou haveenter ed an oddly shaped chamber. The50foot wide
chamber narrow intoapoint with theeast and west walls
then angling inwar dsto meet a north wall of but 10 feet
width.

However, asyou moved into this seemingly lar ge, empty
chamber, thewholevistaalter ed and expanded. Theroomis
now at least fivetimesthedimensionsnoted originally. You
can’t becertain, for itiscluttered with furnitureandfilled
with busy people, soldier sinuniformarmor. Theremust be
ahundred of them at least, at desksand record cabinets,
whileasmany stand guar d with ready cr ossbows, swordsin
scabbar dsat their sides. Theplaceisahiveof activity, as
soldierscarry paper sand scrollsand booksfrom placeto
place, or read or writeor storesuch documentsaway.

Your attention is brought back to the immediate area,
though, as an officious voice demands. “What is your
businesshere? Your authorization papers, now!”

Thevoicecomesfromanother tabar d-uniformed maninfull
sted armor whositsat alongtablein front of you. Heseems
tobean officer of moderaterank. Behind himisarow of
tough-looking soldier ssimilarly uniformed and armored,
eachwith aready pole-arm.

Hedrumsmailed finger son theboar d beforehim: “Well,
WHEREISYOURAUTHORIZATION?"

Unless the Characters produce a pile of papers of great
volume (including books, scrolls, etc. counting towards
such avolume), hewill say:
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“Oh, unauthorizedisit. Just asl thought! Goover there
andsitdown. Anddon’ttrytogetinor you'll bevery sorry,”
theofficer addsmenacingly.

Following his gesture you see a long bench is in the
corridor by which you came in. A sign above it says.
“Authorized personnel ONLY. Be seated. Causing a
disturbanceresultsinimmediategectionfromthisarea.”

The Characters must sit and quietly determine how they can
get past the officer at theentry. Only alarge sheaf of papers
andthelikewill do.

Making noiseor similar disturbanceautomatically transports
thewhole party of Charactersback to the Gnome Great Hall!

Attacking any of these individuals by and meansresultsin a
genera melee in which the Characters are rendered
unconscious, as scores of outraged soldiers rush to subdue
the offenders. Thereafter the party awakens in the Gnome
Great Hall, each of the Characterssuffering dmg totaling 25%
of their existing total (minimum of 1 hit point if such loss
would mean death).

Thereisnoway to get past without papers. A few paperswill
simply elicit: “ Insufficient material for metodeterminethe
ver acity of what you present. Wherearetherest of your
formsand authorizations? | must havecompleteand fully
completed documents!”

If such papers are furnished, the officer begins going
through them carefully, ignoring the Charactersentirely, and
all the soldiers behind cluster close behind him to see what
heislooking at.

.i.:i
e

The Characters can now move nonchalantly off into the
greatly enlarged chamber. Once past the officer and guards
at theentranceall othersinthe placeignorethem completely.
Unless they attack a soldier (with results as noted above),
they can go where they like.
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At the far end wall (now 150 feet to the north and 30 feet
wide) they discover awall-mounted wood plaque. Onitisa
silver pentagon under whichiswritten: “ They alwaysserve
whoonly shufflepapers.”
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Theitem of value hereisasilver pentagon on the plague.

Under the plaque are three magical manuals. The Manual of
Bodily Health +1, the Manual of Gainful Exercise +1, and
the Manual of Quicknessin Action +1.

' “Needful Thing”: SMALL LEATHERBOX.

The small leather box, once opened, grows to the size of a
B4 briefcase and from it can be taken papers and documents at
; east two feet in height when stacked up. This mountain of
Q'ms in octuplicate, orders, instructions, authorization
papgrs, etc. will keep the officer and many clerksgappily
\Ii.
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busy for days!

For correct use of the leather box (attaché case), the
Characters each receive 50 bonus exps.

CONCLUOING t¢his sectioN

Again, at such time asthe party of Charactersreturnsto this
chamber with all seven of the silver pieces found in the
encounter areas of the maze, they are transported instantly
totheHut. They will al beon (or nexttoif therearemorethan
will fitthereon) the Bright Carpet (J).

You are back instantly, and safely, in the hermit’s hut,
standingonthelarge, unusual car pet that L odash seemedto
regar d assomething special.

If the party left surety withtheleprechauns, read: Y ou seeall
of theitemsyou left as” surety” with theleprechaunshere.
Theyringthecarpet. Everythingisin splendid condition,

Under the plague are three Memory Tablets on each of
which are inscribed three Powers or other activations.
The GM should have the nature of the Ability of these
tablets match the Extraordinary Abilities/Skills of the
party. If there are three such Characters, then each
should be allowed to determine which three Powers are
on his or her Memory Tablet. Otherwise, find them at
random, but do not duplicate any Power possessed by
the Characters taking the tabl et.

just asthey werewhen you handed them over tothe* wee
folk”.

If there were edged weapons given as surety the Characters
note that the leprechauns have sharpened and honed your
weapons edges. In fact, the care the leprechauns have
shown the weapons adds a +1 to attack and a+1 to dmg for
the next 7 attacks.

And finaly read, adding such urgings as you believe
necessary:

Why wereyou sent here? On thisunusual carpet? What
must you do? Surely thereissome connection to some of
theitemsyou recovered fromthemaze....

The Charactersmust, of course, placethesilver ring over the
gray one in the center of the rug (refer to the carpet
description above on page 16). They must then placewithin
itscirclethesilver pentagon and thefivesilver triangles, one
of thelatter oneachfaceof theformer. That formsacomplete
pentacle. When that figure is completed thus, a Character
must step into the pentacle.

At that instant a flaring light comes from the figure, and as
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you state this continue by reading the following aloud to the
group:

You aresurrounded by agolden haze! Thereisawhistling
sound asif astrongwind had just blown past you. Suddenly
you arewhisked fromthehut of L odash, and asunexpectedly
and abr uptly find your selveswithin another subterranean
chamber.

The UNDERGROUND Temple

In LA the leprechaun’s attention seem to have honed
the weapons to a +7 Harm.  The bonus factor adds 6
pointsto the Harm inflicted by the following six strikes,
decreasing by one for each strike. What a boon!

Thisisastrangeplaceindeed. Itisformed of twocircular
chamber swhose perimeter stouch soastoform afigure-
eight. Your party standsexactly wher ethepair of 30-foot-
diameter chambersmerge.

Toyour left thereisamassiveidol of abatrachian entity, a
toad-like being of elephantine size. From it emanates a
luminoussilver-gray radiance. Asyou gazein aweadeep,
calm voicespeaks: “Come, makeobeisanceto Hlothgur,
and Hewill then blessyou, send you on towher eyou must go,
if itisthat you still seek tofreelL odash.”

If any of the Charactersobeysimmediately, that individual or
those individuals begin to tremble, then fall to their bellies,
and crawl pleading asthey worm their way to the base of the
idol: “Please, Great One, have mercy!” Thereisadeep and
hideously cruel laugh in response. As the unfortunates soil
themselves in terror, the idol’ s tongue flicks forth, touches
the prostrate figure(s), and that one or ones wail into
nothingness. They are gone to the mighty demon’s own
hell!

If the Charactershesitatefor solittleastwo roundstime, then
read aloud:

A deep amber glowtoyour right drawsyour attention. As
you peer into the other chamber you see there a mighty
figure of godlike sort. From this golden form poursthe
purelight of the sun, and you must shield your eyes. A
terriblevoicecommands. “Fleetothetoad, you wormswho
seek tobringHarm toL odash! HerebeforeHuhalax you
will beconsumed by theblazingener gy of right.”

After this there is silence. The gray-silver light and the
amber meet, seem to struggle against each other where your
party stands in constantly shifting shadows of deep ocher
hue.

Thecharactersmust goleft (to their doom) or right. They can
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not stand where they are forever. Those that seek Hlothgur
are annihilated, and those Characters are gone from play.

Before Huhalax, those characters with hearts totally intent
on evil for the Hermit will indeed be consumed in flames of
red-gold, burned to pale silvery ash, destroyed utterly. All
others, including those who think maybe it might be okay to
haul the Hermit back to the king, are made whole, in perfect
Health. So at this point read aloud:

Then adlightly altered voice, onethat isabit shar per and
moremetallicin tone speaks. “Seetherebeforeyou, the
cloth? ItistheHood of Obedience. Youmust takeit, keep it
safe, and placeit upon the head of theonecalled L odash.
Then all will bewell asyou can reassur ehim of your intent,
nothing but what serveshim and you best, of cour se!”

Asthat odd passageringsinyour ears,thesceneshimmers,
thenall isablur of avertiginoussort.

The party is now transported instantaneously, en mass, to
PrinceMoxta’ sDome, |ocated deep beneaththe Pond of the
Ellyllons.” They and all of their equipment has shrunk. To
continue the adventure, go to Part 9 Transported to the
Pond. Be sureyou have studied Part 8, Map of the Pond of
Ellyllons, so as to be able to manage play without a long
hiatus while familiarizing yourself with this new and very
different environment and the encounters therein.

8 TDAP Of the poNO

Study carefully the map of the Pond of the Ellyllons'. Here
are the vital facts as shown on the map, but reiterated and
augmented to assist you in picturing mentally the space.
Refer to the color insert at the back of thisbook. Remember,
when the Characters are in this magical environment they
have been shrunk to 1/20th their normal size.

Eachmap hexagonis10feet across(c. 300to 1,000 cubicfest
considered thus, any volumelessthan 1,000 cubic feet based
onwater depth under 10 feet—10feet by 10feet surfacearea
timesfrom an average of 3' to 10' depth).

Note that there are lines indicating the depth of the water.
Movement is in three dimensions. So water depth is
important! |f aCharacter ismoving up or down but remains
within ahexagona “cube’, then thereis no change of count
in tracing a movement path by counting off hexes. If a
change of height above the pond bottom exceeds 10 feet in
distance, then the number of hexes moved horizontaly is
reduced by one for each 10 feet change of depth. Thiswill
becomemoreclear whenyou perusetheM ovement Table.

Before getting to that, here arethe other “terrain” features of
thepond: Dry land surroundsthe small body of water. It ha
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no inlet or outlet. Springs feed it, and evaporation and
seepage keep it thesizeit is.

Light conditions reduce human vision range unless some
Extraordinary capacity Nightvision/Darkvision is present,

and light also affects non-human Characters. Refer to the
back of the handout for all depths and vision charts.

Underwater M ovement

Movement Rates: Swimming M ovement Rate

Pond “Terrain”: “Cruising” “All out*”
open 12 hexes 24 hexes
lily pads 10 hexes 20 hexes
seaweed 8 hexes 16 hexes
reeds 6 hexes 12 hexes

*Sustainable for 1 minute (one turn of movement) only;
thereafter only half “cruising” speed movement, or less, for 1
minute before resuming normal movement ratesagain.

Note: When swimming, asuccessful swim check allowsyou
to swim 1/4 you speed as a move-equivalent action or ¥2
your speed asafull round action. DCsare set asfollows:
Pond “terrain” DC
open

Water or
Cdm

Lily pads
Seaweed
Reeds
Rough
Stormy

BERBERE

EnteringthePond

Characters have al they wore and carried when transported
to the pond. They move in any direction as if walking or
running even whilethey aremagically swimming. They can
breathe normally in the water because of the enchantments
placed on those transported to the pond through the Powers
of Lodash. Similarly, al of the Characters can use their
Abilities and weapons normally, but with rangesin scaleto

their size.

Pond Random Encounters

The Characters or party moving must indicate course and
number of hexes through which he or they desire to move.

Roll d10 for each 10 hexes or fraction thereof traveled. A 10
indicating an encounter.

When an encounter isindicated: Roll adie or dice most
closely representing the number of hexes traveled by the
Charactersor party, viz. d12 and d6 to find anumber between
1-24(d6roll of 4-6indicating +12tothed12rall result); d20for
1-20; d8 and d6 to find anumber between 1-16 (d6 roll of 4-6
indicating +8 to the d8 roll result); d12 to find a number
between 1-12, d10tofind anumber between 1-10, etc.

Wheretheencounter occurs: The number rolled onthedie
or dice most closely matching the number of hexes traveled
by the party indicates the hex in which an encounter occurs.
Tracing the path of movement, find the type of “terrain” of
the hex in which encounter occurs, and then use the table
below to discover the sort of creature encountered.

Example: A “Cruising” move beginning in seaweed (no
penalty), moving through 10 open water hexes, and endingin
alily pad hex (count 2 hexesfor thismoveintothehex). D10

In LA Abilities enabling Extraordinary activation use.
The latter function at actual range, or to maximum
sighting distance, whichever isthe lesser.

roll is 10, an encounter! D12 roll (they moved 12 spaces,
essentialy, with 11-12 being the last hex) resultsin an 8.
Tracing the party eight hexes we find that the encounter
occursinthelast open water hex. Thetableindicates“1-2=
box turtle; 3-8 = panfish; 9-0 = water snake.” Now asimple
roll of aten sided die resultsin the creature encountered.

Pond Random Encounter Table

Terrain Typeof CreatureEncountered (roll d10)
Lilly Pad 1-2 box turtle; 3-7 frog; 8-10 pan fish

Muck 1-3 box turtle; 4-8 leech; 9-10 salamander
Open 1-2 box turtle; 3-8 pan fish; 9-10 wtr snake
Open within 6" of bottom amollusk encountered
Reeds 1-4 beetle; 5-7 wtr snake; 8-10 wtr spider
Rocks 1-4 crawfish;
,ﬁ.--...h 5-8 panfish; 9-10 salamander
LRl Seaweed 1-3 crawfish;

4-7larva; 8-10 panfish

SPECI EN
COUNCERS

Note that the lines from the main hex
to adjacent ones indicate an encoun-
ter with the creature in question in
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such hexesin addition to the main hex in whichit “lairs”.

A Note on Combat: Shrunken Characters should be
considered normal size for damage and armor class and the
specific encounters as Collossal.

1 LURKING catcfish

The catfish will attack any intruder unless the otter is there
with the intended prey. If the otter is there the catfish
attempts to flee, but it is caught and killed by the otter. A
catfish attacks only subjects that are within five feet of its
bottom-hugging position.

Catfish, Lurking: CR8; Collossal Animal; HD 14d8+70; hp
133; Init+0; Spd swim 30ft.; AC7 (+3Dex, -8 Size); Attacks:
Bite+13 melee; Damage: Bite 2d6+10; Face/Reach: 5ft. by 5
ft./5ft.; AL neutra; SV: Fort +14, Ref +12, Will +4; Str 10, Dex
16, Con 20, Int 1, Wis 10, Cha10.

ills: Spot +10; Feats: Weapon Finesse (bite).

Foecial Attack: Swallow. The catfish may attempt to
swallow by making a successful grapple check. Once
swallowed the PC suffers 1d6 points of damage from
stomach acid, no save each round until dead. A swallowed
creature may cut itself out after inflciting 25 hps dmg.

2 LURKING pike

A pikeattacksany intruder except if theotter istherewith the
intended prey. In casethe otter is present the pike attempts
toflee, butittoowill becaught and killed by theotter. A pike
can see any distance aboveit in the water if thereis nothing
intervening to block itsvision. Onewill thusmovein aflash
upwards, then attack.

Pike, Lurking: CR 3; Collossal Animal; HD 9d8+45; hp 84;
Init+7 (+3Dex, +4 Implnit); Spd swim 50ft.; AC 19 (+5 Dex,
+12 natural, -8 size); Attacks. Bite+11 melee; Damage: Bite
1d8; Face/Reach: 5ft. by 5ft./ 5ft.; AL Alwaysneutral; SV:
Fort+11, Ref +11, Will +3; Str 10, Dex 20, Con 20, Int 1, Wis8,
Chalo0.

ills: Spot +10; Feats: Imp Init, Weapon Finesse (bite).

Foecial Attack: The catfish may attempt to swallow by
making asuccessful grapple check. Once swallowed the PC

Catfish: Encounter 1; Scale size 216 to 244 feet (3to 4
actual feet) inlength, 72to 96 feet in diameter, the mouth
being of body diameter; H 91-110 P50 S12 attacking, 24
moving; Attack: 50% chancefor 1-4 federsfor VT 9-12
each disregarding armor or 50% chance for mouth for 1-
10 Harm (swallowing prey in process—and victim then
suffers d6 Harm from stomach acid, regardless of any
protection save that against acid, each ABC thereafter
until dead); Defense: 15 body, 5 eyes (specific target),
and 10 int. armor (with a-20 penalty to Weapon Ability).
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suffers 1d4 points of damage from stomach acid, no save
each round until dead. A swallowed creature may cut itself
out after inflciting 25 hpsdmg.

3 tThe SNAPPING CTURTLE

The log is a great old one about 30 actual feet long (thus
something over 2,000 scale-feet long) and somethreefeetin
diameter (216 scalefeet), withitsupwardsend having severa
branches of commensurately smaller size. The snapping
turtle moves to attack anything in range (up to 5 feet above
any of the positionsin which it can be upon and/or under the
tree log). This aggression includes the otter, and such
attacks cause the otter to flee, leaving any Characters not
clutching tight to its fur to fend for themselves in stunned
confusion, spinning and drifting towards the pond’ s bottom
for 3-12 rounds.

This brute has been enspelled and obeys Prince Moxtal
whenthewicked ellyllon noblebribesit first witha“morsel”
of meat, such as provided by a sacrificia servant!

Snappingturtle; CR 8; Colossal sized animal; HD12d10+96;
hp 160; Init +0; Spd 10ft, 20ft swim; AC 14 (-8 size, +12 natu-
ral); Attacks. Bite +14/+9; Damage: 2d6+8; Face/Reach:120ft.
by 170 ft./15 ft.; Special Attacks: Improved grab, swallow
whole; AL Alwaysneutral; SV: Fort +17, Ref +9, Will +5; Str
20, Dex 10, Con 26, Int 4, Wis 12, Cha10.

ills: Spot +10, Intuit Direction +5.

Pike: Encounter 1; Scalesize 144to 216feet (2'-3' actual
feet) inlength, 18to 24 feet in diameter, the mouth being
of body diameter; H 51-70 P 90 S 18 attacking, 48
moving; Attack: Teeth for 11-30 (swallowing prey in
process—and victim then suffers d6 Harm from
stomach acid, regardless of any protection save that
against acid, each ABC thereafter until dead); Defense:
25 body, 5 eyes (specific target), and 10 internal armor
(with a-20 penalty to Weapon Ability).

Notes on swallow whol e (same as catfish and pike, change
to 40 hp’sto cut out).

4 UNOCRWACER OEN €N
TRANCE O] the otter

Entering the opening automatically gains an encounter with
the otter, while being just outside the layer an encounter
occurson aDC 10 (50%). This aguatic mammal is a semi-
intelligent specimen. The otter has been tamed and trained
by the Ellyllons to assist them. Any Characters it sees are
treated asfriends, unlessthey attack and actually harmit. If
this occurrs the otter attempts to kills the closest to it and
then speeds away in confusion.
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Snappingturtle: Encounter 1; Scalesize 168 feet long,
120feet wide, and 60’ thick (actual size 14 incheslong,
10incheswide, and 5 inchesthick) with a24-foot long
neck and a 12-foot-long head, jaws opening to that
same 12-foot diameter; H 100 P50 S11 attacking, 10
moving; Attack: Jaws for 5-100 (5d20) Harm (then
swallowing dead or alive—and the victim then suffers
d6 Harm from stomach acid, regardless of any
protection save that against acid, each ABC thereafter
until dead); Defense: 50 shell, 25 feet and tail, 20 head,
10 eye (specific target), and 10 internal (but “cutting
one' sway out impossible except a ong the route of the
lower alimentary canal—with a-20 penalty to Weapon
Ability).

be encountered there.

Otter:CR 9; Colossal sized magical beast; HD 8d10+40; hp
84; Init +10 (+10 dex); Spd 60 ft. swim; AC 22 (_8 size,+10
dex,+10naturd); Attacks: Bite +18/+13; Damage 2d8+5; Face/
Reach: 220 ft. by 40ft./15ft.; Special Attacks: Improved grab,
swallow whole, death shake; AL Chaotic good; SV: Fort +11,
Ref +16, Will +3; Str 20, Dex 30, Con 20, Int 10, Wis12, Cha10.

ills: Spot +12, Intuit Direction +5, Perform +5, Tumble
+15; Feats: Dodge, Weapon Finesse (bite), Run.

Death shake: as astandard action the otter may attemp vs
any creature he is currently grappled with a death shake at-
tack, he makes aroll to pin and if sucessful rolls 6D8+15
damage. Please refer to the players handbook page 137 for
the rules on pinning.

Notes on swallow whole (same as the catfish and Pike).

Beneath the pond lies the world of the Ellyllons, a magical
race of faerie(seebelow). They liveintwo separate” domes”
asdetailed below.

Area A: The "0ome” o PRINCE
moxXcaL

From any distance this appears to be a hemispherical dome
of gray-black rock. Thereseemsto besmall plantsand algae
growing atop it, so it appearsto be some unusual but natural
formation. From normal perspective it is about 12-foot
diameter with an apex of perhaps4 feet, butin altered scaleit
isamassive 864 feet across and 288 feet high at its apex.
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While normal creatures of the pond can not penetrate the
~ “bubble” the Characters, because of their being magically
transported into one, are able to passin and out of them, this
one or the other, with ease. Passinginto oneat apoint above
pond-bottomlevel resultsinafall. Fallsfrom 72feet or above
g inflict dmg on the Characters if there is a hard surface
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Otter: Encounter 1; Scale size 216 feet long (including
tail) and 36 feet diameter; H 120 P90 S24 attacking, 50
moving; Attack: Jaws for 10-60 (d6 x 10) Harm (then
swallowing dead or alive—and the victim then suffers
d8 Harm from stomach acid, regardless of any
protection save that against acid, each ABC thereafter
until dead); Defense: 25 body, 10 eye (specific target),
and 10 internal (with a-20 penalty to Weapon Ability).

dmg suffered from hard-surface impact is a mere d4 points
(ignoring armor protection of any sort) because of actual
distance, air resistance, and minute weight of the Characters
(see below for details).

Area B: YRlAaNe tThe "oome” of.
the ellylloN commuNicy

Thecommunity’ sname, Yirlaneispronounced“Y eer-lahn.”
From any distance this appears to be a hemispherical dome
of gray-black rock. There seem to belarge and small plants
and algae growing atop it, so it appears to be some unusual
but natural formation. Fromnormal perspectiveitisabout 30
feet in diameter with an apex of perhaps 10 feet or so, but in
atered one it is a massive 2,160 feet across and 1,200 feet
high at its apex.

9 TRANSPORTED TO The
PONO

TakeNote: Besurethat you don’t let on to the playersthat
their Characters are in amagically created dome under the
water of apond, and that in such place they are but oneinch
tall. All seemsquitenormal. They arethesamerelativesize,
so isal they wear. Their surroundings look normal. The
party discovers a whole different perspective on things
whenthey exit thedome of Prince Moxtal. But that isaways
off yet.

