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INTRODUCTION

This is a resource module for referees to use
as-is or to break apart and use piece meal in
their campaign. It was assembled by letting
people offer their own ideas to provide
variety.

The following text about  REGION,
SETTLEMENTS, etc. are ideas for use. If time
allows, more details will be added.

The room numbers are not necessarily
sequential.

Abbreviations

General:

Cp = copper piece(s)
ep = electrum piece(s)
gp = gold piece(s)

LL = Labyrinth Lord

pp = platinum piece(s)
sp = silver piece(s)

Monster Stats:

Al = alignment = C = Chootic, L = Lawful, N =
Neutral

Mv = movement = in feet per turn (round)
AC = Armor Class

HD = Hit Die (Dice)

hp = hit points
#AT = number of attacks
DG = damage

Sv =save as (saving throw); C= Cleric, F =
Fighter, M = Magic user, T = Thief

MI = morale

XP = experience point value

Setting

The Labyrinth Lord can always change the
setting, but for those who need one: in the
borderland between civilization and the
savage wilderness is an area rich in lumber,
farm land, metals and other attractions,
including a number of undiscovered ruins

and lost treasures. The area is peaceful
enough for pioneers (and traffic for trade),
although people are wary and most
merchants hire guards if they travel through
certain bandit-strewn areas. Monsters come
out of the savage lands on occasion and
some have never been driven out of the
area in the first place.

Recently in (one area) there has been a
spike in monster activity. Locals have sent out
a call for prospective adventurers who might
want to come help deal with it.

Possible NPCs

1 or more spies for forces in the caves
1 or more spies for forces in the general area

a cleric of a church posing as a nobody to
try to better get a grip on what is going on

local political leader, based in the main
castle keep

local financial leader
local religious leader
gamblers, swindlers and cheats
good folk providing:
healing (natural)
inn and meals
merchandise
smithing
stories and rumors

Rumors

The Labyrinth Lord must decide which of
these they want to use, which are true, and
how they want PCs to find them. [A
beginning list...]

* A cult of evil once was powerful in the
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region but has went in hiding (at least
locally).

* A dragon has taken up residence in the
woods and low hills.

* A dwarf family struck it rich in the local
areq.

* Don't trust a grinning, snaggle-toothed old
man on the road; he's a demon out to steal
souls.

* Most tfrolls in the area are immune to fire
(and acid) and only harmed by water, due
to a mystical pool they drink from.

* The person in charge of the wooden fort is
a werewolf.

* Water witches dwell in the river, stealing
people and animals.

* You'll meet more undead than you can
shake a stick at in some old ruins.
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Regional Information

The area has plenty of hills, forests, streams,
and cleared land for farming.

The main map features a river that supplies
fresh water, boat traffic, fishing, and power
for saw and grain mills (water wheels).

A scale of 1 square/hex =1 mile is used (1 1
1/2 kilometers). Using standard movement
rate rules and an 8 hour traveling day,
movement in squares:

Rate Road/Clear Normal Hills/Forest Rough

120 36 24 16 12
90 27 18 12 9
60 18 12 8 6
30 9 6 4 3

Quick Map Key

1. Castle (Main keep). Detailed on its own.
Nearby are major farmlands.

2. Small Town by lake.

3. Wooden Hill
community.

fort and mining/lumber

4. Trapper's lake.
5. Great Swamp.
6. Lost Trail used by monsters.

CC1 to CCé are possible locations for the
caves, pre-marked for the LL. Also,
convenient for the LL wanting to add their
own material quickly.

Terrain features include:

Stone paved highway
relatively flat valley the
through.

following a
river winds

Several trails/roads.

Elevation Lines for major changes. Hills
and hollows would dot the land.

Farm land.

Forrest (wooded areaqs).
Grassy areas.

Lakes.

Rivers.

Swamp.

River

The direction the river flows should be
decided by the Labyrinth Lord. North to
south is traditional. They could emerge from
the central lake and flow in all directions.

Town Near the Main Castle

Near location 1 (it doesn't have its own
marker). A collection of wooden houses and
buildings and straw huts (sturdy stone
structures are outlawed within some half
mile of the keep, to reduce the availability
of building materials to besiegers.

HAPPY HANGMAN: Inn/tavern catering to
travelers and locals. Good rooms, good
food, good drink.

'ii-'
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Trapper's Lake

Rich with fish and popular with animals, this
isolated lake often doesn't get the same
amount of hunting and fishing as the others.
It is a favorite of farmers and others despite
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the long hike. Note that the trails leading up
to the possible lair location (CC2) might be
well hidden.

Wooden Hill Fort Near Mines /
Timber

Location 3. See its own description.

Barbarian Clan

These people are seftled near the town
beside the lake at location 2, with families
found here and there elsewhere.

This is a clan of barbarians who quiet literally
got fed up with trying to maintain a rough
life in the wilderness, where they were free to
do as they please provided the monsters
agreed. Most adults have scars and the
hunters are scarred all over from fending off
monsters. Anyone suggesting they are
missing out on living a romantic life living
among the wild beasts will only be scoffed
at in good humor; they already tried it.

Some local people are jealous because
they all seem so superior and capable. Few
realize that they are the better of their
people, left by savage culling; those who
were not that well equipped to deal with life
never survived past a young age. Few are
elderly because (again) even the best often
didn't live that long.

They've taken whole-heartedly to farming,
hunting and Ilumbering. They build
adaptable small boats to fish and trade in
on the river. Overall, they are good
neighbors and quick to celebrate. They
enjoy colorful clothing, cut to their own
familiar patterns.

The older members have seen a lot and are
respected. The younger members are a bit
softer, but are not being raised to be idle. A
chance to go adventuring will be greeted
enthusiastically, although older members
with family will usually be too mellow and
satfisfied to be tempted by anything but a

day or two of work.

Various members of the fribe speak a wide
range of languages, including elvish,
dwarvish, halfling, common and a number
of monstrous humanoid tongues like gobilin.

Notables include:

1 x éth level fighter
1 x 5th level fighter
1 x 4th level fighter
2 x 3rd level fighters
3 x 2nd level fighters
6 x 1st level fighters

1 x 3rd level thief
1 x 2nd level magic user

Old Eena "the seer" is a fake. The entire tribe
is in on it and helps gather information and
rumors. The clan sees this as a chance for
entertainment and will eventually let anyone
who's upset by it "in on the joke."

