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Leanan leaned against the smooth bark of a beech tree and 
sighed. The woods by moonlight possessed an eerie peace that 
satisfied her eyes like no other scene could. The trees thinned 
where she stood, revealing a cliff curved to form a monumental 
crescent at the base o/the mountains. Rough, stone steps,flanked 
by four pairs of square columns, ascended to two openings with 
lriangular corbeled arches. The spot was one o/Leanan' sfavorite 
haunts. She stretched sinuously in the nighl breeze, then bent to 
remove a pebble/rom her left boot. 

Movement stirred in the shadows a/the corbeled openings while 
the young womonfocused on her foot gear. A pallid Dunman, clad 
jn the plaids of his kin and bearing a spear, emerged with more 
ghostly warriors at his back. A peculiar phosphorescence lurked 
in their eyes, and their limbs were strangely heavy. These were not 
Men, but Undead marching to the orders of a shanuln of Darkness. 
A sliver of whorled granite in her hands, Leanan raised her gaze 
from her feet and gasped. 

1.0 GUIDELINES 
Fantasy role playing is akin to a living novel where the players 

are the main characters. Everyone combines to write a story which 
is never short of adventure. They help create a new land and strange 
new tales. 

This series is designed as a tool for Gamemasters (GMs) who 
wish to run scenarios or campaigns set inJ.R.R. Tolkien 's Middle­
earth. The adventure modules are complete and ready-to- run 
studies of very specific areas, and are intended to be used with a 
minimum of additional work. Each has statistical infonnation 
based on the Middle-earth Role Playing (MERP) and Rolemaster 
(RM) fantasy systems . The modules are, however, adaptable for 
use with most major role playing games. Creative guidelines, not 
absolutes, are emphasized. 

PROl'I'..ssOR TOI.,KIEN'S LEGACY 

Each module is based on extensive research and attempts to 
meet the high standards associated with theTolkien legacy . Rational 
linguistic, cultural, and geological data are employed. Interpretive 
material has been included with great care, and fits into defined 
patterns and schemes. rCE does not intend it to be the sole or proper 
view: instead, we hope to give the reader the thrust of the creative 
processes and the character of the area. 

Remember that the ultimate sources of infonnation are the 
works of Professor J.R.R. Tolkien. Posthumous publications ed­
ited by his son Christopher shed additional light on the world of 
Middle-earth. These modules are derived from The H obbil and The 
Lord of the Rings, although they have been developed so that no 
conflict exists with any of the other sources. 

1.1 ADAPTING THIS MODULE 
Like the rest of the series, this module is designed for use with 

the Middle-earth Role Playing game (MERP) or the more ad­
vanced Rolemastl!T (RM) system, but is adaptable to most other 
major FRP games. Statistics are expressed on a closed or open­
ended scale. using a 1-100 base and percentile dice (0 100). No 
other dice are required. 

l.ll CONVERTING HITS AND 
BONUSES 

Bonuses: When converting percentile values to a 1-20 system 
a simple rule is: forevery +5 on a D I 00 scale you gela + I on a 020. 

Hits: The concussion hi t numbers found in this module only 
represent general pain and system shock. They cover bruises and 
small cuts rather than wounds. Critical strike damage is used to 

Guidelines 

describe serious wounds. The hit figures shown here are less 
important than those used in game systems where death occurs as 
a result of exceeding one's available hits. Should you use a game 
system that employs no specific critical strike results (e.g., TSR 
[nco 's Dungeons and Dragons), simply double the number of hits 
your characters take or halve the hit values found in this module. 

1.12 CONVERSION CHART 
If you play something other than MERP or Rolemaster and you 

do not use a percentile system, use the following chart to convert 
1-100 numbers to suited to 

1-100 0100 D2. 3-18 2-12 

101 +30 +<5 19 15-16 
100 +25 +, 18 13-14 
98-99 +20 +4 17 12 
95-97 +1' +3 16 
90-94 +10 +2 l' 11 
85-89 +, +1 14 10 
75-84 +, +1 13 9 
60-74 0 0 12 8 
40-59 0 0 10-11 7 
25-39 0 0 9 6 
15-24 -5 -1 8 , 
10-14 -5 -1 7 4 

'-9 -10 -2 6 3 
3-4 -15 -3 , 
2 -20 -4 4 2 

-25 -4 4 2 

2.0 PLAYER 
CHARACTERS 

The following chart provides the statistics for the Player Char­
acters that can be used in each of the three adventures. The GM 
may wish to assign his players a character or allow them to select 
from the list. Of course, the GM can utilize the unused PCs as non­
player characters. After all, the players may design their own 
characters or employ characters already in use. 

The GM should remember, however, that regardless of how the 
players acquire their characters, each adventure is geared for a 
different difficulty level (see Section 1.1). We suggest PCs tough 
enough to meet the challenge. 
Codes: See the NPC stats for an ell:planation of the basic codes. The 

following is a list of other codes and abbreviations which might be 
ambiguous. 

Power Points: The number (if any) given in parentheses indicates the 
possession of a "bonus spell item" and its bonus (see MERP, Section 
4.56). 

Skill Bonuses: NA, SL, RL, Ch '" Maneuverand Movement in No AnnoT, 
Soft Leather, Rigid Leather, and Chain; I HE OB, 1HC OB, 2H OB, 
Thrown OB, Missile OB, Poleann OB = Offensive Bonu~es for I-H 
Edged. l-H Concussion, 2-Handed, Thrown, Missile, and Pole-anns; 
Dir. Spel1=Directed Spells; Secondary Skill", Secondary Skills. 

Secondary Skills: Each secondary skill is abbreviated by giving the 
begining letters of the skill (MERP Section 2.33). The bonus for that 
skill rank is given following the abbreviation. 

Languages: Languages are abbreviated by using their first three letters 
(see MERP, ST- I ); exceptions: BS=Black Speech and 
Bct=Silvan(Bethteur). The rank for each language is given following 
the abbreviation. 

Spell Lists: Spell lists are abbreviated by u5ing the first few letters in each 
word of the spell list name; for example, "Sn... Ways" refers to the 
"Sound/Light Ways" spell list. 
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The Tai~ o/The Oathbr~ak.ing 

3.0 THE TALE OF THE 
OATHBREAKING 

During the mid-Second Age, the Oaen Coenlis. or "People of 
Skill," lived in Ihe hills and vales at the foot of the White 
Moumains. They were the descendants of an ancient and noble 
Lintado race that had migrated over the plains of Rhovanion at the 
end of the Fi rst Age. These tribes crossed the Anduin and settled 
in the lands that would later become Gondor. There, they lived 
peacefully for many centuries, absorbing the older culture of the 
Dnledain that had preceded them. 

The colonizing explorers of Niimenor eventually drove the 
Onen into the mountainous interior, confining them to the valleys 
of the E.'cd Niulrdis. Sauron's minions visi ted the superstitious 
tribes and subvened many by promoting cults rooted in the Dark 
Religion. The seeds of the oathbreaking had been sewn. 

The lowland Oaen groups became 
fri endly with the Numen6reans 
through proximity and necessity. TUGHAIB 
They learned much from the new­
comers, including advanced agri­
cultural techniques and the concept 
of unified government. Theyeven­
tual ly succeeded in electing a Coun­
cil and a High-chieftain. Late in the 
Second Age, the High-chieftain of 
the lowland Daen Coentis swore an 
oath to King Elendil that his people 
would fight by the side of the 
Dlinadan armies should Gondor re­
quire allies in time of war. 

The highland Daen Coentis were 
greatly displeased with this pact, 
since they regarded the Dunedain as 
invaders, not neighbors. The sha­
mans of the highland tribes. long 
steeped in the traditions of the Dark 
Religion. aggravated the differences 
of opinion between the highlanders 
and thelowlanders. Dissension grew 
and fed on itself. When the Last 
Alliance of Men and Elves called for 
the warriors of the Daen Coentis to 
pit their weapons against Sauron at 
the close of the Second Age. their 
High-chieftain refused to honor his 
forebearer's promise. 

His refusal sealed the doom of the 
Daen Coentis. The Oath had been 
sworn, and the Daen would not be 
free of its bonds until they fulfilled 
it. Ore veins in their mines petered 
OUI, fields yielded no harvest, livestock sickened, craftsmen forgol 
crucial skills. and many women were barren. By night. apparitions 
of the dead roamed aimlessly near their burial sites. 

The thoughts of the Oaen Coentis turned ever more towards 
death. To appease their gods, the shamans sacrified eagles, 
serpents. and newborn lambs during worship ceremonies. The 
bloody rites proved ineffective, and stronger measures were tried. 
Human captives and then brave volunteers were ritually killed on 
the Daen altars. Individual warriors. followed by families and then 
whole tribes, left the area. 

, 
By the third century of the Third Age, the Daen Coentis as a 

people no longer existed. The few who remained in the haunted 
Ered Nimrais dwindled and died. Most had migrated to the 
foothi lls of the southern Misty Mountains. where they became 
known as the Oaen Lintis, the "Learned People," or the Dunlendings. 

These tribes hoped that their escape from the land ofthe roaming 
dead had allowed them to also escape the curse laid on their 
ancesters. And yet perhaps the breaking of an oath by some may 
bring a c urse upon the rest. Certainly, more troubles were destined 
to shadow their future. Sauron had further plans for his Dunnish 
minions. Conveyed through their shamans, the Dark Lord's will 
pushed the warriors to war on the men of Calenardhon. 

When the Great Plague in T. A. 1636-37 swept over the land, the 
minds of the Dunlendings were stirred with fearful recollections of 
Ihe Oalhbreaking. They believed that the plague was a conse­
quence of their ancestors' treachery. since this secluded people 

contracted the disease by their frequent raids upon Gondorian 
wagon trains. All among the foothills Ihe Dunlending tribes 
suffered. 

In an effort to escape the plague, Clan Faighoin entered an 
opening in the slopes of the Hithaeglir. The caverns con­

nected to the Under-deeps. and the tribe rushed into the 
depths of the mountains, believing that there they ~vould 

be safe. Behind them in the entry caves, they left a 
riddle to guard the secret of their flight . With 

them they took the wealth of the many that had 
perished around them. Clan Faighoin never 
surfaced from their subterranean hideout. 

EKIIIHEN DA MOIGH 

Eribhen the Young was the grand-
daughter of Derna. the long-lived Priest­
ess of Dunland's famous Healer's Hall . 
Unlike her forebearer, she was fascinated 
by the ancient black arts, desiring to rule 

the Ghosts that haunted her 
people's memories. 

By the age of ten, Eribhen was 
well on her way to becoming a 
shaman more powerful than any 
the folk of Dunland had ever 
known. She studied under the 
aging Priest Ruil in the Misty 
Mountains, and it was he who 
gave her the great staff called 
"Ghostbane." With that gift, her 
legend grew ever greater. 

In T.A. 1695, she renewed the 
Dark Worship among the 
Dunlending clans, reawakening 
many Ghosts to wander in the 
night. Clans listened to her 
exortations in order to escape the 

attention of her Undead minions. The sha­
man coaxed the priests and clan leaders to 
fight for the unification of Dunland and a 
subsequent victory over Gondor. Some 
tribes refused. and there was civil war. With 

the successes in the spring ofT.A. 1697. Eribhen consolidated all 
of Dun land and aHied herself with Vlf Dilan, appointing him as the 
High-chief. 



Together they planned to overrun the lowlands of Eriador. Ulf 
Dilan invaded the Gondorian province ofCalenardhon. During a 
surprise ambush while he was crossing the (sen Fords, the High­
chief was killed and his forces eradicated. Bribhen returned to 
isolation. 

TUGIIAIB NA BHAINNAN 

Eribhen's time of power in Dunland was at an end, but her 
influence continued to rule her people. The shaman bequeathed 
Ghostbane, the staff that gave its bearer control over the Undead, 
to her spirit-sister Tughaib na Bhainnan (D. "She-ru ler of the 
Spirits"). The young acolyte roamed the highlands in solitude 
while improving her mastery oflhe black arts. Several years later, 
when her capabilities were nearly mature, she discovered the 
caverns through which Clan Faighoin had fled. 

Solving the riddle, she followed their trail through the Under­
deeps to find the clan's tombs. The cold graves might have foiled 
another's schemes, but the wielder of Ghostbane reawakened the 
souls of the dead to create an army of wraiths. 

Leading her Undead through the Under-deeps to the southern 
slopes of the mountain spur, Tughaib occupied the caverns there. 
At her back, she left five riddles along the path between the Riddle 
Caves and the Troibna Bhainnan (D. "Earth-womb ofthe Spirits" 
or W. "Ghost-caves") to thwart anyone who might attempt to track 
her. 

Intoxicated by power, Tughaib sought means by which to 
enlarge her spirit army. Sundry experiments with captives enabled 
her to convert the newly dead into aimated corpses who followed 
her orders. Esconced in the Ghost-caves, she has begun abducting 
lone travellers and unwary clan folk from their homes to become 
Undead under her command. 

4.0 GHOST WARRIORS 
OF DUNFEARAN 

Staring from the southern face of one of the southwest cliffs in 
the Misty Mountains, the twin entrances of the cavern stronghold 
of Tughaib na Bhainnan exude darkness from their sinister arch­
ways. The caverns serve no other purpose than to provide a 
dwelling for the Dunnish shaman and her small army of Undead 
minions. Travellers beware! 

As the last rays of the sun fade from the sky, the Dunfearan 
valleys seem peaceful, except for the occasional and not unusual 
call of a wolf. Starlight gilds the trees and the fields with silver. 
Night owls float beneath the moon. Soft breezes rustle the grasses 
and leaves. Crickets and frogs fill hollows near streambeds with 
droning music. The ominous beauty and peace of the mountain 
range looms above the foothills. The wild seems almost safe. 

Then the spirits of the dead rise from their tombs to change 
nature's quiet into the oppressive silence of death. With noiseless, 
gliding sleps. dark figures spew from the caves which hold their 
crypt~ . Mingling with the wraiths, the corpses of newly slain 
Dunmen, reanimated by Tughaib na Bhainnan. brandish sickles, 
axes. swords, and spears. 

In their clan-holds, the Dunlendings shun the ceremonies per­
formed at dusk that oblige the sun to return with the dawn, as well 
as the midnight hunts pursued to honor Turaigh, the God of the 
Wilds. Protected by palisaded embankments. they huddle before 
the fi res of their circular homes from the first dimming of the sky 
at sunset until well after sunlight has retumed the next day. Fearful 
visions of the fate of a friend who has disappeared haunt their 
dreams. Will he return as Undead tonight? Thai is the most 
hideous aspect of this danger - those abducted come back as 
Undead warriors themselves. 
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"Perhaps they escaped," is the unspoken thought of their fami­
lies. And then all hope vanishes with the glimpse of a shambling 
corpse - its skin while and shabby, eyes deep and wild, tongue 
black, and uttering long wails of despair as the horror stalks those 
who were once friends. 

4.1 AN ATTACK BY SPIRITS 
The wraiths came with a mist that in the latc afternoon rolled 

across the meadows surrounding the clan-hold Daighen. Shriek­
ing like caged hawks, the spirits circled the shepherds who refused 
to flee, while the corpse-warriors in their train engaged these hardy 
few in battle. The defeated victims were then bound and dragged 
towards the Ghost-caves. Among those taken were Ishel and 
Borar, the 15 year old daughter and the 8 year old son of Borkul, 
a smith and carpenter of Daighen. The children had strayed from 
the main herd in search of a lost cow. 

Menoib, the chieftain of Daighen, hopes to send a band of 
warriors after the retreating Undead company. The sun is yet 
above the horizon, although the fog considerably dims ils fading 
rays . 11 will be hours before the spirit army regains its stronghold, 
and the living should have a chance of vanquishing the Undead and 
saving the captives if they act quickly. 

Despite these tactical advantages, the Dunnish warriors are 
reluctant to challenge Ihe wraiths and walking corpses . The rapid 
approach of nightfall coupled with the Duniending fear and rev­
erence for the dead create caution in the boldest. Sensing the 
uneasiness of his clan. Menoib seeks adventurers whose less 
provincial outlook will enable them to tackle the rescue. 



The NPC,r 

4.2THENPCS 
SOtO~·H.:'~ 

The shaman of e lan Mhaigren. Solofhen is a wise, old man who 
has devoted his life IO combauingand defeating Undead spirits. He 
holds small honor among his people, since his role would normal ly 
be held by a woman. His clan incorrectly believes that his powers 
are infe rior due to his gender. Rainhet, the woman who was 
shaman before him, disappeared several months agao. (She was 
slain by the Ghost warriors whi le gathering herbs.) She had trained 
no successor, and Solofhen's skill s made him the only individual 
at all suitable for her position. His hair is sparse, white, and 
tangled: his skin is leathery and creased in innumerable wrinkles; 
and his trembling limbs barely suppan his aged body. He may 
offer adventurers scrolls that will protect them from wraiths. and 
holy symbols that put spirits to rest forever. The shaman's 
popularity has grown since the Ghosts started marauding, but he 
lives in a secl uded circular hut on the edge of Daighen . 

Dressed in brown robes with a hood over his straggling hair, the 
tiny , old man, 5"2" tall , speaks in a low rasping voice. He is 
hesitant to offer help unless the PCs cun prove thei r need for it. He 
trembles with a nervous disorder, which, despite his shamanistic 
skills, he cannot cure. Advenlurers should obtain a real sense of 
fear of the Ghost-caves when $olothen speaks of them. His pale, 
blue eyes seem never to foc us on anyone, resting instead on 
terrible, unseen spectres from his past. 

BORKUL 

Possessing little wealth and desperate for the safe return of his 
children, Borkul will offer anything he owns: his home, its fur­
nishings, the checked cloak offhis back, or his beautiful daughter 's 
hand in marriage. He knows thtlllshel and Borar wil l not surv ive 

B OR KUL 

7 

the night if they are not wrested from the hands of the Undead this 
evening. His forceful pIcas in the cars of the chief of Clan 
Mhaigren have secured Menoib's suppon. but the Dunnish war­
riors fa lter. 

A true laborer, Borkul shakes hands with a roughened paw that 
makes a boar's skin feel soft. He is II blacksmith and a carpenter. 
He is only 42 years old, yet II leg defonnity prevents him from 
challenging the wraiths himself. His words to any adventurers 
vis iting Daighen will be quite eloquent . 

ANREA 

ANR~:A 

Anrea serves mugs of mead and ale at the Troighef (W. "Toast­
ing-hail") of Daighen. Travellers often stop there, and she over· 
hears much news and many tales. Her friendly demeanor and 
symp<1thetic smile encourage the confidences of strangers. She is 
Borkul's niece, and will gladly tell adventurers all she knows about 
the Ghost-caves and even the Riddle Caves, ahhough she doesn't 
know the location of the latter. 

Anrea usually remains near the barrels of mead and ale. dispens· 
ing these liquids as necessary . Occasionally she clears a table. 
During these forays, she will probe the adventurers for stories of 
their travels to detennine whether they might be suitable folk to 
rescue her cousins lshel and BOfar. 