Little do the Characters know it, but the jealous and wicked
Ellyllon noble, Prince Moxtal, has been meddling in the
affairs of the sage, Lodash. Why? Because the beautiful
Ellyllon lady, Princess Adetri, has given her love to the so-
called Hermit. Lodash hasfor someyearsbeenvisiting their
community to escapethemundaneworld. Hecametobefirst
respected then honored by itsfolk. In due course he and the
princess became friends, and then. . . .

Prince Moxtal, knowing of human affairs through his own
supernatural Powers, has done what he could without
actually revealing his malign intent towards the princess's
beloved hermit. To assure that he might succeed in
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eliminating hisrival, Moxtal first used afearful and sorcerous
sending to hishuman foe. Lodashfell into acomatose sleep
when the potent and malign force struck him, and the magic
was and is such that even Princess Adetri is unable to
fathom it and thus dismissthe dark sleep into which Lodash
hasfallen.

Sufficiently wise not to appear in person and communicate
directly with the evil King Nupathurva, the ellyllon noble
instead tampered secretly with the carefully prepared
enchantments cast by Lodash. Unable to work his dark
magics “higher” up the chain, he managed to change the
final step of transportation to this area.

First, Moxtal managed to pervert the Hermit's safeguard
bounds (as detailed in the hut and Maze above), so that
those able to conceal their intent to carry the human back to
his own place would pass the spirit force representing
Huhalax. Next, he placed the sorcerous Hood of Obedience
in its place before the idol of that deity, and then he added
the instructions there given regarding taking and using it.
Finally, the prince twisted the route of the transportation so
that the Characterswould cometo a secure prison within his
own stronghold rather than being sent to the chateau of
Princess Adetri inthe Yirlane dome.

The Hood of Obedience functionsasaif the wearer isunder
aDominate Person Spell, No Save allowed and only hasone
use per wearer. When placed upon the head of any
individual, thewearer will, if able, obey onecommand given
while the hood is thus worn. Of course, the command must
be heard and understandable by the wearer. That given, a
single order then uttered is obeyed to the best of the hood-
wearer’ sability. Oncethecommand isobeyed, the hood has
no further power over that individual .

Noteson Playing Prince M oxtal

There is no map of Moxtal’s dome or of his castle and
handful of attendant outbuildings that are enclosed therein.
Thisisbecausethe Charactersare controlled withinit, and if
they manageto slay the prince, or if he leavesthe place, the
whole thing collapses.

If they succeed in rescuing Lodash from his ensorcelled
slumber, the wicked prince will know thistoo. As soon as
that occurs, he and his knight henchman lead forth hisforce
of guards (24 total, half with crossbows, less casualties
sustained) and a sacrificial servant or two to feed to the
snapping turtle (see set encounter 3, above). He leaves 36
miserable unarmed servant ellyllonsbehind. Theprincewill
rouses the vicious-tempered snapper turtle, and leads it to
attack the Yirlane dome, using an amulet he possesses to
enable the turtle to actually
enter the place. It will destroy
the buildings therein as it

In LA the Hood acts as
an Extraordinary Item.
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passes, and generally raise havoc beforeitisslain. Thisalso
signalsthe destruction of Moxtal’ sown dome and castle, the
amulet’s energy drawing forth that force which maintained
the prince's stronghold intact, so al there is utterly
destroyed.

If you, the GM, so wish, detail this place and add what you
like. Then do not have the dome and its dwellings go into
auto-destruct mode as indicated, but alow Characters to
adventure there, possibly with the aforementioned fate
triggerable by some unwise act they perform. If it is not
destroyed as noted, then a number of evil-natured Ellyllons
can be found lurking in the dome to fight the Characters
when they enter.

Y ou might have scattered about in separate groups as many
as 30 ordinary €llyllons, 15 of ranger-type, and 5 squires of
malignsort. Again, theseellyllonswill follow their master if a
coup de main is attempted, as will be discussed soon. Asa
matter of course, some living-dead ellyllons might also be
added to themix, or theonly remaining creaturesinthe place,
these monstrous things arising when Prince Moxtal leaves
theplace. Such creaturesare merely versionsof the standard
ones availableto any GM.

See also the end of the description of the encounters in
Yirlane and its chateau. It is possible to have a full-scale
battle between Prince Moxtal and his minions who may
attempt to take the place by force. His followers confront
those of Princess Adetri of Yirlane, attempt to slay her
adherents, and force the princess to wed Moxtal. |f they
succeed, any Characters not willing to leave immediately
with Lodash are attacked, slain - as is Lodash at that
juncture. Anyway, read on now, and consider this as you
do. If play develops in a way that leans towards such a
course, then why not?

Begin this phase of play by reading aloud the following:

Asyourecover equilibrium, you seethat you arenowinan
entirely different place. Mortared natural stonesformthe
wallsof thechamber inwhich you find your selves. Itissome
20feet squar e, and hasnowindow, only asingledoor of solid
iron. Thereisasmall didingpanel inthedoor, nokeyhole
or opening, and you seenohinges. On theflagsof thefloor
ispainted amagic circle, and all of you stand within the
squarethusencompassed. Asyou gapein surpriseat the
sight, afiery glow fades from the strange glyphs at each
point of thesquar e. Befor eyou can domor ethan makesuch
hasty observations, though, adeep and plangent chiming
ringsforth, fillingtheroom. Thesound enervatesyou soas
tomakeall listlessand uncaring.

Standingthus, you notewithout interest that themassive
iron door is opening, and a darkly handsome male i
entering, afillet of gold keepingin hislong hair of agreen:
gold byge. From hisfeatur esit seemsheisof Alfar heritgge,
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a noble scion of some un-
known Fair Alfar race. With
him ar etwocommon men-at-
armsof thesameblood. He
staresat you with acalculat-
ing expression, saying:

“So! You are safely come
thisfar...” Withatilt of his
head towar dsyoutherichly
clad noble commands his
servitors: “Unburdenthese
good folk of their armsand
check for poniardsand like
hiddenblades.”

Being disarmed has abso-
lutely no interest to any of
you, and you stand compla-
cently asthepair of soldier sstrip away your weapons. The
noble Alfar nods, sends the two off with a gesture, then
smiles.

“Now, then, that’smuch better! Gentleguestsin mineown
castlemay not stand ar med befor etheir host. Comealong,
now. Weshall haveafeast of welcome, and you may relate
all thebold adventuringand derring-dothat enabled youto
arrivehere. Marvelousindeed, your acts, | am certain. Do,
please, nowindulgemy whim and follow.”

Without question all of you movealongin thewakeof the
richly robed noble. You do make a mental notethat you
proceed through ashort passage, down atwistingflight of
stone steps, and then from a long gallery through an
archwayintoagreat hall filled with banner sand tapestries.
Without adoheleadsyou toamassivetableclothed in white
linen and set with silver, gold, and crystal service. After
taking the largest, central chair, he points to the seats
around. Each of youjointhenaobleat hissumptuoushboard.
None others of hisilk take seats, but a half-dozen such
guardswatch, as many thin-faced servitorshasten tofill
gobletsand offer viands. Seeingthesmallest of themany
drinking vesselshavebeen filled with a sparkling fluid of
lavender hue, thenoblecommandsyou:
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“Drink of the lilac nectar, and the shock of your
thaumaturgical transport will be purged.” Without
guestion you sip fromthesmall gobletsashecontinues: “1
am PrinceM oxtal, dear guests. M ost glad am | towelcome
youtomy castle! | know, of cour se, that you ar eser vantsof
| theper spicacioussover eign, KingNupathurva. Becauseof
the machinations of the vilehuman called L odash, | was
fearful of your welfare. Thankfully, my own small

Jelavender liquid bringsatinglingtoyour veins, and a
|ogd of ener gy sweepsaway theenervation that haggmade
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you all asif unwilled automatons.

Atthispointinthe narrative, you might wish to describeabit
of the scene -- viands on the table, the garments of the
servitors, etc. in vague terms so as to encourage the players
torelax. Allow them to have their Characters make a brief
comment or two to one another. Then continue:

“Excellent! | seethedraught ishavingeffect,” theprince
noteswith asmall smileashisgazesweepsover each of you
inturn. Youwill now eat anddrink asl explain all for your
enlightenment.

“Know you that Lodash is a low and wicked man, a
demonurgeand aplotter! Heavoidsthe command of his
liegelord most villainoudly, knowingthat King Nupathurva
hasdiscover ed him. No doubt you have somegoodwill in
your heartsfor thisperson. Hehasprepared clever rusesto
make him seem to be a decent fellow. Bah! Theseare
manipulations by a villain. Let any falsely-engendered
concernfor himbeexpunged, | tell you!”

Prince Moxtal’s face is livid, his visage scowling as he
speakson. “ Thevenomouswor m spreadshispoison wide.
Beware! What you havesupposedly lear ned about L odashis
naught but falsehoodsand lies, cleverly planted tomislead
thetrueand honest. Fearing hisplot to assassinate King
Nupathurvaand steal hiscrownwasdiscovered, L odashfled
here. Not satisfied with mererefuge, however, he cast a
spell upon MineCousin, PrincessAdetri, cur sesthehuman
scum!”

You see at this point that the strange Alfar nobleman
realizes his mistake, struggles to regain his composure.
Hefails, speakson inwrathful manner:

“Knowthat hedaredtocaressan dlyllon princess!” Spittle
fliesfrom the noble' smouth ashe shoutsthelast charge.
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the pono of the ellyllons

Again visibly struggling to regain self-control, Prince
M oxtal quaffsall of an ebon-hued drink from hisown silver -
chased flagon, then speaks with calmer tone. “You will
forget that outbur &. Asl wassaying, thisdog L odashwould
have married the noble lady, thus becoming the lord of
Yirlane. Imaginethat, if you areable. A jumped-up human
lordingit over Me! Demandinghomagefrom fond ellyllon
folk too stupid to know theinsult they would be suffering
thus.

“Fortunatdy for thefoolishly beguiled PrincessAdetri and
therest of her sorrylot, | managedtointer veneand saveher
and Yirlanefrom such humiliation.” With adly, sideways
look, he watches you as he explains. “Whilel could not
enfor cesensibility, | could turnthesor cer ousPower sof the
fellow upon him. Now L odashisinadark and nightmarish
slumber. Hecan not beawakened from it until hestands
beforehistruemaster, King Nupathurva. But hecan be
brought toanimation, madevolitant soastobebrought to
justicethus. How pleased | amthat such asyou arehereto
seejusticedone.”

The noble ellyllon prince, for that is evidently his Alfar
race, pausesfor amoment, whileatremblingservitor refills
hisgoblet with moreof theebon liquor. “You donot eat!
Come, come—these are some of the finest dishes, rare
delicaciesand featsof culinary expertiseyou havesurely
never experienced. Enjoy, | command!”

At this point tell the players that their Characters pick at
morsels, find the fare exceptionally tasty indeed, and so set
towithawill. Asthey do so, Prince Moxtal signals, apair of
guards move his great chair, and the rather haughty ellyllon
strides swiftly from the banquet, entering a side chamber
where amailed knight bows respectfully. Then the door is
closed, and there is a moment for quiet conversation
amongst the party, as all the guards and servitors are out of
earshot of hushed voice.

Allow about five minutes of actual time for the players to
discuss what has happened, then resume reading aoud:

Theprincecomesfromtheantechamber, accompanied by
the knight in ringed mail armor. The princeis smiling
broadly ashepointstoaplaceat theend of thetablefor his
chief henchman. Seated again, hetellsyou: “ Good tidings.
Mine Cousin Princess Adetri has left the realm, vainly
seeking somecur efor themalady that afflictsher would-be
consort. Suchisthepower of evil,” headdswith asad shake
of hishead. “Withthelady princessabsent, ther eisnaught
toprevent you from goingdirectlytoYirlane. If any of the
common scum there attempt to interfere, you have My
permissiontocut themdown.”

Prince Moxtal gives each of you ahard stare. “To serve
your master, KingNupathurva, you must obey Me. Thatis
clear,isitnot?” Againhelookslongand hard at each of you
inturn. Then henodstohisknight, whorisesand bowsto
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theprinceashedrawshisheavy sword. “My ever -faithful
Sir Zanthal,” beamsthe prince, formally presenting the
knight to you. Thearmed guardslikewise present their
hatchet-headed pole-arms. Satisfied, the noble ellyllon
demands

“Doyou swear this?”

Wise players will have their Characters agree without
hesitation.

IftheCharactersdon’t “ Play Along”

Should one of the Charactersbe actually proneto agreement,
the prince employs Charm Person, on that one, and if it
succeeds, call him or her to hisside. Then, or otherwise, if
thereis any general denial, hidden crossbowmen discharge
six boltsthat will hit six different Characters, each such bolt
inflicting 15-20 (d6 +14) dmg, but no added crit dmg froma
score of 20. Then, before the unarmed characters can fully
arise from their seats, the six guardsmen attack, as will the
prince and the knight (squire), Sir Zanthal.
PrinceMoxtal, male, Human Ftr 8/ Sor 4: CR12; Medium-
Size Human; HD 8d10+8, 4d4+4; hp 78; Init +8 (+4 Dex, +4
Improved Initiative); Spd 30ft.; AC 20 (+4 Dex, +6 ScaeMail
+3); Attacks: +15/+10 (1d6+6 lance) +15/+10 (1d8+6, spear),
+14/+9 (1d8+4, battle axe), +14/+9 (1d8+4, longsword), +14/
+9 (1d4+4, dagger +13); SV: Fort +8, Ref +7, Will +7; Str 18,
Dex 19, Con 12, Int 12, Wis13, Cha16.

ills: Concentration +9, Climb +12, Knowledge (Arcana)
+9, Jump +12, Swim+12, Spellcraft +9; Feats: Dodge, Cleave,
Power attack, Improved Initiative, Weapon Focus (lance),
Weapon Focus (spear), Weapon Specialization (spear),
Weapon Specidization (lance), Leadership.

Soells: Known 5/4/1/1 Cast per day 6/7/4/1, 0 Level: Danc-
ing Lights, Mage Hand, Mending,
Open/Close, Detect Magic; 1st Level: Magic Missile, Silent
Image, Message; 2nd Level; Alteelf (Imp or Devil formonly);
3rdLevel: Haste.

Sir Zanthal, male, Human Ftr 7: CR 7; Medium-SizeHuman;
HD 7d10+7, hp 50; Init +4 (+8 Dex, +4 Improved | nitiative);
Spd 30 ft.; AC 20 (+3 Dex, +6 chain mail +2, buckler +1);
Attacks. +10/+5 (1d8+4, lance), +16/+6 (1d8+4, spear) +11/+6
(1d10+2, bastard sword) +7/+2 (1d4+2, dagger) +10; SV: Fort
+6, Ref +5, Will +3;
Str 16, Dex 16, Con
13, Int 15, Wis 12,
Chal2.

Sills: Climb
+13, Jump +13, Ride +13, Swim +13; Feats. Dodge, Cleave,
Power attack, Improved Initiative, Weapon Focus (lance),
Weapon Focus (spear), Weapon Specialization (spear),
Weapon Specidization (lance).

Innate Spells. 2/day as5 level caster: Magic Missile, Daze.

LA usesthe Power of Seduceto Evil
(see the Lejendary Rules for al
Players, Sorcery Ability activations)
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PrinceMoxtal: H 68 P65(82) S19;Abilities: Chivalry
85 so attacking scoreis82, Tricks80; Attack: Twoattacks
per ABC/ ROUND with long spear/lance where
appropriate; otherwise battle axe, long thrusting sword,
and long dagger; Lance: 1-40 + 25 Chivalry and Tricks
Abilitiesbonus Harm; 8, 2, 10 P bonus; Spear: 1-20 + 25
Chivalry and TricksAbilitiesbonusHarm; 9, 5, 0 Pbonus;
Battle axe: 7-20 + 17-20 supernatural and + 25 Chivalry
and Tricks Abilities bonus Harm; 3, 7, 15 P bonus; Long
thrusting sword: 3-20 + 3-5 preternatural and + 25
Chivalry and Tricks Abilities bonus Harm; 4, 3, 30 P
bonus; Long dagger: 1-20 + 25 Chivalry and Tricks
Abilities bonus Harm; 1, 3, 10 P bonus; Defense:
Enchanted metal scale armor for 16 protection with no
Speed penalty, plus reaction speed for overall protection
of 24 when small and 16 when man-sized or fighting
opponentshissize. Special: Four Extraordinary Powers
of Enchantment Ability (Dazzling Dart, Jumpback Jack,
Phantom Self, Quicktime), and five of Sorcery Ability
(Apathy, Devil Imp Form, Seduce to Evil, Sending,
Stupidity—as well as actua Summoning [devil] and
Calling Up [devil imp] capacity). Activation success

Guard (ordinary,6): H 25each P35 (45for thefirst eight
ABC/ ROUNDs of combat due to enchantment Power of
each) S 15 (adjusted Speed 13.5); Attack: Two attacks
per ABC withlong dagger (+10to WeaponsAbility, 1-20
Harm) and long thrusting sword (+20 to Weapons
Ability, 3-20 Harm); Defense: Buckler for 6 vs. one
opponent and full leather armor for 8 plus reaction speed
for overall protection of 20 or 14 when small and 14 or 8
when large or fighting opponents their size.

Soecial: Each of the 6 guards has the Weapon Wizard
Power of Enchantment Ability activatedimmediately and
lasting for 8 ABC time. Each of the six crossbow-armed
ellyllons who will discharge their missiles every other
ABC, dso have the Weapon Wizard Power of
Enchantment Ability. Thus, the next three rounds of
boltswill beat +10 Precision—35+ 15+ 10 = 60 score to
hit).

The guards remain fighting only if they succeed in a
morale check score of 60 or less, with a+5 to theroll for
each guard slain above the third. If the knight (squire)

chanceis 76%.

fleesorisdlain, themorale penalty is+10. If theprinceis

After one round of battle Moxtal casts Quicktime on
himself, sendsaDazzling Dart into what seems the most
dangerous opponent, snaich up the vessel with the
lozenges (described below), and eat one in 1 ABC of
time—spilling therest in hishaste, then create a Phantom
Self, and finally, if flight is necessary use Jumpback Jack
and then attempt activation of Devil Imp Form.

Guards, male, Human Ftr 3(6): CR 3; Medium-Size Human,
HD 3d10+6; hp 25; Init +2 (Dex), Spd 20ft.; AC 16 (+2 Dex, +3
leather +1, buckler +1); Attacks: +6 (1d4+2, dagger), +6 (1d6+2,
rapier), +5 (1d8, crossbow); SV: Fort +5, Ref +3, Will +2; Str
15, Dex 15, Con 15, Int 10, Wis 13, Cha 10.

dlls: Climb +6, Jump +6, Ride+6, Swim +6; Feats: Dodge,
Cleave, Power attack, Weapon Focus (rapier), Weapon Fo-
cus (spear).

Foecial Notes: They will attempt to use crossbow every
other round, all arrowsare+1 for thefirst 8 rounds. If threeor
more guardsare slainamoral check isneeded for theremain-
ing or they will flee.

Sir Zanthal (squire/knight): H 50 P 55 (68) S 17;
Abilities: Chivalry 38, Savagery 64; Attack: Two attacks
per ABC with long spear/ lance ; otherwise heavy cutting
sword (+10/+13-16 Harm) and long dagger (+10/+13-16
Harm); Lance: 1-40+ 13 Chivalry and Savagery Abilities+
13-16 preternatural Harm; 8, 2, 20 Pbonus; Spear: 1-20 +
13 Chivalry and Savagery Abilities+ 13-16 preternatural
Harm; 9, 5, 10 P bonus; Heavy cutting sword: 11-20 + 13
Chivalry and Savagery Abilities + 13-16 preternatural
Harm; 5, 9, 10 P bonus;

Long dagger: 1-20 Harm + 13 Chivalry and Savagery
Abilities+ 13-16 preternatural; 1, 3, 20 Pbonus; Defense:
Buckler for 6 vs. one opponent and enchanted ring armor
providing 10 protection without Speed penalty, plus
reaction speed for overall protection of 26 or 20 when
small and 16 or 10 when large or fighting opponents his
size. Special: Two Extraordinary Powersof Enchantment
Ability (Shooting Stars [18], Vornosh’s Magnification
[one or two subjects].

[ 108 o w ]

If the Squireisslain they must make aWill save: Theguards
fight unflinchingly until three of their number are slain, and
then, and for each one killed subsequently, remain fighting
only if they succeed inaWill Save DC10. If the knight (squire)
fleesorisdlain, theDCis20. If theprinceisfled or Sainthe
DCis30.

Whenever Moxtal is slain, or he flees from the dome, all
structures are destroyed (unless the GM has decided to
detail the dome and allow activity in it). The water of the
pond rushes in, crashing down upon al below, and sends
themflying off for 10 spaces. Directionfor eachindividual is
found by random number, usingd6, 1=NE,2=E,3=SE, 4=
SW,5=W, 6 =NW. The Charactersthen find themselvesin

After three ABC of battle Zanthal activates Shooting || the pond.

Starsto strike the most dangerous opponent, and, if flight
is necessary, activate Vornosh’s Magnification to cause
hesitation in the opponents, then turn and flee.

: \

A - =y
- - - E
- g .- -!r.:-l:_num--l!-Ilj':‘""-r.’ﬂ:‘]

If theCharactersPledgetheir “ L oyalty”

! -_=_|II-——‘I--—.-_.- ' [ L S e o ey
90 it ]
g >,

jri

36



the pono of the ellyllons

With Hesitation or Unconvincingly

If the prince has any doubt, the players being somewhat
hesitant, he foregoes supplying them with the lozenges
detailed hereafter. He avoids confrontation, but instead
sends them on a circuitous route likely to lead them into
mischance and death.

“ Fetch theweaponsof thesenew-swor n minionsof Mine!”
theprincecommands. In short order thereareservitors
standing beforeyou, and your armsarerestored. Asyou
gird yourselves, Prince Moxtal commands: “Listen
carefully to My instruction. Exit My castle dome
southwestwar ds, and ventur eto a distance of what seems
about a mile. Then, staying near the bottom, circle
widder shinsand passoncear ound toyour starting place.
Anywatcherswill bediscoveredthus.

“That done, make your way north for five miles, turn
northwest and jour ney another twomiles. Therepauseand
refresh your selveswith this.” PrinceM oxtal handsover a
small flask carved of ivory. “Thereisan elixir within,” he
explains. “ Takeasip each, nomore. It will giveyou great
vigor. Thus empowered at safe distance, go without
variation southeast, and in about four milesdistanceor so
you will seethedomeof Yirlanenot far off toyour left. Go
ther e enter,and proceed dir ectly tothepalace. Say any who
interfere.

The liquid is indeed an €elixir, one that restores 1d8+8 hit
points and also gives atemporary +3 to strength that lasts 4
hours. But it gives the consumer a pungent odor that
doubles chance for arandom encounter (now 9 or 10 on d10)
and extends range of numbered encountersby one extrahex.
Continue reading aloud asfollows:

“In the highest tower, on thetopmost floor, you will find
Lodash. Seizetherecumbent lout and return here. Head
south out of there, goat all speed! Attwomilesdistanceturn
southeast, and soon you will seethisdomeof Yirlane. Bring
Lodashtome, and | will giveyou thiscoffer of jewels.” The
dark ellyllon noble holds up a large box of marvelously
worked gold. Init areat least three dozen of the lar gest
gems you have ever seen - diamonds, emeralds, rubies,
sapphires-abreath-takingrainbow of glittering stones.