She holds "seeings" in a lavish tent complete
with a table and crystal ball. Combining the
information brought by the other members,
a shrewd knowledge of human nature and
common events in human life (love,
violence, freasure, and poverty) she can
spin entertaining guesses at a person's future
and (by keeping them vague enough) often
get them right.

Halfling Community

These are settled in and around the
farmlands south of the main castle/fortress.

A peaceful community of some 20 halfling
residences and shops, all dug into low hills in
the fields or tree line of the area. The
halflings avoid notfice and many locals are
unaware of them, even if others might visit
them socially now and then. The keep
commander routinely sends invitation to
special events, and often at least a small
committee of halflings will attend.

They are friendly and laid back with those
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who do not threaten them; they flee or fight
back if attacked.

Some 200 total halflings, of which 50 or more
are mature adults. Most residences are
sprawling burrows with multiple entrances
(often at least two secret ones). They house
extended families, with grand parents and
wedded youngsters with children in the
same warren.

Live stock abounds, though usually small
and easily hidden. Chicken coops, pig pens
and sheep sheds are well grown up with
natural weeds and vines, making them hard
to find.

At least a couple are familiar with smithing,
but the local humans and dwarves provide
most of their hard goods so they
concentrate on farming, gardening, distilling
beverages and other pursuits. They are
masters at making their own wooden tools
and rope, as well as cloth and clothing.

They aren't heavily armed or armored, but
they do have weapons and some leather
armor (a few have chain mail). Spears for
hunting, daggers, bows and slings are
common. They use rocks to line paths and
flower beds; and aren't bad at hurling them
if pressed by attackers.

General Ideas

The adventurers can buy a decent (though
not perfect) map. If they befriend some of
the older people or someone well traveled
they might get a crude map for free. (To
help the LL keep them within the general
area if they start wandering off.)

Military garrisons keep most large monsters
under confrol, so most of the monster
activity is relatively "low level'. Of course,
they can't keep everything out and there's
some hidden baddies and others might just
wander in. When any upsurge occurs it can
take weeks for the military to organize
enough to deal with it (barring full scale

invasions which would immediately mobilize
them).

Outlying communities wusually have a
stockade or simple stone walls. Many
personal homes are strongly built, although
the owner would be more likely to flee than
fight.

Dwarves, elves and other demi-humans
might be nearby or more distant as the LL
desires.

A main "highway" of paved stone or very
well kept as the LL desires.

A ferry to cross river on a mining road. [an
idea still being considered...]

Strong stone bridges provide passage across
the river where for the main highway.

Several wooden bridges elsewhere.

OUTDOOR ENCOUNTERS

This is a collection of random encounters to
help the LL in need. Roll once morning, noon
and night: a é on 1dé indicates an
encounter. Adjust as desired for frequency
and location, especially to cater to playing
groups with different levels of experience at

playing.

Common animals would abound in areas
away from populations; these encounters
are significant meetings. When more
common animals are encountered, they are
hungry and hunting or defending their
territory.

Use the General Wandering Monsters for
when the PCs travel on land. The River/Lake
Encounters is used when PCs swim or fravel
the lakes orrivers in a boat.
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General Wandering Monsters

d20 Table
1-4 Common Critters Table

5-10 Common Humanoid Monsters Table
11 Giant Animals/Insects Table

12-17 Humans Table
19 Special Monsters Table

20 Special Neutrals Table

di2 # Of Common Ciritters Table
1 1d2 Black Bear (HD 4, hp 16)
2 1d8 Giant Centipedes (HD 1/2, hp 2)
3 1dé Giant Bats (HD 2, hp 8)
4  1d8 Giant Rats (HD 1/2, hp 2)

5-6 4dé Herd animals (HD 1 to 2; hp 4 to
8)
1 Insect Swarm (HD 2, hp 8)
1d2 Mountain lion (HD 3+2, hp 14)
1d8 Stirges (HD 1, hp 4)
1d4 Wild Boars (HD 3, hp 12)
11-12 1dé Wolves (HD 2+2, hp 10)

S 0 © N

d2 # Of Common Humanoid Monsters

] 1d3 Bugbears (HD 3+1, hp 13)
2-3 1d4 Gnolls (HD 2, hp 8)

4-8 1d8 Goblins (HD 1-1, hp 3)
9-12  1dé6 Hobgoblins (HD 1+1, hp 5)
13-14 1d10 Kobolds (HD 1/2, hp 2)

15 1dé Lizard Folk (HD 2+1, hp 9)

16 1 Ogre(HD 4+1, hp 17)
17-20 1dé Orcs (HD 1, hp 4)

d20 #Of Giant Animals/Insects Table
1 1d2 Giant Ants (HD 4, hp 16)

2-4 1d4 Giant Bats( HD 2, hp 8)

5-6 1d10 Giant Killer Bees (HD 1/2, hp 2)

7 1dé Giant Fire Beetles (HD 1+2, hp 6)

8-11 1d8 Giant Centipedes (HD 1/2, hp 2)
12 1d2 Giant Gecko Lizard (HD 3+1, hp
13)

13-17 1d10 Giant Rats (HD 1/2, hp 2)
18 1d4 Giant Shrews (HD 1, hp 4)

19 1 Pit Viper Snake (HD 2, hp 8)
20 1 Giant Black Widow Spider (HD 3,
hp 12)
d20 # Of Humans Table
1 1d10 Bandits on foot
2 1d10 Bandits on horses
3 1 Courier

4-6 1dé Farmers going to town/field
7-8 1dé Hunters
9-10 1d8 Lumber jacks
11-12 1d12 Merchants with wagons
13-14 3d4 Military Patrol
15-16 1d6 Miners
17 1d12 Noble/Official Out on business
18-19 1dé Town Folk on Trip
20 1d2 Trappers

River/Lake Encounters

d20 # Of (PCs are in the water)

1 1dé Crocodiles (HD 2, hp 8)
2-6 1d4 Fishermen

7 --  Flash Flood

8 1dé6 Giant Bees (HD 1/2, hp 2)

9 1d4 Giant Toad (HD 2+2, hp 10)
10-12 1dé Lizard Folk (HD 2+, hp 9)

13 - Log Jam
14-15 1 Merchant boat (main
waterways)

16 1d4 Nixies

17  1d12 River/Lake Pirates/Bandits

18 -- Roll on General Wandering
Monsters

19 1dé6 Stirges

20 1d4 Trappers/Hunters
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Flash Flood. Rain upstream causes a torrent
of water to rush down. the PCs must either
hurry to shore or be swept away down
sfream and perhaps capsized  (LLs
discretion).