THE: MINIONS Of T UGH ... III NA UIIAL'I'NAN 

The spirits of the warriors who were once members of Clan 
Faighoin are most accurately described as Barrow Wights. Were 
it not for the powers of the staff Ghoslbane, the wraiths wou ld 
hilum only their own tombs, deep in the bowels of the mountains, 
never stirring beyond the caverns to disturb the living Dunmen 
who roam the foothill s. Yet, Tughaib na Bhainnen has severed the 
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ties thai bind them 10 their crypts, and the powers of her staff send 
them Qut into the valleys of Dunfearan. Sated with the life energy 
of the many victims brought to the Troib na Bhainnan, the wights' 
shadowy ronns have grown more distinct. The checks and plaids 
of the gannenls they once wore afe vaguely visible, as are thei r 
sunken faces . Like all Barrow Wights, they wield the weapons 
buried with them in their crypts long ago. 

Among these spectral warriors march the animated corpses of 
those newly dead Dunmen sacrificed by Tughaib at her dark allar. 
Similar to ghouls, the walking dead remember nothing of their 
ambitions. hopes, fai lures. and accomplishments before death. 
They are dominated by a hunger for the life force of others and by 
the commands of the shaman who created them. 

4.3 THE SETTING 
The rescue party that trat:ks the Undead warriors will run thcir 

quarry to eanh in a forest glade five miles east o f Daighen. TIle 
band of spirits and walking corpses, accompanied by the strange 
fog that heralded their arrival al the clan-hold, has stopped to 
lighten the bondson their prisoners. One of the captured shepherds 
had loosened the ropes restraining his legs sufficiently to kick his 
way free of the warrior gripping him and then loescape altogether. 
Oetennined not to lose Iheirremainingcaplives, the Undead hailed 
their progress 10 remove any slack in the ropes. 

4.4 THE TASK 
TIle Pes must track tne Undead warriors to their halting place in 

the forest clearing. The destruction of the spiri ts and Dunnish 
ghouls is not their primary aim. but it may become necessary in the 
courseofrescuinglshclandBorar. Ideally,adeverschemeshould 
be devised that will prevent the adventurers from confronting the 
entire Undead host. 

STARTING THE PUVERS 

Borkul is pacing from home to home, frantically urging all he 
meets to rescue his children. He is offering everything he has, even 
Ishel's hand in marriage (she is very beautiful), to those he 
approaches. Stopping in fronl of the Troighef, he wonders if any 
travelling warriors might be inside resting from the rigors of their 
journey. He limps inside and finds the player characters. 

The adventure calls for an immediate assault on the Undead 
host, with no time to spare. Extensive preparations and second 
thoughts are not an option. 

Am, 
Solofhen has scrolls and relig ious symbols that wi ll help protect 

the Pes from the Undead (GM 's discretion). Amea has a wealth 
of infonnation about the Ghost-caves (including most (rue state­
ments from the rumor table). Other common infonnation can be 
obtained from other NPCs. Should the adventurers encounter the 
shepherd who was taken by the Undead and subsequently escaped, 
his description of the strengths of their opponents should be useful 
for planning strategy. 

OBSTACLES 
Travelling through the forest following the tracks of the Undead 

host as the daylight fai ls. although among the lesser ofthe challenges 
to be faced by the PCs, poses some difficulty . The terrain is rough. 
and wild beasts roam the hills. However, the Undead warriors 
themselves are the majorobstac Ie. The wraiths possess supernatural 
powers, and the animated corpses wield their weapons with a 
mindless fury. 

Tht Setting 

REWARDS 

The chieftain, Menoib, will reward the adventurers with 2 silver 
pieces each when they return with lshel and Borar. In addition. he 
offers them the Naibhen na Ghoiralt (D. "S wirl-staff of Wildland­
musics"),a twisted staff that belonged toa shaman who lived in the 
White Mountains. None of Clan Mhaigren can master the item, 
and thus its powers are useless to them. 

When the staff is touched by the rays of the sun. its wood hums 
with the drone of honeybees and its bearer (if attuned to MERP 
Essence or Rolemaster Mentalism) may cast Controlling Songs 
Calm Song True 2x/day if the staff is in sunlight when the spell is 
cast. Calm Song True causes the target 10 be calmed and unable to 
take any aggressive (offensive) action while listening to the hum 
of the staff. Should a shadow fall on the staff and interrupt its hum, 
the target wiU continue in a calmed state fo r as many rounds as he 
initially listened to the staff's drone. When the staff is ill umined 
by moonlight, its wood plays melodies similar to those the wind 
creates when rustling through the trees and its bearer may cast 
Sleep Song 3x/day. Sleep Song causes the target to fall into a light 
sleep for as long as the staff issues rustling noises without interrup­
tion. When the staff is gilded by starl ight, the cool sounds of water 
bubbling in a brook emmanate from it and the bearer may cast 
Charm Song 4x/day. Charm SOllg causes the target to believe the 
staff's bearer to be a good friend for as long as it makes the sound 
of water flowing without interruption. When the staff is wanned 
by firelight, birdsong fill s the ears of those nearby and its bearer 
may cast Forgetting Song 5x/day. Forgetting Song makes the 
target forget what transpired in a cenain period of time (specified 
by the staff's bearer. within I day/lvl). The length of the time 
period is equal to the amount of time the target listens to the 
birdsong of the staff. 

Ishel, although rather young, is quite lovely in both appearance 
and personality. She will be willing to make good her father 's 
promise of her hand in marriage to any male adventurer who is 
reasonably personable. Should none of the PCs prove willing to 
settle down in Daighen or to allow a young girl without skill in 
either weapons or magic to join their travels, Borkul wil l insist thai 
the adventurers take their pick of his not extensive possess ions. He 
has a typically round Dunnish hut, its furnishings. some fine pelts 
of silver fox fUf, the tools of his trade, and a bronze serving planer. 
This last item is engraved with Cinh runes, incomprehensible to 
the Dunmen, that instruct Channeling adepts to pronounce the 
word, "Enquante!" The platter will fill itself with food enough for 
a meal for five I x/day when the phrase is uttered. 

4.5 ENCOUNTERS 
Since the adventure takes place during the early evening. many 

of the beasts dwelling in the wilds of Dunfearan will be alert and 
in search of food. rather than somnolent as they might be al noon. 
(Use Beast Table in Section 7.0.) Bears, Vampire Bats. and 
hunting cats such as the Highland Lynx might add some extra 
excitement to the adventurers' task while they track Tughaib na 
Bhainnan 's minions through the forest. 

The encounter with the Undead will be the decisive one, how­
ever. Since these unnatural warriors are accustomed to flight on 
the pan of their opponents, they will not be expecting pursuers. 
Nor have the shaman 's orders prepared Ihem for such an evenlu­
ality. The pes should receive the full benefits of surprise. If they 
utilize this confusion to liberate the captives and then escape , the 
encounter should result in success for the adventurers. If they 
linger to vanquish the Undead host, they may lose their own lives. 
as well as dooming the captives 10 a horrific "unlife" after death. 



ORAVARRI 

5.0 A RAID BY NIGHT 
Two nights ago, Tughaib's Undead warriors swept through the 

foothi lls into the forest. find ing a camped merchant train at Ihe 
wood ·sedge. Fonunately the travellcrs wcre not yet settled for the 
night, and thcy ned the spiri t army when a guard shouted warning. 
The shaman 's acolytc's then looted thc wagons. Oravarri the 
merchant has 10SI not only his profits from Ihe venture. but his 
wagons and horses as well. Furthermorc. thc Undead assailants 
escaped without loss. 

5.1 THE THREAT TO THE 
CLAN-HOLD 

Daighcn. the Dunnish clan-hold nearest to the Ghost-caves. is in 
growing danger. Oravarri's loss is not the first . Several travellers 
are unaccounted for. and have becn for at leastlwo month..s. Even 
more dreadful. some who have encountered the wanderi ng Undead 
claim to hllve seen thcse missi ng people among their spectral 
ranks. The Dunmen of Daighen fear the ex.panding range of the 
Undcad warriors. Somehow these haunts must be stopped. 

A few suggest sneaking in the Riddle Caves on the north side of 
the mountain spur. opposite the GhosH:uves. solving the riddle, 
and arriving in the Ghost-caves secreTly. by mean s of the Under­
deeps path . A successful assassination of Tughaib na Bhai nnan 
may stop the maraud ing army. Or perhap.~ The theft of her slaffw ill 
accomplish the same. 
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S.2THENPCS 
OK,WARKI 

A plump middle-aged man, Oravarri is a successfu l merch:lI1t . 
despite his losses due to Tughaib and the Ghost·caves. Unfortu­
nately. the raidon his wagon train may ruin him. He has lost several 
men in addition to his wagons and the goods within them. He is 
offering a lump sum of 50 gold pieces for proof of the shaman's 
death, or at least the theft of her STaff Ghostbane . This he 
announces loudly in in the Troighef. 

Dressed in breeches, suspenders, and a woolly shin, Oravarri 
hardl y looks businesslike. Except for hi s shrewd nose, he rc· 
scmbles a butcher or a grocer in Tharbad. But appearances can be 
deceiving, forthejovial man can talk anyone under the table. His 
bright and almost permanent smile is hard 10 pass up when he is 
making an offer. 

SCAl\-1MAR 

St:AM M,\K 

Dressed in a black cape, dark green trousers. and high black 
boots, Scammar is a shady Dunman who makes his presence felt 
by sitting aloof in the Troighe f. He likes to eavesdrop. He wil l 
approach any PCs discussi ng the Riddle Caves of the losl 
Dunlcnding clan, professing know ledge of Its locaTion. He asks a 
price. 2 gold pieces, for his personal guidance 10 the cav e.~. 

Scammar has long hair which he pul ls tightly off of his brow inTO 
a bmid at the back of his head. His left earlobe is missing. an oddity 
that tends to draw Ihe eye of Those with whom he converses. He has 
a small nose which he caresses wi th his index fi nger whenever he 
talks business. He is clean shaven. which reveals his tighT skin and 
wide jaw. l-Ie is True to his word, although he enjoys the reputation 
that he holds due to his appearance - a scoundrel with intentions 
TO bl.lck-stab. 
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JEROIDII,\ 

Well-loved in Ihc clan-ho ld, Jeroibna is il tall, young. ruddy 
Dunlending youth. As nephew to the chier, he has the perfect 
fXIsi1iOn for hi:; real purposes: he is 11 spy, loyal to T ughaib na 
Bh3innan herself. He will present false information to any who 
inquire aboullhc Ghost-cavcs. Ifhe is aware that anyone planning 
flO expediTion laThem. hemay go [0 wnm the shaman. Most likely. 
he will attempt 10 murder Ihe adventurers as they sel OUi into the 
wi ldcmcs$. I-Ie is vcry skilled <l11l1aneuvering in the woods for hi s 
age. which is young -only 22 yellT!;. He is also practiced in the 
arts of ambush and assassination. I-lis knowledge of poisons and 
their use is extensive. 

Jeroibh;l's dark hair lacks the rcd lint typical ormany Dunmcn. 
and his features arc more aquiline than mOSt of his r.tcc. Some 5.1y 
he has Dilnadan blood in his lineage. but his skin possesses the 
mddy glow chllracteristicofthe Dunlcndings. He is vcryconvinc­
ing of hi ~ good intelllions to all who encou nter him. 

TumlAIli NA 811,\INNA:-.' 

Tugha ih is a rugged mOllnl<lin woman whme liltle amount of 
Elven blood keeps a blush on her check. brightness in her hazel 
eyc~, and st rength in her limbs. She has brownish-red hair, and a 
commanding visage. Sheavoids wealth and drcsses simply in pale 
beige robes. Tughllib's ability to dominate ne'lrly anyone she 
encoulllers sterns from imemal power, rathcr Ihan extenlUl tmr­
ping.,. 

JEROIIIlI A 

The NPCs 

Her prindp:!1 weapon is the staff Ghostbane. AlIItough the 
b.1rds' stories relate Ihat thi:. itclll was bequeathed to her by 
Eribhen. they are wrong. The staff, although it bears the silme 
name as the one carried by Eribhen, was cre:lled forTughaib by the 
Dwarves o[lhe Ered Angul".!th in Num at tlte Dark Lord 's o rders. 
It is un inrric:!telycarved length of bleached ash . The wood glows 
whitely inlhegloom Oflhccllvems. It serves as a +7 (Channeling) 
spell adder. and enables tlte wieldcr to control any ghosts, wights. 
ghouls, or specters within a I 00' radiu~. Ghostbanc also acts as an 
Undead-s laying quarterstaff. 

T il.: U NIJI;:ALl m ' TH .: GIIU:'~I'-CAV.:S 

The spirits of the warriorsofCl:m Faighoin, the walking corpses 
of newly killed foes, and ghouls summoned from the Under-deeps 
by the shaman 's staff dwell ill the Troib na Bhainnan with Tughaib 
and her acol ytes. There is a chance (0 1-15) that all will be gathered 
in the Cavern of Sacrifice when the adventurers penetrate Ihe 
stronghold. More probably.lhe Undead will be roaming through­
out lhe caverns. 

The ghouls are sl imy. rolling, aninlHted corpses spor! ing length­
ened teeth and nails. They are easily distinguishable from the 
newly killed walking dead. whose skin issunkcn and pallid. but not 
filmed ovcr with the muck o f disintegrating tlesh. The appearance 
and Ihe touch of the ghouls arc both fouler and more dangerous. 
Dominated by hostility. ghouls rush their victims. while tcaring 
with teeth and nails. Their gruesome fea tures instill Fear (victims 
must make a successful RR or nee). and their fil thy limbs create 
wounds that often (0 1-30) become infec tcd. The following proce­
dure dctcnni ne." whcn adventurers will encoumer a wandering 
ghoul. 

Level One - roll on 1- 100 scale once every 8 rounds. 
1-69 = no encounte r 
70-00 = an encounter with 1·5 ghouls tLvl 2; Hits 35; 
AT SL/4; DB: 10: 08: 40SBa/50SCl/45we). 

Level Two - roll on 1- 100 scnie once every 5 rounds. 
1·59 = no encounter 
60..(}() '" an encounter with 1-5 ghouls (Lvi 4: Hits 50; 
AT SL/4: DB: \0; OB: 50S Ba/60SC1!55wc). 

The walking dead lie "sleeping" in tombs placed throughout the 
caverns. Theywillnot awaken unless their tomb isopcned or if the 
Gong (#27 on Level One) is st ruck. (See Section 4.0. Tile Miniol/s 
ofTII,i!,h(lih 110 Bh(lilUlUlI. ror llIore extensive descriptions of the 
Dunnish spirits and the walking dead.) The gbouls arc e ither found 
w:mderi ng or in the open gruves (a ghoul occupies an open grave 
80% of the time). The only creatures who stmy from the Under­
deeps into the Ghost-caves are the ghouls. 

The spirits ofOan Faighoin's warriors stay in dose proximity 
to the stonc crypts created for tltem by Tugaibh. Like the walking 
dead. tltc wights are quiescent for long periods of time. Only Ihe 
powers of the shaman 's staff or the entrance of an intruder into the 
cavern where Ihe crypl is located rouses the wights. When they 
awake. however. the spiritS immediately attack anyone other than 
Tughaib. her four ucolytes. and leroibha. 
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5.3 THE TERRAIN 
Daighen lies on the bank of the river, surrounded by thick 

fore~ ts. Ruads lead from the clan-hold in all directions, the primary 
route heading south along the edge of the Hithaeglir. Burial 
mounds loom amidst the liclds where the forest ends. and the land 
runs far back between the mountain arms. Thesouthern face of the 
mountain. where the twin entrdIlces to the Ghost-caves open in the 
cliffs, is steep. During the night. unpredictable winds and frothing 
mist make rock climbing difficult. 

The Riddle Caves are Hccessed from a flat shelf in the rocky 
crags of the northcrn side of the mountain spur north of Daighen. 
TI1C edge of the forest lies at the elevation of 3.250 feel. Beyond 
this point. the cliffs steepen, rising anothl!r4,OOO feet in under four 
miles behind the cave entrance. Winds are strong on Ihe shelf. 
making rock climbing dangerous (an Extremely Hard, -30, 
manueverevery 10 minutes) if adventurers attempt to approach the 
caves by :my way other than the road. 

5.31 THE RIDDLE CAVES 
A small glade in front of a bare cliff wall, surrounded by heavy 

conifers. holds the entrance to the Riddle Caves. A faintly worn 
road runs west from the mouth orthe eight-fool-wide opening, and 
then forks amidst three bou lder heaps (A). The mound ofboulders 
closest to the spring bubbling at the fOOl of the cliff shelters in its 
shadow a POkel-man (LvI5: Hits 150; ATCh/16; DB: +25; OB: 95 
stone hammer). He will move to stop anyonc from gelling near the 
cave. 

The cave entmnce is flanked by a pairof pillars (8), eaeh carved 
with magical runes. Anyone who reads the carved symbols on the 
pillars will flee in terror for I hour(uniess a RR agaillst a 10th level 
Fear spell is successfully rolled). 

{
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UNDElUITANlJlNG THE RlDl)u:s IN THio! CAVES 

II 

Within rhecavcs. thcrcare8 symbols and 8 inscriptions. m(lrked 
on the map (A-II) and (I-P). respecti vely. All are clear and easily 
readable (if someone in the group has some knowledgcofDullael). 

The inscriptions are all found in thc back right ponion of the 
cave. The lirst inscription (I) paired with the second inscription (1) 
reads: "Three/orks yi£'fdl more mear/nrcolltl'mplarioll." (Thesla"h 
indicates the divisioll between rand J). 

The word "forks" refers to the three places where the cavern 
passage branches in two; thus "Three forks." At the split of each 
patb. written on the wall, arc the next three messagcs(K-M). llley 
read. '"The eye .tees I lhe placemelll 0/ 'he symbols I as if ga:in8 at 
a minur." This is a clue suggesting that the PCS map out (find the 
placement of) the symbols. all of which are located in the fron t left 
portion of the cave. 

If the PCs map out the symbols, and do a connecHhe-dot 
exercise, simple observation reveals that they are in the shapeof an 
eye. TIu::cye is a symbol of the Dark Worship (aeultcorrupted by 
Sauron) of Clan Faighoin. 

The final instruction is found in the last three messages. all of 
which are also round in the back right section or the cave. When 
read together, the (N-P) messages read: .. Pass throllgh Ihe eye I ill 
Ihe (lireclioll l nftll" arrow." Careful inspection should reveul the 
arrow to be the natural rock fonnation near the cave cntrance. If 
the pes search the wal l opposite the point of the arrow. they have 
a (+20) better chance of finding the secret door, which would 
otherwise be Absurd (·70) to detect. 

Obviously, this riddle is for players who enjoy brainteasers. The 
OM can simply make the secret door easier to find and disregard 
the riddle. 
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The front-most portions of the cave complex possess eight 
symbols carved at specific points on the walls. Their placement is 
more important than the shape of each carving. However, descrip­
tions of each follow. 

A: a spiraling line coiled around a vertical rod. 
B: a v-shape bisected by a vertical bar. 
C: a v-shape crossed by a horizontal bar. 
0: an oval lying on its side. 
E: a spiraling line coiled around a horizonlal rod. 
F: an x with small circles at the ends of the crossed strokes. 
G: two circles connected by a horizontal bar. 
H: two diamonds connected by a vertical rod. 
The portion of the caves located to the right and further back 

possesses inscriptions on its walls. (The letters I through P on the 
map mark the location oflhe inscriptions.) A complete list follows. 

I: "A map is marc than words: 
read left to right, bottom to top. 
Three forks yield" 
J: "more meat for contemplation." 
K: "The eye sees" 
L: "the placement of the symbols" 
M: "as if gazing at a mirror:' 
N: "Pass through the eye" 
0: "in the direction" 
P: ;'of the arrow." 