If gained, these “huge gems” are tiny things worth perhaps
5d20gold each when the Characters return to normal size.
The miniature coffer isworth 1000 gold, though, because of
its perfect workmanship.

“Oh, yes... Beforeyou depart: Givemethat hood you have.
It must bekept safefor themiscreant’sarrival.”

If the party refuses, Moxtal doesnot argue, for herealizesat
this point they are armed and not to be easily taken.
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However, to spitethem, and likely assuretheir doom, hethen
says petulantly:

“Oh,verywdl. Kegpthehood, but if ought occur stoit, | will
lessenyour reward. And seeingthat you arebent on having
your own way
rather than obe-
dient, donot fol-
low thelong and
careful route |
set forth for you. You arebrash, sogoduenorth until you
seethedomeof Yirlane, then makedirectly for it.”

For LA restores 13-16 Health points
and also gives a strength Ability/
bonus of 40 that lasts for four hours

The Characters are conveyed under armed escort, watched
by prince and knight and an additiona half-dozen
crossbowmen and halberdiers, to either the southwest
“face” of thedome, or (inthe case of attempting to fool them
into going that way) the northeast “face”, and sent into the
pond’ s water outside. Skip ahead to the proper part below.

If theCharactersPledgetheir “ L oyalty”
Without Hesitation or Convincingly

Should the players dissemble with skill, and convince the
prince of their intent to do his bidding, or should they
actually bewilling to do evil, read this portion aloud:

“You areclever, asdy as| had hoped. Seehere?” The
princeholdsup acover ed vessel that isof blueglassbound
by solid gold. Removingthelid, hespillsout thecontents.
“There are most magical confections, each lozenge
conveying hardinessand alacrity of for oneday’stime. |
givemuch by awar ding oneto each of you, for | haveonly
enoughtoprovideyou each,and nonetospare.”

Only onelozengeiseffectivefor eachindividual. Eatingtwo
will waste the second one consumed. Each lozenge, when
consumed, conveys the following: +24 hit points for 24
hours and they gain a 10 ft/round speed bonus and a natural
AC bonus of +2, and furthermore enables a50% increasein
actions, so that in two rounds three actions normally
requiring 1 round of time each can be accomplished.

After giving one of the magical lozenges to each of you,
PrinceMoxtal commands: “Venturefrom My domeona
truenorthwest cour se. In sometwoand one-half milesyou
will passover afield of stonesand boulders. Thentoyour
right rearwar ds, dueeast, you should seethedar k domeof
Yirlane. Enter with boldness, and command thechurlsyou
meet to escort you to the palace. If any refuse, seek to
hinder, cut them down without mer cy, assuch bear theevil
taint of L odash.
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“Whenyou enter thepalace, ascend itshighest tower,and at
theupper most floor ther eof, you will find thehuman scum
lyinguneasyinan ensor ...unbreakablesleep. You need
show no gentleness when carrying him forth from the
bedchamber of Minecousintheprincess,” theellyllon noble
addshar shly.

“Placethehood you have, theoneyou found befor ethevile
idol that L odash wor ships, on hishead when you find him.
Only onecommand may begiventothewear er of thehood, so
it must betrueand correct. Mark My wordswith care!
Order himthus: ‘Followwithout waking!’ That will prevent
him from usinghislyingtongueand mighty power stobring
you toruin. Leave Menow. Go and bring the stinking
human heretome. Then | will reward youwith jewels,and
seethat you returntoyour own place expeditiously, with
L odash, sothat your own kingmight giveyou what youtruly
deservefor such service.”

Smilingwithout mirth or warmth, PrinceM oxtal opensa
lar gebox of marvelously wor ked gold inwhich areat least
three dozen of the largest gems you have ever seen—
diamonds, emeralds, r ubies, sapphires—abreath-taking
rainbow of glittering stones. After allowing you an
opportunity to gaze upon their glory, he closes the box,
makesagestureof dismissal. Itistimefor action!

(See above for value.)

The Characters are conveyed with some ceremony, but
nonetheless under armed escort, watched by prince and
knight and an additional half-dozen crossbowmen and
halberdiers, to the northwest “face” of the dome and sent
into the pond’s water outside.

The party is now venturing forth to experience the pond
environment for thefirst time, so have the foregoing section
ready for reference.

IN The poNO

As soon as they exit the dome of Prince Moxtal the
Characters discover a strange and rather bizarre environ-
ment. Their “world” isthe pond, and init they see:

Largefish,all of 4-to10-foot length dart hereand therelike

In LA gain Health bonus of 20 for one day’s time and
also alacrity of movement for the same period of time,
this adding base 4 hexes to movement speed and a like
Speed BR bonus, which, if thisgivesthe Characters18 or
better after penalties, also enables a 50% increase in
actions, so that in two ABCs three actions normally
requiring 1 ABC of time each can be accomplished.
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silver arrows, or swimin flashing shoals.

These are minnows, of course. They don't bother the
Characters, having learned it is unwise to pester ellyllons.
Indeed, asfish is afavorite food of the latter, the minnows
avoid the Characters.

The great fish pursue creatures of strange and fantastic
form. Therearetwitching, long-bodied thingsthat have
many legsand ar enear -transpar ent. Odd wor msof snake-
size that wiggle or smaller ones that move by coiled
springingarelikewisedevoured.

You aretravelingthrough aplacewheretheair seemsalive
with chimerical insects and flying things. These range
fromthingsaslargeor larger than your head tocreatures
of about thesizeof your hand.

Undulating shapes, somethesizeof great platters, arehere
and there, seemingtoflowalongtheground or flapintothe
air asmight asheet in thebreeze. (Amoebas.)

Odd littlemonster swhosetailsspin crazily dart about on
high. They areof many different sorts, small and largeand
inbetween. (Rotifers.)

Thingsthat look somethinglikeafootprint withfringeare
likewise crawling and flying all around, the long fringe
servingaslegsand aswings, evidently. (Eugleanas.)

Any GM whose memory of pond water under the
microscope in the high school biology lab, and the lessons
taught thereafter, serves him better than does this author’s,
and can certainly expand the above to paint a far more
detailed and compelling picture of the place. Haveat it!

Inall cases, Charactersmoveinany direction asif walking or
running even whilethey are magically swimming. They can
breathe normally in the water because of the enchantments
placed on those transported to the pond through the Powers
of Lodash. Similarly, al of the Characters can use their
Abilities and weapons normally, but with rangesin scale to
their size. Extraordinary powersfunction at actual range, or
to maximum sighting distance, whichever isthe lesser.

As soon as any player mentions being underwater and
small, thenread:

That’sit! Whilethisseemslikewalking, flying even, you
now realizeissomething quitedifferent. It seemsthat you
areactually under water and swimming! Thosehugefish
are but minnows. What a horrible shock! You are not
normal-sized but minute. You are atomies, magically
miniaturized versionsof yourselves. Thetallest of youis
hardly over aninchin height, it seems, when you compare
your selvestoyour surroundings.

38



the pono of the ellyllons

Therewill certainly haveto be someclever stepstakento
get you out of thispickle...or will there? Perhapssimply
leavingthewater will sufficetoreturnyoutoyour proper
size.

A red herring, if you will pardon the pun. If the Characters
leave the pond have a constant barrage of predatory birds,
snakes and lizards, land insects, etc. there to threaten them.
If the party fails to take the hint the leading proponent of
non-aguati ¢ adventuring being swallowed by afox - atitanic
creature to one-inch-high persons, should do thetrick. Back
to the old puddle, chaps, and a new plan.

the doIpe of YRlLANe

Interior Map (seeinsert)

Thehamlet of Yirlaneissimply ahumanvillageontiny scale,
with an attendant palace, the chateau in this case, in which
the ruling princess and prince are meant to dwell.

As you will discover as you read on, there are many
possibilities for activity in this village. Not detailed, but
open to the GM’ s so daing, is the possibility of espionage-
typeactivity intheplace. Thatis, whenvisiting Tavern (11),
General Merchant (12), or Barber Shop (25) agents of Prince
Moxtal’s faction in Yirlane might approach the Characters.
Any exchange between Characters and NPCs that make it
seem that the former are against Moxtal will cause his
followers in the community to attempt some mischief upon
the Characters - false charges, kidnaping, assassination.
Simply put, the hamlet is receptive to such amendment and
change, including expansion, asthe GM might wish to make
in order to make the adventure of longer length and with yet
more perilsfor the party to overcome.

GENERAL OESCRIPTION

Remember, if the Characters enter from any other location
other than the floor of the pond, they fall into the dome, and
down thereafter. Passing into one at a point above pond-
bottomlevel resultsinafall. Falsfrom 72 scale-feet or above
inflict damage if there isahard surface beneath the point of
entry. Even if the distance seems great, damage suffered
fromhard-surfaceimpactisamere 1-4 points(ignoring armor
protection of any sort) because of actual distance, air
resistance, and minute weight of the Characters.
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When the Characters are inside and can look around read
aoudthefollowingtext:

Y ou seebeforeyou amar veloussight. Enclosed withinthe
dark hemisphere is a bright place. It appearsto be a
charming countryside, with meadows and orchards, a
scattering of farms and fields of crops, even domestic
animalsyou arefamiliar with. Y et you know that thisisbut
asmall domeof air beneath apond! Theundersideof that
magical bubble.leis sky blue and acrossit move clouds,
whilst a glow like the actual sun moves with stately
progressthroughthis“welkin”. You arecertain that when
night fallstherewill bemoon and star scircling here.

In the middle of the meadow dells and regular fields,
surrounded by what are surely tiny versions of normal
berry bushes, floweringshrubs, and fruit treesisahamlet.
Aboveit tothenorth isafanciful chateau with spiresand
towers, battlements and gates, that place must be the
“palace” in which Princess Adetri usually abides. The
great northern tower, its pointed roof 100 feet abovethe
ground, is surely the place where Lodash is held in
ensor celled dumber.

If the Characters choose to visit afarm treat al here asif it
were anormal human farm, but with ellyllon inhabitants, of
course, andwithall faunaand florafoundinaregular place of
this sort.

There are on such afarm 1 ranger-type ellyllon, 3 ordinary
one, and from 2-5 young and elderly non-combatant
dlyllons. All are taciturn, for they didike strangers,
especially of human and other “big folk” sort. If threatened
they fight. Otherwise they simply ignore the Characters.
Nothing will be learned from such places except possibly:

“Go ask that in the hamlet.” Or, “That’s no business of
our s—seesomenaobleinthechateau.”

the ellylLons

Ellyllons (pronounced el-LIL-lon[s]). in General: 502. (A
hidden underwater community with 200 childrenand el derly
individuals not included in the total combatants.) The
dlyllonsarevery small, Alfar-related, folk who arereclusive
and shy, but have certain extraordinary abilities, each of
which is employable once per day.

To avoid discovery, these creatures dwell at the bottom of
relatively shallow pools of water, using their powers to
create adome of air and therein build their communitiesand
go about their business. Ellyllons are beautiful, sprite-like
creatures. They can, of course, swim likefish and breathein
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water asif it wasair, but they
prefer adry residence. When
leaving their secret dwelling
place for long journeys they
utilize the discarded egg-
shells of waterfowl! to serve
as a seat as they employ
their magic taents to fly
through the air.

Ellyllons are only about one
inch tall though they pos-
sess an innate ability to
enlarge themselves to near
human size in one round of
time, just as they can do
likewise to make themselves
“normal size’ again. Some
are also able to make large
thingssmall.

All dlyllons are intelligent,
have the general scope of
human Abilities (as suited to
their size and environment),
and each individual pos
sesses one extraordinary tal-
ent (see below).

It isimportant to stress that ellyllons are shy, reclusive, and
suspicious - rightly so, considering the proclivities of most
humansand othersof theirilk. They arenot malign asarace,
however, and attack only if adire threat is perceived. If a
community is encountered thus these creatures will take
rigorous defensive steps, including lethal aggression via
Extraordinary/Magical means, and physicaly too, if
outsiders are small and demonstrate any sort of threat.

The typical underwater community of an elyllon group
resembles ahuman hamlet, and attendant noble manor/keep,
with well-made buildings of timber and stone. The places
within thistiny community are likewise similar to those of a
human one of the same sort.

The sorts of ellyllon encountered are of the following types.
Notethat damagewhenin small sizerelativetohumansizeis
nil against such large opponents, but magical powers
employed are at full normal capacity! Assume all adult
ellyllonsare armed combatants.

Although able to attack twice generally, when in small,

| “natural size, using a lance, long spear, or bident at the

charge (by swimmingat “all out”) movement, only oneattack
is possible.
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Wedlth is confined to tiny things, generaly, so there is
usualy none in human terms. However, some rare things
found might be enchanted from human-sized objects to suit
the ellyllon need. The greater the individual, the more the
likelihood of this being the case, starting from a 5% base
chance.

In regard to extraordinary, masterwork or magical items of
non-weapon sort, use 2% for a common ellyllon, 5% for a
ranger, 15% for a squire, and 35% for a prince and for a
princess. In the case of the latter two, roll d4 to determine
number of items if any are possessed.

AverageEllyllon, Ftr3: CR4; Medium Fey (inenlarged form)
(Aquatic); HD 1d6+3d10; hp 23; Init +4 (Dex); Spd 30 ft.,
Swim40ft.; AC16 (+4 Dex, +1 cloth, buckler +1); Attacks: +5
(1d4+2, dagger) +6 (1d6+2, rapier), +6 (1d8+2, spear); SQ:
Low-light vision; Enlarge; SV: Fort +3, Ref +7, Will +3; AL
CG; Sir 15, Dex 18, Con 11, Int 15, Wis 10, Cha14.

ills: Craft (any) +7, Listen +8, Swim +8; Feats: Alert-
ness, Dodge, Mobility, Weapon Focus (rapier), Weapon Fo-
cus (spear).

Soecial Notes: Spell casting abilitiy, 2/day 3rd level caster.
Obscuring Mist, Grease.

Enlarge (Su): At will asfull-round action an Ellyllon may
enlargehissizefrom 1inchto 6 feet.
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Ellyllon, Rgr 5: CR 6; Medium Fey (in enlarged form); HD
1d6+2 + 5d10+10; hp 45; Init +3 (Dex); Spd 30 ft., Swim 40ft.;
AC 15 (+3 Dex, +1 cloth, buckler +1); Attacks. +10/+5 (1d4+3,
dagger), +11/+6 (1d6+3 rapier), +11/+6 (1d8+3, composite
strength longbow) +10/+5 (1d6+3, trident); SQ: Low-light vi-
sion; Enlarge; SV: Fort +7, Ref +7, Will +5; AL CG; Str 16, Dex
16, Con 14, Int 14, Wis 13, Cha10.

ills: Concentration +6, Heal +5. Hide +7, Listen +5, Search
+6, Swim +7, Use Rope +7, WildernessLore +;
Feats: Weapon Focus (rapier), Weapon Focus (bow).

Soecial Notes: Spell casting abilitiy, 3/day 5rd level caster.
Invisiblilty, Meld into Stone, Wind Wall.

Enlarge (Su): At will asfull-round action an Ellyllon may
enlargehissizefrom 1inchto 6 feet.

Ellyllon Squire, Ftr 5: CR 6; Medium Fey (inenlarged form);
HD 1d6+1 + 5d10+5; hp 40; Init +2 (Dex); Spd 30ft., Swim 40
ft, fly 90ft.; AC 15 (+2 Dex, +2 leather, buckler +1); Attacks: +5
(1d4+3, dagger), +6 (1d8+3, longsword) +6 (1d6+3, lance), +5
(1d8+3, spear); SQ: Low-light vision; Enlarge; SV: Fort +5,
Ref +5, Will +3; AL CN; Str 16, Dex 14, Con 13, Int 17, Wis 10,
Chalo.

ills: Climb +11, Craft (any) +11, HandleAnimal +8, Jump
+11, Swim +11; Feats: Alertness, Dodge, Mobility, Weapon
Focus (lance), Weapon Focus (longsword).

Soecial Notes: Spell casting abilitiy, 2/day 3rd level caster.
Magic Weapon, Alter Self, FlameArrow.

Enlarge (Su): At will asfull-round action an Ellyllon may
enlargehissizefrom 1inchto 6 feet.

Ellyllon Prince, Ftr 5: CR 6; Medium Fey (in enlarged form);
HD 1d6+1 + 5d10+5; hp 40; Init +3 (Dex); Spd 30ft., Swim 40
ft., fly 90ft.; AC 17 (+3 Dex, +3 studded | eather, buckler +1);
Attacks: +5 (1d4+3, dagger), +6 (1d8+3, longsword) +6 (1d6+3,
lance), +5 (1d8+3, spear); SQ: Low-light vision; Enlarge; SV:
Fort +6, Ref +6, Will +5; AL CN; Str 18, Dex 16, Con 14, Int 15,
Wis15, Chal4.

Sills: Climb +10,
Craft (any) +8, Handle
Anima +6, Jump +10,
Swim +10; Feats:
Alertness, Dodge, Mohility, Weapon Focus (lance), Weapon
Focus (longsword).

Soecial Notes: Spell Caster ahility, 4/day: Magic Missle,
Darkness, MelfsAcid Arrow, Clairaudience, Clairavoyance,
Dispell Magic x2 and Greater Magic Fang.

Enlarge (Su): At will asfull-round action an Ellyllon may
enlargehissizefrom 1inchto 6 feet.

Note that base chance for an
Extraordinary Item being magi-
cally reducedinsizeis 10%.

Ellyllon Health Prec. Speed Attack Harm

Ordinary:21-30 2635 14-16 HV x2seelisting

Ranger: 31140 3645 1517 HV x2seelisting

Squire 4160 4655 16-18 HV x2seelisting

Princee 51-70 5665 17-19 HV x2seelisting

Princess61-80 6675 18-20 HV x2seelisting
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PrincessAdetri, femaleEllyllon Ftr 7: CR8; MediumFey (in
enlarged form); HD 1d6+2 + 7d10+14; hp 60; Init +4 (Dex);
Spd 30ft., swim 40ft., fly 120 ft.; AC 20 (+4 Dex, +3 studded
leather +2, shield +1); Attacks: Lance+12/+7 (1d6+6, spear)
+12/+7 (1d8+6, longsword) +11/+6 (1d4+4, dagger); SQ: Low-
light vision; Enlarge; SV: Fort +6, ref +5, Will +3; AL CG; Str
18, Dex 19, Con 14, Int 15, Wis 15, Cha14.
ills: Climb+12, Craft (any) +10, HandleAnimal +10, Jump
+12, Swim +14; Feats: Alertness, Dodge, Mobility, Weapon
Focus (longsword), Weapon Focus (spear), Weapon Spe-
cialization (spear), Weapon Specialization (longsword).
Specia Notes: Has5-6 innate spellsfrom below. Shehasa
75% chance of having amagical weapon.
Enlarge (Su): At will asfull-round action an Ellyllon may

enlargehissizefrom 1inchto 6 feet.
he” bamlet

Thebuildingsar eall touchingeach other, or elsehavewalls
connectingonetotheother, savewheretheinternal streets
and lanesrun. Thus,thewholeplacehasawall of about 12
scalefeet in height, or isotherwiseenclosed by buildingsof
some30feet in height - 40feet with the peaked and gabled
rooftopsincluded. Thereareseveral gates, largeand small.

Insidethecobbled wayslead past placesof what lookslike
fieldstone and timber with overhanging upper stories,
windowswith many small round or diamond-shaped panes,
and colorful signsindicatingthenatur eof thetradecarried
onwithin.

Street EncountersintheHamlet

Individual residences without any business associated are
not shown. Atany giventimeof day therewill be1-2male, 2-
4 female, and 3-12 young €llyllons moving about on any
street. Roll ad10:

1-2: male bypassers
3-5: female bypassers
6-10: 1-4€ellyllon children playingintheway

At night there will be a 10% chance to encounter 1-4 male
dlyllons.

All encounters, in the streets or in the buildings, will bewith
ordinary ellyllons, except as otherwise noted.

SpecificHamlet Encounter Areas

Each placeoffersthefull line of goodsasfoundin either core
book. Prices are standard, paid in coins or like valuable
things. Transported Characters have their coins and gem
crystals reduced in size as well, and such should be treated
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Ordinary (300, malesand femalesincluded): Attack: Twoattacksper ABC with any of long spear (treat aslancefor water
travel) and thrusting sword and |ong dagger (only weapons usually carried when in dome).
Lance: 1-40Harm; 8, 2, 10 Pbonus; Spear: 1-20Harm; 9, 5, 0 Pbonus; Long thrusting sword: 3-20 Harm; 4, 3, 20 Pbonus;
Longdagger: 1-20Harm; 1, 3, 10 Pbonus; Defense: Buckler for 6 vs. oneopponent and half cloth armor for —2, plusreaction
speed for overall protection of 18/12 when small and 8/2 when large or fighting opponentstheir size.
Soecial: One Extraordinary Power of Enchantment Ability sort (usually of Gradel to |11) in addition to being able to
become human-size (c. 5" +/- height) and to fly at up to 120 miles per hour in an eggshell for as many minutestime asthe
individual has points of Speed Base Rating. Activation success chanceis Speed Base Rating X 4, base AEPs total.

Ranger (or captain, 150): Attack: Two attacks per ABC with any of —75 armed heavy bow and 12 arrows, thrusting sword,
and long dagger; 75 armed with trident, thrusting sword, and long dagger; Strong bow:
3-20Harm; 150/300/900, 1, 20/10/0 Pbonus; Trident: 2-30 Harm; 6, 3, 10 Pbonus; L ongthrusting sword: 3-20Harm; 4, 3,20
Pbonus; Longdagger: 1-20Harm; 1, 3, 10 Pbonus; Defense: Buckler vs. one opponent for 6 and half cloth armor for 4 plus
reaction speed for overall protection 14/8 when small and 10/4 when large or fighting opponentstheir size.
Foecial: Twotothree Extraordinary Powersof Enchantment Ability sort (usually of Gradel through IV) inadditionto
being ableto becomehuman-size(c. 5’ +/- height) andto fly at up to 120 miles per hour in an eggshell for asmany minutes
time astheindividual has points of Speed Base Rating. Activation success chanceis Speed Base Rating x 4, base AEPS
total.