Log Jam. Boat movement is impeded for a
day or so due to a log jom caused by
lumbering.

d20 #Of Special Monsters Table
1 1 Albino Ape (HD 4, hp 16)
2-3 1d4  Ghouls (HD 2, hp 8)
4 1d6 Giant Ferret (HD 1+1, hp 5)
5 1 Giant hawk (HD 3+3, hp 15)
6 1d2 Harpies (HD 3, hp 12)
7 ] Hippogriph (HD 3+1, hp 13)
8 1 Medusa (HD 4, hp 16)
9 1 Minotaur (HD 6, hp 24)
10 1d4 Neanderthals (HD 2, hp 8)
11

] Owl bear (HD 5, hp 20)

12 1dé6 Roft Vulture (HD 2, hp 8)*
13-15 1d8 Skeletons (HD 1, hp 4)
16 1 Small Dragon (HD 6, hp 24)
17 1 Troll (HD 6, hp 24)
18-19 1dé Zombies (HD 2, hp 8)
20 -- No encounter

* See NEW MONSTERS

d20 #Of Special Nevutrals Table
1 1d8 Centaurs (HD 4, hp 16)
2 1dé Dryads (HD 2, hp 8)

3-4 1d12 Dwarves (HD 1, hp 4)
5-6 1d12 Elves (HD 1+1, hp 5)
7 1d8 Gnomes (HD 1, hp 4)
8-10 1d12 Halflings (HD 1-1, hp 3)
11 1d10 Chaotic NPC Party*

12-14 1d10 Lawful NPC Party*
15-17 1d10 Neutral NPC Party*
18 1dé Pixies (HD 1, hp 4)
19 Roll on Humans Table
20 Roll on Special Events Table

* LL makes up NPC Party

Hot Cold Special Events Table
1 1-3  Extreme cold for 1dé days
2-4 4  Extreme heat and drought
1dé days
5 - Forest fire
- 5 lce Storm
6 6  Plague of insects for 1dé days
7-8 7-8 Pouring rain/snow for 1dé
days
9-10  9-10 Severe storm passes through
11-12 11-12 Sickness in party

13-20 13-20 Nothing unusual happens

Extreme Cold (for 1dé Days). Must have
extreme amounts of food and heat and
avoid outdoor exposure or take 1dé
damage each day.

Extreme Heat (for 1dé Days). Must have
extreme amounts of water and avoid
movement and activity during the day.

Forest Fire. Flames rage for 1dé days during
which fime the PCs must flee in a specific
direction or suffer 1dé hit points damage per
hour they are caught in it.

Ice Storm (for 1dé days). The PCs must have
excellent shelter and insulation or they suffer
1d6 damage per day. The ground and
everything is coated in ice, making
movement treacherous. In the woods trees
collapse underice.

Plague of Insects (for 1dé Days). insects
pester anyone who doesn't have shelter.
Suffers 1 point damage per day if not in
shelter. Horses and animals are
uncontrollable.

Pouring Rain/Snow for 1dé Days. Both
obscure vision. Rain causes troublesome
movement; snow accompanied by cold
weather and hinders movement.

Severe Storm Passes Through. Lasts 1dé days.
Everyone must seek shelter or suffer 1dé
damage per day from flying debris and
danger.

Sickness in the Party. Each member must
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save versus poison or be stricken by a
severe, debilitating illness for 1dé days.

Monster Stats For Random
Encounters

Albino Ape AL N, MV 120' (40'), AC 6, HD 4,
#AT 2 (claw, claw), DG 1d4/1d4, SV F2,
ML 7, XP (80 each)

Black Bear AL N, MV 120' (40'), AC 6, HD 4,
#AT 3 (2 claws, bite) , DG 1d3/1d3/1d6,
SV F2, ML 7, XP (80 each)

Boar AL N, MV 150" (50'), AC 7, HD 3, #AT 1
(tusk), DG 2d4/3d4, SV F2, ML 9, XP (50
each)

Centaur AL N, MV 180" (60'), AC 5, HD 4, #AT
3 (2 hooves, weapon), DG 1dé/1dé,
weapon, SV F4, ML 8, XP (80 each)

Centipede, Giant AL N, MV 60" (20'), AC 9,
HD 1d4 hp, #AT 1 (bite), DG Poison, SV 0
level Human, ML 7, XP (6 each)

Crocodile AL N, MV 90" (30') Swim 90" (30'),
AC 5, HD 2, #AT 1, DG 1d8, SV F1, ML 7, XP
(30 each)

Dryad AL N, MV 120" (40'), AC 5, HD 2, #AT
Charm, DG 0, SV F4, ML 6, XP (29 each)

Dwarf AL L or N, MV 60' (20'), AC 4, HD 1, #AT
1 (weapon), DG 1d8 or weapon, SV DI,
ML 8, XP (10 each)

Elf AL N, MV 120' (40'), AC 5, HD 1 + 1, #AT 1
(weapon), DG 1d8 or weapon, SV E1, ML
8, XP (15 each)

Giant Ant AL N, MV 180' (60), AC 3, HD 4,
#AT 1, DG 2dé, SV F2, ML 7, XP (80 each)

Giant Bat AL N, MV 30' (10') Fly: 180" (60'), AC
6, HD 2, #AT 1 (bite), DG 1d4, SV Human
F1, ML 8, XP (20 each)

Giant Black Widow Spider AL N, MV 60" (20')
Web: 120" (40'), AC 6, HD 3, #AT 1 (bite),
DG 2dé, poison, SV F2, ML 8, XP (80 each)

Giant Crab Spider AL N, MV 120" (40')Web:
None None, AC 7, HD 2, #AT 1 (bite), DG