1. Tomb. This chamber contains a rectangular stone tomb. The 
chamber is bare. If the tomb lid is removed, the adventuTSrS will 
release an entrapped Specter(LvI5: HiL .. 200; AT Noll; DB: + I 00: 
OB: +40 shock bolt. range: 5 feet.). It can only be damaged by 
concussion hits. 

The Riddle Cm'es 

2. Tomb. This chamber is similarto the othertomb (#1), but inside 
the stone box there is only dust. 
3. Tomb. A stone crypt is located in the middle of the rqum. 
Underneath the lid is darkness. Torchlight will reveal adescending 
staircase. The adventurers mayor may not realize that they have 
fOWld the sole passage to the burial crypt of the Dunlending clan 
that sought safety from the Plague beneath the mountain. The steps 
do connect to the upper Guardian Crypts (#1). This tomb is 
trapped. Removing the stone lid releases a poison gas, pushed out 
by the air pressure orthe chambers below. All who fai l a RR vs 8th 
Ivl poison will fall into a faint that lasts 4-8 hours (everyone within 
an 8 fOOl radius is affected). 
4. Passageway. The side of the wall of the arrow rock formation 
is engraved with five runes which are easily distinguishable from 
the important symbols in points A-H. The runes signify the ~ve 
most important constellations in the sky, according to Dunlendmg 
worship pmctices. 
S. Passageway. The other side of Ihe wall of the arrow rock 
formation is also engraved with five runes. The runes signify the 
five seasons of the Dunlending year. 
6, Cavern, The smell of rotten flesh pemlCatcs the air. Garbage 
strewn all over the rear of this chamber is an indicator of the two 
adult maleStone Trolls !hal dine in this area. There is a chance (0 1-
25) that the pair are in here. If so, adventurers have !he advantage 
of surprise because the Trolls will be eating. If it is daylight 
outside. the Trolls will definitely be in the adjacent cavern (#7), if 
they are not present here. 
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7. Cavern. The two Stone Trolls (Lvi 12, 10; Hits 135, 120; DB 
25, 25-SL/8; DB 145 club. 130 hammer) live in this chamber. 
There can be no surprise by either side if the Trolls are prescnt. If 
il is night outside, there is only a small chance (01-10) that the 
Trolls will be anywhere within the caverns. Located in the north­
east tunnel of the cave is the Trolls' treasure. A steel chest with a 
large lock (-10 to open) holds asilver+ IS dagger, 346 gp, and a bag 
of precious stones worth a total of 2S0gp. (Only if the PCS search 
carefully and specify that they are checking the cracks in the wall 
will they find an Elven blade. wrapped in red cloth. II has no 
scabbard and is a +20 Troll-slaying sword.) 

THE UPPER GUARDIAN CRYPTS 

OF TIfE RU>Du: CA vI'S 

1. Stair. A winding stair descends frum inside the tomb in the 
Riddle Caves (#3) of the entry level. The air is dank and musty. At 
the bottom oftwemy-foursteps, the passage turns left and becomes 
level. The walls aTe smooth, obviously finished with care. 
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2. Stairs. Stairs descend from both sides. while the ceiling is 
consistent across the entire 50 feet. The stairs are broad and 
shallow. The 10 feet between the two facing staircases is a trap 
door. Any weight of70 lbs or more will cause the trap doorto open 
at the center (two halves). Because the tfap door is a smooth 
surface, those people standing on it have no way of escaping a fall. 
The trap is Hard (-10) to detect. The 15 foot fall wil) result in one 
"0" Crush critical. A door leads from the pit into a cavern (#3). 
The door is locked, Very Hard (-20) to open. 
3. Cavern. This cave is the resting place of three Skeletons (Lvi 
2; Hits 2S; ATCh/14; DB: 20; OB: +SS weapon, any Crush critical 
destroys their bone bodies.). They guard the secret door, Hard 
(-10) to find on the far wall. 
4. Passageway. On the other side of a pillar-supported archway is 
the entry hallway 10 a circular room. From the circular room the 
PCs can hear four distinct voices. Three of the voices say the same 
thing. "Through this passage." One ofthe voices is saying. "This 
passage to my right." 
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5. Domed ChDmber. Besides the openinB that the characters 
entered through. there are three other exits from Ihis circular room. 
There is a flame in a pot hanging from the ceiling. 6 feel offofthe 
ground. As a PC faces cllch exit. he or she sees a paiTOr slone li ps 
on rhe wall on the left siue, about waist high. Through each of the 
three ex it.s is visible a mist thick enough to obscure vis ion. The 
slone lips direclly to the right o f the opening that Ihe characters 
entered through arc the ones whispering, "Tlli s passage to my righ,. " 
If the pes follow this advice (going through Sa), They will pass 
through the mist into a room with twO more exits. ffthey choose 
5b or 5c. they wiU pass through the mist inlo a room and see an 
illusion of a continuing passageway in front of them. After five 
seconds. a portcullis falls. trapping the adventurers inside the 
room. The enti re floor then splits. opening like a trap door to drop 
those standing on it 140 feet onto a rock floor in a room the same 
size below. It is an Extremely Hard (· 30) maneuver to leap tlnd 
grab on to the portcullis bars. 
6. C ham ber. Accessed by a stairway (ex'iling from #53). this large 
square room hasoneexit directly across from the entrance. There 
are four pillars. one opening onto 3 secret spiml s tair and passage. 

The Riddle Cm'es 

Hard (. 10) to find. The sideof lhe room holds acolonaded balcony 
(30 feel up). There is a statue of a Dunlending bowman on the 
balcony. He is aiming a crossbow . He will fire once a round with 
a +55 OB. He will not stop fi ring until he is broken (with whatever 
it takes to break a statue) or the PCs are no longer within the room. 
He does not move. but his bolts strike randomly. even though the 
bowman does not aim. 
7. Cell . This room is empty. Rubble blocks the exiling passages. 
There is no way to clear the cave in. The stair leads to the balcony 
(of room #6). 
8. C hamber. Stairs descend (to room HID). 
9. Hall. This long hall has an altar at one end , and a black and red 
marbled curtain hanging on the wall beh ind it. As the PCs enter the 
wider section, five Specters fly out of the stone altar and swarm in 
the ai r. auacki ng the adventurers with passing electric shocks. (Lvi 
4; Hits 50; AT Noll; DB: 70; OB: +85 electric shock that drains 1 
Const itution point. as well as an automatic 5 ilits - no cri ticals or 
varied damage.) Every time a Specter drains a Constitution point 
from any PC. it automatically regains its own total hits. The 
Specters can only be struck with magic or mithril weapons. 



Tlu; Pull! OjRiddkl' 

If the SpeCiers are killed. all ConsTitution poims can be recov­
ered by touching the altar. A chalice i5 011 the altar. It has one 
swallow of liquid in it. A person who drinks this is invulner<lble 
to any allad . no mailer what level. for24 hours- although no one 
know$lhis, nor will the indi vidual bcawarcofachange in his body. 
The chalice refills instantly. but if the swallow of liquid is ever 
spilled. The cha lice breaks. Thus taking the chalice is worth a try. 
but there is the risk that it may be spilled in ITavel or bailie or simply 
by l!ccident. 
10. Chamber. Accessed by Ihe stairs (#8) or The secret passage 
(#6), this room has three wells in it. Each well has a ladder leadi ng 
down. Thesides of the well arc very smooth and slippery . In IWO 
of them (# lOa and # 1 Ob). :my pressure over 40 pounds will trigger 
tTap doors that open up onto spikes 10 feet below. The victim will 
suffer 4 "E" Puncture criticals . The third well (# IOc) is the correct 
one to choose. The secret door al its bottom is Medium (+0) 10 

detect and unlock. The pllssage beyond the secreT door !cllds \0 

more cavcs below. 

TUE LOWER GUARDIAI'< CRYPTS 
OF THE RllllIl.t: C ,\v.:s 

II. Chasm. The bridgethatcrossesthechasm isonly wide enough 
for single tile . It is arched and 80 fcet tong. In the middle, there 
is a Mensharag (LvIS: Hils 80: ATChJl6; DB: +30; only mithril 
or magic weapons affect it: OB: +60LCI/SOLBa}40MBi). It seems 
10 be a lone block of stone at first glance. Whcn alerted by the 
presence of an intruder. the creature uncoils into it~ true fonn: 11 

large. heavy-setlizard-be,lsL It call move rapidly. climb walls. and 
attack with its claws. Teeth. and prehensile tail. If it is destroyed. 
iT will reform ovcr rhe course of 20 years. The stone lizard will 
altempt to knock bridge-walkers off the span 10 their deaths. 
12. Willcl' CaveI'll. Til", pool is hOlne to a slllilll Wutcher in the 
Water(Lvl 18: Hits 240: AT No}l: DB: +40: fire anacksdo double 
damage: 08: ISOL8a/120LGr/180MBi; a "C" critical or higher 
with the grapple all<lck means that the Walcher pulls the PC under 
water). The Watcher guards a secret door. Hard (- 10) TO find. 
l3. Crypts. Five Dunnish Barrow Wights haunt the passages 
adjacent 10 fheirerypts. (Lv i 10. Hits 135: AT No}l: 013: +45: OB: 
8SwenOLBu: only hanncd by enchanted weapons or magic) llle 
Undead will fry to trap any imTudcrs who pass through either the 
cavern tunnels orthcslraight passagc(;onnecting 10 them. lllCY are 
slow and can be OUTrun if there i$ an opening for eseape. Out of 
sight is out of mind with these Undead warriors. 
14. C hamber. The roorn is cmpty. A passageway On iLSeaSt wall 
leads to a secret door (thm opens imo room #16). If The PC" rest 
in here for longer than three houTS. lhe chance that a wandering 
denizen of the C;lves wil l encounter them incrcases (from 0 1-15 10 

01-30). 
15. Chamber. A secret door in the wall , Mcdiulll (+0) to find, 
leads from Ihe main staircase down into this room. The chamber 
is a ~afe place to rest for an undetemlined pcriod oftinte:. The: walls 
of the main staircase are sculptured with protruding faces. There 
are hundreds of faces. Onc of tile faces oller the secret door is 
inverted. Anyone who putS his face in the mold to view through 
lhe eye." will Hce a vision or a passage lhat exits the room and 
deli vcrs advent urer.; sa rely On the other side of the Mendaen guards 
(i n #17) . 
16. C hamber. The secret door is Hard (- 10) to find from inside the 
room. In il.thereare the skeletal remains of several bodies. Little 
do the playcr:; know that this chamber is where the Mendaen (at the 
Portal. #17) dump their victim's corpses. There is only one piece 
of valuable equipment - a +IS breastplate. Everylhing else is 
bent. dented. and useless. 

" 
17. Poria I. Two Mcndacn (Lvi 10; Il iis ISO; ATCh}16; DB: +20; 
OB: 80MOr/120LCr) will try and keep adventurers from continu­
ing on their way down the hallway. Mendaen initially appcarlO be 
rough pillars of stone. When activated by the presence of an 
intruder, they become the lall forllls of Men. Mendaen attack with 
their massive. hammer-like hands. clutching and gmsping their 
foe ~. I f"ki lied." they wllapsc into piles of rubble from which they 
refoml (if lefT undisturbed) in 20 years. 
18. Passageway. Engraved in the arch over the passage is the 
inscription: "Twenty-fi ve miles along thc proper path will bring 
you to the Temple of Tughaib na Bhainnan. Choose carefully 
when you arc put to lhe test. les l you wander without hope in the 
Under-deeps." The inscription is wrinen in Dunacl , and cannot be 
deciphered unless someone has knowledge of lhe langllage. 

5.32 THE PATH OF RIDDLES 
Thereare five locations along the main path at which adventurers 

must read il riddle inscription (in West ron) and choose lhe corree! 
way 10 continue. These riddles are detailed below. 

The parh is I wenty-five miles long (starling at the archway. # 18. 
in the lower Guardian Cryptsoflhe Riddle Caves). with many side 
pa~sage~ leading from it inlo the Under-deep~. The main route is 
easy to follow. since lhe s ide tunnels possess all the irregularities 
of Iwtural caverns, while the Path of Riddles is ~mClOth and regular. 
The only ambiguities lie at the locadons of lhe riddles. If the PCs 
ehoo~e 10 or arc forced to !cave the palh, lhe chances of becoming 
10~1 increase dramaticaJ!y. (implcmcnt the system dctailed in 
Section 6.3 for randomly generating the cavenlS and pa~~age~ of 
lhe Under-deeps.) 

CflNr)U(Tr;\'(; TI{,Wt:L AI.I)"(; 1'H~: P ,\TH 

STrange creaTU res wander t he Under -deeps. ~ nd a few occasiorw 11y 
stray frolll the mountain dCPlhs Onlo the Riddle Path. The OM 
should roll percentile dice once every mile if the PCs are on the 
main path. A 1'011 of 85 or highcr means there is an encounter. 
When an encolinterocCllrs. the GM ~hou ld roll againlOdetemline 
whethcr it is a random creature without a lair or one posse~sing a 
dwelling that can be pinpointed and destroyed . A roll of 75 or 
higher means it is a c rcature that d()c~ possess a lair. and a roll on 
the Laired Creature Chart (Section 6.3) is Ilecessal)' to detennine 
which one. A roll lOwer than 75 means that the GM should roll 
once on the Wandering Creature Chart (Section 6.3) to detennille 
the creature encountered. The chart helow sU lTlmari7.e~ the pro· 
cedure for encounters on lhe Path of Riddles. 

ENCOUNTERS ON THE PATH OF RIDDLES 
- Rollon 1- 100 scale 

1-84 = no encounter 
85-00 = an encounter 

-If there is an enCOunter. roll again on 1-100 scale 
1-74 = a wandering creature and a roll on that ch'lrt 
75 · 100 = a laired creature and a roll on that chart 

Encounters with wandering creaturcs in the Under-deeps are 
detcrmined us ing The same method. exceptlhat <In initial encounter 
roll i~ made once for every 6 random maps thaI the PCs travel 
through. Layouts for the specific lairs of creatures that possess 
tbeni arc located in Se<.:lion 6.3. 

If the PCs leave the Riddle Path. they will become lost in The 
Under-deeps quite quickly. unless they map lhe tUllnels they 
follow. TheGM must keep track oflhe order of the random maps 
lhal <Ire used (ex<lmplc: a map can be docurncnted- . A' serie~, 
number of map. North side, exit 'b'). 
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If the pes do become lost, the OM should roll once every 10 
random maps. A 95 or higher on the I ~ 1 00 scale means that the 
adventurers will come to a familiar place or an exit. Another roll 
should be made todetennine when this will happen. On the \-100 
scale, rol l the die, and that number is the numbcr of random maps 
thallhe party must travel through in order to find the indicated exit 
or familiar place. 

Elapsed time on the Path of Riddles is easy to monitor. It takes 
one hour to travel one mile. In the Under-deeps system. each 
random map. if there is no encounter. takes 10 minutes to nav igate. 

THt: FIRST Rumu; 
From the entry room (# I), the only exits, other than the doorway 

through which the pes arrived, arc the two passages that lead 
through two arched openings. All walls in tilt: elltry roum are sulid. 
The riddle is inscribed 011 the wall between the arched openings. It 
reads: 

"Which olle is the passage? 
Behind this wall. 
That is the route? 
Lies, literally. slraightfOlward. 
Ollly the fool will choose 
The ways Ihat mirror." 

lbe second and fourth lines are the most important. " Behind this 
wall I Lies. literally, straight fo rward," refers to the passage Ihat 
continues behind the secret door that is behind the wall bearing the 
inscription. The ftnalline refers to Ihe fact that the false passages 
are mirror images of one another. 

The secret door (#2) is Extremely Hard (-30) \0 find and open. 
If the pes are searching for it because of a hunch inspired by the 
riddle, then it is Light (+10) to find and open. 

The Path O/Riddles 

TIle two passages (#3a. #3b) are the visible lures. If so much as 
40 pounds pressure is placed on a ten foot area that is located 60 feet 
down either passage. a lOx lOx 10foot stone cube will fall from the 
ceiling and block the way back to the room or the riddle. It will fill 
the space that is from 40 to 50 feet down from the passage's 
beginning (which is next 10 the secret door). Anyone in this space 
is killed instantly, unless they make a moving maneuver that is 
Sheer Folly (-50) with 100% success. The trap is Sheer Folly (-50) 
to detect. Survivors on the wrong side are lost, and must continue 
forward into the Under-deeps. 

T ilE SECOND RIDDLE 

Upon entering a large cavern, the PCs find themselves on arock 
peninsula with a stone tablet in the middle of it. On the tablet is an 
inscription reading, "The bridge is the way, if you dotl' t wallllO gel 
wet." Three bridges lead over the water, 45 feet , to cave openings 
in the oppos ite walls. (These bridges are marked by the numbers 
1-3.) A founh cave opening appears to have no bridge to it. 

The three visible bridges are illusions. TIley do not exist. (A RR 
vs a 10th Ivl Illusion at -50 will allow a PC to see the illusory 
bridges for what they are.) An incautious person might take one 
step and fall into the dark liquid and be dragged under the surface 
by a Watcher in the Water (Lvi 18, HiLS 240. AT RL/II ; DB: +40; 
DB: 140HGr/140HPi). The Watcher will try to drown the victim. 

An invisible bridge leads to the fourth cave opening. It cannot 
be detected save by a spell or by touch. The Watcher will try to pick 
off those crossing the bridge with its tentacles. If anyone should 
make it to any of the other cave openings besides the one with the 
invisible bridge, the passages are trapped exactly like the passages 
in the First Riddle (#3a and #3b). 
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THE THIRD RIDDLE 

The Path of Riddles appears to dead end in a square room. The 
inscript ion on the far wall reads: 

"Because I have written here, 
You know you go the right way. 
Do not/ear a dead end. 
For it is merely the concealment a/sight. 
The unseen numhe/' is the number of this riddle, 
There are three secret doors (th is is riddle number three as the 

second to lastl.ine suggests). They are all Light (+10) to find and 
open, The passage to the right is the correct passage to follow 
("You know you go the right way"). The passages to the left and 
straight ahead are trapped exactly like the passages in the First 
Riddle (#3a and #3b). 

THE FOURTH RIDDLE 

The PCs will come to a hole, three feet in diameter. in the 
passage, which has a ladder going down through it. An arrow on 
the wall beside the hole points down. The ladder ends after a 50-
foot descent. The adventurers must drop eight more feet to a floor 
below them. Four staircases descend from there, one in each 
direction. At the top of the ladder. an inscription on the floor reads: 

"Sixty steps down in each direction 
at the bottom of lhe ladder lie. 
Choose the one that must be the truth." 
The north, west, and east passages all have 60 steps. Thus they 

"lie" (they deceive) and are the false ways. The south passage has 
61 steps (which satisfies the riddle which claims that there are 60 
sleps in each direction). The south passage is the correct passage. 
The other three passages are trapped exactly like the passages in 
Ihe First Riddle (#3a and #3b). 

Tm: LAST RIDIJLE 

Two pillars stand at the bottom of a staircase. The left wall 
beyond the left pillar is slanted. It has an inscription: 

"Down, down, down to fhe right is fhe hole 
about which the .nainvell willds. 
How far down. only I know; it delivers you 
to the root of the mOllntaill. 
Heed these words,jor (hey are the way, 
though the wall alld rhe stair may betray." 
The slanted wall is a secret door, Extremely Hard (-30) to detect. 