Squire (or dame, knight or priestess, 50): Attack: Two attacks per ABC (each individual hasa25% chanceto be armed
with an Extraordinary weapon of from +5to + 15 Precision bonusand from +3-5 to +13-16 Harm) with lance or long spear
for water travel and heavy cutting sword and long dagger—and check for Extraordinary weapons as noted: Lance: 1-40
Harm; 8, 2, 10 Pbonus; Spear: 1-20Harm; 9, 5, 0 Pbonus;
Heavy cutting sword: 11-20Harm; 5, 9, 0 Pbonus; L ong dagger: 1-20Harm; 1, 3, 10 Pbonus; Defense: Buckler for 6 and half
leather armor for 6 plusreaction speed for overall protection of 22/16 when small and 12/6 when largeor fighting opponents
their size.
Soecial: TwotothreeExtraordinary Powersof Enchantment Ability sort (usually of Gradel through 5, but upto Grade
V111) in addition to being able to become human-size (c. 5’ +/- height) and to fly at up to 120 miles per hour in an eggshell
for asmany minutestimeastheindividual has points of Speed Base Rating. A Priestessellyllonwill have Theurgy Ability
Powers instead of Enchantment ones—see Princess below for suggested activations. Activation success chance is
Speed Base Rating x 4, base AEPstotal.

Prince: (For general informational purposes only—Moxtal is detailed above); Attack: Two attacks per ABC (a 50%
chancefor each weapon to be Extraordinary with from +5to + 20 [d4] Precision bonusand from+6-8to+17-20 Harm [d4])
with long spear/ lance where appropriate, battle axe, thrusting sword, and long dagger;

Lance: 1-40Harm; 8, 2, 10 Pbonus; Spear: 1-20Harm; 9, 5, 0 Pbonus; Battleaxe: 7-20 Harm; 3, 7, 5 Pbonus;

L ong thrusting sword: 3-20 Harm; 4, 3, 20 P bonus; Long dagger: 1-20 Harm; 1, 3, 10 P bonus; Defense: Buckler vs. one
opponent for 6 and full leather armor for 8, plusreaction speed, for overall protection 24/18 when small and 14/8 whenlarge
or fighting opponents their size.

Soecial: Four tofive Extraordinary Powersof Enchantment Ability sort (usually of Gradel through VI, but upto Gradel X),
plusthreeor four of Geourgy (or other Extraordinary) Ability sort in addition to being ableto becomehuman-size(c. 5" +/
-height) and tofly at up to 120 milesper hour in an eggshell for asmany minutestime astheindividual has points of Speed
Base Rating. Activation success chance is Speed Base Rating x 4, base AEPs total.

Princess:. (For general informational purposes only—PrincessAdetri is detailed below); Attack: Two attacks per ABC/
ROUND (a75% chancefor each weapon to be Extraordinary with from +10to + 25[d4] Precision bonusand from +9-12to
+21-25 Harm [d4]) with long spear/ lance where appropriate, |ong thrusting sword, and |ong dagger; Lance: 1-40 Harm; 8,
2,10 Pbonus; Spear: 1-20 Harm; 9, 5, 0 P bonus; L ong thrusting sword: 3-20 Harm; 4, 3, 20 P bonus; L ong dagger: 1-20
Harm; 1, 3, 10 Pbonus; Defense: Buckler vs. one opponent for 6 and full leather armor for 8, plusreacti on speed, for overall
protection of 22/18 when small and 14)/8 when large or fighting opponentstheir size.

Soecial: Fivetosix Extraordinary Powersof Enchantment Ability sort (usually of from Gradel to V11, but upto Grade
X), plusfour or fiveactivationsof Theurgy Ability sortinaddition to being ableto becomehuman-size(c. 5" +/- height) and
tofly at upto 120 milesper hour in an eggshell for as many minutestimeastheindividual has pointsof Speed Base Rating.
Activation success chance is Speed Base Rating x 4, base AEPs total .

For all Extraordinary and Theurgy tablesrefer to the tables on page 61.
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asnormal currency.

Assume each location has in addition to hamed individuals
1-4 ordinary combatant residents, 1-2 elderly and 1-2 young
non-combatantsin ahome or apartment(s) above the ground
floor location sketched out below.

If any Character breaksthelaw by stealing, assault, breaking
and entering, or mayhem and murder, there will beaHue &
Cryraisedif thereareany ellyllon witnessesto thecrimeand
the Character or Characters do not immediately surrender to
arrest.

A Hue & Cry bringsall combatant citizens of Yirlane, other
than thosein the chateau, to arms, and from 11-30 (d20 + 10)
arrive each minute of time after the alarm is sounded (by
voice). Citizensfight, pursue, subdue or kill offenders.

Captured offenders are bound, gagged, and hauled to the
magistrate, see#8, VillageHall, below.

1. Chateau (See Chateau hereafter.)

2. Armorer: The sign shows abuckler and crossed swords.
The proprietor is Helvot, a ranger ellyllon, as is his wife,
Grga

If the Characters are not annoying or threatening, he will
converse with them. He will not speak of the prince,
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princess, or of Lodash, but Grejawill, saying that Moxtal isa
shameto hisrace, a horrible devil! “What a shame about
L odash, but our Dear Princess has gone forth to find a
magictorestorehim. | dohopeshewill return soon, for we
all fear M oxtal will comeand seizepower in her absence.”

3. Smith: Thesign showsan anvil and hammer. The smith,
Rafmit, isaranger. Heistaciturn and will not speak about
anything save business. If the Characters are insulting, he
will say to one of hishelpers, “ Seemstheseshrunken turds
in proper form need alessonin proper manners!” Hehas
However, an PC with Craft Skill (Weaponsmithy or
Armorsmithing) succeedingaDC 16roll canimpress Ramfit
with his “shoptalk”, then Ramfit takes to the person. In this
case he says: “You are only the second human |’ve ever
thought worth speakingto—L ord L odash being thefir st.
You should be seeing to that wretch Moxtal—he needs
killingasbad asany bigper son ever did. Our poor princess
....." Tthen he shrugs and goes back to forging metal.

For stats see Ranger Stat block. Ramfit has an 18 strength
and possesses a Masterwork broadsword.

4. Mason: The sign shows a right-angle measure with a
hammer and chisel crossed behind it. The mason (a squire)
and hisson (aranger) are Shalnin and Whilx. They arevery
suspicious of humansand didlike strangers, and they will not
generally say anything at al to them. If a Character
succeedswith Craft check (stonemasonry) DC 14 he/she can
strike up a successful conversation, both will be willing to
discussbuilding, and young Whilx will noteinpassing: “ Too

~badwehaven'tameansof bringing L ord L odash out of his
..hexed ' dleep.

Now there is a fellow who knows
construction!”

5. Slater: The sign shows a dlate tile pattern.

! Ingran and Kordala are both ranger combat-

ants here. If Moxta is not mentioned, or

_spoken of in derisive manner, they speak

reluctantly about how bad the prince is, how

good the princess and her intended consort,
Lodash, are.

! 6. Cutler: The sign shows a pair of shears

I crossed over aknife. Thorti and Feash arethe
owners (both rangers). They are not given to
small tak. If a Character purchases
something, though, one will say: “I allow
there are more decent “big folk” than Lord
Lodash. Fact is, | think that | heard from Sir

theneeded magic-theprince, youknow....” thenthe
__ other will make a warding gesture, and both speak no
‘more
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He has a Physique Ability score of 70, and avery sharp
sword, so Harm is +13 the first hit, dropping one point
thereafter until bonus is Physique only (+7). A
Character with Metalurgy Ability can attempt a
“shoptalk” roll, and if it is equal to or less that his
Metalurgy score, then Ramfit takes to the person

Umir and Trilfy are the crafts folk here (squire and ranger).
The shop has al manner of wonderful wooden toys and
children’ stoy musical instrumentsandthelike. Unlessthere
isachildwiththe Characters, they speak only of their goods.
Toachildthey will say: “Now you watch out for ‘bigfolk’
adults- and for thedemon M oxtal and hiskillers. And obey
your par ents, becausethey know best!”

Goods (mainly of wood) sold here include: balls, blocks,
checkers, checker boards, chess sets, dolls, dradles and
game boards, hoops and sticks, miniatures (animals, carts,
elyllon figurines, fish, furniture, tools, wagons, weapons,
etc.), pickup sticks, tops. Prices range from 1 copper piece
for small and simple things to 1 gp or more for the finely
carved chess sets

8. VillageHall:
The sign shows
a tower with a
gate and the word “Yirlane” beneath. The head of the
village, Squire Cradak, the magistrate, has business offices
here. Attending him are the bailiff, Sondil Maritz (asquire-
type ellyllon) and a beadle, Neddal Confar (aranger). His
wife (aranger) and son, Riffaand Ridak (both also rangers)
are quartered here on the uppermost floor. Upon entering
the main room Squire Cradak will demand: “What brings
shrunken bumblersto this fair place? Be ye hounds of
Prince Moxtal or some other vilelord?” Here he pauses,
thensays: “ Step up tomy bench, and say your say.”

For LA a successful Pantology check.

If the Characters come before him and swear they speak
truth, he will know. If they lie, Squire Cradak will demand
they leave, and warn the chateau's guards. |If they speak
truth, he and his wife and sons will escort the party to the
chateau.

If Taken Prisoner (seeabove)

If a Character or Characters are taken as prisoners to stand
before Squire Cradak he will bein anirate fury. Carefully
bound, but with gags removed so there can be answers, the
magistrate will then speak harshly, so read the following

W | aloud to the players:

hicanery you managedit,and |’ |l seeyou brought smaller
ill,” he bellows. “What have you to say for (yourself/
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your selves) befor el passjudgement?”

Allow the offending party to plead, but whatever issaid must
pertain to the crime or crimes charged against he, she, or
them.

If Prince Moxtal is named, spoken of as a villainous rogue
and the one to blame as the root cause of the trouble, the
magistrate will say accusingly:

“ S0, you arehishenchmen, areyou? Y ou cur (s)!”

Again, he cantell truth and falsehood, so the matter is pretty
cut anddried. If the accused are not vehemently opposed to
PrinceMoxtal, he, she, or they arejudged guilty, andlocked
into a windowless cell at the back of the hall. It has solid
stone walls and an iron door with alock. Characters must
succeed in a Open Lock Check DC 22. Meantime, Squire
Cradak will hasten to the chateau with news that there are
foes of the princessand L odash now mewed upinthe gaol of
thevillagehall.

The prisoner or prisoners have only one hour to escape. If
they arein custody and helpless at the end of that time, they
are marched off to the chateau, to beincarcerated therein an
even moredifficult postion. (See#1, The Chateau, hereafter.)
When the princess returns she has the offender(s) executed
for a capital crime, otherwise have them taken and gjected
from the dome, a spear each provided to them once outside,
withthealmonition: “ToreturntoYirlaneistofaceadeath
sentence!”

9. Bakery & TeaShoppe: Thesignshowsaloaf of steaming
bread. Pyddieand Fronk (both squire-typee€llyllons) runthe
place. The goods here are superb, the bread and pastries
smelling heavenly. They are tight-lipped and will not
generally converse save to conduct business. However, if
someone mentions chess, or any like pastime, Fronk will
brightenimmediately. “Eh? You littlebiggiesareplayers
you think. Hah! | can scrub you at any gameyou hame—
chess especially.”

Actually, he is an excellent player (80% chance of winning
any game, this reduced by his opponents abilities. To
“play”, though, the Characters need to buy tea and some
sort of baked goodsto havewithit. They may then sit down
at atableor two while Fronk and whomever it ishastaken up
his challenge, play agame or games.

Nothing of particular interest to the Characters can be
learned here, but Pyddie and Fronk are keen observers and
will report to the village squire on what they think about the
Characters.

10. Tavern: The|(| |n LA thelock has a +30 penalty

against being picked.
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sign shows a smiling fish half way out of atankard of ale.
The residents call the place “The Potted Fish.” Arille
(squire), Byzino (ranger), Nilk, and Smain (ordinary
combatants) managethisbusy place. Thereareaways5-10
patronsinsidewhenit is open, and often (70%) there are 15-
24 ellyllons therein.  Strangers are aways shunned!
However, if the Characters literally curse Moxtal, and are
willing to fist-fight anyone who calls them a liar when so
doing, they arewel comed and treated ascomrades. They are
pliedwithwhatever they liketodrink too. “ For miniaturized
bumblers,youlot arenot sobad...but | canout-drink any of
you!” boastsArille.

If anyone takes him up on it, then they spend the rest of the
“day” getting blotto, end up staying the night and paying for
rooms as the owner planned. Even éllyllon can be a bit
mercenary. The next morning, though, Arille leadsthemto
the chateau and introduces them asfriendsthereafter, if they
say that they plan to go there.

Although thereis seldom acall for it, this establishment has
lodging space available. There aretwo roomsin the garret,
and they can be had for 2 gp per night's stay, single
occupancy, 1gp per person over one per room.

11. General Merchant: Thesign showsabasket with tools
and sacks spilling forth. Whost and Nytista (rangers) arethe
owners. They are typically suspicious and speak only to
conduct business. In any event the whole range of goods
typica of a genera merchant are to be found here at
commensurate prices. Whatever is said here that might be
dangerousto thevillage, the princess, or Lodash will betold
tothevillage squire about 10 minutes after thelast Character
leaves the shop.

12. Carpenter: The sign shows a connected double
sawbuck (X—X) and saw above. Kisper and Daog (rangers)
with their wives Zashy and Apiph are here or elsewhere
working. They will speak only in regardstowork to bedone
or goodsto be purchased, asthey dislike“big folk”. Both of
the women are good looking, and if any Character flirts,
makes any lewd suggestion, their husbands will take
umbrage, demand a duel in satisfaction. Unless abject
apology is forthcoming, a fight will occur, and then the
Character(s) concerned will havebrokenvillagelaw, and will
have to face the magistrate one way or another (see #8,
Village Hall, above.)

13. Tinker: Thesignshowsagrindingwheel and apot with

~ aholeinit. Humish and Lily (asquire and aranger) are the

owners, and they will chat endlessly about inane things or
else lie with bald face about subjects they are ignorant of or
don’t wishto speak of. Humishisafinetinker, and hiswork

1S 90% sound—money back guarantee. Edges sharpened

ere gain a+6 temporary bonus, dulling one bonus point per
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Note that these two are agents of Prince Moxtal. If the party
isactually trying to serve his ends, and they mention Prince
Moxtal inafavorableway, thiswill berevealed to them:

“S0,you serveour Master’ sendsaswell aswedo, eh? First,
wewill shar penyour blades, and aswedoso, let mewarnyou
that all othersherearelikely tofavor thestinkinghuman -
nooffense-wizard, L odash!

“You mugt hastenfrom her e, get intothechateau,and carry
off thewretchimmediately. Kill any who stand in your way.
Areyouready for that?”

If the Characters agree, then Humish and Lily guide them to
the chateau, assist in al that follows, fighting with
determination so as to enable the party to seize Lodash and
carry himaway fromYirlane.

14. Brewer: The sign shows a barrel and a sheaf of grain.
“Kettles’ (the squire, Olik), Gilpay, Snoom, and Y affta
(rangers) are the owners. Taciturn and suspicious, they
converse with strangers only in regards their goods and will
assail anyone that seems dangerous, raising a Hue and Cry
as they attack, so as to bring from other ellyllons to the
|ocation after 5rounds, and alikenumber every 5roundstime
thereafter.

15. Confectioner: Thesign showsacandy cane. Thisplace
is owned by Vinca and Rush (rangers). They don't like
strangers at al, because this is a favorite place for ellyllon
youngsters to patronize. They do not chat but hasten
Characterson their way.

Goods sold here
include candied
fruits and fruit
rings, candied
ginger, candy canes, candy drops, caramels, gumdrops, jelly
beans, lollipops, nut clusters, marzipan candies, taffy, etc.

InLA 6 over 6-usesHarm bonusbefore
dulling!

16. Wine Mer chant: The sign shows a bunch of grapesand
abottle. Marley (asquire) and Trook (an ordinary €llyllon)
are the proprietors of the shop. They ply Characters with
“samples’ fortified with grain alcohol. When sufficiently
well-oiled thus (and at 50% normal capacity for not lessthan
half of an hour time), the party is questioned. If discovered
as serving the interests of Moxtal, or that they plan to carry
Lodash off, one dlips out immediately and rounds up the
villagersin asort of silent Hue & Cry. When the Characters
areout inthe open, they are assailed, pummeled, bound, and
after someincidental beating hauled off to village hall cell,
chained there, with iron door locked. As noted, the
magistrate questions them, and if they are of evil nature he
removesthem to the stronger cell in the chateau to await the
return of the princess.

If, though, the Characters are discovered to be there to assist
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L odash, the merchants give each of them afree bottle of fine
vintage, send them off, and spread the word around the
hamlet that the strangers are fine folk.

17. Butcher Shop: The sign shows a roast and a chop.
Junsha and Poztil (rangers) are the owners. Taciturn and
suspiciousof “bigfolk” in“proper size”, they conversewith
such strangers only in regards their goods. If they are
insulted, they provide bad cuts of meat at inflated prices
(+10%). If anything really suspiciousis said to the owners,
one hastens to report the matter to the head of the village.

18. Grocer: The sign shows a cheese, eggs, and abunch of
onions. This shop is run by Drobbin (ordinary), Stickla
(ordinary), and their daughter Nani (ranger). The latter is
absolutely gorgeous! The parents are aloof to strangers and
speak only about their goods. The daughter however might
“chat” on the dy with aany handsome Charactersof sylvan
(elf) heritage.

In such case, sherevealsthefollowing: “Don’t you know, |
am liked by the noble princess? | sometimesservesasa
maid in waiting for Her Grace. The best friend of our
princess here in the village is Kylania, the priestess of
Hina. Sheknowsall about what Her Graceisdoing. You
need tospeak with her.”

19. Gemner: Thesignshowsaringwitharedgeminit. Gill
and L esfa (squire and ranger) own the establishment. They
will not “gossip”, but they cantell areduced-sizegemfroma
tiny one. The former are at a premium of 200% because of
their usefulness when ellyllons must needs travel in large
forminthe“outsideworld”.

20. Silversmith: The sign shows a silver chalice. Inorbilli
and Slar (rangers) arethe artisans. Their work is masterful,
and their original designsare very good. Thus, if very large
pieces are obtained and brought “back”, they are worth
twice their price aswonderful “miniatures’. No onein this
shop discusses matters not pertaining to business.

21. Goldsmith: The sign shows a pair of linked bangles.
Wikky and Haltin (a squire and a ranger) are the artisans.
Their work is also masterful, and their designs are most
superb ones. Furthermore, for apremium of 100% of normal
cost, they offer items that enlarge to man-size. Thus, if
jewelry pieces of this sort are obtained and brought “ back”,
they are worth threetimestheir price asexquisiteitems. No
one in this shop discusses matters not pertaining to
business.

22. Priestess Quarters: There is no sign here. Unless
invited, any Characters hereisattacked (with aHue and Cry
in so doing) by any and all ellyllonsdiscovering theminside
the place. Otherwise, it isacomfortable villa-like dwelling
with many objects indicating the religious nature of its
inhabitant. Upstairs is the priestess' husband, Lorvind (a
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squire) their two young children, and above them, in the
highest apartment, all four of the couple’s aged parents, all
non-combatants.

23. Temple of Wenefar: The sign shows a blue-robed
goddess with afruit treein one hand and ared jaguar in the
other. The goddess Wenafar is worshipped here and the
temple grounds dedicated to her.  All the elyllons here
serve her with gladness. Her priestess is Kylania no
weaponsnormally carried, or armor worn.

Kylania, FemaleHuman Clr 16 (Wenafar): CR16; SZM; HD
16d8+16; hp 90; Init +4; Spd 20ft.; AC 22; Attacks: +18/+13/
+8 melee (1d8+5, +3 heavy mace); SA: spdls; SQ: turn undead;
AL CG; SV: Fort +11, Ref +7, Will +15; S 14, Dex 11, Con 13,
Int 13, Wis20, Cha15.

ills: Concentration +24, Listen +17, Spellcraft +20, Spot
+17; Feats: Alertness, Combat Casting, Improved I nitiative,
Lightning Reflexes, Scribe Scroll, Leadership,

Weapon Focus (heavy mace).

Soells Prepared: 0 - cure minor wounds, detect magic,
guidance, mending, read magic, resistance; 1% - aid, calm
emotions, cure light wounds, detect evil, divine favor, en-
tropic shield, protection fromevil, shield of faith; 2" - bull’'s
strength, cure moderate wounds, darkness, endurance, hold
person, zone of truth; 3 - cure seriouswounds, deeper dark-
ness, dispel magic, invisibility purge, prayer, protection from
elements; 4" - curecritical wounds, divination, divine power,
restoration, spell immunity; 5™ - atonement, commune, flame
strike, spell resistance, true seeing; 6" - antilife shell, blade
barrier, greater dispelling, heal; 7" - greater restoration,
greater scrying, summon monster VII; 8" - antimagic field,
mass heal. Domain Spells (Earth, Plant): 1% - entangle, 2 -
soften earth and stone, 3 - stone shape, 4" - spike stones, 5"
- wall of stone, 6™ - repel wood, 7" - earthquake, 8" - com-
mand plants.

Soecial Domain Abilities: (Earth Domain) - Turn or
destroy air creaturesasagood cleric turnsundead. Use these
abilities a total number of times per day equal to 3 + your
Charisma modifier. (Plant Domain) - Rebuke or command
plant creature asan evil cleric rebukes or commands undead.
Usethese ahilitiesatotal number of times per day equal to 3
+ your Charismamaodifier.

Possessions: +3 hvy mace, +1fl plate, +2 small st. shield.

Kylaniatriesto assess the Characters when she meetsthem.

In so doing she engages in as much conversation with the
party aspossible. Sheasks few questions, allowingthe“big
folk” totalk asmuch asthey will. Typical questionsare:

“What wasit that brought you tothisplace? Pleasetell me
thewholestory.”

“Wereyou offended or pleased that the King of Eraxong
would chooseyou ashisminionsfor thequest?”

“Wereyouintheplaceof L odash, what would havedone?,
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offended by the princess’ ‘unnatural’ fondness for the
human mage, L odash?”

“Wereyou theprince, how would you have managed this
very...odd, shall wesay, matter?”

If she adjudges the Characters to be of malign sort she will
ask them to be seated in an anteroom while she finds
something to improve the situation. She then casts Summon
Nature’ s Ally 11, leavesthe place, and raisesaHue & Cry as
she hastens off to find her husband and to arm herself.

Should the Characters pass muster with Kylania, she will
brings them to the chateau if they are willing.

24. Apothecary: The sign shows amortar and pestle. This
shop isowned by Norldaand Smarrlet (both rangers). They
arecareful inall conversationwith strangers. Nothingwill be
said about the princess, Lodash, or Prince Moxtal. Anything
they learn from Characterswill be reported.

25. Barber Shop: Thesign showsacomb and scissors (hot
the pole with red and white stripes, blood and bandages, of

The goddess Hina (Y attemic Pantheon, 3 Rank) is the
creatrix of floraand fauna. Kylaniawill be formal and
polite when meeting strangers. She has Evaluation and
Scrutiny Abilities at 82 and 65 respectively. Kylania
possesses these Theurgy Ability activation capacities:

Invocation of Glory, Hallow Ground, Summon Destroyer,
Confer Benison, Consecrate Fine Qil, Sanctify Person,
Sanctify Place, Sanctify Thing.

Invocation of Service, Aegis, Restore Body, Anoint
Faithful, Confer Health Benison, Confer Righteousness,
Consecrate Devotional Object, Consecrate Pure Water,
Nullify Toxins, Nullify Traumas, Uphold Faithful.