1d8, poison, SV F1, ML 7, XP (38 each)

Giant Ferret ALN, MV 150' (50'), AC 5, HD 1 +
1, #AT 1 (bite), DG 1d8, SV F1, ML 8, XP (15
each)

Giant Fire Beetle AL N, MV 120' (40'), AC 4,
HD 1 + 2, #AT 1 (bite), DG 2d4, SV F1, ML
7. XP (15 each)

Giant Gecko Lizard AL N, MV 120' (40'), AC 5,
HD 3 + 1, #AT 1 (bite), DG 1d8, SV F2, ML
7. XP (100 each)

Giant Hawk AL N, MV Fly: 450" (150'), AC 6,
HD 3 + 3, #AT 1, DG 1dé, SV F2, ML 8, XP
(65 each)

Giant Killer Bee AL N, MV 150' (50'), AC 7, HD
1d4 hit points, #AT 1 (sting), DG 1d3 +
poison + stinger, SV F1, ML 9, XP (7 each)

Giant Rat AL N, MV 120" (40')Swim: 60" (20),
AC 7, HD 1d4 hit points, #AT 1 (bite), DG
1d3 + disease, SV F1, ML 8, XP (6 each)

Giant Shrew AL N, MV 180" (60'), AC 4, HD 1,
#AT 2 (bite), DG 1d6/1dé, SV F1, ML 10, XP
(19 each)

Giant Toad AL N, MV 90' (30'), AC7,HD 2 + 2,
#AT 1 (bite), DG 1d4 + 1, SV F1, ML 6, XP
(71 each)

Gnoll AL C, MV 90' (30'), AC 5, HD 2, #AT 1
(weapon), DG 2d4 or weapon +1, SV F2,
ML 8, XP (47 each)

Gnome AL L or N, MV 60' (20'), AC 5, HD 1,
#AT 1 (weapon), DG 1dé or weapon, SV
D1, ML 8, XP (10 each)

Ghoul AL C, MV 90' (30'), AC 6, HD 2 (turn as
3 HD), #AT 3 (2 claws, bite), DG
1d3/1d3/1d3 + paralysis, SV F2, ML 9, XP
(47 each)

Halfling AL L, MV 90' (30'), AC 7, HD 39814,
#AT 1 (weapon), DG 1dé or weapon, SV
H1, ML 7, XP (5 each)

Harpy AL C, MV 60' (20')Fly: 150" (50'), AC 7,
HD 3, #AT 3 (2 claws/2 weapon + charm),
DG 1d4/1d4/1d6 + charm, SV F3, ML 7, XP
(80 each)
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Hippogriff AL N, MV 180" (60')Fly: 360" (120'),
AC 5, HD 3 + 1, #AT 3 (2 claws, bite), DG
1d6/1d6/1d10, SV F2, ML 8, XP (65 each)

Lizardfolk AL N, MV 60" (20')Swim: 120" (40),
AC 5 HD 2+ 1, #AT 1 (weapon), DG 1dé
+ 1 or weapon + 1, SV F2, ML 12, XP (47
each)

Medusa AL C, MV 90" (30'), AC 8, HD 4, #AT 1
(snakebite or petrification), DG 1dé,
poison, SV F4, ML 8, XP (245 each)

Merchant AL N, MV 90' (30'), AC 5, HD 1, #AT
1, DG 1dé or weapon type, SV F1, ML 8,
XP (10 each)

Minotaur AL C, MV 120" (40'), AC 6, HD 6, #AT
2 or 1 (gore, bite, or weapon), DG
1d6/1dé or weapon, SV F6, ML 12, XP (820
each)

Neanderthal AL L, MV 120' (40'), AC 8, HD 2,
#AT 1 (weapon), DG 2d4 or weapon, SV
F2, ML 7, XP (20 each)

Nixie AL N, MV Swim: 120' (40'), AC 7, HD 1,
#AT 1, DG 1d4, SV E1, ML 6, XP (16 each)

Ogre AL C, MV 90' (30'), AC 5, HD 4 + 1, #AT
1 (club), DG 1d10, SV F4, ML 10, XP (215
each)

Owl Bear AL N, MV 120" (40'), AC 5, HD 5, #AT
3 (2claws, bite), DG 1d8/1d8/1d8, SV F3,
ML 9, XP (350 each)

Pit Viper Snake AL N, MV 90" (30'), AC 6, HD
2, #AT 1 (bite), DG 1d4, poison, SV F1, ML
7, XP (38 each)

Pixie AL N, MV 90' (30')Fly: 180" (60'), AC 3,
HD 1, #AT 1 (dagger), DG 1d4, SV E1, ML
7, XP (16 each)

Skeleton AL C, MV 640' (20'), AC 7, HD 1, #AT
1, DG 1dé or weapon, SV F1, ML 12, XP (13
each)

Sprite AL N, MV 60" (20')Fly: 180" (60'), AC 5,
HD 1d4 hit points, #AT 1 (spell), DG curse,
SV F2, ML 7, XP (6 each)

stirge AL N, MV 30' (10')Fly: 180" (60'), AC 7,
HD 1, #AT 1, DG 1d3, SV F2, ML 9, XP (16

each)

Troll AL C, MV 120' (40'), AC 4, HD 6 + 3, #AT
3 (2 claws, bite), DG 1d6/1d6/1d10, SV Fé6,
ML 10, XP (600 each)

Wolf AL N, MV 180 (60), AC 7, HD 2 + 2, #AT
1 (bite), DG 1d6, SV F1, ML 8, XP (35 each)

Miscellaneous Events/Encounters

The caves can be used as shown, or broken
up and distributed on a larger map.

Additional ideas for encounters include:

Bee Hive. When the characters come near
this area, a giant bee buzzes past them,
furns and comes back to aftack. It will be
followed one round later by two more:

3 Giant Killer Bees AL N, MV 150" (50'), AC
7, HD 1d4 hit points, hp 3, 2, 2, #AT 1
(sting), DG 1d3 + poison + stinger, SV F1,
ML 9, XP 21 (7 each)

As the party confinues they hear the
occasional drum of giant bees. They can
sneak up close to a hive being built in a
massive tree, low to the ground. They can
count five more bees. The queen will
come out to help in the end.