Behind it lies the correct passage. It leads to the back of the statue 
(#7a on Level Two) oflhe Ghost-caves. Thus Ihe wall "betrays." 
The stairs are a trap - they betray also. When un adventurer 
travels down the stairs one complete revolution, the treads all tilt 
down so thaI a flush marble surface will transport all those on the 
stair to a cave many miles down in the Under-deeps of this 
particular mountain. The walls are smooth . There is a chance, 
Sheer Folly (-50), of stopping oneself on the slide. 

To entice the characters 10 go down the stairs. there is an 
illusionary cave opening with light inside of it three revolutions 
down. 
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5.33 THE GHOST-CAVES 
A clearing at Ihe edge afthe woods reveals a clifffacc at the fool 

of the mountains. Broad, but steep. sleps ascend to a pair of 
openings in the bluff. Foursquarecolumns flank the stepson either 
side. Their surfaces are severely eroded, but still hold the faim 
tracel)' of carving. Moss grows in the many crevices in the stone. 
Two Mensharag. large stone lizards that resemble inanimate 
boulders umil an intruder approaches, stand guard on the steps. 

The twin openings at the top of the stairs have corbeled, 
triangular arches. Ferns have taken root in the cracks between the 
massive granite blocks. This is the front entrance to the Ghost­
caves or the Troib na Bhainnan. If the adventurers are wise. they 
will not approach Tughaib's stronghold from the vales below it. 
The Path of Riddle~, entering the caverns secretly from the 
Underdeeps, is the subtler route. 

LEVEL ONE 

I. Cavern. In add ition to the paired entrances from the outside, 
three passages lead from this cave. The one to the right winds down 
two staircafiCs. The ceiling is seven fee t high. The opening 10 the 
left leads to a side chamber with a spherical ceiling. in it there is 
a tomb. Thccrypt holds thecorpseofDam<lh. (See theappropriatc 
table in Section 7.0 for the stats of the waking dead.) 
2. Crypt. A steel door. locked (-10), opens into a large naturally 
vaulted chamber. The tombs of Skrag, Mogtu], and Bargur arc 
located in bere, along with two open graves. There is one exit in 
the far wall. 
3, Crypt. This larger chamber holds 5 open graves as well as the 
crypts holding Ihecorpses of the Hill Giants Fromand Frem. Stairs 
lead up a passage at The back of the cavern. 

The Ghosr·C(Il·es 

4. Crypt, The niche in this passage holds Genaibha's tomb. Two 
steel doors open onto the wider portion of the passage. 
5. Crypt. TIle tomb of Nunaib. 
6. Crypt. The tombs of KorL.h and Logaz. 
7, Crypt. Allhe 101' of the stairs rests the tomb of Athair. 
8. Crypt. The tomb of Acair. 
9, Cavern, At the bottom of the small, clear, deep pool lies an open 
chest containing 454 gp and 119. A Samumen, an aggressive 
freshwater eel, guards the chest (LvI 7; Hits 2[0; AT RL/[2; DB: 
+40; OB: 75MBi/90LBa/75LCr). 
10. Crypt. Thc 10mb of Bruad. 
11. Crypt, The tomb of Arlenui. The pa.~sagc leads into the Under­
deeps. There is a random possibility that this passage will 
eventual ly connect to the passage that leads from another cavern 
(#23) in the Ghost-caves. 
12. Cavcrn. This forked c11amber has a secret door, Hard (-10) 10 
find, located on the right wall. 
13, Cavern. This huge chmnbcr has four passages !eading from il 
and two stairways going down. There are also two open graves. 
14. Crypt. TIle tombs of Seinadair, CU, Mach, and Broc. 
IS, Crypt. Two open graves occupy Ihis nook. 
16. Crypt. Eleven open graves pock the floor of this echoing 
cavern. 
17. Crypt . The tombs of Naim and Leanan are in this chamber. 
There are also IWO open graves. A waterfall feeds the pool in Ihe 
comer. The Samumen from the adjacent cavern (#9) can travel 
back and forth through the waterfall . 
18, Chasm. A stairway descends into the abyss. After 44 steps, 
it stops at a straight bridge which crosses the rest of the chasm to 
a cave opening. Sitting on the bridge is a Mcnsharag (LvI 5; Hits 
80; AT Ch/16; DB: 30; OB: 60LCV50LBa/40MBi only mithriJ or 
magic weapons affect it). It williry to stop all those trying to pass 
who are nol Undead, except for Tughaib, her four acolytes, and 
Jeroibha the spy, 
19, Crypt. Th is little niche holds the the tomb ofVorazg and one 
open grave. 
20, Cavern, Eight pillars fonn a corridor through this chamber. 
The passage to the left has a red glow coming from the bottom of 
the stairs, which lead 10 the Sacrificial Cavern (#1 of Level Two). 
The passages straight and to the right are silent and dark. 
21. Passage. The passage bends to the right and goes up a flight 
of stairs. Straight ahead is a secret door, Extremely Hard (-30) to 
find, which leads to the stairs (#26) that descend to the shaman 's 
private quarters. 
22. Trap. A lOx I 0 foot area in the middle of the passage is trapped. 
50lbs pressure placed in Ihe middle of the trap releases darts from 
the ceiling. All underneath receive six +60 dart attacks. A cri tical 
delivers an eighth level poison that paralyzes for2 hours to all tbose 
who fail a RR (one roll for all attacks combined). 
23, Treasury. Two Watchers in Stone guard the entrances into the 
Treasury. They resemble Dun[ending Warriors with the head of an 
eagle. Only Tughaib herself and her Undead minions may pass 
before Ihe gaze of the eagle eyes without setting off an alann . Any 
other intruder witl came them toopen their stone beaks and scream 
like eagles~ a scream that will awaken al l Undead in the Ghosl­
ctlves. If this occurs, all the walking dead rhat have not been 
destToyed will st3l1 walking towards the treasury . Those buried in 
the nearest tombs will arrive in 3 rounds. while those of the farther 
LOmbs may require 25 rounds. The corpses witl attempt to 
apprehend intruders for sacrifice. 
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The gaze of the Watchers can be detected. In other words, 
adventurers will know that they are pan of some type of alarm 
system. Destroyingoneor both o f the Watchers will cause only the 
corpses of Eun and Runzh (#25 and #24) to come fonh and do 
banle, assuming the Watchers did not scream first. Also, Tughaib 
will know ifher spell on the Watchers has been destroyed, and she 
will arrive by means of the secret door, Extremely l-lard (~30) to 
find, with her Dunlending Wights in 7 rounds. 

Also located in this huge chamber are three doors. The one on 
the east wall leads to the Under-deeps. It is locked very hard (~20) 
to open. The other two doors (to more tombs) ,Ire unlocked. 
23a. Niche. This cave is filled with all looted coins and jewelry: 
687 mp, 3,570 gp, 14,000 sp. 44 pieces of jewelry wonh 150 gp 
each, 230 loose gems worth 50gp each. 
23b, Niche. This cave is filled wilh annor, weapons, and gear: at 
least ten +10 items, alleast six + 15 items, atlC<ls t four +20 items. 
and two +25 items. Among the notable items is a +30 sword named 
Gunrar which dismembers, on an "E" crilical. that part of the body 
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which the wielder attacks. It is the dirtiest sword in the pile, and 
will only be noticeable if someone is looking for the dirtiest or 
ugliest weapon. There is :llso a gauntlet which when placed on the 
hand enables the wearer todeliver2x the nonnal damage with his 
weapon. Wrapped in silk cloth is asmalJ breast plate which is only 
large enough tocoverthe hean when WOnl. yet it protects theentire 
body as if the wearer was wearing chain mai l armor. 
23c. Niche. This cave appears to be empty. Walk.ing into it 
te[eports the adventurer back to oneofthe tombs located elsewhere 
in the caverns. Roll a die 10 detennine which one. 
24. Crypt. This chamber holds the tomb of Runzh. 
25. Crypt. This chamber holds the tomb of E Ull. 

26. Stairs. The passage descends into Tughaib's private caves. 
27. Ledge. There is a huge bronze gong on this ledge in tile chasm. 
Upon command, one of Tughaib's acolytes will bang the gong. 
summoni ng all the walking dead, Dunlending Wights, and the 
ghouls to the Sacrifici,ll Cavern (#1 on Level Two). 
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LEVEL Two 
1. Sacrificial Cavern. Thi s huge cave ha~ two lines of seven 
pillars with burning ground torches placed in the middle of them 
to form a third line. A dais on the north wall elevates a blood 
stained altar (#X). A deep purple curtain hangs behind the ahar. On 
the west wall sits a huge statue with itS anns extending aruund a 
pool of li4Uid fire (#7 and #7a) . A giant cye dcform~ the statue's 
forehead. All the inhabitants of the Ghost-caves a~~cmblc hcrc 
during sacrifice~ . The ritual sUlTounding such events is summed 
up in the description of the altar (#8). 
2. Cell. A Dunni sh woman named Fema (Lvi 4; Hits 46; AT Nol 
I: DB: 20: OB: +3Oda) lies unclothed in a pile of straw within this 
locked chamber. The lock is Hard (-10) to open. Fcrna is l.wcntY­
four years of age. She has been drugged. thus appearing slothful 
and easily inllucnced . 
3. Cell. Ifl shel wm, successfully rescued (Section 4.0). this cell is 
empty. Otherwise, [shel. Borkul's daughter, lies unconscious on 
a pile of straw here. She is drugged and has taken 20 hits of 
damage. 
4. Cell. 11' Borar was successful ly rescued (Sect ion 4.0). this cel[ 
is empty. Orherwise, Borar. the eight-year-old son of Borkul. 
shiver~ in one corner of the chamber. 
5. Cell. A thirty-four year old Dunlcnding, Rai fel (Lvi: 3: H its:38: 
AT No/I; DB: 15; OB: +45da). huddles naked and haU-beatcn in 
a corner. He has taken 36 hits. He i~ aimosl unconscious. 
6. Cell. Another Dun lending. Tulaiben (Lvi 7; Hits 68: DB: 2(): 
OB: +50wc), lies unclothed in this chamber. He is drugged with 
the same hcrb that rnuddie~ Ferna's sen~es. 
7. Statue. This fat, earth-mother statue is founeen feet high . It·~ 

fo rehead is ;] huge eye. made OUI of 230 red gems. e<lch worth 40 
gpo The fire pool is a gift from the Dark Lord. crafted by hi s 
minions, the Dwarves of the Ered Angurath - il is molten lav;l 
which because or a powerful spell will never cool. 
7a. The right arm of the statue can be pulled forward (or pushed 
from behind in the passage) to Open l! hole, thrce reet in diameter, 
that leads to The the Path of Riddles. The secret hole is Extremely 
Hard (-30) to lind rrom bOTh direction~. From the back. inside the 
passage. the adventurer is aware that the figure blocking the 
passage is a huge. smooth statue. 
8. Altar. Thc!lllilr i~ stained with blood. When all arc present lor 
a sacrifice. Tughaib will order a ghoul 10 fetch one of the human 
captives from the adjacent cells. The ghoul will drag the victim to 
the pool of water ,lIld wash him or her before chaining the 
individulli to the altar. face up. All the while, there is a ghostly 
chant: "To become one of us, lose your soul. to become one of us, 
lose your soul. ctc." Tughaih wil! kil! the human with a thorn 
dagger. and her acolytes will mumur: "Death is spirit-bliss, spirit­
bl iss, spi rit-bliss." As Tughaibchams and waves herstaffGhostbane 
over the newty dead body. the corpse holds its hands up to have The 
manacles removed. Then the shaman m.:companies the wllking 
dead to Ihe Treasury to outfit it with weapons lind armor. The 
whole process take.~ one half hour. Soon the new Undead wi ll go 
un a raid 10 bring back morehumans 10 lIdd to Tughaib's minions. 
9. Storeroom. nle chamber is packed with food. mead. linen. 
leather, and herbs. There are extra robes and gowns for both the 
shamlln and her acolytes. One comer holds a jar of Acaana (II 
doses). which Tughaib uses on the blilde of the sacrificial dagger. 
There is a secre1 door, Very Hard (-20) to iind.located on the far 
ellSl wall. 

10. Crypt. Thiscave holds five Barrow Wights: Roighen, Monaim. 
Obhel. Skain.and Tumaibha. (See the appropriate tab!c in Section 
7.0 for the stats of the Barrow Wights.) The secret door is Very 
I'lard (-20) to tine!. The two doors are steel and are locked (Very 
Hard, -20). The door un the right !cads to the Under-deeps. 
II. Crypt. Three Barrow Wights haunt this cavern. They were 
once Bhenaim. Aghoin. and Caima. 
12. Crypt. Eight Barrow Wights roam th is cavern. In life, their 
names were Feghail. Gal50im. Coiren. Loghar. Noma. Railec. 
Venaib. and Yoinen. 
13. Antechamher. Within thischnl11bcrthere sits oneofTughnib 's 
acolytes: Bernla (LvI 5: HilS 45; AT No/I: DB: 50: OB: spells, 15 
PP, knows 5 Closed Channeling lists). Befma wears a scarlet robe 
(-25 to DB). If there is a sacrifice. he is lit the altar. Otherwise. he 
sits at the desk. copying 1he chanl~ of Tughaib inTO a leather-bound 
book . The book is worthless to those who do not participate in 
Tughaib's cult . A rope dangles from a bell next to the desk. If 
anyone should gel past Ihe Barrow Wights without alerting the 
emirecomplcx, Benna will yank the bell rope toa1cn Tughaib. He 
willthcn try to stall rhe immders by talking to them. 

On one wall, there is a shelf of already copied manuscripts which 
are also useful only to Tughaib's followers. A scnrlet tapestry 
hangs from wall to wall and ceil ing to noor behind Benna' s desk . 
There is a slit in the middle. It separates Tugh3ib's personal 
quarters frOI11 the acolyte guard. 
14. Chamber of thc Shaman. Not very lavishly furni shed. this 
rOOI11 simply contains a bed and a wardrobe. with in which there are 
underganm::nts and plain beigc robes. Tughaibdoes not sleep. but 
rather naps at odd and inconsistent times. Thus there is always a 
chance (01-15) that ~he is in her room. If not , she is in her study 
(II 17). unkss Ihere is a sacrifice. Then she is at the altar. The secret 
door is Extremely Hard (-30) to find . IfTughaib is encountered 
(see rhe Nrc Table fordetniled statistics). she will use the spell RM 
Calm Spirits Shollt a/Calming . All targets within 50' must resist 
or they will take no aggressive (offensive) action. and wi1l tight 
only if attacked . Then she will summon her Wighls with Ghostbane. 
She may also use the spell RM Light 's Way SIwek Boll. A bolt of 
intense. charged light is shot from the shaman 's palm: results arc 
detennincd on the RM Shock Bolt AttackTableortheMERP Bolt 
Spells Attack Table 
15. Acolytc's Cham ber. The door to thi s room is locked. Hard 
(- 10) to open. This is the acolyte Kuma's chamber. She is in here 
if there is no ~acrifice (Lv i 6: Hits 55: AT No/2: DB: +55, OB: 
spells. 36 PP. she knows 5 Evil Cleric Base Spell lists and I Open 
Chmmeling list). She wears a forest green robe (-2510 DB) and a 
ring. x2 power point multiplier. She also wields a wund of Shock 
Boll:} . 

The room has a bed. a desk, a wardrobe. and a chest under the 
desk. The ehest is Hard (-1 0) 10 open. [n it, there are two scrolls, 
one of Repel Ulldead XII. which causes up to 5 Undead to necor 
disintegrate, and one of Flame Strike. which upon re~ding it calls 
a tlame frolll the air TO sfrike one target of reader's choice. It does 
4 hE" Hell! criticals. nlere are also 133 gp in the chest. 

The secret dOOr is Extremely Hard (-30) to find. and it leads to 
the Under-deeps. Tughaib and the acolytes know of a way Ollt of 
The cavems through this Under-deep passage. [t serves as an 
escape route, in addition to the r,lIh of Riddles. 



16. Acolyte's Chamber. The other two <1colytes live ill this 
chamber, and are present unless there is a sacrifice or if they have 
gone marauding with the Undead (0 1-10), Easgarl (Lvi 8, Hits 66, 
AT Noll: DB: 60; OB: spells. 48 PP. knows 5 Evil Cleric Base 
Spell lislS, and 3 Opcn Channeling IisIS) wears a rOyal blue rohe 
(-25 to DB ) and uses a wand of Cold Balls \0 aHack. He wears a 
braided leather waist-rope which i;; a x.2 power point mulliplicr. 
Seinacaid (Lvi 4: HilS 36: AT Noll; DB: 40: OB: +75 dagger. 
spells . 12 PP, knows 4 Opcn Channeling lists) wears a yel low cloak 
(-25 to 013) over rust-colored robes. Her dagger is + I () of Human­
slaying on any critical. 

There are more books in this room. Seinacaid often rests on the 
bed meditating, and Easgan sits at his desk studying. Easgan is 
quick with his wand. 

In the bouom of the wardrobe, there is a chest that is 10r:ked, 
I'lard (- 10) to open . It contains 64 mp and 340 gpo Also, there is 
a ruby pendant that protects the wearer from all heat criticals. 
Neither of the acolytes Wel!rS it because it functions only for 
warriors. The pendant is very dainty. 
17. Study. The secrctdoor i~ Hard (-IO)to find and open . Tughaib 
keeps her most personal belongings in the study. There are books 
about Eribhen' s history and her alliance with Ulf Dilan, and their 
ri se and fall of power. Tughaib kceps a diary telling ofhcr hatefor 
men who try to seduce her and how she enjoys isolation from 
civilization. There is lillie of va lue. for it is all memorabilia, 
priceless to only Tughaib. However, the individual who has the 
patience to read these books will leaOl Tughaib's purpose in 
creating the Ghost-caves . She is serving the Dark Lord. lind is 
under his orders. (If the scenario is played after his destruction, at 

the end of the Third Age, she serves Sauron's memory.) 
18. Passage. Thi~ path lead~ to theoppo~ite s ide of the secret door 
in the Last Riddle on the Path of Riddles. 

5.4 THE TASK 
The adventurers must solve the mystery of the Riddle Cuves. 

travel along the Path of Riddles . solving its puzzles . and arrive at 
the back of the Ghost-caves on the southern side of the moullttlill 
spur. Having braved the perils oflhe Under-deeps, the PCs must 
then assassinate Tughaib nl! Bhainnan or steal her staff, or bolh, 
and escape. 

Rescu ing Ihe captives and grabbing sOl11e loot arc secondary 
objectives. The race to the entrance or the caves after the theft of 
Ghostbanc should prove suffici en tly Challenging of itself. 111e 
Wights, wal king dead. and the ghouls will prove hostile foes even 
wilhout the conslra il11 imposed on them by the shaman, 

STARTING TH~: PI.AYERS 

Oravarri has made an offer of 500 gold pieces ulong with fine 
goods from Greater Harad in exchange for proof that Tughaib is 
dead, or that her staff Ghostbane has been destroyed or stolen . He 
needs to resume his tmding operation before he default~ on his 
deals with other merchants and loses everything. Stopping the 
Undead minions ofTughaib na Bhainnan will solve his problems. 
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Oravarri is very delennined, and his offer is clcarcul. There are 
no eutches. He wants the shaman dead. There arc two Dunmen 
who are willing to offer their help to Ihis end. Scammar is eager 
to help adventurers find their way to the Riddle Caves. Jeroibha is 
almost oflCnsivc. with his insistence on joining the PCs (don't 
forget he is a spy). 