Banish Sickness, Bolster Cleanse, Dismiss Influence,
Exterminatel nternal Parasites, Heal, Sacred Precincts.

our likeplaces). All that runthisplaceareordinary ellyllons.
Wix and “Big" Leclesoffer tonsorial operations, whiletheir
wives, Eldoth and Neroa dress the hair and see to the
cosmetic needs of lady ellyllons. If Characters are patrons,
and they are careful in their questions, a lot of information
and gossip can be picked up herein. These folk know all
about the hamlet, the chateau, etc. The GM should use his

il | own common sensehere, and play the“local yokel” natureof

this place to the hilt.

B4 Pricesare5 sp for ashave or ahair wash or haircut, 1 gp for

wo, or 15 sp for the whole combination. For ladies hair
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hair, 1 gp for long, additional after washing.

26. Seamstress. The sign shows a threaded needle and
cloth bolt. Atti and her husband Bartu (both rangers), along
with the children and the couple’'s grandparents, do
dressmaking, tailoring, embroidery, etc. They makethefine
garmentsfor the priestess and the princesstoo. If something
special is ordered here, say for 100gp or more cost, the
Characters get al they
need to know about
either or both indi-
viduals

27. Leather Shop: The sign shows an awl and hide.
Lawhaler and Crubba (rangers) and their wives Ylinna and
Rose (ordinary ellylins) do all manner of leather work, from
boots to hats, harnesses to weapon sheaths. All here are
guarded, suspicious, and will not speak of anything not
directly related to their trade and sales. Anything they learn
will bereported in mere minutesto the village head.

In LA she activates a Summon
Destroyer.

28. Haberdashery: The sign shows awell-dressed ellyllon
couple. The proprietors, Kholm, and Jommengs (both
rangers), offer a full range of ready-made and partially
tailored garments and clothing accessories ranging from the
ordinary to fine apparel. As is typical, these élyllons are
tight-lipped and do not
speak about anything
not related to their busi-
ness, but they listen
carefully and tell the
village head what they
have learned.

Pricesare$15for ashaveor a
hair wash or haircut, $25 for
two, or $35 for the whole
combination. For ladieshair
dressing it is $30 for awash
and conditioning or for cut
and styling, $50 for both.
Hair dying is offered at $10
for short hair, $20 for long,
additional after washing.

29. Weaver: The sign
shows a spider in its
web. Mirdana and Helt
(rangers) are the trades-
folk who own this place.
They are close-mouthed, but they will become friendly with
Characters who express hate for the prince, admiration for
Lodash and the princess. In addition to various ordinary
cloth, they weave aspecial sort fromthesilk of water spiders
and fish scales. They mention thisto adventurous strangers
who seem well-disposed to the princess and Lord L odash.
They have six bolts of this cloth at 500gp each, two being
needed for afull suit of special armor—ellyllon composite
full armor of +8 Armor Bonus, Max. Dex Bonus +1, Armor
Penaty Check —6, Arcane Spell Failure 35%, Max Speed 20ft.
; ellylloncompositehalf armor of +6 Armor Bonus, Max. Dex
Bonus +1, Armor Penalty Check —6, Arcane Spell Failure
35%, Max Speed 20ft.. For an additional 2000gp the parents
of thesetwo can enchant the material to change sizewiththe
wearer. The Seamstresscan sew asuit of armor for 600gp per
bolt used. Such activity will take one day for enchantment
and six days of time for tailoring, one garment at atime, of
course.
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They can repair such damage to a suit that suffers up to
100% total, at acost of 1gp per point, if the Charactersbring
it back to them. Repair isat 5-30 hit points per day.

Onceaway fromthisplace, non-éllyllonrepair of thearmor is
at quintuple the cost because of Extraordinary activation
needed, and repair of hit points per day.

30. Florist & Potter: The sign shows a bouquet of flowers
inafancy clay pot. Yogan and Tubbon (rangers) grow and
gather and arrange flowers, sell potted plants and flowers
too, in vessels made by their spouses, Mintaand Green (also
rangers). Some excellent potted herbs as well as cured
pipeweed areavailable here. Thesefolk don’t chat or gossip,
save about floraand all having to do withiit.

Virtually any sort of rare herb is likely to be found here.
Prices are from 1 gp to 200 gp, depending on flower or
container, size number, beauty and rarity, etc.

If any PC hasthewit to bring flower offeringsto the Temple,
or as a gift to the princess in the chateau, thay have a
positive +10for all Bluff checks made against their interests,
anegative one in regards their interests. Say, for example,
the priestess is checking to see if they are intent on doing
Lodashill. Shegetsa+10 bonusto her Sense Motive check,

Each bolt of this cloth at $2,000 each, two being needed
for afull suit of special armor—ellyllon composite full
armor of 11 protection, 1 Speed penalty and 360 Health;
ellyllon composite half armor of 6 protection, 0.5 speed
penalty, and 240 Health. For $5,000 the parents of these
two can enchant the material to change size with the
wearer. The Seamstress can sew a suit of armor for
$3,000 per bolt used. Such activity will take oneday for
enchantment and six days of time for tailoring, one
garment at atime, of course.

the Charactersreceive a—10 to their Bluff check or DC21, if
that istheir purpose. If the party isbenign and meansto help
“The Hermit”, then all rolls by both priestess and party
would beat normal,

the chatceau

Y ou seetherather fancifully built chateau has, under the
decor ativetouches, asolid workingbasis. Thecurtainwalls
areabout 17-feet high, 20feet tothetop of themerlonsof its
crenellated battlement. Therearemany bartizans,and the
tower sand defensive buildings show well-placed ar chery
loopholes.

Therearespires, flagsand pennonsaflutter, of cour se, and
upper windows and gables; thisis odd, because thereis
otherwiseonly averyfaint breezein thisunderwater dome.
That aside, it isevident that theplaceyou gazeuponismeant
for business, asit were. Themain gatesaremadefromwhat
appear stobethetop shell of agiant snappingturtle. The
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smaller onesyou seear eof iron-cover ed wood planks. All
areshut fast. Who, or what, would or could attack thislittle
fortress, and what usewould it beagainst most attackers
you canthink of ?

Leavingthat asidefor later contemplation, you notethat
thereareguardson the battlements, and thusit issafeto
assumeall defensesaremanned - or ellylloned?

The place is indeed shut fast and guarded. The seneschal,
Sir Bling, permit no one to enter unless they are known to
him. Heisthereto“greet” strangers. (Thismeanseither the
party must find away to get in unnoticed, fight their way in

If any Character hasthe wit to bring flower offeringsto
the Temple, or asasagift to the princessin the chateau,
that have a positive 10 for all checks made against their
interests, a negative one in regards their interests.
Example: shewill check at +10, they will check ontheir
rollsto dupe her at a—10 if that istheir purpose. If the
party isbenign and meansto help“ TheHermit”, then all
rolls by both priestess and party would be at —10.

[surel], or else get someone from the hamlet to speak to the
knight and thus gain entry).

Wherever the main group of Charactersappears, they will be
hailed by Sir Bling, who is cautious and well under cover.

Sir Bling, male Ellyllon Ftr 6: CR 7; Medium Fey (in en-
larged form); HD 1d6+3 + 6d10+21; hp 56; Init +3 (Dex); Spd
15ft., Swim 30ft.; AC 16 (+1 Dex, +4 scalemail, buckler +1);
Attacks: Lance +11/+6 (1d8+6, spear) +10/+5 (1d8+4,
longsword) +10/+5 (1d4+4, dagger); SQ: Low-light vision;
Enlarge; SV: Fort +8, Ref +7, Will +3; Str 18, Dex 17, Con 16, Int
16, Wis9, Cha10.

lls: Climb +13, Craft (any) +12, HandleAnimd +8, Jump
+13; Feats. Alertness, Dodge, Mobility, Weapon Focus
(lance), Weapon Specialization (lance), Leadership.

Innate Spells: 2/day as 5th vl caster: Dispel Magic, Call
Lightning, Spark Shower.

Enlarge (Su): At will asfull-round action an Ellyllon may
enlargehissizefrom 1inchto 6 feet.

Chateau Locations

Notethat all battlements have machicolations. Assume that
archery, 20-pound-weight rocks, and flaming naphthawill be
the options used for defenseif somefoeis sheltering against
thewall base.

1 30-foot by 30-foot Squar e Tower: Thisstone structureis
30’ high to its merlons and above them thereis afancifully
corniced roof that reaches another 10’ in height. There are
twolight ballistas: Rangel ncremente: 240yards; Damage:
2d10+4 (20HP); Firing Rate: 1 shot every 2rnds.
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Sir Bling (squire/knight) the Constable: H 56 P 54
(64) S18(17); Ahilities: 54 Chivalry sothat attack isat
64 base score; Attack: Two attacks per ABC/ ROUND
(lance for water travel and heavy cutting sword and
long dagger otherwise); Lance: 1-40 + 10 Chivalry
Ability and + 9-12 supernatural Harm; 8, 2, 20 P bonus;
Spear: 1-20 + 10 Chivalry Ability and + 9-12
supernatural Harm 9, 5, 10 P bonus; Heavy cutting
sword: 11-20 + 10 Chivary Ability and + 13-16
supernatural Harm; 5, 9, 15 Pbonus; L ong dagger: 1-20
+ 10 Chivalry Ability Harm; 1, 3, 10 P bonus; Defense:
Buckler for 6 and full ellyllon composite armor for 11
plus reaction speed for overall protection 27/21 when
small and 17/11 when large or fighting opponentstheir
size.

Soecial: Three Extraordinary Powers of Enchant-
ment Ability: Disrupt Power (to grade 9), Xargya's
Military Fork (11-20Harmand 2 ABC parayzation), and
Dazzling Dread, each usable one time per day at 72%

Therearetwo floorsin the main tower, one at 10-foot height
the other at 20-foot height with four loopholes on each wall
of each floor. A squad of guards, 2 ranger “serjeant” and 8
ordinary “soldier” ellyllons are stationed herein. A serjeant
and 4 soldiers are above, the remainder in the lower part of
the main tower, with two soldiers watching from the tower
battlements.

2 A 15-foot-diameter, 20-foot-high turret: Here the
“serjeant” is on the roof, the two soldiers peer out from the
four loopholescirclingitsupper 10" of height. Thereisalight
ballista on the roof.

3 The Courtyard: This large open area is of dirt with
(miniature) grass in its central portion so that any missiles
coming down here sink in rather than ricocheting off and
around. There is a 10% chance that a serjeant and 0-3
soldierswill be moving through the courtyard at any timethe
Charactersenter it initially, or after being elsewherefor one
or moreminutes.

4  20-foot-SquareGate Tower: Thisstonestructureis25-
feet-high to itsmerlons. Thereisalight ballistaat itstop.

Thereisonefloor (10 feet aboveground) with four loopholes
oneachwall. A pair of ordinary ellyllon soldierswith heavy
bows are stationed herein. One of them is aways be
watching from the battlement.

| 5 20-foot-SquareGateTower: Asabove, #4.

Light ballista: bolt, It. engine: Harm 11 - 30 +3-5,
penetration & shock; ranges 180/360/720; rate of fire 1
every 2 roundstime; Precision bonus 0.
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6 Workshops Building: This structure is 30 feet wide, 40
feetlong, and 30feet high - 35’ if themeasureisto thetopsof
the merlonsthat crest its battlement.

There isa20-foot x 40-foot (the outer wall being 10’ thick)
ground floor for smithy and carpentry work. The smithisa
squire-type €ellyllon, his assistant and the carpenter are all
ranger-types. Thus, there are during the day 1 squire, 2
rangers, and 4 ordinary (worker) ellyllonshere.

Aboveat 10feet height and at 20 feet height are upper stories
with eight loopholes on each long wall, six on the shorter. A
squad of guards, 2 ranger “serjeants’ and 8 ordinary
dlyllonsarebarracked on each upper floor. Rooftopwatchis
maintained by a pair of ordinary ellyllon soldiers with a
serjeant checking on them once every hour. There arethree
light ballistas here.

7 25-foot-diameter Round Tower: Thisstructureis35 feet
tall, capped by aspired conical roof that adds another 15 feet
height, plusthe long pole from which waves abright banner
of blue and green upon which is a golden swan swimming.
There are effectively three floors beginning the count about
8 feet above the ground, each with seven loopholes.

The porter, Sir Vargan is quartered on the upper two floors,
and below are 2 serjeants (rangers) and 8 soldiers (ordinary
elyllon warriors) who serve him. Thisfellow isalackey of
PrinceMoxtal, thosein hisdirect command obey theellyllon
knight and are likewise adherents of Moxtal’ s cause.

Squire, maleEllyllon Ftr 5: CR 6; Medium Fey (inenlarged
form); HD 1d6+1 + 5d10+5; hp 37; Init +2 (Dex); Spd 15 ft.,
swim30ft.; AC 16 (+1 Dex, +4 scaemail, buckler +1); Attacks:
+8 (1d4+3, dagger), +9 (1d8+3, longsword) +9 (1d8+3 lance)
+8 (1d6+3, spear); SQ: Low-light vision; Enlarge; SV: Fort +5,
Ref +5, Will +3; Str 16, Dex 14, Con 13, Int 17, Wis 10, Cha 10.

dlls: Climb +11, Craft (any) +11, HandleAnimal +8, Jump
+11, Swim +11; Feats: Alertness, Dodge, Mobility, Weapon
Focus (lance), Weapon Focus (longsword).

Innate Spells: 2/day as5th vl caster: Spark Shower, Shield,
Knock.

Enlarge (Su): At will asfull-round action an Ellyllon may
enlargehissizefrom 1inchto 6 feet.
There is a 20% chance that the porter is on the roof and be
watching when Characters come to the chateau. In case of
disturbance, these four, the knight and three rangers, comes
forthinfrom 2 rounds.

Being in the service of Prince Moxtal, the porter assists the
Charactersif hethinksthem likewise agents of the prince, or
regardlessif they have cometo permanently remove L odash
from the pond. If he thinks they are come to assist the
princess and/or Lodash, he seeks to day them at first
opportunity, being careful not to give away histreachery, if
possible.
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At night there is a 30% chance of encountering the porter
and his three serjeants, 60% if the Characters have
penetrated the interior of the chateau by stealthy means. If
he knows that they are not aiding Prince Moxtal’s cause,
attack hereisan easy matter, for Sir Vargan can cry that foes
areinside.

8 The Palace: A 40-foot-high stone structure that is 40
feet deep and 60-feet long. Thereareloopholesonthelower
interior walls, one every 10 feet. Stone steps 20 feet lead up
to a 10-foot-sgquare stone platform that gives access to the
entrance door, 10 feet above the ground. A bartizan on the
southwest cornet of the building is set to sweep the door
landing.

Ontheexterior wallsof the palacethereare no openingsuntil
about 13 feet above the ground. At that height there are
loopholes set at intervals of about 10 feet, with two like but
staggered lines of arrow dlitsabove. The exterior wall is 10
feet thick to 10 feet above ground, then 7 feet thick to 20 feet
height, 5 feet thick to 30 feet height and 3 feet thick to the

parapet.

Interior wallshaveloopholes at 6 feet height, and at about 14
feet height there are small, barred windows 2 feet wide by 4

Sir Vargan (squir e/knight), thePorter: H 49 P 51 (60)
S 16 (15); Abilities: 46 Chivalry so that attack is at 60
base score, Physique at 63, and Tricks at 50; Attack:
Two attacks per ABC/ ROUND (lance for water travel
and heavy cutting sword and long dagger otherwise);
Lance: 1-40+ 20 Chivalry, Physiqueand TricksAbilities
Harm; 8, 2, 10 P bonus; Spear: 1-20 + 20 Chivalry,
Physique and Tricks Abilities Harm; 9, 5, 0 P bonus;
Heavy cutting sword: 11-20 + 20 Chivalry, Physiqueand
TricksAbilitiesHarm; 5,9, 5 Pbonus; L ong dagger: 1-20
+ 20 Chivalry, Physiqueand TricksAbilitiesHarm; 1, 3,
10 P bonus; Defense: Buckler for 6 and full elyllon
composite armor for 11 plus reaction speed for overall
protection 27/21 when small and 17/11 when large or
fighting opponents their size.

Soecial: Three Extraordinary Powers of Enchant-
ment Ability: Igxat’s Doorman, Dazzling Dread, and
Invisible Scutifer, each usable one time per day at 64%
chance for successful activation.

feet high, shutters on the inside of the bars. On the third
story thewindows arethe same. Abovethey arelarger (3ft x
5ft) but barred and shutterableall the same. Loopholesareat
10-foot intervals, as are windows. Interior walls have a
thickness of 3 feet at ground level to 10 feet abovethat, then
2 feet to the roof parapet.

Thereisadungeon (sub-cellar) 20 feet below groundlevel. It

is 20 feet wide and 30 feet long. There are two cells there,
each 8ft x 12ft and awell room.
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Thecellaris22ft x 40ftandinitisthe buttery and storagefor
roots, things to be kept cool, etc. There are aso 4 non-
combatant ellyllon servants quartered here when not busy
above.

The ground floor is 27 feet deep and 47 feet long, much
broken up by supporting pillars and buttresses. Init are the
kitchen, storerooms, and barracks for a squad of guards, 2
serjeants and 8 soldiers stationed in the palace. There are
aso 4 non-combatant ellyllon servants quartered here when
not busy above.

The second (entry) story is 31ft x 51ft in size, with apair of
connected antechambersof 10ft x 20ftand 10X 10ftinsize, a
door between them. The second (south one) has an east,
heavy interior door that opens to an 8-foot-long passage
some 10 feet wide giving onto agreat hall of 28ft x 32ft, a6-
foot- wideflight of stepsascending fromthenorth sideof the
passage to the upper floor.

In the northeast corner of the great hall are two small,
tapestry-hidden doors that give into the lower tower, and a
small spiral stair ascends from thereto above. Therearealso
4 combatant (ordinary) ellyllon servants quartered here
when not busy elsewhere.

The third floor is 33 feet deep and 53 feet long. The stairs
leading above are set over those from below, and one must
walk aroundto ascend. Thereisagallery of 10feet wideand
35-feett long to the west of the stairs. Two 8-foot-long
passages of 10-foot-width are at the north and south of the
stairways, and there are doors at each end of both passages.
There is a 33 foot by 24 foot chamber to the east (with an
acove north) that serves as agrand banquet hall and council
chamber for privy matters. A 10-foot by 20-foot northeastern
chamber houses the constable, Dame Turinil.  From her
apartment there are al so two small doorsto thetower portion
of the palace.

DameTurinil, femaleEllyllon Ftr 5: CR6; Medium Fey (in
enlarged form); HD 1d6+1 + 5d10+5; hp 40, Init +3 (Dex);
Spd 15ft., swim 30ft.; AC 16 (+1 Dex, +4 scalemail, buckler
+1); Attacks: Dagger +8 (1d8+3, longsword) +9 (1d8+5,
lance) +8 (1d8+3, spear); SQ: Low-light vision; Enlarge; SV:
Fort +5, Ref +3, Will +1; Str 17, Dex 15, Con 12, Int 16, Wis
11, Chall.

lls: Climb +11, Craft (any) +11, HandleAnimal +8,
Jump +11, Swim +11; Feats. Alertness, Dodge, Mohility,
Weapon Focus (lance), Weapon Specialization (lance),
Leadership.

Innate Spells. 2/day as5thlvl caster: Meld into Stone,
Sleep, Strength.

Enlarge (Su): At will asfull-round action an Ellyllon may
enlargehissizefrom 1inchto 6 feet.
The fourth floor is 35 feet deep and 55 feet long. Itisalso
divided asthefloor below, but the eastern spaceis theprince’s
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depth (east) is divided into a south 20-foot by 30-foot bed
chamber for the princessand 14 foot by 10 foot sitting room.
Both are accessed by a 6-foot-wide north-south passage.
The sitting room has a single door leading to the larger part
of the tower space, and therein is a separate bed chamber in
which lies Lodash.

9 TheGreat Tower: This30-foot-diameter tower risesfrom
the northeast corner of the palace, reaching 20 feet aboveits
parapet, so its own height is 60 feet above the ground. A
conical roof of golden hue caps it, and a bright banner
streamsabovethat roof. Thegreenfield showsasilver moon
abovealike-colored tree.

Above the 10-foot-high base of solid stone the walls are
tapered in thickness, each 10 feet being of |esser thickness—
6 feet, 5feet, 4 feet, 3feet, and 2feet. Aninterior spira stair
leads to each of its five floors. Otherwise see above for
details.

A sguad of 2 ranger archers and 8 ordinary €ellyllon archers
are stationed in the tower: 1 serjeant and 2 soldierson the 1%
and 4" floors, and 2 soldiers only on the 2" and 3. It takes
10 rounds to move in haste from one floor to another.

If the Characters appear at the base of the tower, Dame
Turinil will beatopit, with aserjeant and two archersto order
theintrudersaway: “ Get theehenceon peril of your lives!”

10 The Turtle Gate: Made from the ridged portion of a
snappingturtleshell, thispair of 6-foot-wideby 12-foot-high
gatesis set on timber framing braced and reinforced by iron.
Assume double normal Health for these gates, asthe shell is
resilient.

DameTurinil (squire/knight) the Steward: H 52 P 55
(71) S18(17); Abilities: 82 Chivalry so that attack isat
71 basescore, Tricksat 44; Attack: Twoattacksper ABC
(lancefor water travel and heavy cutting sword and long
dagger otherwise); Lance: 1-40+ 18 Chivalry and Tricks
Ability and + 6-8 preternatural Harm; 8, 2, 20 P bonus;
Spear: 1-20 + 18 Chivalry and Tricks Ability and + 6-8
preternatural Harm 9, 5, 10 P bonus; Heavy cutting
sword: 11-20+ 18 Chivalry and TricksAbility and + 9-12
supernatural Harm; 5, 9, 30 P bonus;

Longdagger: 1-20+ 18 Chivalry and TricksAbility Harm;
1, 3,10 Pbonus; Defense: Buckler for 6 and full ellyllon
composite armor for 11 plus reaction speed for overall
protection 27/21 when small and 17/11 when large or
fighting opponents their size.

Special: Three Extraordinary Powers of Enchant-
ment Ability: Imitate Surroundings, Strength (add 60
points, +6 to Harm), and Leduc's Inescapable
Drowsiness, each usable onetime per day at 72% chance

for successful activation.
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Barred and bolted inside, the gate will not be opened unless
asquirefromthe hamletiswith the Charactersto“vouch” for
them. Sir Bling, the constable of the chateau are on the
battlement above, with 4 guard archers, ready for trouble.

11 The SidePortal: A 4-foot-wide by 8-foot-high portal of
wood, reinforced by iron bands and with long spikes of iron
studding its outer side. This gate is also barred and shut
fast. In the daytime Sir Bling hastens here to see who
attempts entering by this proscribed way.

12 Thelron Postern Gate: A door of but 3-foot widthand 7-
foot height that issolid iron. Sir Vargan the Porter (location
7), a follower of Prince Moxtel, comes forth to question
Charactersattempting to enter here. If he perceivesthat they
mean to assist L odash, he ordersthem attacked with archery.
If he believes the party is there to spirit Lodash away, he
alowsthementry.