5 Giant Killer Bees AL N, MV 150' (50'), AC
7, HD 1d4 hit points, hp 3, 3, 2, 2, 1, #AT 1
(sting), DG 1d3 + poison + stinger, SV F1,
ML 9, XP 35 (7 each)

1 Queen Giant Killer Bee AL N, MV 150'
(50'), AC 7, HD 2, hp 9, #AT 1 (sting), DG
1d3 + poison + stinger, SV F2, ML 9, XP (7
each)

Some 1dé turns after the player
character's attack (if they do attack and
win) another 3 giant bees come in to
attack them.

3 Giant Killer Bees AL N, MV 150' (50'), AC
7, HD 1d4 hit points, hp 2, 2, 2, #AT 1
(sting), DG 1d3 + poison + stinger, SV F1,
ML 9, XP 35 (7 each)

If the PCs defeat the bees and
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investigate the hive, they will find 1dé
gallons of honey. They will also find a
humanoid corpse of indeterminate race
(the skull is missing), hunkered as if hiding.
There is a long bow, short sword and
dagger (all useful). In a rotten quiver are
six silver-tipped arrows. Scattered about
it's skeletal feet are 18 gp, 12 ep, 9 sp and
132 cp, having fallen out of a rotten bag.

A fallen tower taken over by a giant spider.
Amid a clearing in frees, beside a small pool
of water and seep stream that runs off.
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1. Ground Floor. Open and fairly empty.
What is left of stone steps starts spiraling
up. Hidden behind a loose rock in the
steps is a potion of poison nevtrdlizing: it
counters poison if applied within one turn
(10 minutes) of being poisoned. There is a
rotten old bag that spills out 20 pp, 200 gp
and 120 ep.

2. Top two floors and roof. The top part of the
tower is lying on its side amid scattered
rubble. The flooring of thin wood planks
has collapsed, leaving mostly the heavy
support timbers. Access is easy. TA giant
black widow spider has it's nest of welbs
among the tumbled planks of the
flooring. Anyone exploring the underside
of the collapsed roof will also get a
surprise, as that is where three you black
widows have hidden.

Giant Black Widow Spider AL N, MV 60'
(20') Web: 120' (40'), AC 6, HD 3, hp 12,
#AT 1 (bite), DG 2dé, poison, SV F2, ML 8,
XP (80 each)

3 Young Giant Black Widow Spiders AL N,
MV 30' (10') Web: 60' (20'), AC 8, HD 1, hp
4 each, #AT 1 (bite), DG 1d4, poison
(save +2), SV F1, ML 7, XP 48 (16 each)

A hidden lizard folk temple in a swampy
area, all grown over by vines and crumbling.

Ancient Deserted Battlefield. Roll twice for
wandering monsters if the PCs waste any
time here. For a quarter mile (400 to 500
yards or so) radius the ground is strewn with
ancient bones and the area is blighted, with
weeds and scrub trees slowly returning. The
smell of rot is everywhere, and skulls grin
mocking. Old rusted weapons and broken
weapons, bits of armor and other items lay
scattered.

If the PCs move through the region, ground
will tremble and stir on occasion as if
something is under it. If they investigate, a
skeleton or zombie comes out to atftack. If
they do anything hostile to the region, they
will be attacked by 1dé skeletons and 1d4
zombies per round: the numbers keep
adding up until they've slain some 500 of
each or they are slain.

In the general center of the area is a stone
monument capped by skulls wearing spikes
helmets. It reads:

DEFEATED HERE WAS THE WARLORD
BUT NOT FOREVER

Ghost of the Drowned Witch. Some people
relate an old wives tale: at a certain time of
the year, when the moon is right and certain
plants are thriving, if you go to a certain
cairn of stones in the river and throw coins
and sing a certain song, the ghost of a
drowned witch appears and may grant a
wish (if it is reasonable enough). Copper
coins result in minor boons; silver in
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moderate boons, gold in the best boons.

There are several cairns and people argue
over their source. Some are said to be camp
sites of giants. Others began to appear after
the rumor started some hundred years ago.

The source of this rumor is: some two-dozen
nixies (Alignment: N, Mv Swim: 120" (40'), AC
7, HD 1, #AT 1, DG 1d4, Sv E1, MI 6) skulk in
the local river, avoiding contact and hiding.
They live more like fish or frogs, with little in
the way of fixed domiciles They have a
number of water based caches of treasure
and holes to lair up in.

On occasion people have attracted their
attention and (depending on how they did
so) suffered weal or woe. The nixies are quiet
old to the area, and have collected a
number of potions and magic items, and
natural items or equipment which they
might use to help or hurt those who get too
close.

They often wear necklaces of coins
collected from the water near the various
cairns of stone (oiling the coppers and

others to prevent corrosion).

Lost Temple. Deep in the woods, a clearing
appears with marble columns and stone
building blocks scattered about. Amid
weeds and small trees are occasional
statues. Some favor prime historical figures in
a long lost religion and a few are dedicated
to a deity with few if any known worshipers.
There is easy shelter among the ruins,
although chaotic beings who spend more
than a few hours here begin to feel
paranoid, like some wunseen agent is
watching them. If they stay more than
overnight they eventually must make morale
rolls or flee in creeping horror.

Wandering Old Man. He's not a wizard nor
anything special. He's even a bit errafic, but
if treated well he might divulge useful
information, always eager to gossip for frade
food. He's decrepit (not worth statistics) and
can be killed with any attack, or otherwise
mistreated. His only possessions are a
walking sfick (just a stfick), rags, a few
copper coins, and perhaps some food and
drink. And a hat.
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Castle Proper

This is as much a border fort as a castle, a
great stone edifice attempting to carve
civilization out of the wilderness.

Ordinary people are allowed in and out
during peace time. The inner residences are
more for those rich or privileged enough to
live inside the walls; they pay rent unless
waived by the commander. Troops may be
stationed outside in tents or stockades as
needed. Small houses and buildings are
allowed nearby, but not within some 100
yards (300 feet) of the moat.

On holidays and at least one day per week
a great market is held in the common area,
where the merchants pay immediate taxes
but also do good business with crowds, who
come for entertainment, and to both buy
and sell goods.