Ams 
Seammar offers his guidance to the Riddle Caves. If advcntur­

ersspcnd time t<llking to other people in locill plilces of gathering, 
the GM may choose to offer the PCs rumors or legends from the 
table in Section 7.n. A man named Calmuad [see Section 6.0) 
knows something about the mystery. 

OIlS"["M.:t.ES 
The adventuers musl firs t gather correct infommtion, which 

111<1y be tricky if they say the wrong things to the wrong people. 
Once the PCs avoid or defeat Jeroibha. a wily foe. :md reach the 
Riddle ClIves. they must solve the puzzle 10 find Ihe passage under 
the mOllntain spu r. The inhabitants of the Guardian Crypts provide 
additional challenges. Five riddles provide obscure clues 10 those 
on the path 10 the Troib na Bhainnan. Finally, adventurers must 
deal with the Undead host within the Ghost-cave.~. and Slay the 
shaman, either recovering or destroying the staff. If the PCs 
happen to be presen t at the gathering in the sacri ficial chamber, 
they may encounter another problem: the possibility of being 
killed and animated as one of the waking dead. Finally. the PCs 
must escape, most likely carrying the weak fonner captives . 
Pursuit i ~ probable, depending on whether it is day or nightoutside 
the caverns. 

Rt;w,uws 
Oravani's 500 gold piece offer is somewhat insubstantial whcn 

one considers the heroic statLl~ the adventurer~ wil t ilIt:tin if the 
mission is accomplished. The PCs will find all things provided for 
them. if they desire, in Dnighen, for a.~ 1I)ng as they would like to 
stay. The va~t stolen booty piles that are in the Treasury of the 
Ghosi-caves should provide a more'ponable reward. 

5.5 ENCOUNTERS 
Whether the adventurers chose Scam mar or Jeroibha as their 

guide, their first encounter willlikC!y be wilh Jeroibha. He will 
ambush the group if they travel with Scammar. If the spy guides 
the group. h<.! will take them by such a round-about route that Ihey 
must camp one night before reaching the Riddle Caves the next 
morning. He will attempt to murderevcryon<.! in their sleep when 
it is his tum to stand watch. 

The terrail! of Dunfearan is rugged, and there arc ~everill beasts 
roaming the hills that are quite dangerous. Onceinsidethecllverns, 
the adventurers are no safer. A different crop of dcni zcn)(, equally 
fomlidable. wlInder the passages under the mountains. (Usc the 
appropriate tables in Section 7.0.) 

If it is night when the group reaches the Ghost-caves, there is a 
chance (0 1-40) that the Undead arc out on a foray. wh ich means 
that the shaman is with them. controlling them with her staff. This 
could mean the party must track heroUlsidc and destroy her before 
she commands her anny to do any damage. 
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6.0 INTRIGUE IN THE 
UNDER-DEEPS 

Catacombing through the roots of the Misty Mountains, a vast 
system of caves and chasms imerlace, constituting a significant 
part of the legendary Under-deeps of Endor. There are many tales 
about the underground realm. yet few adventurers have actually 
explored its shadowed reltehes. What siories are really true? 

Legends speak of hoarded and forgotten wealth. BUI rumors tell 
of creatures thaI make Orcs seem like house pelS. And many say 
that even the Dark Lord does not dare 10 fully investigalc the 
subterranean world. 

" There are strollge Ihillg.f lil';"8 ;"Ihe pools alld lakes ill the 
hearts oj mou/lfaills: fish ",hose fathers swam ill. goodlless 
only know.f how mally )'ear.~a8n. and nCI'er ~wam omagoill, 
....,hile Iheir eyes gl'('w bixger alld bigger alld bigger from 
trying to see;n the hlockne.u; 01.1'0 rhere are other fhillgs 
more slimy thallfish. Erell ill rhe tlllllleiS alld caves the 
goblins have made forthemsell'es there ore otlier thillgs 
living ul1beknown to them 111m IUII'e sneaked ill from 
o/lfside f() lie lip inlhe dark. Some ofll/ese caves. roo, 
go hack il/ their begillnings to ages before fhe goblills, 
who only widened Ihem alld joined them lip wilh 
pas.W1ge.f. alld rhe original owners art' still there in 
odd l;omers, slinking and nosing abmlf.·· 

6.1 THE W ORDS OF 
MOCTALLAN 

- The Hobbit , pp. 78-9 

In the Troighef (W. ''Toasling-haJ r ') of Daighen. Moctallan 
often holds an audience spellbound by his stories. One evening. 
after the terrible Undead hosl of Tughaib has been deslroyed. a 
Dunnish lad asks the big man about Caves. The storyteller settles 
a little more firm ly on his stool before he begins. 

··Care.f. ballllillR. Yes. yes. I" IIlell )"011 a Slory abolll some­
Ihil1g more aSl0lli.l"IIil18 rhall Ihi' shallow e/"alll/ies )'0/1 lads 
peer illlo whenlhe 51/11 shilles inlo them. r I'e been wanderillg 
rhese/oOlhills/o!" a IOllg, alld J /IIealllollg. rime. I've seell 
mOllY disappear illto Ihe ear/Ii. ill search of a vasl 1Ie{ ... ,IOrk of 
underground caves alld caverns. chasms alld britlges. and 
chamhers and passap,es. They never came (Jill. 

"1 don't know what theyfaulld. but there's somelhin[? IIndel' 
these maUl/WillS Ihal iSjll.fl wiling my sOIlI. I wish I could go, 
hilt f'm toO old to move as quick as I suspecl i would hal'e ro. 
YOII yOllllg lads. there' .I' crealures )'ou' I'e nerer nen dreamed 
existed. and they' I'l' collected Ireasure.f thar are ..... orrh more 
than mOSI of )'011 lIIercholll' S /orllllles pullogelher. The.fe 
caves, they're t'alled the Under-lleeps. alld they' II straighten 
yOllr hair 0111 for sure 01/ the firsl .fet of steps yO/I descelld. 
Pitt'h black - tl't:"ll lorchlight .nif/oclltes - weird sOllllds. 
SI/'ange smells. low ailillRs alld bouomless cracks. And 
tllere's mOil/ems when ),011 kilO\!' the elllire mOllll/ain i.~ abo\'e 
YOII. alld YOllfeel so plilly ill yOllr Ifule catacomb with your 
sword. /' II tell YOII, thollgll, there ClIlI ' t be allY feeling more 
satisfying /hall beillg put 10 the tesl and making il alit alrighr. 
with yOllr pack.f filled with gold. alld carrying enchanted 
weapons Ihal'lI ril'Ol e\'cn rhose that were brandished by the 
shaman' .I' Undead.'" 

IlIfrigUl! III The UI/der-deeps 

6.2 THE NPCS 
MOC'·ALI .AI'rI 

A large man who likes to s it and tell tales. Moctallan is more 
interested in the Under-deeps th::m the Ghost-caves or the Riddle 
Caves. !-Ie has galhered many tales and much infonnation (but 
contrary to the way he makes it sound. no experience). and is trying 
to sell his knowledge to those who want to venture into the Under­
deeps. He speaks of awesome treasures and intriguing monsters ­
or is it awesome monsters and intriguing treasures? It is hard to 
pass up listening to the big man with his soothing voice and far 
away eyes. 

His fuce covered with a thick beard. Moctallan sits and gu lps ale. 
alert to any curious individuals that may want to hear a story. With 
his large black boots kicked up on a stool . and his back in a comer. 
Moctallan will sucker coins for infonnalion as he convinces 
adventurers to explore the Under-deeps. His information is fairl y 
accurate, although members of Clan Mhaigren don't believe him. 

C ,\U1Ui\f) 

A wealthy man who likes to rake risks with his money. Calmuad 
hopes 10 sponsor II group of adventurers who are willing toexplore 
the Under-deeps. Everyone knows thal lhere is a Riddle Cave in 
the nearby nank of the mountains. bUI most forget that the cave 
leads to the vaster caverns and crevices beneath the entire mnge. 
Calmuad hasn' t forgotten. He wants one-fourth of all treasure 
taken from the Under-deeps. in return for his sponsorship. includ­
ing 50 gold pieces. food , means of travel. <lnd knowledge concern­
ing the mystery of the Riddle Caves. He knows that there is a huge 
arrow Iha1 points in Ihe direction of the path, but he can't figure it 
out. (Or course, PCs who have defeated the shaman will be one 
jump ahead of Call1luad in Ihis mystery!) 



The Sl:'lIil!g 

Not a very personable man, Calmuad has a tet:hnique of shun­
ning mOST inquisitors, believing that those who really have the guts 
to accept his offe r will badger him for his sponsorship. He is tall 
and thin, and dresses in bright colors. His touseled light blond hair 
and friendly blue eyes do not match his personality. He's no\afraid 
to use sarcasm. 

6.3 THE SETTING 
One possible entry illlo the Under-deeps is through the Riddle 

Caves. However, any cavern in the Misty Mountains is likely 10 

connect with the extensive network running beneath the range. 
TheGM can create an entrance to accommodate explorat ion. Such 
openings might be hard to locate, though, and could thus involve 
much mountainside travel. Once within the Under-deeps, whether 
by the Riddle Caves or another way, the system detailed in the 
fo llowing text provides the necessary infonnation for the subter­
ranean exploration. 

6.31 THE RANDOM GENERATION 
SYSTEM FOR THE UNDER·DEEPS 

The random generation system to be used for the Under-deeps 
i~ based on several series of Oexible maps together with specific 
layouts of creaTUre lairs. The layouts are designed to be incorpo­
rated into the network of cavern s created by using the random 
system. There are three types of cavern maps . based on the width 
of the passage by which the adventurers exit the previous cavern. 

CALl\1UAI) 

NARKO\I' P ASS,I(;K" 

When a passage of five feet or less in width is used 10 ex it the 
presen t map, usc the smallillap series (A). 

I ) Roll ld20 (20-sided die once) on the. list of -;mall maps. 
2) The map indicated by the roll is tu be attache.d tt) the present 

map at the exit which called for a die rol l. 

MElll lJ .\1 PA.~.~ ,\ ('ES 

When a passage of a width between 5 and lu feet is used to exil 
the present map. use the mediulTlll1ap serie~ (B). 

I) Rollld20 (20-sided die once) on Ihe list of mediulTlmaps. 
2) The map indicated by the roll is 10 be <tllachcd to the rrc~ent 

map at the exil wh ieh called for a die roll. 

\VlIn: P,IS S,I(: K~ 

When a passage of a width greater than 10 feet is used toexit the 
present map. use the large map series (C). 

I) Roll Id20 (20-sided die once) on the li !;1 of large lTlaps. 
2) The map indicated by the rol l is 10 be attached to the present 

map at the exit which called for a die roll . 

A N EXAMJ'1.E OF A RA Nno.11 MA l' SEQlJENn: 

Octavia the OM is running a role playing session for her friend 
Bartholomew. Baltholomew is role playing a Dunadan Warrior. 
Ranerni l, who is exploring the Under-deeps. Octavia begins with 
a map or her choice. TIlere arc three passage.~ leading fro lll lhi.~ 
map-one4' wide (A).oneX' wide (8 ). ami one 12' wide(C). After 
Ranel11il explores the cave, Bartholome w infor111~ Octavia that 
Raneril will take the passage that is 8' wide. At thi~ paint. Octavia 
pulls out the group of20 medium maps (B series: passages bet ween 
5 and 10 feet wide) and tells BlIrthololl1ew 10 roll a 20-sided die one. 
time. TIle roU yields the number 6. Thercfort:. Octavia loob 
through the maps until she find~ #6. 

When ~he locate~ Ihis map, Octavia asks Bartholomew to roll 
twice u~ing percentile dice on the StruC!llr,11 F~iIIl1res ('h'lr l. lie 
rolls a 19 and an ~I . OClavia checks the chan and finds that the 
cavern ascends and hil .... walerdripping from ib ceiling. She asks 
Bartholomew to next roll twice on the Adjectives Chart. His dice 
yield a 5 I and a 27. The cavern is <1lso chi Il y lind has a sandy floor. 

Octavia then draws the entry passage or the new map at tIle point 
where the prcviou~ map indicates the exil. Octavia doesn't quite 
like the immediate combination of maps. so she draws in a few 
twists using her imagination . 

The new map section added will contain new passages leaving 
the map, varying in si"l:e: A ( less than 5 feet wide). B (between 5 and 
10 feet wide). or C (more than 10 feet wide). The same process o r 
decision and random rolling will be repeated. Th is process should 
produce the vast Under-deeps that legends spea\... of. There are a 
total of 60 maps for usc. The GM ha~ freedom to adjust ex it sizes 
to fit his scenario. The maps are i1exibleenough to fit any situation. 
Additionally. the GM is enco uraged to connect the pre-generated 
caverns and passages with tunnels gcneraled by his own imagination. 
The maps can be rotated a~ nece~~ary to fit and to create more 
combinations. 

T RIIV.:I . THR()lIC'H "!"fIE UNllEK -lJEEI'S 
Unless the PCs map the tunnels they follow. Ihey will b<.~come 

lost in the Under-deeps quiK: quickly. The O M must keep track of 
the order of the random maps that are used (ex,lmple: a map can 
be documented- 'A ' series, number or m;lp, North side. ex it ·b·). 

If the PCs do become 10s1. the OM should roll once every ]() 
random maps. A 95 or higher on the I-I(X) scale me;m.~ that the 
adventurers will come to;) familiar place or an exit. Another roll 
shoulll be made to dett:rrnine when th is will happen. On the 1-100 
scale. roll the die. and that number is Th e. 11111l1ber ofrandolll maps 
that the party must travel through ill urder to rind the indicated ex it 
or fami liar place. 
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"A" MAP SERIES 
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Random Generation System/Narrow Pa,\',\'age.r 

NARROW PASSAGES 
"A" MAP SERIES 

o 

t 

#7-13 

25' 50' 
I 
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"A" MAP SERIES 

#14 - 20 

o 25' SO' 

t down 

Ram/om Gelllm.ltiVII SY.fIemlNarrow Pa.rsages 



Ratldom Gelleration System/Medium Passages 

"B" MAP SERIES 

#1-10 

o 25' SO' 

t down 
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MEDIUM PASSAGES 
"B" MAP SERIES 

#11 "20 

o 25' SO' 

t down 

Rom/om Generalioll System/MediulIl Passages 



Ralldom GI'IU'IYIIOII SyslemfWidt' Pas.mgn 

WIDE PASSAGES 
"c" MAP SERIES 

#1·10 

o 25' 50' 

t down 

3l 
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WIDE PASSAGES 
"e" MAP SERIES 

#11 - 20 

o 25' 50' 

t down 

Ram/om Generation System/Wide Passagf's 



DHrriplioll Aid~fo" Ulldl!I'RI'OIIIIt/ SPlIceS 

Elapsed time in the Under-deeps is easy to moni tor. Each 
random map. if there is no encounte r.takes 10 m inutes to navigate. 

6.32 AIDS FOR DESCRIl'TION O F 
UNDERGROUND SPACES 

The following two lisls nrc to a id in the descript ion of the Under-
deeps. They are idea s timulators. The object is to enhance the 
sense o f adventure without re lying sole ly on presence of monsters. 
The GM should ro ll once for each column of the charts (a lotal of 
four rolls). Of COUJ'liC. the results may be ignored or modified as 
necessary to enhance the role playing experience. 

STRUC TURAL FEATURES 
01-<>1 curving "'alls 01-05 n~ 

"'" angular wa lls 06-'" fnuna 
(19·13 l'ej(ing slopt.-s toward noar II -Ij boncs 
]4·19 ceiling $lopes a""ay from noor 16-19 wamings 

18·28 ascending 18-28 botJld~rs 

29-33 narrnws 29-33 crad:.s 

34·39 broadens }4·39 pit 
40-41 intersecting p"-~'3ge 40-41 1:lva streams 
42-46 .~pri ng. pool. well 42-46 archcd bridge 
47-50 stairwell 47-50 ore ~dn 

SI-j5 rJmp 51 -57 b" ,,~ 

'6-64 dc~ceooing " .... mWilllms 
65-66 ~Iille polo? 65·73 puddl~s 

67-74 stream. rivcr 74-~4 dripping wmer 
75-85 shnfl 85-87 slU l agmile~ 

86-90 minor chasm 88-90 stil lactites 
91·95 Dunlcooing ruins. ~ymbots. art 91 -95 chutc 
96-00 splil level ea~em~ (contours) 96-00 falling rucks 

ADJECTIVES 
OI-IJ1 dar~ 01-08 quiet 
08· 14 culd O,}-!5 rca~eful 

15-2 1 damp \6·22 limestune 
20-29 dank '-
28-36 musty 31-37 echoing 
37-44 arid 311-44 rough 
4j-SI chilly 45-52 co;ll$e 
52·59 st~~my 53-59 tcxturW 

60-" shadnwy from the torch light 60·67 smooth 
69-76 crampcc.l 68·75 cll/'vcd 
77·84 suffocat ing 76-83 VJ~t 

84-92 polisOOd 84·91 meandering 
93-(1) expansi~e 92-00 acrid 

6.33 THE LAIRS OF THE DENIZENS 
OF THE UNDER-DEEPS 

The G M should roll percentile dice once for every six maps 
explored by the PCs. A roll of 85 or higher mean~ there is an 
encounte r. When an encounter occurs. the OM should roll again 
10 detemline whether it is a random creature wilhout a lai r orone 
possessing a dwelling thut can be pinpointed and destroyed. A roll 
of 75 o r higher means il is a creature Ihal doe~ possess a lair. and 
a roll on the Laircd Creature Chan is necessary to dete rminc which 
one. A roll lower than 75 tltC1UlS Ihal the GM should ro ll once on 
Ihe Wundering Crealure Chnrtlo deteml ine the c reature encoun­
tered. The chans below summarize the procedure forc ncounters 
in the Under-deeps. 
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ENCOUNTERS IN THE UN DER-DEEPS 
~ Roll on 1-100 scale 

1-84 = no encounter 
85-00 = nn encounter 

~ If there is:m encounter, roll again on 1- 100 scale 
1-74 = a wandering c reature and a ro ll on that chari 
75- 100 - a lai red creature and a ro ll on [hal chart 

WANDER ING C REATURE C HART 
Roll Creature Roll Cr~a t ure 

01.0- Ca~e WOl1n 60-62 Cave Giant 
05-09 Ghoul 63·71 Uruk-hai 
10· ]3 Giaon SIlI)ICIll 72-79 Bat 
14 Krakcn· 80-" Mountain Troll 
15·2 1 C~ve Troll 84-90 Slone Troll 
22-28 Specter 91-92 Cold-drnke 
29-.19 Skekton 93·9-:1 WMg 

<10-47 "" " lce-drnke 
411-52 Ore Pmro! 96-'19 Bla.k Troll 
53·59 Giani Spider 00 nalrng 
·mu~t be in water 

LAIRED CREATURE CHART 
Roll Creature Roll Creature 
01-13 Lesscr Ghost 69·12 Ghools 
14-19 Greater GhoSI 73-77 Cave Giants 
W-31 0., 711-8] Stnne Trolls 
32-41 Skelc!on ~ 114.1:17 Mcnsharag 
42 Skeleton Lord 88-93 C:lve Troll s 

43-44 Les.'\er Wight 94·95 Mountain Troll 

""'" Minor Wight 96 Cold Drake 
47 Major Wight " G,ant Serpent 
48-5 1 U",k·hai " CllvcWom, 

"-<iIl G i~nt Spiders " Greater Spe-cter 
61-62 Wmchcr in the Water· 100 Olng 
63-68 Hum~llnnee 

· must be in wutcr 

The layouts of the lairs of the deni7,.ens o f the Under-deeps 
fol low in Ihe text below. They arc 11 representative selection of Ihe 
c reatures thaI inhabit the crannies below the earth. and each may 
be encountered more than once. By changing the pcrtincntdelails. 
the GM may use Ihese lair maps again und again. 