13 Curtain Wall: Thiswall is 17 feet high and 3 feet thick
with a splay at the bottom of 4-foot base breadth and
tapering upwards to a height of 6 feet. The inner parapet
walk isat 14 feet height, and the merlons atop the parapet are
3feet high and wide outside, 2 feet wide on theinterior side.
Crenellation spaces between them are tapering from 1-foot
exteriorto3feetinterior.

14 Bartizan: This 7-foot-diameter, 10-foot-high, round
bottomed, stone-roofed projection is well-suited for an
archer, as it has loopholes to left, center, and right. One
concealed inthiswork isnearly imperviousto anything but a
hit from a heavy war engine or some potent spell or power.
Thewall of one of thesefortification featuresis 1-foot-thick,
solid stone. Thebottom is 3 feet thick, and supported by the
rounded projection also about 2 feet thick. Entranceisfrom
a 2-foot-wide and 5-foot-high opening opposite the center
loophole.

HailingtheChateau

See above locations for general reactions to an unescorted
party. They are refused entry except by bluffing, the
succeed at a Bluff Check DC 25. If that succeeds, then they
will be told to enter at the main gate (location 10), and
proceed from there as though they had been escorted there
by hamlet folk.

If escorted by one of moreellyllonsfrom the hamlet, and one
isasquire, then the Characters appear at the main gate.

Sir Bling, the constable, greets the strangers, orders the
gates opened, and then hasthem wait in the courtyard with 4
rangers and 8 (ordinary) archers. He sends 2 soldiersto
fetch Sir Vargan the Porter and Lady Turinil the Steward.
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Once arrived, about 3-5 minutes time, the “noble” elyllons
will proceed to question the Characters asto their intent. If
thereisany suspicion of their being here to remove Lodash -
and Sir Vargan will cunningly attempt to cast doubt on them
if he perceives they are meaning to assist the princess and
Lodash - they will be sent packing.

Otherwise, they are welcomed to the palace, and Dame
Turinil and her squad of tower guardswill seeto the housing
of the party inthe gallery of thethird floor of the palace with
aconstant guard of 1 ranger serjeant and 3 ordinary soldier
elyllons dert at al times. Asthe dame leads them to their
place shewill say:

“You are guests here in the palace. Make yourselves
comfortable here. Sufficient coucheswill be brought so
each hasabed, of cour se. Wewill eat our mealstogether in
the hall beyond (she omits “guarded by a squad of aert
elyllons’). You aremost welcome, and assoon asPrincess
Adetri returns, shewill decideif you may visit poor Lord
Lodash.”

If Charactersinsist on seeing L odash sooner read aloud:

» ¥ %

{ : a
e e L e O O L

53

LA use Pretense Ability at a

“That is out of the
penalty of +50.

question! Her highness
has given express or-
dersthat nooneother than |, and thoseservantswhoattend
him, aretoenter hischamber. You will not ascend tothe
upper floor under any circumstances. Do not forcemeto
imprison you by disobeyingmy commandinthisregard.”

SneakingAbove

The Characterscan, if they manageto silencetheir guardsby
somemeans, likely find their way to the uppermost floor and
discover the comatose Lodash. In such case, thereisa 10%
chance each minute of time spent therefor discovery of their
intrusion. Lodash will have a non-combatant servant
watching (dozing) in a chair at bedside. If that one is
silenced, noneother will comeandinterferefor threeminutes
red time.

EnteringtheChateau by Stealthy M eans

Thisis strictly up to the GM.  Of course, there is a good
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chancethat Sir Varganwill discover them (Skill Check Move
Silently DC 17). If not encountered getting in, passing
through the courtyard to the palace/keep, then managing to
enter the placeisthetrick. The door islocked (Open Locks
DC 20 or Knock Spell). Getting all the way up to Lodash
without awakening someoneis hard, but not impossible.

AttackingAlone

This a rather standard, normal procedure, with the light
ballistas manned by 2-ellyllon crews for any possible shots,
ignored otherwise. Have the guards use a lot of ranged,
attacks. The“militia’ from the hamlet, about 10 squires, 30
rangers, and 90 ordinary ellyllon warriors, will come up
behind the attackers. This is likely the death of the
Characters party if the fight is conducted intelligently and
properly by the GM.

Return of the Princess

One day after the Characters party enters the chateau, or as
Prince Moxtal and his force appears, the princess with 1
dame-squire, 2 (female) rangers, 4 (ordinary) soldier archers,
and 4 combatant servants makes her return. Sheisdesolate,
for she has not managed to find the “cure” she sought.
Princess Adetri stopsto visit the priestess at the templefirst,
and with her she returns to the chateau.

If the Characters are bent on carrying of Lodash, at that
moment the evil princewill show up insidethe place, and the

battleroyal will begin

the accack o
IDOXTA

Assuming a party of Characters bent on bringing Lodash
back totheking,
and that they
have discov-
ered the diffi-
cultiesof enter-
ing the cha
teau, the wicked Moxtal is forced to play an open hand and
mount an assault on Yirlane. Sometime from the 8" through
11" day inthehamlet (1d4), Prince Moxtal will show up with
asmall force knowing that his adherents in the hamlet will
risesimmediately to assist hisattack.

PRINCE
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However, allow abonus of -10to-30for
any such attempt. Door bound by
Borgasta’ sFlathess Power Skill Check.
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The princes party includes: Prince Moxtal who fights
| Princess Adetri; 6 Guard Archers who shoot at the
princesses’ archers; Sir Zanthal who fights Dame Esorilla;
Sir Varganjoinstheprince’ sforceandfight Sir Bling; Grubik

. the Headsman (see below) who embattles Dame Turinil; 6
; ercenary squire-type warriors who will fight against Sir
ing and Priestess Kylania, one guard squire, and 4 guard
Rold of f
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the princesses ordinary soldiers and other followers; Sir
Vargan's2 serjeantsand 8 soldierswho will bebusy fighting
the other serjeants and soldiers loyal to the princess.
Gubrik, maleEllyllon Bar 8: CR9; MediumFey (in
enlarged form); HD 1d6+3 + 8d12+24; hp 70; Init +2 (Dex);
Spd 40ft., Swim 30ft.; AC 15 (+2 Dex, +3leather); Attacks:
+13/+8 (1d8+6, battleaxe); SQ: Low-light vision; Enlarge,
Rage 3/day, fast movement, uncanny dodge (keep Dex
bonusto AC, can’t beflanked); SV: Fort +9, Ref +6, Will +3,
Cha+4; Str 19, Dex 14, Con 16, Int 9, Wis9, Cha.

lls: Climb +8, Jump +7, Swim +7; Feats: Alertness,
Dodge, Mohility, Weapon Focus (battleaxe), Weapon
Specialization (battleaxe), L eadership.

Enlarge (Su): At will asfull-round action an Ellyllon

may enlarge hissizefrom 1inchto 6 feet.

With hisadherentsfrom Yirlane, Prince Moxtal hopestowin
a quick victory, day the princess’ loya servants, and
assume rule of the place.

Thesevile attackers will be aligned against: Princess Adetri
wh fights Prince Moxtal; 2 ranger and 4 ordinary archers
whowill shoot at theprinces' guards; Dame Esorillawhowill
fight Sir Zanthal; Dame Turinil who fights Grubik the
headsman; Sir Bling who engages Sir Vargan; Priestess
Kylania who fights against the 6 mercenary squires; One
guard squire who fight against the 6 mercenary squires; 4
guard rangers who fight against the 6 mercenary squires;
various ordinary elyllon warriors who embattle fighting
against Sir Vargan's 2 serjeants and 8 soldiers

Prince Moxtal’ s faction has only about 30% of the ellyllon
populationin Yirlanebehindit, but if the prince and hischief
henchmen defeat the Princess Adetri’s followers quickly
enough, the larger group becomes disheartened and cease
fighting. Evenif Moxtal slaysAdetri they will do so, for they
know that the princewill be ableto revivify the princess, and
then she will be forced to bend to his will, obey and marry
him.

Grubik the Headsman (variant of a squire-type
élyllon “giant”): H 90 P 50 (60) S 10; Abhilities:
Physique 100, Savagery 100, Tricks 50; Attack: Only
one attacks per ABC: Battle axe: 7-20 + 25 Physique,
Savagery, and Tricks Harm; 3, 7, 5 P bonus; Defense:
Full preternatural |eather armor for 10.

Soecial: Because of his basic nature, and sheer
stupidity too, Grubik is50% likely to be unaffected by
actual Extraordinary activation Harm, totally immuneto
any mind-influencing activations.

Ascan be seen, the Charactersarethe key tovictory. If they
throw in with the vile prince, Moxtal’s faction will likely
triumphin short order. Onthe other hand, should they assail
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the prince and his henchmen, then Moxtal is most likely to
lose.

If they assist the princein hiswicked scheme, the GM should
award 100 expsto each Character.

On the other hand, if the Characters side with the princess,
award 250 expsto each Character.

AUIAKENING Lodash

If afull-scale assault by Prince Moxtal has not occurred,
when the Characters are about to use the hood, Sir Vargan
and his men (2 ranger-type serjeants and 8 ordinary-type
ellyllon soldiers) attacks, even if it means their deaths, for
they know that they will have no better fate, worse even, if
Lodash is brought back.

Contrarily, if they know that the Characters mean to carry
L odash off, return him to the human king, they fight to assist
them in so doing, or after they have placed the hood on his
head and commanded obedience, or the like, not awakening.

By placing the Hood of Obedience upon the unconscious
man, and commanding him to “Awaken!” or “Cometo!” or
“Regain consciousness!” or “Wakeup!” or some such order,
L odash immediately regains his senses.

Upon coming to, Lodash criesout, “ It was Prince M oxtal’'s
doing! Heused sorcery tosend adevil of sumber. How |

havesufferedinthat nightmaresumber!”

In either case they gain an additional 1 point of
Disrepute, theteam an additional 1 point of Disrepute.
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Then, without ado, he will begin chanting a strange spell.
After aminute it will end with: “Now | send you to your
master s, M oxtal, you theknaveof bastards. Deepintotheir
dark placesgoing, never mor eyour facebeshowing, hereor
onthespheresof mankind, eternally their with devil shine,
in thewor st of thoseinfer nal r eaches, unquenchablefires
burninginyour britches. Gointothedar knessscreaming,
nolonger isLodash dreaming!”

Thusisthe wicked prince brought low.

Note: All gifts given will transfer from ellyllon scale to
normal human size without problem or loss.

For awakening L odash thus, the Characters each receive 750
exps, and each may have amagica weapon (GM Choice) or
+1toany ability score. Theprincess hands each asack of 50
platinum coins. The Hood of Obedience remains with the
dlyllons, but anything else the Characters have managed to
gleanintheway of wedthistheirs.

Looash's

Long has King Nupathurva sought to further his evil
ambitionsthrough me. Aslonghavel dissembled, usingmy
wilesand power stoblind him and hisminionstojust how
potent an agent | could actually be. Such could not continue
forever. Hismagi sussed out someof my capacity, and at
Nupathurva's biddingwovetrapstosnareme, and againthe
king sent forth his command. | too had intelligence, of
course. Sol “vanished”.

STORY

Manytimesinthepast | havecometothisplace, thispond
and the fair elyllons being like my own home. So |
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completely concealed all traces of my destination when |
departed, savefor what you discovered. Magic, beingwhat it
is,demandsthat ther ealwaysbesomebalance, counter, or
way toreverseor discover what hasbeen doneby itsforce.
Sol didwhat | could toassur eonly thoseof goodwill would
succeed in finding me, knowing the wicked Nupathurva
would send many fell onestohunt for me.

Of cour se, asthedevilswhotor mented mein my ensor celled
dumber informed me, PrinceM oxtal did hisbest totwist my
precautions. You areto becommended for managing to
avoid hissnares.

Thefair PrincessAdetri, discoveringmy undyinglovefor
her, told methat shetoo had cometo hold memost dear.
Whentheprinceheardthis, lear ned that | wastobeconsort

and co-ruler,hetobenomorethan asteward, her ebelled.| ny '

high dudgeon he went to the old dome where the

élyllonstoinhabit thispond built astronghold from Wh ,}

toexplore. A handful of evil oneswent with him,and others
hefor ced away at swor d-point toservehim and hiscrew.

Therest youknow better that 1! Sonow, my Dear Rescuers,
| offer you areward deserving of thetask you over came.

He offers each party member an item they would find most
useful. This should be done at the GM’ s descretion.

ills: Climb+14, Listen+10, MoveSilently +13, Search
+14, Spellcraft +14, Spot +16; Feats. Weapon Finesse

WRAPPING UpP

With al that done, the Characters are sent off, but assured
that should they ever need to return, they need but come to
the pool’ s edge, call out the name of Lodash, and there will
be amagical change asthey aretakento Yirlanein ellyllon
size and capacity in regards to swimming and breathing in
water.

Each Characters are given a specialy enspelled half of a
duck’ seggshell. Thisvehicle carrysthe occupant safely at a
speed of 500 miles per hour for up to 24 hourstime (12,000
milesdistance). They need but nameaplace, or pointtoit on
amap, and off they go. In short, they are taken to any place
on the globe they wish, the magical shell flying by the
shortest and most direct route.

For awakening Lodash thus, the Characters each receive
750 additional Merits, and each may have an Extraordi-
nary weapon of their choice, Precision bonusof +15if not
a sword, +10 if such a weapon, and Harm bonus of
supernatural sort adding +17-20. The princesswill hand
each a sack of 100 gold coins ($50,000). The Hood of

Obedience will remain with the ellyllons, but anything
€lse the Characters have managed to glean in the way of
wedlthistheirs.

They arrive safely. Upon landing each Character growsto
normal size, dlongwithall thatisnormally that sizeor ableto
assume it. The eggshell is crushed in the process, of
course!

A Thoroughly Disreputable & Reprehensible
Party

What happens if the Characters manage to nab the
comatose Lodash, place the hood on his head, and order
him to obedience? Assuming that they mean to return him
to the king above, and thisis their express wish, handle it
one of these two ways:

Upon their so doing, they are al returned instantly to the
domeof theprince. Hooray! Hehandsover their reward of
gems, and with a mystic pass of a strange amulet he
produces they are whisked back to the hermit’'s hut.
Hooray! Full size, all that canbesuchsizeiswiththemthus.
Bummer on the gems, though. . . .

So now, to send old L odash back and get their big payoff,
right? You got it!

In LA he grants them either a Memory tablet of their
choosing (see appendix bel ow) psychogenic power. He
wil bestow the ability or add 10 points to the score
possessed, and add another means of divination.

B T
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Looash's UNOROKEN sLurmber

“Theking sDeputy Assistant Sor cer er gaveyour group an
embroidered tapestry, whosecir cleand hexagr am decor a-
tionsaresurrounded by potent markings. Merely placing
Lodash the Lonely into the center of this device and
speaking the phrase of activation, ‘Exchange this for
Szulguz!” will transport the captive sage to the palace of
King Nupathurvawhereit loomsvulture-likeon thecrag
abovetheheavy stonesof Hrukalk. Of cour seyou haveseen
a chest of iron filled with gold and jewels and magical
trinketstoo, and upon thelid of thisstrongbox waswritten
‘Szulguz'.

Timenowtocollect that reward

When the Characters Activate the Magical Transportation
read aloud.

Szulguzisreally furious, not to say entirely pissed-off, at
beingbound by theking’ ssor cer er sand sent to somehick
placetodevour ahandful of mortals. Nonetheless, seeingas
heisravenous, and in need of afew soulstopower himup a
tad, hewill leap forth from thenon-confininghexagramand
haveat youwithrelish!

The Demon Szulguz: This monstrous thing is about nine
feet tall, his ovoid body covered with black bristles, and his
appendages seemingly spider-like and too thin. Szulguz has
an opossum-like visage with bulging eyes of putrid, lambent
yellow, and spike-like and snaggled teeth that are
emphasized by his seemingly smiling, but far too large,
moulth.

The senses of all ordinary malign spirits of this sort are
somewhat superior to human ones, although they are not as
intelligent as above-average humans. Szulguz, despite his
superior status, is ho exception.

Szulguz: CR15; Large-Size Outsider; HD 13d8+52; hp 110;
Init+2 (Dex); Spd40ft.; AC24

(+2Dex, 13 natural, -1 size); Attacks: 2 claws+12 meleg, bite
+8 meleg, constrict (with grapple);

Damage: Claw 1d8+4 with shock, bite 1d6+4, constrict 4d6+7;
Face/Reach: 10ft. by 10ft./

10 ft.; Specia Attacks: Shock, Constrict, Fear; SQ: Damage
Reduction 20/+2, Spell Resistance 20, Tanar'ri Qualities,
spell-like abilities, Alternate Form (human or spider),
Vampiric Touch;

AL Lawful evil; SV: Fort +9, Ref +8, Will +8; Str 19, Dex 14,
Con21,Int 13, Wis15, Chal2.

(bite, claw), Improved Critical, Multiattack.

Constrict (Ex): The creature crushes the opponent,
dealing bludgeoning damage, after making a successful
grapple check (see Grapple, page 137 in the Players
Handbook). Theamount of damageisgiveninthecreature's
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entry. If the creature also has the improved grab ability, it
deal s constriction damagein addition to damage dealt by the
weapon used to grab.

Fear (Su or Sp): Fear attacks can have various effects.
Fear Aura (Su): Thisability either operates continuously or
can beused at will. In either case, it'safree action. Thiscan
freeze an opponent (such asamummy’ sdespair) or function
like the fear spell (for example, the aura of a lich). Other
effects are possible. Fear Cones (Sp) and Rays (Su): These
usually work likethefear spell. If afear effect allowsasaving
throw, it is a Will save with a DC of 10 + %2 fearsome
creature’ sHD +fearsomecreature’ sCharismamodifier.

Immunities (Ex): Tanar'ri are immune to poison and
dectricity.

Resistances (Ex): Tanar'ri have cold, fire, and acid
resistance 20.

Telepathy (Su): Tanar’ri can communi catetel epathically
with any creature within 100 feet that has alanguage.

Thisisthe “reward” of King Nupathurva, of course. If the
Characters actually manage to “day” the physical form of
thisdemon, though, Szulguz won’t bother with them longer,
having other mortal “fish” he wishes to fry. He will
“rebound” on one of the king's demonurges, catch and
devour him, eat afew passing servants, and then dlip off to
the nether-dimensional realmsto gloat.

Thekingwill beinafury.

The Characters will be where they are, sans anything not
gleaned intheir previousactivities. Maybeyour playerswill
learn from this. Maybenot. . ..

Appendix A Outdoor Random Encounters

VeshogeRaiders: 12. Lost and with no monetary wealth. A party
of theseveshogeswill havea50% chance (DC 15) of attacking from
ambush, gaining afreeround of attacking thus, having cover.

9 Rockdlide: Several small rocks start falling, and this precipitates
a larger dide of rocks and a few boulders. Equal chances for
occurrence to be ahead, at the location of, or behind the Characters
party. Check party reaction as to how they move at the sound of
fallingrocks. If they moveaheadtoadlidearea, stay inone, or move
back toadidearea, then each and every Charactersand animal inthe
group hasa25% chanceto be struck by rocksinflicting 11-30 (d 30)
points of damage, with a 30 indicating an added d20 of damageis
inflicted.

10 Hole: A hidden depression or a sinkhole is in the path of the
party. Unless some Ability (Psychogenic Intuition or Sensory
Acuity, Ranging, or Scrutiny,) Spot Check DC 18 isbeing used to
check the path ahead the leading individual or individuals will fall
into the opening unless they avoid it (succeed in a check against
Speed Base Rating). Any individualsimmediately behind will also
fall into the hole unlessthey manageto avoid so doing (succeedina
check against threetimes Speed BR). The holewill be 10 feet to 30
feet deep, and damage from the fall will be:
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For d20 game refer to the DMG.
Surfaces

—
Soft ground convertsfirst 1d6 to subdual damage

Water, if at least 10 ft deep, First 20 ft of falling does no damage,
next 20 feet is subdual GM at 1d3 per 10 ft, beyond that it is 1d6
per 10 ft.

Appendix B Pond Encounter s(d20)

GM Note: Any spellsmagic items inflicting dmg equal to or
greater that 10% of the creature’ sindicated HP will automatically
kill the creature.

Box Turtle: CR5; Large-Size Animal; HD 8d12+10; hp 60; Init
+2 (Dex); Spd 10 ft., swim 30 ft.; AC 20 (+2 Dex, +7 natural, —1
size); Attacks: Bite+5 melee; Damage: Bite 2d8+2; Face/Reach:
5 ft. by 10 ft./ 5 ft.; AL Always neutral; SV: Fort +5, Ref +2,

Szulguz: H 113 P 69 S13; Attack: Malign energy powered clawsinflicting base 1-20 with strength Ability bonus of
+20to Harm, and plus 13-16 Harm from netherforce which always bypass armor not of supernatural strength; aclaws
attack hit then seizing and holding the opponent motionless unless a Disaster Avoidance Roll at a plus 13 penalty
against Speed Base Rating x four succeeds. A seizing and holding results in a biting attack the following ABC/
ROUND, such attack delivering 9-12 Harm and VT 26-35 Harm ignoring armor protection of any sort not otherwise
protecting against supernatural poison.

Powers: In 1 ABC send forth awave of cold and fear that causes all who fail acheck against four times Speed BR to
drop their weapons and cower that ABC and each one thereafter that alike check fails.

.i.:i
e
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In 1 ABC shape-shift to or from theform of either anormal -appearing human or an 80-inch jumping spider, taking the
attack capacity of the form assumed, including weapons gained in human form, but retaining demonic Health and
armor protection in any case.

Atwill dematerializeor materialize1l ABC.

In non-material form eexpsend 13 points of Health and possess the body of any person then invisibly “touched”,
succeeding on aroll of 46 or under with a penalty of the subject’ s Speed added to the score; and if successful only a
theurgist can evict the possessing spirit, but when evicted it returns instantly to its own reaGM.

= ae s :‘P..-.‘I'.‘-‘l-t‘.i‘ )

Gain temporarily 13 Health pointsfor one minutetime, 1 point permanently, for each Characters slain (whose soul is
thus consumed).

A spirit of thiskind, destroyed in material form, will rematerializein asmany secondsreal-timeasit hasHealth points,
unlessitisexorcised or annihilated via Extraordinary means, in either case thus being sent back to itsown dimensions
with only one point of Health, and taking normal recuperative timeto regain full Base Rating.

__-'I"l—=-|lll-—1'-

Anti-Powers/Checks: No malign spirit of this sort can entry a sanctified place or a consecrated place built upon
hallowed ground. Hallowed ground and the sound of abell or gong in combinationinflict 9-12 Harm upon such aspirit,
material or immaterial inform, each three secondsreal-timeit remains so eexpsosed. Animmaterial spirit of thiskind
cannot remain within aone-foot radius of pure silver or acommon legume (bean of any sort) that has been blessed by
atheurgist. See Rulesfor Hallow & Consecrate as per the Cleric Spells- Core Rule Book 1, Page 187 & 212

A
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APPENDIXES

Will +4; Str 20, Dex 14, Con 15, Int 8, Wis 15, Cha 10.
lls: Intuit Direction +2, Listen +5, Spot +6, Swim +6;
Feats: Improved Grab,Weapon Finesse (bite).