A stockade and minor sheds in the nearby
town provides a herder's market for
auctioning live stock and sheering sheep for
wool. It is active whenever someone gets a
notion to sell live stock or during the sheering
season.

WALLS: Main walls are 30
parapet, and 10' thick.

DRAW BRIDGES: The draw bridges are pretty
standard -- heavy and slow to raise or lower.

GATES: Each gate has solid doors (about 18'
wide and 12' high) backed by a portcullis.
The main gates are extremely strong, with
massive bars to hold them shut. It would
take massive rams to take them down
directly. The flanking towers are fairly
standard and the "walk-over" features gaps
in the floor for dropping rocks and pouring
heating liquids. Large iron pots are nearby
along with piles of wood, tinder and other
necessities.

high with ¢

Each is always guarded by troops from the
towers that flank them. There are at least
two men-at-arms on the outside and two

inside (1st level fighter, hp 4 each, chain
mail, pole arm and sword) (plus eight more
lounging in the towers at the ready). They
provide directions and call for the officer on
watch (1st level fighter, hp 5, chain mail,
and sword) if anything unusual occurs,
especially strangers. If things are going
strange, then an officer is always on hand.
The officer charges an entrance fee for
strangers and provides a slip of paper good
for a week.

MOAT: Kept wet all year round but allowed
to flow to keep it clean. Regularly dredged
and cleaned of most brush, although often it
is fit for fish and frogs.

TOWERS: Stand 40' high, with é' parapets.
Each has about 4 floors with arrow slits every
10" section that faces outward. Each houses
tfroops and has wooden ladders going up
through each floor. The bottom floor has a
heavy door that can be barred from the
inside. Each floor that opens onto a main
wall has a heavy door.

Each has a basement for storage.

Light catapults and ballistas are marked on
the map. A watch (Ist level fighter, hp 4
each, chain mail, pole arm and light
crossbow) of three to five of the froops
housed in it is always up top, ready to sound
a warning if monsters are seen. Each tower
has a horn to sound warnings with. Tower T3
also has a loud brass bell for general alarm;
it sounds distinctly different from the serene
bells in the church.

Towers T1 to T5 are main towers. Each has 50
men (48 1st level, 2 x 2nd level). They wear
leather armor (30) or chain mail (20) and
have pole arms and spears as well as an
array of axes, swords, and other weapons.

T5 also has a dungeon for prisoners. It is the
quarters of a sheriff in charge of general
prisoner and police duties (3rd level, hp 12,
plate mail).

Towers Té to T10 are secondary towers. Each
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has 30 men at arms (1st level, hp 4 each).
They wear leather armor (20) or chain mail
(10) and have pole arms and spears as well
as an array of axes, swords, and other
weapons.

T11 is a tower for guests. Nominal 10 men at
arms as guards (level 1, hp 4 each, chain
mail and various weapons).

FOUNTAIN: Decorative fountain.

Inner Area

A flagstone road leads up to the main keep.
Other areas are dirt and grass and
vegetable beds. Flowers are rare, usually
grown in pots if that.

The miscellaneous buildings are heavily built
with stone walls and serve as mini-forts. The
ones lining each entfranceway have narrow
windows facing out and are intended to
serve as gauntlets in case the gates are
breached. Most are two or three floors high
(10 feet per story) with wooden or stone
stairs up and down, to maximize space and
storage.

Many have partitions of relatively flimsy
wooden walls which are fairly easy to move
around. The "walls" shown are the fixed stone
walls.

Many buildings have their own wells and are
capable of providing plenty of water during
asiege.

INNER KEEP (Entry 1): As far from the gates as
possible with its own full-height walls and
towers. Serves as both the local political
leaders home and quarters for prime guests,
and other notables. Plus live-on-site servants.

The gateway is guarded the same way the
main gates are.

Commander of the castle (6th level fighter,
hp 30, plate mail +1, shield +1, sword +1, STR
13, INT 14, WIS 12, DEX 16, CON 15, CHA 17).

CHURCH PROPERTY (2): Site of church
general living quarters. Entry 2a is the bell

tfower. The head priest is a normal man who
is an organizational wizard and high in the
church hierarchy. He has an advisor (Cleric
3rd Level, hp 9, chain mail, war hammer)
and two assistants (Cleric 2nd level, hp 6,
chain mail and mace). Three novices (Cleric
1, hp 6, leather, shield, mace/flail/war
hammer) help in dufies as do several
volunteers and other staff.

ORPHANAGE AND POORHOUSE (3): Enfry 3 is
a combination orphanage, poorhouse,
hospital and general good neighbors
facility. Run by an elderly woman and
several staff.

BARRACKS (4 and 5): The barracks are
typically three floor high, heavily built.
Internally they are usually very simple, with
large areas for eating (planning), rows of
bunks, smaller partitions for officers and
other necessities. Each has a nominal staff of
10 men-at-arms (1st level, hp 4 each,
leather, shield, sword or axe 1d8 damage)
who keep up with it. Number 5 houses 30
cavalry men (1st level, 4 hp each, 20 with
chain mail, 10 with leather, sword or axe for
1d8 damage) and their leader (3rd level, hp
15, plate mail, sword) and lieutenant (2nd
level, hp 10, plate mail, sword 1d8).

STABLES (6). Holds 40 war horses and 30
riding horses. Supplies and gear upstairs.

WAREHOUSE (7). Storage for supplies.
Owned and operated by freight company.

BUTCHER (8). Upper floor devoted to smoke
rooms. Lower floor shop. Middle floor
residence.

EMPTY (9). To let.

LIBRARY / BOOK SELLER(10). Library and book
seller. handles maps and other arcane
knowledge. Nothing is free, but swapping
might work.

EMPTY (11). For let.

MERCANTILE (12). Specializes in hardware,
including some body armor, weapons,
exploration gear, etc. 2nd floor residence.
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3rd floor empty.

APOTHECARY (13). Shop for healing herbs
and spices, seller of potions, etfc.

WAGONS (14). Specializes in renting and
seling wagons and carts. Bottom floor
storage. Next floor business and gear. Top
floor residence.

EMPTY (15). For let.
APARTMENTS (16). Rooms for long term stays.