LESSER GUOST 
1. Entry C ha m ber. The cavern has a pool across from the 
entrance which is slowly fed by a tr ick le of water on the wall. Thus. 
Ihe chamber is d,lmp and cool. Torehlight will reveallwop.us:lges 
leadi ng from the back corners of Ihe chamber. There is no othe r 
noise besides the dripping water. 
2. Cavern. A few shallow sleps bring the adventurer down imo 
th is longer cave. II seems as emply as Ihe entry chumber. A small 
black opening leads OUI of Ihe righl wall to a chamber beyond 
which seems darker than normal , as if Ihe darkness suffocates the 
light. 
3. Tomb. Torchlight wi ll barely produce enough light for vision 
in this smalle r chamber. Yet by Ihe shadows created. one can see 
an elevated stone tomb. There is not hing fancy about the lomb. 
Upon touching il.aLesser Ghost(LvI 3; I-i it :-; 50: AT No/I ; DB : 30; 
OB: 40MBu/40we/drain 3 COjrd 10'R) wi ll rise up through the 
stone cover and surprise a ll who arc Ilear. The Ghost pro lects a 
jeweled helm ins ide the tomb. It is worth 75 gpo and it prevents 
he:ld criticals (0 I-50). 
4. Tom b. The cavern holds another tomb. bUI ils slone contains 
nothing more than bone du st. 
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Till' Lail's OfT/I(' f)!'lIi;eIlS Of TIll! Under-rIet'/1S 

GREATER Gllo:n 
I. Anltthambcr. Twellly-four stone steps lead down into a 
passageway. At the bottom of the s tai rs is a chamber 10 Ihe left and 
a large iron door to the right. Thedoor is locked Hard (-1 0) to open. 
II swings inward upon pushing it. The room to the left is empty. 
2. Antechamber. After opening the door, there is a u-shapcd 
passagc beyond. It leads into a long room with a door on Ihe left 
(as the advenrurer entcrs the room). There is ,In oillatnp hanging 
on the far wull with a barrel of oil (1/2 full) under il. This seems 
to have been a sacrificial lamp which was kept lit to honor the spirit 
of the dead. The door is only four feet high. It is steel and locked, 
['lard (- 10) 10 open. 
3. Crypt. M3ny items were placed along the walls for use in the 
spiri tual world. Elegant chairs. s ide tables. porcelain cups. lanterns, 
playing cards, and weapons are but a few items in the aSSOT1menl. 
A .~tone tomb rests on the right s ide orthe room. Hovering abovc 
it is a Greater Ghost (Lvi 15: Hits 165: AT Noll: DB: 50: OB: 
IIOwe/90LBa: drain5 CO/rd 10' R). Among the weupons that the 
Ghost can wield :Ire: batTle axe, +15 broadsword, three daggers 
lean be thrown), two scimitars. The other treasure in the room 
includes <l chest filled with 24 gpo 18 sp. and 4 gems, worth 40 gpo 
Buried in thc chest Mcoins is a smooth gold ring that is a x2 power 
poin/ Illultiplier. There is also a fine mesh suit of Dwarven chain 
mail +1.5 DB, human size. Notc that it will take more than 12 
minutes to remove the loot from the chamber, ,I difficult task if the 
Ghost has not bI.:cn destroyed. 

OIH.:S 
I. Chamber urlhe M uster. The walls oflhecavern are rough. and 
it is eviden t that the Ores s imply used some mining techniques to 
connect a small series of natural caves. The Orcs gather in this 
chamber prior to embarking on raids. Three Ores (LvI 3: Hits 32; 
SL/IO; DB: 30: OB: +60 war hammer) STand guard at the entrance. 
2. Guardpost. ThreeOrcsstand watch(LvI2: Hits29: SL/IO: DB: 
25: 013: +55 club). 
3. Storeroom, The door is locked. but it is il crude wooden 
structure that can be broken with 11 few powerful kicks. The room 
contains a barrel of wine. slabs of dried meat, and barrels o f 
stagnant water, 
4. Chief's C hamber. The chiefofthc tribe (the TIlfak-burzum or 
Darkness-bringers) Jives in this chamber. One bodyguard is 
alwnys present, even if the leader is not (LvI4: Hit~ 40: ATCh/14; 
DB: 45: OB +70 scimitar). The leader (Lvi 6; HiTS 55: AT Ch/16; 
DB: 60: OB +85 short sword) nOl only lives in Ihiscave, but he uses 
it as his command pos\. In a locked steel box, he kecps the tribe's 
trea.~urc. nlC box is hidden in a compartment. Very Hard (-20) to 
find , concealed by a fake piece of wall on the right side of the 
chamber. The box holds 24 gp, 22 sp. and a finely cut 21/2 inch 
ruby worth 400 gpo If the ruby is SCI in the hilt of an Elven sword, 
it will enable the wielder to deliver a Heat critical equal and in 
addi tion to the level of the critic:11 delivered normally. 
5-9. Quarters. These are Ihe general living quaners of the arc 
tri be. All eati ng, sleeping, and family lifcoceurs Ilcre. Throughout 
these five ch,lInbcrs there are 7 male adults (Lvi 2; Hits 26; RLI9: 
DB: 25: OB +45 club), 12 female adults (Lvi 2; Hits 16: AT No/ 
3: DB: 0: 013: +20 claw). and 8 young Orcs or Imps. 
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S"EI,ETOSS 
I. O lvern , Along the walls. bound in shackles. seven Skeletons 
wait. Strewn among their bones are the coi ns of their victims, a 
10lalof 194 gpo If adventurers enter the middle of the room to 
examine the treasure closely, the Skeletons will spring to life. 
Slipping out of their shackles ellsily, they aHack. covering all exits. 
If ki1!ed, the spirit of the slain Skeleton vanishes in search of a new 
sel of bones 10 inhabit. unless thc Ske leton was destroyed by 
magical weapons - in which case the spiri t also dies. 

Among7 Skelctonsin thecavern (LvI5; Hits 100; ATNo/l; DB: 
30; OB; +75 weapon), twO are brandishing enchanTed weapons. 
One wields a +20 two-handed sword orOre-slaying. and thc other 
grasps a +15 jewel-studded sci mitar. 

Skeletons are the bones of ex pired individuals that have been 
inhabited and animated by evi l spirits. A Skeleton can bedestfoyed 
by redUCing its hi ts to O. ,II which timc thc the bones will crumble. 
The spirit itself cannot be killed, unless the Skeleton has been 
destroyed by mllgic<l1 weapons. When fighting a Skelcton, crush 
nllaeks do twice the normal damage, The Skeleton is held logether 
by the spirit, thus if a bone is separated by any means other thun 11 

mugiclil weapon or u crush atlack, it will snap back in position the 
following round. For example, if a crush allack shauers a thigh 
bone, it cannot re-position itself beC:IUSC there is no bone 10 be re­
positioned, Although the leg bone is missing, Ihe Skelelon will sti ll 
be lIble to move as if il had a leg, becauseoflhe spirit. The integrilY 
of Ihe Skeleton itself is not lost unlil the hits of the Skeleton arc 
reduced 10 O. 

A SkelelOn's purpose i.~ to destroy a life in orderto secure a new 
bone structure for its spirit. becllUse the old bones will cvcntually 
crumble and tum to dust. Skeletons wicld the weaponsofthose that 
they kill. 

SKU£I'O .... L4)1U1 

l. Clivern. The 60' ceiling of this Cavern is lost in The shadows. 
Torchlight will enable adventurers \0 see Ihe staircase carved in the 
stone on the lefl wall , which rises to a platrorm (20' high) with a 
locked steel door, TIle s tone mass in the center of the cave reaches 
all the way tOlheceil ing. Il completclyconceals the niche beyond, 
until adventurers walk around the irregular column. 
2, Niche. [n a recess in Ihe rock, a Skeleton Lord s its upon his stone 
thronc (Lvi 12: [-{.i ts 140; AT Ch/16; DB: 75: OB: 95we{70LBa/ 
Cllsls Fe(//' 10'R). When a character walks past the stone mass. the 
Skeleton Lord will cry ou t in a screeching voice that echoes in the 
cavc1'l1. "Who are you, Ihal di.l'llIrb.\' Ihe re~'lillg place of Dae/eck. 
rliler oflhe Under-deeps? Tllrn hock or I will de.l'lroy you!" The 
Skeleton Lord is referring to the human buried in the tomb (#3). 
The Skeleton Lord will then rise lind auack those who do not leave. 
All must make a RR vs a 7th Ivl Fear spell or fl ee in terror. The 
Skeleton Lord wields Daeleck's +30 2-handed broadsword. His 
Defensive Bonus is special due 10 the +35 chain mail suilthat he 
is wearing. The Skeleton Lord wi ll fi!l lllto the deaTh. Hecan only 
bchanned with magical weapons. Thus. ifhis boncs arc destroyed. 
his spir it dies also. 
J. Tomb. This cave holds Daeleck's tomb. There is no body, of 
course. A single wooden chest. framed with steel and locked, is 
loaded with coins andjewcJry: 4 mp, 47 gp, and 21 sp. 3 pieces of 
jewelry worth a IOlal of255 gpo llnd a +30 dagger of Man-slaying. 
The lock is old and mSfed. and Ihereforc can easily be picked. 
Poison needles under the fingcr latches. of which thereare two, are 
Hard (-20) todelec!. Unless a RR VS:I 12th Ivl poison is made, the 
victim faims in 3 rounds and remains unconscious for 12-24 hours. 



36 The wirs O/The Denizens G/The Under-deeps 



The Lairs Of Till' D('IJi:('lIsOfTlu' Um/cr-drrp.r 

Lt:"S. :k WIGHT 

I. St"i r Lunding. Damp stairs lead down to a cold steel door 
which is closed blll 1101 locked. TIle room on the other side is eerie. 
TIle noor c:mnot be seen because of 11 thick mist that hovers above 
it. illuminated with a green glow. (The extreme moisture of the 
area causes the mist the illumination results from phosphorescent 
fungi .) The mist extends all the way inlo the pussuge Ihatlcuds to 
thc crypt (#2). 
2. C rypt. As adventurers walk ulong the passageway to the crypt. 
they will hear a sound like thunder. and the noor und walls will 
shake momentarily. Within the crypt. the Lesser Wight (Lvi 14; 
Hits 120; AT No/I; DB: 75: OB: lOObs/paralysis and slecp upon 
touch/Fear at 14th Ivl in a 30' radius) has just emerged from his 
tomb. and the mussive lid has tumbled to the ground. As the 
adventurers turn the comer. they muSI overcome a F l'orspell. The 
Wight wi ll bailie 10 the death. advancing towards intruders with 
surprising speed. The treasure in the crypt includes: an Elven 
Cloak, +30 TO hiding; a +20 magic bow; a +15 magic shield; a + 15 
short swurd; and 20 gpo 

M INOR Wl(;IlT 

1. C hamber. TwcllIy-two stairs lead up tu a dead cnd . Searching 
for a secret door on the far wall will trigger a trap (Absurd. -70. to 
detect). llte floor will open up, dropping those who are standing 
on the landing 25' down ontoa flal stone floor. The sides of the pit 
are smooTh. From the bottom of the pit there is a small tunnel. large 
enough for Illissage. which pennits the characters further access to 
the uncharted Under-deeps. TIle fall cause.~ a "0" crush critical. 

Scarching the right wall will uncover a secret door. Easy (+30) 
10 find. The door pushes inward. Upon opening it. the adventurers 
will rele!lse the sta le air locked in the crypt. causing a soft hiss. 
Twenty-two more stai rs wind up to the le rt. At the lOp, there isjust 
an opening which leads into a chamber. 
2. Tomb. In the center of the chamber is a tomb. TIte first tu cntt!r 
the chamber will besurpriscd by a Minor Wight. waiting at the s ide 
of Ihe passageway 10 s lash the first intruder (Lv i 10; Hits 85; AT 
Noll; DB: 65; DB +80bs/paralysis upon touch/ Fear at 10th Ivl in 
a 15' mdius). Immediately the adventurers must resist vs the Fear 
spell. The Wight will fight to the death. Inside the tomb. There is 
a suit of rigid leaTher annor which acts as chtlin when worn. a pair 
ofElven boots which eliminate sound when moving. and a mithril 
+20 daggerthat gives offlight continuously upon command in a 10' 
radius. 

MAJOI( WIGIIT 

I. Stnir Landing. Forty stairs leHd down to a junction between 
passageways with small chambers on ei ther s ide. The stairs 
continue down. curving 10 the right. The twO side chambers arc 
empty. T hose whoentereither charnbcrmust mukea RR vs a 25th 
Ivl Sleel) spe ll or fa ll into a deep sleep. If no one successfully 
escapes the effects o f the spell. all affected will wake up bound 
securely upon sl tlbs in a cavern (#3). 
2. Antecham her. At the bollom of the curved slairs is a large 
round chamber. The ceiling is domcd. One passage leads from the 
back of the room. A green glow hangs in the air and illuminates the 
sw irling fog on Ihe ground. Upon cntering. the adventurers will 
he:trthe sound of grinding steel fora few seconds. The passage that 
exits the room branches into two routes. The left leads to a steel 
door. The other enters a seemingly empty chamber. The green 
glow is stronger in the right passage and chamber (#4). 

3. C ha mber. The door is not locked. Inside are four stone slabs, 
al l mised)' off ofrhe ground. They arc dmped in white linen. TIle 
room is otherwise empty. 

JJ 

4. C rypt. The portcull is in the passageway is ra ised and hidden in 
the cei ling. It will fall and lock behind the fi rs t person who places 
pressure on the area 8 feet beyond it. Anyone still on the other side, 
Slife, cannol help the person(s) trapped because the raising device 
is located wilhin the chamber (#4). Not more than a minute after 
the portcullis falls. a Wight will round the comer and beckon TO 
those fumbling with the portcullis. All mUST resist vs Fear or nee 
unTil out of sight. Those trapped are helpless if they fail the RR. 
The Wight (Lvi 25: Hit .~ 200; AT No/I; DB: 90; OB: 170bs/ 
paralysis and sleep upon touch) will aTtack and try to take alive all 
those trapped by the portcullis. 

There is a Dwarven-size sct of +25 black chain mail and a +30 
baltle-axe of Troll- and Orc-slaying among lhe treasure in the 
chamber. A coffer in the comer holds 20 Illp. a jeweled goblet 
which heals3 hits every lime ,I person swallows a liquid from it (the 
liqu id llIust be edible. 1. e .. nOI poison). and an assortment of 
different size rubies worth 130 gp lotal. 

UI(UK-UA I 

I. G Ufird post. Two Uruk-hai (LvI3; Hits30: RL/13; DB: 35; OB: 
55 scimitar) occupy the post. There is 11 barrel of stagnanl water 
and a STri ng of dried meat scraps. 
2. Q uarters. Beyond the door ure6 guards (LvI3: Hits 30: RL/1 3; 
DB: 35: OB: 55 scimitar). They are s leeping soundly. 
3_ G ua rdpost. Three UTUk guards occupy this area. 
4. SlOreroom. Thc chamber is full of dried meal. water barrels. 
and chains. 
5. Guardpost. Three UTUk guards occupy this pos\.. 
6. Harem. Six female Orcs inhabit this chamber. All are capable 
ofscralching and biting (+15). Should one snatch a dagger from 
her foc. she will prove a bit more fonnidable (+35). TIley have no 
defensive bonus. A ll can sustain 15 hits. 
7. C hieftain 'sQ uarters. The Uruk ch icftain (Lvi 8: Hits 115; AT 
Ch/15; DB: 45: OB +75 two-handed sword of Elf-slaying with any 
critical) s its on a throne. T wo bodyguards (Lvi 5; HilS 95: ATCh/ 
14; DB: 40; OB: +60 scim itar) accompany their chieftain at ,til 
times. Five females minister to the chieftai n at his whim. 
S. Treasure Store. The tribe 's Ire:lSure is Slacked in Ihis lillie hole. 
There are 56 gp in a pile. along with 43 sp. u diamond necklace 
worth ISO gp, and a plain silver ring which is a x2 power (Xl inl 
muhiplier for any Essence spell user. 
9. Imp Nursery. Three females superv ise twelve young Orcs. 
10. Quarters. Seven male Uruk-Imi occupy this room. There is 
a chance (0 1-45) that all are drunk on ale. 
11. G Ulird post. Three Uruk guards occupy this area. 

G IA~" S I' lIJ~;RS 
I. C ha mber. Due 10 the extraordinary height of the ceiling. 
nonnal torchlight will not illuminate the mi lky stnmds of cobweb 
suspendcd above. A Giant Spider (Lvi 8: I-lits 160; AT S1../4; DB: 
40; OB: 70LPi{75LSt/poison - paralysis with critical ir RR is 
failed). adapted to the darkness or the Under-deeps. lurks there. 
There are also twelve harmless newly hatched spiders. Tucked 
high in the corner of the web. between two vault arches near the 
ceiling. is 11 +25 two-handed sword of Ghost-slaying. It also 
enables the wielder to parry every round with no penalty to his OB 
the following round. The sword is Very Hard (-20) to find. 

The Giant Spider will drop by a thread upon the head of the last 
passerby. giving il surprise and an ex tra + 10 bonus to its bite. If the 
poison is successful , which means it is active immediately. then the 
beast will gT'db its victim and scurry back up to its web sixty rect 
tlbove the floor. It will then Wnlp The victim in web strands before 
anyone else can climb high enough to help the unfurtunate captive. 
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2. Cal'ern. The door is locked, butllcarl., anyorlccan pick thclock 
(Easy. +30). The door opens inlo a roughly carved chamber with 
rubble stacked on the len side. The rubble extends fcn feel down 
a pu.~sagc. Beyond il. the passage is open . 
3. Storeroom. There are three barrels in the middle oflhis room, 
all of them are filled with quality wine. Two Giant Spiders wait 
patienlly in their web high above. 
4. Nook. Old webs hang sloppi ly from a tullneiceil ing. TIle tunnel 
has been caved in. 
5. C hamber. FourGiant Spiders lurk in these webs. The fountain 
in the middle of the pillars is a source of healing. It heals <Iii 
physiclll lind mental impairments. completely. The back left pillar 
is hollow. Within it. accessed by a secret sl iding door. Hard (-10) 
to find, one can climb circular stairs to the web seventy-live feet 
above. The pillar opens onto the st icky web. :.md there the Spiders' 
treasure can be fou nd. An assonment of jewel ry wonh 500 gpo a 
s taff which is a x3 power poim multiplier for Channeling spell 
users, II chesl of65 gp.lwo Elven cloaks. +3010 hiding. and a +1 5 
long bow are all resting within the strands of web. 