Crawfish: CR 1; Large-Size Animal; HD 2d6+3; hp 10; Init +5
(Dex); Spd 10ft., swim 20 ft.; AC 17 (+5 Dex, +4 natural, -2 size);
Attacks: Claw +4 melee; Damage: Claw 2d8; Face/Reach: 5 ft. by
10ft./5ft.; AL Alwaysneutral; Sv: Fort +4, Ref +5, Will +1; Str 16,
Dex 20, Con 11, Int 2, Wis 11, Cha 10.

lls: Listen +5, Spot +6, Swim +6; Feats: Improved Grab,
Weapon Finesse (claw).

Frog: CR2; Large-SizeAnimal; HD 8d12+10; hp 60; Init +3 (Dex);
Spd 20 ft., swim 20 ft., Jump 30 ft.; AC 15 (+3 Dex, +3 natural, —
1size); Attacks: Bite+4 melee; Damage: Bite 1d6; Face/Reach: 51t.
by 10ft./5ft.; AL Alwaysneutral; SV: Fort +1, Ref +5, Will +1; Str
10, Dex 17, Con 9, Int 2, Wis 10, Cha 8.

ills: Jump +8, Spot +7, Swim +4; Feats. Weapon Finesse
(bite).

Soecial Attack: Swallow, once swallowed the PC suffers 1d4
points of damage from stomach acid, no save each round until dead.

Insect Larva: CR2; Large-SizeAnimal; HD 4d10+9; hp45; Init +1
(Dex), Spd 15 ft.; AC 14 (+1 Dex, +4 natural, —1 size); Attacks:
Bite +4 melee; Damage: Bite 2d12+2; Face/Reach: 5 ft. by 10ft./5
ft.; AL Always neutral; SV: Fort +4, Ref +1, Will +0; Str 20, Dex
13, Con 16, Int 1,Wis 8, Cha12.

Surface and Dice Number & Type Rolled

Distance Fallen Hard Soft
Spongy

10feet 1d20 1d10 0d6
20feet 3d20 3d10 1d6
30feet 6d20 6d10 3d6

Find surface by random d6 roll, 1 = hard, 2-4 = soft, and 5-6 =
spongy (matted vegetable material and water).

A damage roll resulting in a19 on d20, 9 on d10, or 6 on d6
adds one additional like die of damage die to the total above.
Confirm this optionally by d6 roll:

1-4 nodamage
5-6 roll additional die

A roll resulting in a 20 on d20, a 10 (0) on d10, or a1 on d6

indicatesamiracul ousavoidance of any damageinregardsthat

die. Falling Damage: Distance Fallenis1d6 per 10ft fallento
Lamax of d6.

lls: Listen +2, Spot +4; Feats: Improved Grab, Weapon
Finesse (bite).

Leech: CR 1; Medium-Size Animal; HD 3d10+12; hp 38; Init +1
(Dex); Spd 15 ft.; AC 12 (+1 Dex, +1 natural); Attacks: Bite +2
melee; Damage: Bite 1d4+1; Face/Reach: 5 ft. by 5ft./ 5 ft.; AL
Always neutral; SV: Fort +1, Ref +1, Will +3; Str 12, Dex 12, Con
9, Int 1, Wis 8§,
Chal2.

lls: Listen +2, Spot +4; Feats: Improved Grab.
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Combat: Suction (grabs victim with suction like grip, causing
1d12 points of GMg per round

Mollusk: CR 2; Large-Size Animal; HD 3d8+6; hp 25; Init +0
(Dex); Spd 5ft.; AC 15 (+0 Dex,+6 natural, —1 size); Attacks: Shell
+4 melee; Damage: Shell clamp 2d10; Face/Reach: 5ft. by 10ft./5
ft.; AL Alwaysneutral; SV: Fort +4, Ref +1, Will +2; Str 20, Dex 8,
Con 11, Int 1, Wis 13, Cha 10.

dlls: Listen +2, Spot +4; Feats: Improved Grab, Weapon
Finesse (Shell clamp).

Pan Fish: CR 2; Large-Size Animal; HD 3d8+6; hp 25; Init +4
(Dex); Spd swim 30 ft.; AC 16 (+4 Dex, +3 natural, -1 size);
Attacks: Bite +4 melee; Damage: Bite 1d6; Face/Reach: 5ft. by 5
ft./ 5ft.; AL Always neutral, SV: Fort +1, Ref +5, Will +0; Str 10,
Dex 19, Con 10, Int 1, Wis 10, Cha®6.

ills: Listen +2, Spot +4, Swim +7; Feats: Improved Grab,
Weapon Finesse (bite).

Soecial Attack: Swallow, once swallowed the PC suffers 1d4
points of damage from stomach acid, ho save each round until dead.

Salamander: CR 3; Giant-Size Animal; HD 7d8+10; hp 42; Init
+4 (Dex); Spd 20 ft., swim 30 ft.; AC 19 (+3 Dex, +8 natural, -2
size); Attacks: Bite +4 melee; Damage: Bite 1d6+4; Face/Reach: 5
ft. by 10 ft./ 5ft.; AL Alwaysneutral; SV: Fort +4, Ref +4, Will +0;
Str 19, Dex 18,Con 12, Int 4, Wis 8, Cha 10.

dlls: Listen, +4, Spot +7, Swim +10; Feats: Improved Grab,
Weapon Finesse (bite).

Soecial Attack: Swallow, once swallowed the PC suffers 1d4
points of damage from stomach acid, ho save each round until dead.

Note that if the Characters do not attack a salamander, it is 90%
likely not to molest them, such a“domestic” specimen being one
tamed and trained by theellyllons. In such caseit will swimnear in
friendly dog-horse like fashion, looking with curiosity at the
Characters—or nuzzling at ellyllons with the party.

It will serve as a“steed” for up to six Characters and/or ellyllon
riders.

Only awater snake or the major predators (catfish, pike, snapping
turtle) will be encountered when with or riding a salamander.

Note that if the Characters do not attack a salamander, it is 90%
likely to be one tamed and trained by the ellyllons.

Water Beetle: CR 3; Large-Size Animal; HD 4d6+6; hp 25; Init +2
(Dex); Spd 10ft., swim 25ft.; AC 15 (+2 Dex, +3 natural, -1 size);
Attacks: Mandibles +6 melee; Damage: Mandible 2d8+4; Face/
Reach: 5ft. by 10ft./ 5ft.; AL Alwaysneutral; SV: Fort +5, Ref +2,
Will +2; Str 19, Dex 14, Con 12, Int 1, Wis 12, Cha9.

dlls: Listen +3, Spot +4, Swim +6; Feats: Improved Grab,
Weapon Finesse (bite).

Soecial Attack: Clamp: upon successful attack will hold onto
victim, causing 2d10 points of damage per round until victim
succeeds by either a Escape Artist DC 17, or Str check DC 19 or
dies.
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the heriDIT

Water Snake: CR 5; Huge Animal; HD 12d8+12; hp 66; Init +4
(Dex); Spd 20 ft., climb 20 ft., swim 20 ft.; AC 16 (+4 Dex, +4
natural, —2 size); Attacks: Bite +6 melee; Damage: Bite 3d4+2 and
poison; Face/Reach: 15 ft. by 15 ft./ 10ft.; Specia Attacks:
Swallow upon successful grab; AL Always neutral; SV: Fort +6,
Ref +8, Will +2; Str 12, Dex 18, Con 13, Int 1, Wis 12, Cha 2.

lls: Balance +12, Climb +12, Hide +3, Listen +9, Spot +9;
Feats: Improved Grab, Weapon Finesse (bite).

Soecial Attack: Clamp: upon successful attack will hold onto
victim, causing 2d10 points of damage per round until victim
succeeds by either a Escape Artist DC 17, or Str check DC 19 or
dies.

Poison (Ex): Bite, Fortitudesave(DC 13for all sizesLargeand
smaller); initial and secondary damage 1d6 temporary Constitution.
Water Spider: CR2; Medium-SizeVermin; HD 2d8+2; hp 11; Init
+3 (Dex); Spd 30 ft., Climb 20 ft.; AC 14 (+3 Dex, +1 natura);
Attacks: Claw +4 melee; Damage: Claw 1d10, poison; Face/Reach:
5ft. by 5ft./ 5 ft.; Special Attacks: Poison, web; SQ: Vermin; AL
Always neutral; SV: Fort +4, Ref +3, Will +0; Str 11, Dex 17, Con
12, Int 0, Wis 10, Cha 2.

ills: Climb +12, Hide +10, Jump +0, Spot +7; Feats:
Weapon Finesse (bite).

Poison: Bite, Fortitude Save (DC 14) or 1d4 Str temporary
loss.

Web (EX): Both types of monstrous spiders often wait in their
webs or in trees, then lower themselves silently on silk strands and
leap onto prey passing beneath. A single strand is strong enough to
support the spider and one creature of the same size.

Appendix C Spell Chartsfor LA
Refer to page 62.

Appendix D New Monsters

SpringBat (1-2): CR 1/4; Diminutive Animal; HD 1d4; hp 3; Init
+2 (Dex); Spd 5ft./ fly 10ft.; AC 16 (+2 Dex, +4 size); Attacks: Bite
+0 melee; Damage: Bite 1d4—1; Face/Reach: 1 ft. by 1 ft./ O ft,;
Special Attacks: SonicAttacks; SQ: Blindsight; AL Alwaysneutral;
SV: Fort +2, Ref +4, Will +2; Str 1, Dex 15, Con 10, Int 2, Wis 14,
Cha4.

lls: Listen +10, Spot +6.

Sonic Attacks (Su): Unless noted otherwise, sonic attacksfollow
the rules for spreads (see Aiming a Spell, page 148 in the Player’s
handbook); the range of the spread is measured from the creature
using the sonic attack. Once a sonic attack hastaken effect, deafen-
ing the subject or stopping its ears does not break the effect. Stop-
ping on€e’'s ears ahead of time allows opponents to avoid having to
make saving throws against mind-affecting sonic attacks, but not
other kinds of sonic attacks (such as those that inflict
damage).Stooping one'searsisafull round action and requireswax
or other soundproof material to stuff into the ears.

Fort Save DC 15 negates or failed saveresultsin a 1d6+4 minutes of
paralysis

Blindsight (Ex): using nonvisual senses, such as sensitivity to
j vibrations, scent, acute hearing, or echolocation, the creature ma-
neuvers and fights as well as a sighted creature. Invisibility and
darkness areirrelevant, though the creature still can’t discern ethe-
real beings. The ability’ srangeisdescribed in the creature’ sdescrip-
tive text. The creature usually does need to make Spot or Listen
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Balewretch (1): CR 5; Medium-Size Aberration; HD 7d8+10; hp
42; Init 0+4 (Dex), Spd 40 ft.; AC 23 (+ 4, +9 Natural Energy, the
energy bonus is negated by holy water or powers that effect evil
and undead); Attacks: Fist +6 melee, kick +6 melee; Damage: Fist
1d10+8, kick 1d10+10; Face/Reach: 5 ft. by 5 ft./ 5 ft.; Specid
Attacks: Stun on critical; AL Always neutral; SV: Fort +2, Ref +5,
Will +1; Str 22, Dex 18, Con 12, Int 9, Wis 10, Cha4.
lls: Listen +5, Spot +6; Feat: Improved Critical (Criticalson

an 18-20).

Sun: On a successful critical the PC takes double damage and
stunned for 1 round

Regeneration: Unlessit's head is severed completely the crea-
turewill regenerate at arate of 1 HP/round until reaching zero then
will regenerate at arate of 2hp/round. If it's head isleft within 10
feet of the creature, the head will roll towardsthe boy and rejoin the
neck and begin to regenerate at specified rates. Head must be kept
away from the body for at least 1 minute for the creature to remain
permanently dead.

Leprechaun (12): CR 7; Small-Size Fey; HD 8d6+8; hp 38; Init +5
(Dex); Spd 30 ft., fly 90 ft.; AC 16 (+1 size, +5 Dex); Attacks:+4
melee, +11 ranged; Damage: 1d4 (dagger), 1d6 (short bow); Face/
Reach: 5ft. By 5 ft./ 5 ft.; Special Attack: natural invisibility; SQ:
spell-like abilities; AL Always neutral; SRT +19, Damage
Resistance 5/4; SV: Fort +3, Ref +11, Will +6; Str 10, Dex 20, Con
11, Int 15, Wis 11, Cha 14.

lls: Bluff +13, Intimidate +13, Listen +11, Spot +11, Hide
+6, Search +10, Sense Motive +11; Feats: Weapon Focus
(shortbow), Dodge.

Soell-like Abilities (as 13th level caster): At Will: Daze,
Levitate; 3/day: charm person, comprehend languages,entangle,
confusion, invisibility. 2/day: major creation, teleport 1/day: mirror
image, fly, ethereal jaunt.

When threatened with defeat, or death, Ieprechauns can, in one
second time, disappear in acloud of smoke, returning thus to their
own*“ house” in another dimensional matrix thus.

Leprechauns can spot any kind of Extraordinary object or
activation in aflash, and they can’t be fooled by anything short of
areally potent enspel GMent of a caliber far beyond any explorer
likely to be encountered herel

They can spot afake, or create one that is nearly undetectable.

They know goods and pricesto afarthing.
They love to fool humans and pull pranks.

They are smart, sometimes too clever for themselves, and love
practical jokes. Avariciousness with atouch of maliciousness for
anyone crossing themisagood rule.

And, not to be spread around to players, when properly sworn,
they can not break their oath.

These“weefolk” arealso fond of good liquor, and if one consumes

apintor so, al capacitiesare at 50% normal operation, taketwiceas
long to perform, where applicable.

Appendix E New Items

Bear skin Cape: When worn thismagical cloak grants the wearer
additional bear like abilities. Along with a +2 to Strength and
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Constitution the wearer gainsa+3to all Listen Checks, +4 to Spot
checksand +7 to Swim Checks.

Caster Level: 6th.
Market Cost: 6,000gps.

Hood of Obedience: Thisitem casts dominate person (as per the
spell at 9th level) 1/day. Only one subject can be under the effects
of thisitem at any giventime. Will Save DC 23toresist effect. The
owner of the hood is considered the caster.

Cater Level: 9th.
Market Cost: 18,000gps
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Appendix B Pond Encounters (LA)

GM Note: Any Extraordinary activation inflicting Harm equal to or
greater that 10% of the creature’'s indicated Heath (H) will
automatically kill the creature.

Box turtle: Encounter 1; Scale size: 70 feet long, 50 feet wide, and
20 feet thick with 12-foot-long neck and 6-foot-long head; H 60 P
50 S 6 attacking, 12 moving; Attack: Jaws for 1-20 Harm (locking
in place on victim, repeating each ABC thereafter until dead);
Defense: 40 shell, 20 feet and tail, 10 head.

Crawfish: Encounter 1; Scale size 15 to 24 feet long, 5 to 7 feet
wide, and 6 feet thick with 6-foot-long pincer claws; H 10-15 P 25
S 6 attacking, 12 moving, plus one-time-only burst of 24; Attack:
Pincer claws for 1-20 Harm each vs. one target (locking in place on
victim, repeating each ABC thereafter until dead); Defense: 30
shell, but successful specific location hits at +20 on dice for Weapon
Ability that succeed will hit vulnerable areas with only 15 armor
protection.

Frog: Encounter 1-4; Scale size 21 to 30 feet long, 13 to 24 feet
wide, and 11 to 20 feet thick with a 9- to 12-foot-wide mouth; H
16-25 P 60 S 15; Attack: Jaws for 1-6 points of Harm (swallowing
prey in process—and victim then suffers 1d4 Harm from stomach
acid, regardless of any protection save that against acid, each ABC
thereafter until dead); Defense: 15 body, 5 eyes (specific target),
and 10 internal armor (with a trapped victim suffering a -20 penalty
to Weapons Ability use).

Insect larva: Encounter 1-2; Scale size 13 to 18 feet long, 4 to 6
feet wide, and 6 feet thick with 3-foot-long mandibles; H 50 P 50
S 18, 6 moving; Attack: Mandibles for 2-24 (2d12) Harm (locking
in place on victim, repeating each ABC thereafter until dead);
Defense: 30 head, 10 body.

Leech: Encounter 1-8; Scale size 7 to 12 feet long, 3 to 6 feet wide,
and 3 feet in diameter; H 31-50 P 51-60 S 12 attacking, 6 moving;
Attack: Suction bite for 1-20 Harm (locking in place on victim,
repeating each ABC thereafter until dead); Defense: 10.

Mollusk: Encounter 1; Scale size 25 to 30 feet long, 13 to 18 feet
wide and 7 to 9 feet thick; H 11-30 P 50 S 18 attacking, 1 moving;
Attack: Clamp shell shut for 1-20 Harm (trapping any Characters
within a 6-scale-feet-distance range [one-inch actual distance]
inside) and where digestive acids will inflict d2 Harm from stomach
acid, regardless of any protection save that against acid, each ABC
thereafter until dead); Defense: 40 shell, 10 internally (with a
trapped victim suffering a -20 penaty to Weapons Ability use).

Pan fish: Encounter 1-6; Scale size 13 to 32 feet long, 11 to 22
feet high, and 3 to 6 feet thick with 6- to 8-foot-diameter mouth; H
21-40 P 50 S 18 attacking, 36 moving; Attack: Jaws for 1-6 Harm
(swallowing prey in process—and victim then suffers d4 Harm from
stomach acid, regardless of any protection save that against acid,
each ABC thereafter until dead); Defense: 20 body, 5 eyes (specific
target), 10 internal armor (with a -20 penaty to Weapon Ability).

Salamander: Encounter 1; Scale size 61 to 73 feet long, 13 to 24
feet wide, and 7 to 12 feet thick with 13- to 18-foot-wide mouth; H
36-55 P 66-75 S 12, 18; Attack: Jaws for 1-6 Harm (swallowing
prey in process—and victim then suffers d4 Harm from stomach
acid, regardless of any protection save that against acid, each ABC
thereafter until dead); Defense: 20 body, 5 eyes (specific target),
and 10 internal armor (with a -20 penalty to Weapon Ability).

Water beetle: Encounter 1; Scale size 9 to 12 feet long by 4 to 6
feet wide, and 6 feet thick with 3-foot-long long mandibles; H 21-
30 P 50 S 18 attacking, 6 moving; Attack: Mandibles for 2-20

(2d10) Harm (locking in place on victim, repeating each ABC
thereafter until dead); Defense: 30 body, 10 eyes (specific target).
Water snake: Encounter 1; Scale size 66 to 120 feet long (11"-
20" actual length, use d10 to find size roll result + 10 x 6 feet) and
7 to 10 feet diameter with 12-foot-diameter mouth; H 41-70 P 60
S 24 attacking, 18 moving; Attack: Jaws for 1-20 Harm
(swallowing prey in process—and victim then suffers d4 Harm from
stomach acid, regardless of any protection save that against acid,
each ABC thereafter until dead); Defense: 25 body, 5 eyes
(specific target), and 10 internal armor (with a -20 penaty to
Weapon Ability).

Water spider: Encounter 1; Scale size 6 to 9 feet diameter with 3-
foot-long mandibles; H 20 P 75 S 18 attacking, 12 moving (along
plant stem only); Attack: Mandibles for 1-10 Harm (locking in
place on victim,_ repeating each ABC thereafter until dead, any

ARREYore o 5@8“[6%“%%&95&% for 21-25 added Harm);

Defense: 20 body and 10 eyes (specific target).
Typical Enchantment Powers List

1. Borgasta's Flatness, Disrupt Power, Night, Phantom Self,
Shooting Stars, Weapon Wizard

2. Igxat's Doorman, Imitate Surroundings, Jumpback, Jack,
Vitality, Vornosh’s Magnification, Xargya's Military Fork

3. Dazzling Dagger, Doublemissile, Eel Skin, Quicktime, Strength,
Weapon Stretch

4. Adelhard’'s Attack Augmentation, Dazzling Dart, Desmuriak’s
Dramatic Images, Invisible Scutifer, Leduc’'s Inescapable
Drowsiness, Obfuscate Observer

5. Ashlar Image, Blue Bolts, Dazzling Dread, Magical Tinker,
Oakheart, Shape-shift, Vanish in Vapor, Willowkin

6. Invisble Form, Jumpwayback, Jack, Seeing Orb, Turncoat,
Unseen Swordsman, Wizard Warding

7. Counterpower Contingency, Gareggy’s Uplifting Tongs,
Oppose Element, Personal Shielding 2, Seeing Orb, Surprise,
Tortoise Force

Typical Theurgy Powers List

1. Invocation of Glory, Consecrate Place, Hallow Ground, Confer
Benison, Consecrate Fine Oil

2. Exorcise Supernatural Spirit, Grant Might, Grant Puissance,
Sanctify Person, Sanctify Place, Sanctify Thing

3. Invocation of Service, Aegis, Save formEvil,
Guardian, Summon Protector

4. Anoint Faithful, Confer Health Benison, Confer Righteousness,
Consecrate Devotional Object,

Consecrate Pure Water, Crown of Belief, Divine Evil
Nullify Toxins, Nullify Traumas, Rebuke, Redeem,
Uphold Faithful

Summon

Focus,

Typical Geoury Powers List

1. Conjure Maridi- a Water Conjuration, Create Rainstorm- a
Conjuration of Water, Fortify Conjuration,

Ice Arrow, lce Spear, Krigollan's Hard Water

2. Loviatskya's Infallible Energy Analysis, Loviatsky’'s Infallible
Mineral Analysis

3. Fog Elementary Servicee A Power-bid of Water,
Elementary Service- A Power-bid of Water,

Rain Elementary Service- A Power-bid of Water, Snow
Elementary Service- A Power-bid of Water

Ice

Preistly Powers
1. Invocation of Glory, Halow Ground, Summon Destroyer,

Confer Benison, Consecrate Fine Oil, Sanctify Person, Sanctify
Place, Sanctify Thing

2. Invocation of Service, Aegis, Restore Body, Anoint Faithful,
Confer Health Benison, Confer Righteousness, Consecrate
Devotional Object, Consecrate Pure Water, Nullify Toxins,
Nullify Traumas, Uphold Faithful

3. Banish Sickness, Bolster Cleanse, Dismiss
Exterminate Internal Parasites, Heal, Sacred Precincts.

Influence,
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APPENDIKES

Appendix D New Monsters

Springbat (1-2): A cat-sized, long-limbed chiropteroid; H 4 P 10
S 10a/20m; Attack: Supersonic shriek that momentarily paralyzes
anyone within 9-foot radius so it can attack first, low 3-5 Harm bite
with VT ignoring armor that causes no lasting Harm but the toxin
relaxes muscles for two to five minutes reatime. All combat (Ar-
chery, Unarmed Combat, Weapons) Ability is lost while the VT is
active; Defense: No effective armor. When disturbed a springbat
becomes active, utters its shriek, and springs up on kangaroo-like
kind legs so as to flutter to safety. If it is attacked when so doing it
becomes confused, utters more shrieks, and bites at the nearest
threatening individual.