CARPENTRY (17). Carpentry, also makes and
sells cabinets, furniture, etc. Lower floor is
main business; second floor storage. Top
floor residence.

CHURCH (18). A church of a different faith
from the main church, smaller and devoted
to spreading its worship.

TAVERN (19). Second floor is rental, third is
residence of owner.

GUILD HALLS (20). The floors here are
devoted to various guilds: sheep herder, etc.

EMPTY (21). For let.

MASON (22).
construction work.

SMITH (23). Works in all metals. Sells metal
weapons as well as common goods. Fixes
pots and pans and all iron and fin work. Runs
own smelting process. Supplies of coal and
wood.

Masons and  general

APARTMENTS (24). Three stories, each upper
story with a small balcony accessed by
steep stairs. Small rooms for cheap. The
landlord lives in the bottom floor on "a". Strict
policy of 1 person occupancy.

BAKERY (25). Reputation is high. Often called
on for cakes, pies and treats in the nobler
houses and main keep.

CLOTHING SHOP (26). Deals in cloth and
thread; buys and spins own cloth. Tailoring.
Can create leather and cloth armors. Rents
fancy duds for parties and balls.

SMALL TAVERN (27). Friendly, clean, good
food and eats. Cheap rooms for the night.

STORAGE (28). General storage for troops
and castle. A guard is always on duty.

HALL (29). Rented out for meetings and
parties. Bottom floors are usually empty, as
such. Top floor has minimal care taker and
owner.

MERCHANT (30). Owner of many local
concerns including the freight company,
several smaller business. Constantly wheeling
and dealing in goods.

FINANCIER (31). Lower floor is business, upper
floors are residence. Handles money
changing, buys and sells jewelery and gems.
Also tax collector and auctioneer.
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Hill Fort Key

A quick map of the hill fort used to help
protect the miners and lumber crews in the
south east of the map.

The north section (from inner gate north) is
on a 40' high mound of earth. The south
section slopes down to the ground. It is
surrounded by a moat some 6 to 10 feet
deep (2 to 3 meters). The walls are wooden
poles some 20 feet high, with a walkway
starting about 15 feet up for troops to fight
from. Ladders are used to climb up, moved
around as needed. The watch towers are 20
feet higher than the walls, rickety and large
enough for a few people at most. They are
reached by ladders.

The area around it is mostly grass and
farmlands. A few houses or huts nearby, but
most are discouraged for safety concerns.

The contingent of troops is small, about fifty
in strength. There is space for more. It
provides a safe haven in case of sudden
atftacks.

There's very little merchandise in the area
beyond food, clothing and tools. Armor,
weapons and such are not readily
available.

At least two smiths are on hand fo make
and repair saws, picks and other metal tools
needed to cut trees and mine. They work
outside the fort. The primary product of the
mines is iron ore, some of which is smelted in
a crude but serviceable foundry.

A waterwheel near the river runs a saw mill
that shapes much of the wood used locally.
Uncut lumber is floated down or up river as
rafts.

Garrison of the Wooden Hill Fort

This small fort has a garrison of 30 infantry
and 18 archers. They are led by a cadre of 4
officers.

Lieutenant Zullun is a relative newcomer to
the area having trained as an officer in

Dolmvay and has been in his post for nearly
a year. He is a quick learner, and is getting
to know the various people and groups
around the area. He is always interested in
what is going on and he sometimes asks
visiting adventurers to investigate areas or
situations and return and report to him. He is
aware of a collection of caves and tunnels
filed with bandits, monsters and other foes
somewhere in the nearby hills, but he has
not determined exactly where. He can point
adventurers in the direction of where the
caves might be.

Lieutenant Zullun: Fighter level 4, AC 2, Move
60" hp 17, Att 1 sword THACO 15, Damage
1d8+2, MI 10, Align Lawful

Str 14, Dex 10, Con 10, Int 14, Wis 12, Cha 13
Equipment: Plate Mail, Sword +1, Shield,

Sergeant Grakker is a grizzled veteran of
numerous campaigns, but he is crass and
undiplomatic, and his superiors do not
consider him suitable for promotion. He has
mixed feelings about this — part of him
prefers fo be with his froops who he can
relate to, but he is also a bit resentful about
not being recognised and appreciated. If
the PCs chat to him, he won't take any
nonsense from them. The soldiers (and to an
extent the other officers) both fear and
respect him,

Sergeant Grakker: Fighter level 5, AC 3,
Move 60" hp 27, Aft 1 2-handed sword,
THACO 13, Damage 1d10+2, MI 10, Align
Neutral

Str 16, Dex 9, Con 13, Int 10, Wis 12, Cha 10

Equipment: Banded Armour +1, 2-handed
sword, 3 daggers

Sister Ambrosia is the chaplain to the
garrison, and also the medic. She is mainly
interested in the well-being of the garrison
but she also has a desire to root out and
defeat worshippers of Chaos, and she may
call on adventurers to help her do so.

Sister Ambrosia: Cleric level 4, AC 4, Move
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60’, hp 11, Att 1 mace, THACO 18, Damage
1dé, MI 10, Align Lawful

Str 10, Dex 8, Con 10, Int 13, Wis 146, Cha 13

Equipment: Banded Armour, Shield, Mace,
Holy Symbol, 2 vials of Holy Water

Spells: Cure Light Wounds x2, Detect Magic,
Slow Poison, Hold Person

Sergeant Grundin Hammerhand is the only
demihuman and the main blacksmith for the
garrison. He has an apprentice in the ranks
and as long as his skills are not immediately
required by the soldiers, he will help out
adventurers — for a small fee. Sergeant
Hammerhand is always looking for more
metal to work with, and has been known to
pay for scrap metal such as humanoid
weapons and armour. In battle he often
commands the archers, using his crossbow
along side them.