W ATCIU;R I ~ TilE WATER 

I . Cavern. The banks containing a pool of water draw ciosertoone 
another where the wans ofthisdu mbbell-shapcd Cllvem squeeze in 
its middle. Al l types of bones liner the ground. There is no current 
in the w:lter. which is a slow underground spri ng. Observ<lnt 
adventurers will wonder then why it isn 'l stagnan!. Those who get 
tOO close will find out. 
2. Underground Spring. If <lnyone comes within 8 feet of the 
waler, lind especi<llly if they Iry to traverse Ihe narrow banks, the 
tentacles of a W<ltcher in the Water (Lvt 28; Hils 320: AT RU t I: 
DB: 40. fire IIlIack!> do double damage: os: 120HGr/ t 20HPi) will 
snake out of the pool and allack all within reach (25'). TIle Watcher 
will lake the Pes by surprise and al1ack three times before they can 
react. Jfthe creature is slain, hi~ lreasure may be dredged from the 
bollom of the pool. Everything is rusted except (I total of230 gpo 
455 sp. and 10 tnp. Whml ooks like a piece of driflwood nO(ltS ncar 
Ihe bimk. Only those specitieally looking for noating objects will 
becurious enough to pick it upand find that it is a wand of Fireballs 
(32 charges). 

HUKN"ENN~:C 

I. Passage. The tunnel forks to pass around:1 rock mass Scallered 
on the ground where Ihe passages narrow are shields. swords. 
bows. helmels, coinS - <l11 arc very tempting to Ihceye. They are 
there because unwary adventurers were nOI fumil iar wilh Ihe 
HumkenJ\ec. 
2. Rock Mass. T he center rock mass and Iheouter walls are riddled 
with fist-sized tunnels and holes, like a very ripe cheese. Seven 
Humkennec (Lvi 8: Hits 130; AT P11H1: DB: 40: OB: ROM Pi/ 
65M Ho/50MBa, if the Humkennec scorcs tI cri licul on the bite, it 
automatically grapples and attempts to pull the victim inlo (I hole 
in Ihe rock) lurk within them. Humkennec arc Pakcl-creatures that 
appcartobesmalilurnpsofore until aroused. When foes approach. 
Ihey shake off their quiescent foml to become spiders oriron. They 
climb walls 3ndceil ings with case and may attack their victims by 
dropping from a height to crush the skull o f tile enemy below. The 
bite of their pincer-mouths and stabs ofthc slashing spines on their 
legs are equally deadly. Ifdestroyed . Humkenncccan reconstitute, 
bUllhe process requires 50 years. TheHurnkennec .mack any who 
pass by or try to salvage the weapons lying on the ground . A + 15 
short sword, a + I 0 shield. 13 gold coins, :md a + I 0 throwing axe 
are among the treasures prcSCIll. 

TiU! L(lirs Of The Delli:elu a/TIll.' U" d('r·d('(','l 

G IIOUl...'i 

1. Ca\·crn . A terrible. rOllen stench hangs in the air. This is the first 
clue that Ihere areeitherGhoulsorTrolls nearby. Small cI;!w prints 
and scratches in the wastes on the nom provide the clue that Ihc 
monstcrs arc Ghou l ~. 

2. Cavern. This larger cave, accessed bY:l door and stair:.. ha~ 7 
open graves in Ihe middle of the noor. If a PC is fooli sh enough 
10 appro.:1ch one. he will disturb IheGhou l (Ly I4. Hits 35. AT SLJ 
4; OS: 10: OB: 40S Ba/50SC Il45we) resting there. A lotal of 7 
Ghouls will ernwl OUI of Iheir graves. They are slow and will 
attempt to corner one individual and maul him. 
3. Treasure. These Ghouls collect fine jewelry. and there is 200 
gp worth of it in Ihis area. 

C,Wt: G, ... i\'1'S 

I. Cavern. Many loose boulders and ~;!ones litter the noor. If an 
adventurer looks closely, he can see large footprint>; (very fainl ) in 
the dust and din . TIle prints werem;!de by three Cave Giant s (Lvi 
20. 17, 16, HilS 250. 241. 209. RUI 1; DB: 20: OS: I 55 wc/SOLGr/ 
IIOLCr/115ro).SkrCib, Mam . and Nftnsnih. A soft firelight and the 
sound of rummaging can be seen and heard from the adjacent 
cavern (#3). 
2. Side Cave. When approaChing this ;!rea. it is easy to become 
nauseatcd, because it is the garbage pit for Ihe Giants. There is 
uS<lblc equipmenl among Ihe Irash. bUl nothing of real value. 
3. Living Cave. A warm glow illuminates this clive opening. 
Occ;!sionall y, ,1 huge shadow passes across the light. The three 
Cave Giants dwell in this smaller c<lve. They busy Ih e1l\ ~elve~ willI 
housekeeping tasks. lingering over 11 meal. or rrep(lration .~ for :t 
scavenging expedition through the Under-deeps. They canllot be 
sUllJrised easil y (-30) for a brce".c of len nows in from the main 
cavern earryine Ihl:smdl nf :my InrnJders. Skriib (LvI20: H 11:;;250: 
RLJ I I: DB: 20: OB: I 55we/80LGrl1 10LCr/1 15ro). M:lm (LyI 17: 
Hits241 ; RU ' 1: DB: 20; OB: 155we/80LGr/IIOLCr/ 115rol. and 
Nfinsaib (Lvi 16; Hits 209: RL/lI : DB: 20; OB: 155we/ROLGr/ 
II OlCr/115ro) a ll have quick tempers. Mam is the smart o ne. but 
Skrab is the biggest. Nfinsaib talks the mo~t . but is not clevcr. A ll 
are incredibly CUri OLlS. 

Food. driok. a t .. ble. chairs. a firepi1. and treas ure - b:lck in the 
far comer- more than fill the cave. A single cheSI. rather large. 
contains 78 gp. 19 gems wonh 50 gp each, and 430 !:ip. A R(lvcn 
sits on top of the chest. a pet. to ward off thicves. 

STONE TItOI.t.s 
I. Entrance. A single torch bums on the wall in Ihi ~ entry ca ve. 
In thc dim light. one can see debris scattered allover the 1100r. A 
musty stench hovers above Ihe debris. Experienced l>Cs will be 
aware Ihal they must be near a Troll hole. 
2. Cavern. Another torch bums in this cave. Two Stone T mll s. 
Frumand Dob. arecookingovera small fire. It ispossiblc thHllhey 
liTe ealing hUn'\an l1esh. They can be sUllJrised eas ily . They will 
light to the death (Lv I7: Hil S 150: AT RUII; DB: 15: OB 80club). 

Behind the huge boulder. Very 1·lard (-20) to move. is the 
treasure cachc. Among the ordinary equipment there lies a two­
handed sword in .. be .. utiful leather she::!th laced wilh gold. The 
sheath has a strap to fit overlhe shou lder and chest so thatlhcsword 
Can be worn on the b.1ck. The sword itselfi s a + 15 slayer ofUndead 
(on any crilical). More irnponillltl y. it is a sword of parrying which 
enhances the user' s DB by 20 whcn it is drawn. There is a pOI of 
IOOgp. A lillie leather pouch holds 12sapphires worth 65 gp each. 
3. Back Door, This chamber is empty. A boulder. like the olle in 
the cavern (#2) conceals a path big enough for the Trolls that ICilds 
IWO or three miles Oul to the mountainside. From Ihc outside. the 
cave entrance is hidden behind fal len lrees. Very Hard (-20) 1.0 li nd. 
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4. Guardpost. A single Slone Troll , Ban (LvI 10: Hits 115; AT 
RL}J 1: DB: 15: DB + 100 slone hammer) si[son a stool against Ihe 
right wall. One lorch burns in the cave. A boulder blocks a small 
pass;\gc 10 another lillIe ch:.unbcr. [n iI, there arc two captives, both 
young men. bound and gagged with sacks over their heads. llley 
will be food fnr dinner. Ran will yell 10 lhe olher two Trolls if there 
is any disturbance. 

M~:NSH I\II. I\(; 

I. Bridge. A thin arching span tr:lverses a deep chasm. 
2. Ledge. On the other side. two Mensharag (LvI 5; Hits 80; AT 
Ch/16; DB: 30: 60LCl/50LBa!40MBi)await il11ruders. Theyseem 
(0 be lone blocks of stone at first glance. When alclicd by the 
presence of an enemy. the creatures uncoil into their true fonns: 
large . heavy-set li zard-beasts. They can move rapidly, climb 
walls, and atl<lck with their claws, teeth, and prehensile tails. [f 
they arc destroyed, they will refonn over the cOLirse of 20 years. 
The stonc.lizards iltlCmpt to knock bridge-walkers off the span to 
their deaths. 

[f lInyone is look ing for treasure. they mList look at the bottom 
of the chasm. which has a stone floor . The Mensharag throw their 
victims' belongings into the chasm. The trellsure, when collected, 
total s t043 gp and 30 sp. There is a[soa bracelelthat is a x3 power 
point lllultiplier. 

CA v.: T~ol.l.s 
I, Cavern. A fterdescending numerous stairs, the path bends to the 
ri gh t in10 a dimly [it cave complex, This first smal [ cave smel[s like 
the scaly bodies or dirty Cave TroIl s. Garbage and excrement fill 
il. Anyonc bothering lO look through the bones and rubbish wi ll 
discover a I?i/!/i ofFireblllls (3x/day). [t is Hard (- 10) 10 find. 
2, Passugc, This passage holds the sourceof[ight-asinglesma[l 
torch. Adventurers can see into the guardpost (#4), but not the 
cavern (#3). 
3. Cavern. This bilck cave is not1lt at a[l. Three Cave Trolls mill 
abolll in the darkness (LvI 12; Hi ts 220; AT RL/I I; DB: 25; OB: 
160cluborhammer). They will smell intruders who move past the 
guardpost (#2). Bright light. even strong torchlight. blinds these 
1'roll$ for 4 rounds. For the duration of the flash of light, they 
operate at -100. 
4. Guardpost. This cave is a guard ch'lInber. since treasure is 
concealed beh ind the boulder. There is no guard prescnl. butthc 
Cave Trolls wil l know if someone is in here. The boulder is 
Extremely Hard (-30) to movc. 
5, 'Treasure, Two chests sit in the nook behind the boulder-door. 
They are both locked and Very I-lard (-20) toopen. Ollechest holds 
all gold: 130 gpo 6 gold ring~. oncQfwh ich is a RillR ofll/visihility, 
2 gold necklaces worth 150 gp each, and a gold Dagger o/Sleeping 
(a critical Causes the victim to fall uslcep ifhi~ RR vs u 12th Ivl spell 
is ull!;uccessful). The OIher chest holds 400 sp, and a silver chalice 
that purifies all liljuid and heal!; 5 hits with every swallow. 
refillable 2x/day. 8 swa llows in one filling. 

MOtJNHtN TROLl. 

I. Cavern, Two pillars ancl a ~to ll e door greet adventurers as they 
approach an obv iously inhabited cave. The door is locked. Very 
Hard (-20) 10 open. It sljucaks very loudly, and will alert the Troll 
inside (LvI II ; Hits 240: AT RU16; DB: 40; OB: 130 bailie axe), 
The Trol l si t~ ncar a small fire in the furthes t part of thi s area. Some 
rags lie draped over large stones and pieces of wood that act as 
furniture. A torch burns Oil the wall oppusite the door. The Troll 
will atlempt to surpri se any intruder by hid ing behind the jutting 
rock w:l1l10 the right uf the door as the im.lividual enters. 
2. Storeroolll. Thi~ little nook is the Troll's food storage area. 
There is plenty of dried and salted meat. including Orc meat. There 
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arealsoa few barre ls of ale and water. A bundle of torch wood lies 
near the stones. 
3. Quarters. A secret door. Extremely Hard (-30) to find , conceals 
this cave. Inside is the Troll's sleeping qUlIrters and treasure pile, 
A pile of straw and rags serves as the Tro[I 's bed. A torch bums 
in the side niche over a pile of gold pieces. TIle Troll only collects 
gold pieces, and there are a 101-2.300 coins . Along the back wal l 
of the treasure area are skulls of the TroU's viclims . In one of the 
27 sku lls, there is a giant red ruby, which. if mounted in a sword 
pommel, gives the blade the ability to name on command and 
deliver a Heat crit ic<ll of the same severity with every nonnal 
criticaL Another secret door, Sheer Folly (-50) tu detect, opens on 
a passage that connects the lair 10 the upper reaches of the 
mountains. 

COW-DRAKE 
1. Ledge. Up on this ledge, a PC can look down through the 
stalagmites and see the emire cavern, except for the farthest cavern 
(#3). The ledge is 25 feet higb. Stairs descend all the way to the 
cavern nOOf. 
2. Ca ver n. There is no light in this Cavern, unless it is brought by 
the adventurers. If so, they will see hundreds of bones in the space, 
Heavy, slow breath ing fills the <lir. 
.~, Cavern, Any light wil l awaken the small Cold-drake (Lvi IS; 
Hits 230; AT Pill 8; DB: 70: OB: II OLB i/lOOLCI/90LBa/6QLHo) 
sleeping in the middle of this sm<lller cavern. Light will not hurt 
the Cold-drake, It is fast when it slithers. so it will crawl off of its 
treasure and dart towards the person holding the light. Once all 
light is out. if possible. the Cold-drake will operate at an additional 
+25. 

The treasure is not that big, because the Cold-drake is young. 
There are a few weapons, some annor, unfortunately none of it 
magical. and a lot of coins and gems, There arc I,SOO gp and 2,300 
sp. There arc also 52 gems worth 50 gp e<lch. For those who search 
everywhere, there is a single diamond. worth 1.000 gp stuck 
bctweenthe claw toes of the hind left foot of thc Cold-drake. 

GIANT SERPENT 

I. Cavern. Tbree separate staircases descend into a large cavern. 
The pool of water is approximately 45'x35', and it is deep. 
Adventurers, if they have a light source, can see gold glimmering 
near the opening to the fllr eavent (#3). There is a chance (01-70) 
that the Giant Serpent is bathing in the pool. If not, then it is 
automatically in the nearer cavern (#2). 

The Serpem poses a fearful sight, as it emerges from the water. 
huge head followed by yard upon yard of massive body (Lvi 14; 
Hits 140; AT RL/1 2; DB: 35; OB: I 35 HGrlswallow). 
2. Lair. lfnot in the water. the Serpent is in here, and if so, the beast 
is feeding on the flesh of something it ki [led and stashed underwater 
to soften. 
3. Treasure. The Serpent does 110t value treasure, but it knows 
treasure is a great lure for its prey. Th us the beast leaves its victim's 
treasure in the far cavern (#3), trail ing inlo the lair (#2), so that it 
is visible from the main cavern (#1). The hoard consists of almost 
everything, although much of the annor and clothing was destroyed 
by Ihe Serpent's teeth . The most magnificent piece in the bunch is 
a +25 shield. Other items include a +20 morning star and a Spear 
of Lightning Bolts. which when it hits and delivers a critical. either 
by hand or thrown, causes ac1apofthunder and a llash of lightning. 
stunning the vict im for 3 rounds. Besides nonnal damage, the 
spear gives an equivalent Crush critical and Electricity cri tical. 20 
mp, 260 gp, <lnd 300 sp lie in heaps. Clever adventurers who search 
the lake for recent victims will find a body in some shallow rocks 
(eight feet deep) with a+25 sword of Dragon-slaying sti ll clutched 
in its hand. 
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CAVE WORM 

1. Entrance. Theceiling is 12' high, with all of the stalagmites and 
stalactites broken and knocked (0 the ground. The debris makes it 
hard to run without falling (-30 on all running and moving 
maneuvers). 
2. Cavern. The area is just a long cavern filled with bones, most 
of them broken into many pieces. 
3. Lair. A Cave Wonn (Lv] IS; Hits 160;ATRLJI2: DB: 20;OB: 
6OHGrlswallow/l lOHHo) sleeps on a pile of boulders against the 
wall across from its hoard of gold and precious items. which blocks 
another passage. The creature possesses the least desirable char­
acteristics of garden worms, bei ng slimy and possessed ofbrownish 
pink segments as well as huge. It will eat almost anything, animal 
flesh being a favorite dish. but roots and fungus formin g an 
acceptable allemative. It does not, however, eat rock, despite 
persistent Dwarvish legends to the contrary. Rather, it uses the six 
hard homs on its bony head as drill bilS to bore a way through soft 
stone, Sliding along on its mucous as it goes. A bony ridge protects 
its jaws and narrow eyes during this boring activity. 

Its treasure isa nice size foraCave Wonn. There are 500 gpand 
600 sp. 19 Gems worth 50 gpeach are strewn throughout the heaps 
of coins . A suit orman-sized +20 chain mail lies against the wall. 
1llere is also a + I Oshield. Other annor, non-magical, rests nearby. 
A wand oflighming boils is concealed in the crack where the floor 
meets the wall, and is Very Hard (-20) to find. It has 25 charges. 

GREATER SPECTER 

1. Stair. The trap door in the middle of this 20-foot staircase opens 
when 20 pounds pressure are applied to it. The I O-foot trap door 
(Hard - 10 to detect and avoid) drops victims onto spikes. Those 
falling take 3 + 100 spear attacks. 
2. Passages. Four passages confront the PCs at the bottom of the 
stairs. A spell imbedded in the walls amplifies even quiet noise. 
Footsteps will sound like someone is pounding on the floor with a 
hammer. Whispers become yells. After the echoes stop, when the 
characters either emerge from the passages or stop moving, a large 
rumble and bang like thunder sound within the cavern ahead. Its 
door is steel, rusted, and locked. Hard (-10) to open. 
3. Tomb. Stairs localed immediately beyond the door descend to 
the cavern floor. Three pillars s tand between the sleps and the 
tomb. A red glow, with no source. dimly lights the room. Mist 
drifts across the floor at knee height. It is thick enough to conceal 
anything within its tendrils. A stone tomb elevated three feet 
occupies a space on the far wa[1. The lid has fallen to the floor. and 
rests against the bottom of the tomb. If anyone ventures past the 
pillars, aGreaterSpecter(LvI18, Hits 200. AT No/I ; DB: 75; DB: 
80 Shock 8 0ft/drain 10 CO/rd 10'R) will rise from lhe open tomb. 

All who have passed through the pillars must save vs a 10th Ivl 
Fear spell or be frozen in fear for five rounds. All behind the pillars 
must save vs the same spell or tum and run for five rounds, leaving 
behind any frozen comrades. Anyone who makes a successful RR 
is immune to the Fear spell for the duration of the encounter. If 
everyone is frozen with fear or has fled . the Greater Specter will 
float from its tomb to those immobile, and touch them on the neck 
to put {hem to s leep, causing them to fall benealh the mis t The 
individual will s leep until the Greater Specter is killed. The 
sleeping victims will be moved by telekinesis to the left wall, but 
will remain under the mist until they are saved or the Specter drains 
lheir life energy entirely. Then the Specter will si nk below the mist 
and wait for the others to return, preparing a Fireball to explode 
among them as they peer through the pil lars. 

The Task 

The Specter wears robes that magically enhance its DB, but their 
red velvet folds are in talters. A hood covers the Specter's skull­
like head, but the PCs can see the eyes glowing red underneath the 
hood. The Specter seems to float whenever it moves. 

If there is anyone who resists the Fear spell, the Specter will use 
magic to defeat that person, casting up to four Lightning Bo[ts 
consecutively. The Specter cannot be hanned with poisons. It is 
Undead, and it must be struck with mithril or magical weapons. 
Arrows must be magical , nOi jus t the bow. 