Balewretch (1): (a gaunt and cadaverous thing with dark and leath-
ery skin, long and lank hair, and a hideous visage that leers in delight
as the creature feeds on the fleeting life energy of the victim if is
killing);

H 40 P 40 S: 11; Attack: Fist and kick for 1-10 +8 and 1-10 +12
Harm, bonuses bypassing armor and a 10 on d10 for Harm indicates
the target subject is stunned for 1 ABC; Defense: Unnatural energy
provides 12 armor protection against all attacks except those of
consecrated oil/water (1 ounce/3 ounces inflict 1-2 points Harm
recovered only 1 point/day) or an Extraordinary activation includ-
ing those of Theurgy Ability Powers specifically attuned to affect
evil and the living dead.

Unless the head of the balewretch is severed, it will by virtue of
its malign energy restore itself to its unharmed state. After seem-
ingly being “killed’, the unholy energy of the thing begins to mend
Harm, restoring 1 point of Health each one second real-time after
that Base Rating has reached zero of less. If the head is within a 10-
foot radius of the body and not impeded, it will roll to it and rejoin
the neck, thus enabling the restoration to commence. The newly
severed head must be physically kept away from the body for one
minute. The creature is then destroyed.

Leprechaun: Attack: (See below for Powers); sling (30/60/120')
for 3-20 +10 shock Harm or at close quarters a small spear, or small
dagger for 1-12 + 13-16 supernatural bonus bypassing all except
supernatural protection.

Defense: 16 preternatural protection plus the following: Blocking
Harmful Powers: Powers and other activations amed at a
leprechaun are 70% likely to be blocked, a success means that the
activation fizzles, a 7% (01-07) score indicating that it backfires on
the activator. This Power is aways active as long as the leprechaun
is conscious.

Disappearance Physically: The leprechaun becomes invisible
in one second, and it can remain so until it physicaly attacks or
activates another Power directed at some target, in which case, as at
will, it becomes visible instantly. This Power can be used three
times per day.

Duplication of Form: The leprechaun can 1/day and at will, in
one ABC's time, cause a duplication, creating 2-5 images of either
its own person or else of some inanimate object in sight and no
larger than itself (5-10, 21-40 if haf leprechaun size, 51-150 if
something the size of a necktie, for instance). Duplicate objects
behave as if they were the actual thing they duplicate. Leprechaun
duplicate images do not actually have attacks, however, athough
they can seem to be attacking, for they do whatever the actual
leprechaun is doing, even though it might be invisible, if the creator
so wills. Otherwise the duplicates stand and taunt, appear menacing,
scatter in all directions, etc.

Floating: The leprechaun can, in one second time, rise up to
three feet above the surface and float. It can, at will rise at a rate of
three feet per second or descend at such rate. Note that this can be
done while otherwise invisible. This Power can be used as frequently
as desired.

Flying: The leprechaun can, in one second time, rise up to
three feet above the surface and fly. It can, at will continue to so fly
at arate of 15 feet per second or descend at such rate. Note that this
can not be done while otherwise physicaly invisible, but it can fly
when in non-material form. This Power can be used once per day.

Light Flash: The leprechaun can, in one second time, cause a
blinding flash of light to surround its person. All creatures with
visual organs open and functioning and directed towards the
leprechaun’s locale are instantly blinded. Normal sight returns in 1
ABC of time. Creatures with particularly keen vision are blinded
thus for 2 ABC's time. This Power can be used once per day.

Physical Immateriality: The leprechaun can, at will, become a
non-material (spirit) creature) in 1 ABC of time, or it can become
material again in a like period. When in non-material it can not use
physical things, nor can it use Powers other than flying when so
changed. This Power can be used 2/day, becoming material not
counting as a use.

Appearing of Objects: Twice a day the leprechaun can, at will,
instantly apport any object of up to about one cubic foot in volume,
or 10 pounds weight (whichever is the greater measure—and yes,
that means a whole lot of gold or gemstones!). Such apporting is
exactly the same as in the psychogenic Power of Apports &
Teleport.

Vanishing of Objects: Once a day the leprechaun can, at will,
teleport instantly any object of up to about one cubic foot in
volume, or 10 pounds weight. Such teleporting is exactly the same
as in the psychogenic Power of Apports & Teleport. A fixed or
firmly held object will be difficult to cause to vanish (teleport).

Transport: At will, instantly, a leprechaun can use the
psychogenic Power of Self Teleport to go to any location known,
or in which is a well-known object or individual. This Power can be
used twice per day.

Appendix E New Items LA

Bearskin Cape: If the wearer of the bearskin cape ever sustains
more than 40 points of Harm in a single round from a single attack,
the cape loses one half of its benefits from such Harm. |If a second
incidence in which 41 or more points of Harm are inflicted on the
wearer by a single attack, the cape is destroyed.

Memory Tablets for LA

Bendview (new): Very Minimal: Through successful activation of
this preternatural Power the enchanter is able to bend light rays so
as to literally see around a corner. The activator must be within 30
feet distance of the place where light is to be so bent, he or she must
be able to see the corner, and see in the light conditions prevailing
around such a turn. The Power enables the enchanter to see in the
otherwise obscured place as if he or she was standing there, looking
in from the corner, i.e. a field of 180-degree view. Note obstacles to
sight that exist there will obstruct vision accordingly. Sight extends
to 30 feet distance from the corner around which the activation
enables visua reception. The power lasts for only 1 ABC time,
then it is gone.

Privilege of Rank: Major: When this supernatural Power is suc-
cessfully activated, the individual so doing is able to decrease the
time required to activate any Power by the following amounts,
cumulative as score increases, according to the activator’s score in
the Ability used to bring this Power into effect:

score 41 to 50
score 51 to 60
score 61 to 70
score 71 to 80
score 81 to 90
score 91 to 100
score 101 to 110
score 111 to 120

Extreme Grade by 5 second's time

Major Grade by 4 second's time

Very Strong Grade by 3 second's time
Strong Grade by 2 second’s time

Very Good Grade by 2 second’s time
Good Grade by 1 second of time
Moderate Grade by 1 second of time
Low Moderate Grade by 1 second of time
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Terrain Key for the Outdoor Map

There are four different types of terrain indicated on the hexagon-
grid map depicting the locale of Lodash the Lonely’s hermitagein
the foothills of the Kaalkh Mountains of Miria.

Green hexesarerelatively open andflat terrain over whichthe
Characters can travel afoot at the rate of 300 ft. per minute, or
something just under three miles per hour, 3 spaces on the map.

Tan hexes are hilly but fairly smooth terrain over which the
PCs can travel afoot at the rate of %2 normal overland movement
rate of (225 feet) per minute, or two and aquarter miles per hour, 18
spaces on the map.

Brown hexesarerugged and broken hill terrain over whichthe
PCs can travel afoot at the rate of half normal overland movement
rate (150 feet) per minute, or about one and ahalf milesper hour, 12
spaces on the map.

Pur plehexesare precipitousand rocky hill terrain over which
the PCscan travel afoot at therate of ¥2normal overland movement
rate (100 feet) per minute, or about one mile per hour, 6 spaces on
the map.

GM Note: This assumes that the Character’s normal overland
movement rate is 30 feet and there are no armor penalties for
movement in heavy armor.

RANOOID CNCOUNCERS
For monstser stats refer to the relevant source book. Check as
follows:

At the end of each daylight hour, 12 checksin all:
Days 1 through 7: d10, 10 = encounter.
Days 8 and after: d6, 6 = encounter.

For each encampment and the night (12 hours game time), 1
check:

Days 1 through 7: d4, 4 = encounter.

Days 8 and after: d3, 3 = encounter.

On a d10 roll the following:
VeshogeRaider (Bandits)
Fer-de-Lance(small animal)

Hill Giant

Chimera

Stone Giant

Ettin

Komodo Dragon (Giant Lizard)
Tiger

Rockslide (see Appendix A, p 59)
10 Holeor Depression (see Appendix A, p 59)

O©CoO~NOOOOThA, WNPE

1 The Gargoyles
This is a small aerie in which dwell four very large and strong
volitant gargoyles. They haveno wealth whatsoever, such being of
no interest to them. Although not prone to attack humans, these
immediately take wing when an intruder comes into their area. If
there are any intruders still therein after 2 rounds, the volitant
gargoylesswoop, using toxic exhalationtoinflict Damage, and after
three such passes each (12 total breath attacks), the creatures land
and attack with physical weapons as well.

2 Spiders
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This dell is the home of a half-dozen young jumping spiders and
their large and protective mother. As soon as any Characters
venture more than one hex into the place, the young attack, for they
aremindlessly aggressive and very hungry. The commotion of any
oneof thembeing dain initiatesthe assault of the parent, shehaving
a 75% chance of attacking by surprise from her hidden location in
the grass.

4 Chthonic Gargoyles

This box canyon’s end is the habitat favored by a pair of reclusive
and aggressive chthonic gargoyles of exceptionally robust sort. 1f
any intruder actually comesinto the seven hexescomprising theend
portion of the canyon, they pop up from out of the ground,
attacking always from behind and by complete surprise.

5 Escalading gargoyles

Three of these creatures, large and fierce, dwell in abig cave at the
end of thisgully. They ignore Character’ s unless they intrudeinto
the cave, but in such case the gargoyles attack immediately. They
are on aledge just above the entrance, about eight feet above the
stone floor of the place. They will exhale flames upon intruders by
surprise, thereafter using both flame exhal ation and physical assault
in conjunction, at once (jumping down at 20 S). They have nothing
of valuein their den.

6 The Dell of the Hermit

Thisplaceis, on average, about amilelong, ahalf milewide (north
to south). Thelarge pond (400 yardslong by 200 yardswide), seen
only if the observer mounts the higher (brown) intervening hex or
has moved north to get a clear and unobstructed view to the west,
itisasure sign that the party isin the right place.

6A The Leprachauns

This area of rocky hillocks has a surprising amount of vegetation,
including somefruit trees, berry bushes, and, herbsand grass. There
are 12 leprechauns dwelling here, each with a special home in “a
tree” or “under” a boulder—their magical doorways are thus
located.

6B The Hut of Lodash the Lonely
Therocky area before you is verdant and shows signs of care.
It is, no doubt, the dwelling place of the Her mit.

Before describing the area, exterior and interior, to the players, note
that the Charactersare herefor onereason. Either they arehhurrying
to find and capture and send off the so-called hermit, or else they
have decided to find and warn him. Ineither casethey should not be
vandalizing his hut or searching for thingsto steal. A search might
bewise, but not one that destroys property that is not theirs. Thus,
there are noted punishmentsincluded for many of the objectsinside
the hut.
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Water Depth Lines

Black: thepond bank. At the shore to 1-foot distance from the bank
water depth goes from 1 inch to 1 foot, or is a constant 1 foot.

Paleblue: 5-foot depth line. Between the black lineindicating the pond
bank and thisline, the bottom slopes downwardsto achievetheindicated
depth of 5 feet.

Vision is a normal range, and if line of sight is unobstructed, it
extends to 12 hexes (120 feet) distant through the water. Those seeing
poorly inbright light will haveonly afour-hex visionrangeif thesunlight
from aboveisfull.

Dark blue: 10-foot depth line. Between the palebluelineindicating 5-
foot depth of water and this line, the bottom slopes downwards to
achieve the indicated depth of 10 feet.

Vision in these depths is somewhat limited in range, and if line of
sight is unobstructed, it extends to 10 hexes (100 feet) distant through
the water. Those seeing poorly in bright light will have only a six-hex
vision rangeif the sunlight from aboveisfull.

Pale purple: 15-foot depth line. Between the dark bluelineindicating
10-foot depth of water and this line, the bottom slopes downwards to
achieve the indicated depth of 15 feet.

Visioninthesedepthsisof morelimitedinrange, andif lineof sight
is unobstructed, it extends to eight hexes (80 feet) distant through the
water. Those ableto seewell in dim light will seeto 10 hexes distance.

Dark purple = 20-foot depth line: Between the pale purple line
indicating 15-foot depth of water and this line, the bottom slopes
downwards to achieve the indicated depth of 20 feet.
Visioninthesedepthsisof morelimitedinrange, andif line of sight
is unobstructed, it extends to six hexes (60 feet) distant through the
water. Those ableto seewell in twilight will seeto 12 hexes distance.

Inwards of the dark purple line = 25-foot depth: The bottom of the
pond enclosed by apurplelineisa“hole” that drops precipitously to the
indicated depth of 25 feet. From the bottom here, it takes two hexagons
of upwards movement to near the surface.

Visioninthesedepthsisof most limitedinrange, andif line of sight
is unobstructed, it extends to four hexes (40 feet) distant through the
water. Those ableto seewell in moonlight will seeto 10 hexesdistance.

Pond Hexagon I dentification Markings and Colors

Brown Hexes, Muck: The bottom of such spacesis basically mud and
decayed vegetation. Movement abovethissurfaceisat thenormal rates.
If swimminglessthan six inchesabovethemuck, the Charactersso doing
kick up a spreading cloud of silt. Eachindividual leaves acloud of silt
one-foot-wide and high by three-feet long that begins six inches behind
the Characters. If several Charactersare swimming sideby sidethus, the
silt cloud expands by two inches/individual only, not thefull dimension
indicated.

Dark Green OutlineHexes: Lily Pads. The surface in such spacesis
80% covered with the leaves of pond lilies. Below them the water is
shadowed, and the stems growing from the pond bottom form an open
“woodland” sort of “terrain”. Because of this, movement is just a bit
slower than through open water (at five-sixth speed).

Gray Circles: Rocks. The bottom of such spaces is basically free of
vegetation and is covered with round rocks of from fist-size to boulders
of afoot and morediameter. Inwater under 10 feet of depth, theserocks
are mostly buried in the floor of the pond, their upper two-thirdsto one-
half only exposed. Inwater of 10 or more feet in depth, the stones are
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piled up so that some rest atop others, and here they form piles of
afoot or two height above the pond bottom. Movement over rocks
isat normal speed. Normal movement rate applies.

Green Hexes: Seaweed. These hexes are “ seaweed forests’, pond
vegetation growing from bel ow to reach up to about one-foot below
the surface. Moving through seaweed hexes is at two-thirds open
water speed. Movement rate x3/4 applies.

Plain White Hexagons. Open Water. These spaces are just
water without any obstruction above the bottom of the pond, and
with a pond floor of sand and gravel below. Movement through
such spaces is at 12 hexes per minute “cruising” speed and 24"
hexes per minute “al out” speed. Movement rate x1/2 applies.

Plain White Hexagonswith an X : Open Water with a Mollusk
on the pond bottom below. These spaces also are open water
without any obstruction above the bottom of the pond, and with a
pond floor of sand and gravel below upon which lies a mollusk,
encountered only if the individual descends to the bottom.

Tan Lines: Reeds. Water rushes and like semi aguatic vegetation
extending well above the pond surface are represented by tan lines.
Movement through reeds is at one-half open water speed.
Movement rate x1/2 applies.

Vision Range (assuming full normal daylight above), Depth
and Terrain.

Ellyllons see as do humans or wylfs, whichever isthe better range.

Tolat1'-5': human: 12 hexes

non-human bright-light impaired: 4 hexes.
Tolat 6'-10': human: 10 hexes

non-human bright-light impaired: 6 hexes
Tolat 11'-15": human: 8 hexes

non-human bright-light impaired: 10 hexes.
Tolat 16'-20': human: 6 hexes

non-human bright-light impaired: 12 hexes.
Tolat 21'-25'": human: 4 hexes

non-human bright-light impaired: 10 hexes.
Muck, silt cloud: All vision is limited to 1.5 hexes while in the
cloudarea.
Pond Lilies: Lineof visionisreduced to 2 hexesinto or withinsuch
area. Reduced light affectshuman vision by 2 hexeswhenin (under)
such hexes.
Reeds: Lineof sightisreduced to 1 hex into or within such an area.
Reduced light affects human vision by 1 hex when in such hexes.
Seaweed: Line of sight is reduced to 1 hex into or within such an
area. Reduced light affects human vision by 2 hexes when in such
hexes.
A Note on Ellyllon Movement:
Ellyllonsmove asdo humans, but
with a “speed burst” bonus of 4
or 2 hexes, or 1 hex, if the
ellyllons so desire. The 4-hex
burst can be applied to any rate
totaling 20 or morehexesspeedin
turn movement. The 2-hex burst
can be applied to any ratetotaling
10 to 16 hexes speed in turn
movement. The 1-hex burst can
be applied to any rate of hexes of
movement that is8 or less. , *
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This book is published under the Open Game License version 1.0a, the
d20 System Trademark License version 3.0, and the d20 System Guide
version 2.0 by permission of Wizards of the Coast. Some Open Game
Content herein originates in the draft version of the System Rules
Document (SRD), and is used by permission from Wizards of the
Coast. Subsequent printings of this book will incorporate and comply
with any new versions of the licenses or final versions of the SRD.
Open Game Content may only be Used under and in terms with the
Open Game License, below.

Designation of Open Game Content: The following materia is
hereby desginated as Open Game Content and may be Used pursuant to
the terms of the Open Game License: all creature, character, item,
spell, town, diety and trap “stat blocks,” including the stat blocks of
such creatures, characters, items, spells, towns, deities and traps
origina to this adventure module, except for the names of the above
which are specifically designated as Product Identity below; as well as
al attribute, skill, feat, spell, creature, item, trap and deity names,
except for those specifically designated as Product Identity below.

Designation of Product Identity: Product Identity is not Open
Game Content. The following is hereby designated as Product
Identity in accordance with Section 1(e) of the Open Game License
Version 1.0a: (1) al text and description, including the stories,
storylines, plots, thematic elements, dialogue, incidents, language,
depictions, likenesses, formats, poses, concepts, and themes
hantments, personalities, teams, personas, likenesses and specia
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or
graphic designs; (2) the product name*“ The Hermit”; (3) Troll Lord
Gamesand any and all Troll Lord Games logos, identifying marks
and trade dress, including the phrase “Worlds of Epic Adventure”,
aswell asall Troll Lord Games Product and Product Line names,
including Codex of Erde; (4) the World of Erde fantasy campaign
setting and all elements specific to that setting, including but not
limited to () the names and descriptions of creatures, characters,
teams, persondlities, deities, personas, likenesses, places,
locations, environments, languages, and equipment, including Erde,
Winter Dark Wars, Wenafar, Mithlon Eves, Rhodope
M ountains,Erde, Ethrumania, Plain of Thumbria, Darkenfold, Avar
Mountains, Thumbria, Isleof Vivian,Bay of Lothian, Danou River,
Brindisium,Avarious, Avars, Kayomar, Great Soup Marsh,
Fontenougian, Isleof Erik, Catalyst Wars, King Luther, Prince Erik
AristobulusEuriiance, Unklar,Herigold the Giant, Winter Dark, the
Dragon Bone, Feldomere. and (b) all stories, storylines, plots,
thematic elements, incidents, symbols, and designs; (5) Trigee
Enterprises Company and any and all Trigee Enterprises Company
logos, identifying marks and trade dress, including Lejendary
Adventure and the Lejendary Adventure logo; (6) al artwork,
illustration, graphic design, maps and cartography, logos, and
symbols, including any text contained within such artwork,
illustration, maps and cartography; (7) the proper names of the
characters, creatures, groups, spells, enchantments, personalities,
teams, personas, likenesses, sKills, feats, items, deities, and special
abilities other than those originating in the d20 System Reference
Document or its draft, as well as places, locations, settings, and
environments and their descriptions and other accompanying text,
though not their stat blocks, specified as follows: Cradak, Sondil
Martz, Neddal Confar, Ridda, Ridak, Fronk, Arille, Byzino, Nilk,
Smatin, Whost, Nytista, Kisper, Daog, Zashy, Apiph, Kholm,
Jommengs, yogan, Tubbon Minta, humish, Lily, Olik, Gilpay,
Snoom, Yaffia, Vinca, Rush, Marley, Trook, Poztil, Drabbin,
Stickla, Nani, Gill, Lesta, Inurbilli, Slar, Wikky, Halten, Laryind,
Kylania, Hina, Norlda, Smarrlet, Wix, Lecles, Eldoth, Neroa, Atti,
Bartu, Lawhaler, Crubba, Ylinna, Bling, Vargan, Turinil, Keomally,

Unail, Treyon, Harrity, Shamot, Flimmigon, Mapasthy, Kralonnol,
Gammagal, Calidar, Downshay, Bramab, Krutkard, Hlothgus,
Muhalax, Pond of Ellyllons, Alfar, Adetri, Yirlane, Helvot, Greya,
Rafmit, Shalmin, whily, Ingran, Kordalal, Thorti, Feash, Umir,
Trilfy, Zanthal and Nupathurva, Nyguetel, Miria, Eraxong, Kaalkh,
Lodash the Lonely, Hrukalk. Aswell as Convocation of the learned
Practictioners of the Divinitory and Extraordinary Arts.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (8)” Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)”Derivative Materia” means copyrighted material including
derivative works and translations (including into other computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “ Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)” Open Game
Content” means the game mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and isan enhancement over the prior
art and any additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative works under copyright law,
but specifically excludes Product Identity. () “Product Identity” means product and product line
names, logos and identifying marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means
the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by the Contributor (g)
“Use", “Used” or “Using” means to use, Distribute, copy, edit, format, modify, transate and
otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such anotice to any Open Game Content that you Use. No terms may be added to or subtracted from
this License except as described by the License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content Y ou indicate Y our acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License
to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and Y ou must add the title, the copyright date, and the copyright
holder’'s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: Y ou agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the owner
of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any Product | dentity
used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content Y ou must clearly indicate which portions
of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. Y ou may use any authorized version of this License to copy, modify and distribute any Open
Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content Y ou Distribute.

11. Use of Contributor Credits: Y ou may not market or advertise the Open Game Content using the
name of any Contributor unless Y ou have written permission from the Contributor to do so.

12. Inability to Comply: If it isimpossible for Y ou to comply with any of the terms of this License
with respect to some or al of the Open Game Content due to statute, judicia order, or governmental
regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with al terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, Inc.
System Rules Document Copyright 2000, Wizards of the Coast,
Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
origina material by E. Gary Gygax and Dave Arneson.
The Hermit Copyright 2002, Trigee Enterprises Company; Author

E. Gary Gygax.



Vfor Levels-8-12

The Km.g is Angry

--Lodash, one of the reaIms most renowned -Sages -wandered
into the Vorelberg Mountains of his. own accord, leaving
civilization -behind. -~He-refuses -the King's summons, and
threatens the King's rule by his defiance.  The- King needs
adventurers to follow - the road into the- mountains in
quest of the elusive “hermit, and “to bring him ¢o heel.
But the road of adventure is many forked and -deadly, and
where it leads will surprise even the most veteran of playets.

Thls 64 page: adventure modulefor the d20- System
_includes full-color map inserts.

“From the grandmaster of fantasy roleplaying,

Gary Gygax!
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