Sergeant Hammerhand: Dwarf level 4, AC 1,
Move 60', hp 24, Att 1 battleaxe or 1
crossbow, THACO 16, damage 1d8+1
(battleaxe) or 1dé (crossbow), MI 10, Align
Neutral

Str 14, Dex 14, Con 13, Int 9, Wis 10, Cha 10

Equipment: Plate Mail +1,
Crossbow, case + 20 quarrels,
Hammer

Battleaxe,
Smith'’s

Regular Infantryman: Fighter level 1, AC 4,
Move 90', hp 5 (on average), Aftt 1
longsword or 1 javelin, THACO 18 (sword) or
19 (javelin), Dam 1d8+1 (sword) or 1dé
(javelin), MI 8 on own, 10 with officers, Align
Lawful or Neutral

Str 13, Dex 10, Con 10, Int 10, Wis 10, Cha 10

Equipment: Chain Mail, Longsword, Shield, 2
javelins

Regular Archer: Fighter level 1, AC 5, Move
90, hp 5 (on average), Att 1 longbow or 1
longsword, THACO 18 (bow) or 19 (sword),
Damage 1d8 (sword) or 1dé (bow), MI 8 on
own, 10 with officers, Align Lawful or Neutral

Str10, Dex 13, Con 10, Int 10, Wis 10, Cha 10

Equipment:  Chain Mail,
Longbow, quiver + 20 arrows

Longsword,

Mining and Lumber Community

The mining and lumber community next to
the wooden fort has 20 families and another
30 men whos families are in the lakeside
tfown to the north.

NPCs of the mining and lumber community

Helligorn the Foreman runs the iron mine on
behalf of his merchant boss. He has been
involved in mining since a lad, and knows all
about the business. He has also had enough
run-ins with underground monsters to be
handy with a pick or shovel in a tight spot.
Although he usually keeps his mine clear of
pests, there are occasional situations where
the help of some brave adventurers is
necessary when creatures make the mines
too dangerous to work in. Although
protective of those he knows, especially his
miners, he can be quite callous with those
he has just met (such as wandering
adventurers) and he can send them to fight
without caring much as to whether they
survive.

Helligorn the Foreman: Fighter level 3, AC 7,
hp 18, Move 120" Att 1 pick-axe (as
battleaxe) THACO 16, Dam 1d8+2, Ml 8, Align
neutral

Str 16, Dex 9, Con 14, Int 10, Wis 13, Cha 10

Equipment: Pick-axe (treat as battleaxe),
leather overalls

Wallmere the Erudite is a would-be sage
who has been forced to find employment as
a clerk for Helligorn the Foreman. Wallmere
looks after the money and the paperwork
on Helligorns behalf. However, Wallmere is a
lot more clever than his job would suggest -
its just that there are no universities, colleges
or libraries in the area. Wallmere has some
skills as a magic-user but is well aware that
he is not particularly dangerous nor is he
brave enough to become an adventurer.
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However, he will offer advice to adventurers
about spells and magic items as a sage of
modest ability and will cast detect magic
and read magic on items brought to him for
a 5 gp fee. If he is aware of a particular
magic item or book he will ask adventurers
to retrieve it for him.

Wallmere the Erudite: Magic User level 2, AC
9. hp 4, Move 120", Att 1 dagger THACO 19,
Dam 1d4, MI 7, Align Lawful

Str9, Dex 10, Con 7, Int 16, Wis 12, Cha 10
Equipment: Dagger
Spells: Detect Magic, Read Magic

Orillia the Mill-master, as her name suggests,
runs the lumber mil along with 10
employees. She is iritated and
uncomfortable with her situation, and would
rather be in a large town like Nahm or
Dolmvay rather than a lonely, isolated
outpost populated by hairy idiots (thats just
the lumber workers and miners, never mind
the orcs and bugbears). She is looking to get
out, either by finding someone to take over
from her or (if nothing else works)
sabotaging her own mill so that her boss in
Narn abandons the lumber business she is
stuck with running. She is usually aloof and
detached, unless she thinks she can get
something from someone in which case she
can be very friendly and charming.

Orillia the Mill-master: Fighter level 1, hp 6,
AC 7, Move 120, Att 1 scimitar, THACO 19,
Dam 1d8, Ml 7, Align Chaotic

Str11, Dex 10, Con 13, Int 14, Wis 10, Cha 14
Equipment: Leather armour, scimitar

Gemblini the Peddler is a wandering
merchant who often spends time at the
wooden fort and mining community as she
can do a lot of business there. She will buy
and sell all sorts of things from the back of
her horse-drawn wagon. She often stocks
things that are of use to adventurers as well
as miners and woodcutters, such as rope,
iron spikes, hand-mirrors, leather sacks and

iron rations. She will also buy a wide range of
gems, jewelry and fradeable goods from
adventurers so long as she does not suspect
they are looted from civilised folk. Gemblini
travels around the area and is often the
best-informed person about what is going
on at the lakeside town or the castle. She
never travels alone, but has an escort of 3
dwarf warriors who guard her against
robbers and wild beasts.

Gemblini the Peddler: Normal Human level
0, AC 9, hp 4, Move 120" Att 1 dagger,
THACO 20, Dam 1d4, Align Neutral

Str 10, Dex 10, Con 10, Int 14, Wis 13, Cha 15

Equipment: Dagger + a lot of other stuff in
her wagon (not on her person)

Draston the Taverner runs the Dragon Claw
Tavern, which is not so much a tavern as a
shed that sells food and drink. Nonetheless,
he is popular with everyone in fthe
settlement, including the soldiers in the
wooden fort. He is always on the lookout for
fresh supplies and will happily buy meat from
hunters and adventurers as long as it is not
humanoid. Wolf, bear, boar and stag are alll
prefered sources of food. Furthermore,
Draston is interested in certain underground
mushrooms that would enhance his meat
dishes, and he may ask any adventurers
going underground tfo bring back some
edible mushrooms. Draston is a refired
veteran who knows about both warfare and
adventuring, and will happily bore anyone
in his "tavern" with tales of his past.

Draston the Taverner: Fighter level 4, AC 7,
hp 19, Att 1 sword or 1 crossbow, THACO 16
(sword) or 17 (crossbow), Dam 1d8+1
(Sword) or 1dé (light crossbow), Ml 10, Align
Lawful

Str13, Dex 10, Con 13, Int 92, Wis 10, Cha 12

Equipment: Sword, Leather armour, dagger,
light crossbow, quiver + 20 bolts
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Hill Fort Map Key

1. Commander and Main Quarters. Two
stories with a battlement set up on top.

2. Nort