The treasure is Extremely Hard (-30) to find . It is located 
underneath the tomb in a hollowed-out area. There is a scroll of 
RM Repulsions Repel Undead XV which causes up to 15 Undead 
to disintegrate or flee, 800 gp, 600 sp, and a magnificent +30 sword 
with a mithri[ blade. Its gold hilt is intricately carved and inlaid 
with blue sapphires. Elven ruins are traced up and down the sides 
of the blade. It is a sword from the wars ofGondolin and it detects 
Undead and glows pale blue when they are within 1000', extra 
bright within 100'. It slays Undead on a critical. It protects the user 
from all Fear spell s cast by Undead. The blue sapphires enable the 
sword to deliver an equivalent cold critical with any nonna [ 
critical. 

Dux> 
1. C hamber. The entrychamber is large and circular. Four torches 
light it withadim glow. A huge boulder, Extremely Hard (-30) to 
move, blocks a smaller passage. The PCs can see into the opening 
on the far wall . Ten bats will suddenly start from the ceiling as the 
adventurers arrive, causing a loud tl uttering that w ill alert the Olog, 
GirakOn, who dwell s here (LvI 16: Hits 250: AT RLlI6: DB: 50; 
DB: 170 hammer). He is a renegade from the Dark Lord's annies. 
prefering to obey noone save himself. The Black Troll will emerge 
from the adjacent cavem (H2). 
2. Cavern. There is lillie garbage here - Girakiln is tidy for 
tactical reasons and carries refuse away to a nearby chasm. Stone 
furnishings appoint the chamber along with a stolen tapestry 
depicting a gory battle scene. 
3. Treasure. Behind the boulder lies the Troll's treasure. The little 
niches of the cave are heaped with swords, annor, other weapons, 
gold, andjewelry. There are 200gp, l80sp, and a +20 handaxe that 
returns one round after being thrown. 

6.4 THE TASK 
The pes must locate a cave entrance into the Under-deeps and 

either prove or disprove the legends by venturing into the roots of 
the mountains. In order to be considered successful, though, they 
must resurface from beneath the earth to tell about it. 

STARTING TIIF. PLAYERS 

At the Troighef ofOaighen. smoke begins to cloud the common 
room as the evening draws on and the shadows lengthen into 
complete darkness. Shouts for more ale and cheese boom from the 
warriors and travellers relaxing there. A man props his heavy boots 
up on the table and clears his throat - Moctatlan the storyteller 
begins an account of his latest adventure in the Under~deeps . Will 
anyone show interest? Calmuad sits near, waiting to j udge the 
character of anyone who speaks with the storyteller. Almost s lyly, 
he will approach those who flock around the verbose Moctallan. 
Calmuad is a merchant who hopes tosponsoran expedition into the 
Under-deeps. He will outfit the party with everything they need, 
including information about the mystery of the Riddle Caves, in 
exchange for one·quarter of all booty recovered from the adven· 
lure. 
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Am, 
Other than Calmuad' limited knowledge and Moctallan 's guid­

ance, the pany is on its own. It should become quickly clear that 
the Under-deeps are arealm that has existed virtually uninvaded by 
surface--dwelling people. The PCs must bring a lot of food and 
water, and torches and oiL 

OOSTACLES 
lfthe party chooses to enter the Under-deeps through the Riddle 

Caves, they must obviously solve the riddle. (PCs who have 
already defeated Tughaib in the previous scenario will know the 
way. The OM may give more clues to PCs without this knowledge 
or make it easier to solve the mystery to ensure that they have 
access to the Under-deeps.) The other possibility is dealing with 
the hardships of mountain exploration while searching for another 
entrance. Rock slides, steep precipices, and encounters with wild 
beasts are but a few of the challenges present in travel through 
mountainous terrain. 

Inside the Under-deeps, adventurers will face creatures made 
fierce and hostile by their dark environment. In addition to these 
active foes, the passive dangers of hunger, thirst, claustrophobia, 
and the confusion created by the maze of passages that is the 
Under-deeps will be everpresent. The adventurers must not get 
lost! Should this occur, the objective becomes survival and exit to 
the outside world. 

7.0TABLES 

43 

REWARDS 
In addition to the thrill of surviving perils found only under 

ground and garnering the fame and prestige achieved by successful 
explorers, the adventurers will have the opportunity to become 
wealthy. The denizens of the Under-deeps have accumulated 
treasure hoards that remain unbreached due to their location. 
Enchanted weapons, piles of gold coins, and sparkling gemstones 
fill hidden nooks and crannies. The bold need only defeat the 
warped creatures lurking in the nearby shadows to make these 
treasures their own. 

In some people 'seyes, the adventurers will be viewed as foolish. 
But most will think of them as heroes. In Dunnish society, this 
means they will be accorded a higher head price, a chariot, a slave 
driver. and lavish hospitality marked by feasts wherever they 
travel among Dunmen. 

6.5 ENCOUNTERS 
Numerous creatures endlessly wander the passages of the Un­

der-deeps, while others have staked out specific cavems'for their 
lairs. The system described in Sections 6.31 and 6.32 should be 
used to determine the creatures encountered by the adventurers. 
Normal terrain encounters are possible while the adventurers are 
trying to find to a place of entry into the Under-deeps. TheMaster 
Encounter Table in Section 7.0 should be used for encounters 
above ground. 

7.1 NPCTABLE 
Missile! 

Melee 2ndary Mov 
Name Lvi Hils AT DB Sh Gr OB OB M Notes 
NPCs mR "GHOST WARRIORS OF DUNFEARAN" 
Solofben 17 70 Noll 60 N N 8Od, - 5 Dunlending Animist. Ring x3 PP, 183 PP, knows 

all Animist Base Spell lists, all Closed Channeling 
lists, and the Spell Defense list. 

Borkul 5 62 SL/8 30 N N 65axe - 10 Dunlending Scout. Blacksmith/carpenter. 
Anrea 4 40 Noll 25 ,;- N 4Od, - 10 Dunlending Scout. 

NPCS .FOR "A RAID OY NIGHT" 

Tughaib 20 120 SLl8 10 N N 85qs 45da 20 Dunlending Animist. Priestess. knows all base 
Animist lists, all open Channeling lists, and all 
closed Channeling lists, 60 PP. 

Benna 5 45 Noll 50 N N 4Oq, 5,h 15 Dunlending Animist. Acolyte. Knows 5 closed 
Channeling list. 15 PP. 

Kuma 6 55 No/2 55 N N 45qs IOd, 15 Dunlending Animist. Acolyte. Knows 5 Evil 
Cleric base lists, 1 open Channeling list. 36 PP, 
x2 ring. 

Easgan 8 66 No/2 60 N N 5Oq, 15sh 10 Dunlending Animist. Acolyte. Knows 5 Evil 
Cleric base lists. 3 open channeling lists, 48 PP 

Seinacaid 4 36 No/2 40 N N 35qs - 20 Dunlending Animist. Acolyte. Knows 4 open 
Channeling lists. 12 PP. 

Scamrrurr 7 93 RL/12 55 Y N 95bs 55cb 30 Dunlending Scout. +10 sword; boots of silence; 

~N 
cape of hiding, +25. 

Oravarri 6 68 Noll 25 45da - 15 Dunlending Scout. Merchant. 
Jeroibha I I 149 Ch/16 65 YIO Ann 130bs 80cb 25 Dunadan Warrior. Spy of Tughaib; +15 sword; 

uses poison. 
NPCs FOR "INTRIGUE IN THE UNDER-DEEPS" 
Moctallan 12 150 RL/IO 40 N N 90bs 65sb 15 Dunlending Bard. 
Calmuad 8 84 RL/8 35 N N 65ss 50sb 10 Dunlending Scout. Merchant. 
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7.2 ENCOUNTER TABLE Use of Ihe Encounter Table and Codes: 

Gwaithlo Dunnisb Misty 
The GM should determine the group' s location and the appropri . 

Encounter Plain Highlands Mountains 
ale column and then roll for a possible encounter. The period of time 
covered by an encounter roll is either !he Time given on the table 

Olance (%) 20% 15% 15% or the time it lakes the group to cover the Distance given on the 

Distance (miles) 10 5 3 table. whichever is shorter. If an encounter roll is less than or equal 

Time (hours) 4 4 4 to the C hance of Encounter given on the table, a second roll of (I· 

Inanlmale Dangers 
100) is made to detennine the nature of the encounter. 

An encounter does not always require a fight of similar activity; 
, General Trap 01 01 01-02 a group can avoid or placate some of the above dangers/meetings 

Avalanche - 02-03 03-Q6 with proper action or good maneuver rolls. This table only gives Ihe 
Aashf100d 02::04 04-Q6 07-08 GM a guide for encounters with unusual or potentially dangerous 
Grass Fire 05-Q6 07 -
Silestrhings 
CaveICavem/Lair 07-.08 08-10 09-12 
Dunedain Sile 09-10 11 -12 13 
Calenllrdhon Site - - 14 
Dunlending Site 11 -16 13-17 15-16 
Druednin Sile 17 18 - 7.3 RUMORS AND LEGENDS 
Grave Silerromb 18 19-20 17-18 

Roll (need not be detennined randomly) 
Dunlendings True/False 
Common Folk 19-26 2 1-26 19-21 
Warnors 27-31 27-31 22-24 01-05 Scammer will betray you. False 
Healers 32-34 32-34 25 06-10 Ieroibha is a spy for Tughaib. True 
B",b 35-38 35-37 26-27 1 1-15 Solofhen is senile and can 'I help adventurers. False 
Priests 39-40 38-40 28 

16-20 Borkul is uying 10 lure people to Tughaib 10 become 
Calt'nardhons Undead minions under the shaman's control. False 
Common Folk - - 29 

2 1-25 Marbom has never even been in the Under-deeps. Soldiers - - 30 
True 

Other Men 
26-30 A Pukel-man guards the Riddle Caves. True Northmen 41-42 41 31 

Easterlings 43 - 32 31-35 There are more riddles along a path through the 
Travelling Merchants 44-47 42-44 33-34 Under-dee'ps. True 
Bandits 48-50 45-46 35-37 36-40 There is an Orcish King who possesses an Elven 
0,,, ruby that gives the power of flame to swords if 
Scouts 51-52 47-49 38-43 placed in the hilt. True 
Small Patrols (2-6) 53 50-51 44-47 4 1-45 The Under-deeps are barren, conlaining no plant or 
Normal Patrols (6-10) - 52 48-SO animal life. False 
Warband/Caravan (J2-30}- - 5 1-52 46-50 Ghouls roam in the Ghosl-caves. True 
Other Non-Manish Raus 51-55 Tughaib has 20 powerful acolytes. False 
Dragons - 53 53-54 

56-60 There is no path between the Riddle Cave and the Dn1edain 54 54 -
Dwarves 55-56 55-57 55-56 Ghost-caves. False 
Elves 57 58 57 61-65 Anrea is Borku!'s mistress. False 
Ents - 59 58 66-70 The Ghosts and Ghouls only raid al night. True 
Giants - 60 59-60 7 1-75 Once inside the Under-deeps, Ihe only way oul is 
Great Eagles 58 61 61 back the same way. False 
Hobbits 59-60 62 -

76-80 Ieroibha has slain eight Ghouls and four Ghosts 

""""" 61 63 62 
Troll. Cave 62 64-65 63-65 controlled by Tughaib. False 
Troll. Forest 63-'" 66-68 66 81-85 All trade has been stopped in the valley because of 
Troll. Hill 65-66 69-71 67-68 the Ghosts. False 
Troll, Stone 67-69 72-73 69-70 86-90 Membe~ of the Dunlending clan that disappeared 
Animals are now the elite of Tughaib's army. True 
B'I 70 74-75 71-73 91-95 Only mithril or magical items hann Tughaib's 
Bm 71 76-78 74-76 Ghosts. True 
Bees/Homets 72-73 79 77 96-100 Tughaib herself is nOl very powerful: her power 
Eagle 74-76 80-82 78-80 

resides in Ghoslbane. True B,,, 77 83-84 81 
Glutan 78 85-86 82-83 
Lynx 79 87-88 84-85 
Jatewoone 80-82 - -
Herd animals 83-87 89-90 86-87 
Poisonous Snake 88-90 9\-92 88 
Snow Leopard - 93 89-9\ 
Wolf/Warg 91-92 94-96 92-94 
Other Animals 93-1 00 97-100 95-100 
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7.4 WALKING DEAD TABLE 
Letter Name Lvi Hits Size Speed AT Sh DB AUack Notes 

A Skrag 6 42 M F ChlI4 y 45 75sc Orc Warrior. 
B MogtOJ 7 94 H M RL/12 N 40 l15c1 Olog Warrior. 
C BargQr 9 lOS H M RL/12 N 40 130wh Olog Warrior. Stone hammer. 
D F"'m 4 60 H S RL/II N 30 120cl Hill Giant Warrior. 
E Frem 5 65 H S RL/II N 35 130cl Hill Giant Warrior. 
F Nunaib 9 104 S M Ch/14 Y 65 115wh Dunnish Warrior. +20 hammer. 
G Genaibha 4 29 M M RL/IO y 35 45bs Dunnish Warrior. 
H Eun II 110 M M RLI9 y 65 120bs Dunnish Warrior, +10 sword. 

Athair 4 37 S M SU6 N 20 15da Dunnish Evil Cleric. 24 PP. ring 
x2 PP, 4 spell lists, female. 

J Seinadair 8 64 M M SU6 N 60 60da Dunnish Mage. 72 PP, bracelet 
x3 PP, 9 spell lists. 

K CU 5 50 M M Ch/16 Y 55 SObs Dunnish Warrior. 
L Mach 8 80 M M ChlI6 y 70 1 lObs Dunnish Warrior. +10 shield, 

+ IO sword. 
M 8ro, 5 45 M M SU5 Y 45 60bs Dunnish Warrior. 
N Nairn II 69 M M No/2 N 80 50da Dunnish Evil Cleric. +40 DB robes, 

ring x3 PP, 99 PP, 11 s~lliists. 
0 Leanan 4 40 M M Noll N 60 100d. Dunnish Mage. +20 DB cloak, +55 

Dagger of Life Stealing, 20 PP, 
5 spellliSl$, female. 

p Arlenui 4 55 M F Ch/16 Y 60 9Gbs Dunadan Ranger. +5 Sword of 
Ore-slaying. 

Q.- Bruad 4 40 M F RL/IO N 45 65th Dunnish Ranger. 
R Acair 6 68 M F Ch/14 Y 70 l25bs Dunnish Warrior. + JO shield, 

+20 Sword of Troll-slaying. 
S Damah 9 98 M F 01/16 N 70 120ba Dunnish Warrior. +20 chain mail. 
T KOrLh 10 95 M F Ch/16 Y 65 100s1 Orc Warrior. Accompanied by 

4 lesser Ore Warriors. 
T Krfip1iz 3 25 M F RU9 N 20 50cl Ore Warrior. 
T FanI> 3 26 M F Ch/13 Y 20 50se Ore Warrior. 
T TripOn 3 24 M F RL/IO y 20 50se Ore Warrior. 
T MorbAz 3 28 M F Ch/14 N 20 50ss Ore Warrior. 
U Log1iz 5 60 M F Ch/15 Y 50 70ha Ore Warrior. 
V Runzh 14 130 M F Ch/16 y 80 135sc 0" Warrior. +20 shield, 

+25 scimitar. 
W Vorazg 7 140 H M RL/12 N 40 160wh Olog Warrior. 

(rrom Level Two or the Ghost-caves) 

,. 
B Mortaim 8 80 M M/M RU I2 65 9,.. Dunnish Barrow Wight. + JO sword. 
C ObheJ 9 77 M M/M ChI16 70 105bs Dunnish Barrow Wight, + 10 shield. 
0 Skain 3 39 M M/M RUII 35 40sp Dunnish Barrow Wight. 
E Tumaibha 6 67 M M/M RU12 55 75sp Dunnish Barrow Wight, + 10 spear. 

II A Bhenaim 12 106 M M/M Ch/16 75 IJObs Dunnish Barrow Wight, +20 sword, + 10shieJd. 
B Aghoin 5 44 M M/M RUI2 50 60sp Dunnish Barrow Wight. 
C Caima 4 50 M M/M RUII 35 55sp Dunnish Barrow Wight. 

12 A Feghail 6 71 M M/M RUI2 60 65sp Dunnish Barrow Wight. 
B Ga.lsoim 7 65 M M/M RUI2 60 "'" Dunnish Barrow Wight. 
C Coiren 2 24 M M/M SUIO 30 35'" Dunnish Barrow Wight. 
0 Lng"" 9 81 M M/M Ch/16 60 IIObs Dunnish Barrow Wight, +25 sword. 
E Nom. 5 53 M M/M RUl2 50 70bs Dunnish Barrow Wight, +5 sword. 
F Raile<: 8 82 M M/M Ch/16 65 "'" Dunnish Barrow Wight, +10 shield, +5 sword. 
G Venaib 3 31 M M/M RUI2 35 40'" Dunnish Barrow Wigh!. 
H Yoinen 9 54 M M/M NoIlO 60 6Od. Dunnish Barrow Wight, 9 spell lists, 54 PP, ring 

x2 PP. defensive robes +20 DB. 
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7.6 BEASTS OF THE UNDER· DEEPS 
Primary/ 

#1 2ndarytrer tiary 
Creature Lvi Ene Size Speed Hits AT DB Attack Notes 
Balrog '0 I H VFNF 400 PI!20 120 27Sth/140wp/spells May immolate. ." 0 1-100 S VFNF , Noll 60 25TBi No attack unless provoked. 
Bat, G. Vampire I 12-30 S VF/yF 25 Noll '0 4OSBi/40SCI Causes 1-5 hits/md after a 

critical is achieved. 
Cavern Wing I 2-100 S FANF 8 Noll 50 SOSCV40SBi Retreat if leader killed. 
Cave Worm 10 I H MF/F 160 RU12 30 90HGriswallowl110HHo Grapple first. 
Chamber Bird 2 21-30 S VF/F II No/I 60 50SPi/35MCI Shy. 
Cold-drake 30 I H FA/FA 500 PI/2O 50 120HBi/120HQI120HBa/80HHo Wingless 
Ghoul 2 1-10 M MD/MF 35 SL/' 10 35SBa/40SCV30we Undead. 
Humkennec 8 1-20 S MF/MO 130 PV18 40 BOSPi/65SHo Iron Spider form. 
Ice-drake 30 I H FA/FA 450 PI/20 " llOHBijllOHCI Good swimmer. 

11OHBa/1OOHHo/90IBr 
Kraken 30 I H MD/MD 375 RL/II 40 145HGr/l45HPi I-SHOr attacks/md. 
Lizard, Gl'l:at 8 1-2 L MF/FA 140 SL{7 30 90LBinOMBa Agressive. 
Mendaen 10 1-10 L SLIMO 60 Ch/16 20 80MGr/120LCr Stone man-like fonn . 
Mensharag 5 1-10 L MF/MF 80 Ch/16 30 60LCI/50LBa/40MBi Stone liz.ard-like fonn . 
O~ 3 4-12 M MD/MF " Ch/14 45 6Osc/SOsb Orc lair nearby. 
Rats, Giant I 1-20 S FA/FA 20 SL{l 30 2OTBij20SBi Body length 2'-3'. 
Samumeni 7 1-2 L MF/MF 210 RL/12 40 75MBi/90LBa{7SLCr Huge, freshwater eels. 
Slign 8 I L FA/FA 160 S4" 50 9OLCr/60MBi/50LGn2 RR vs 5th level poison ifbite 
successful. 
Serpent, Giant 8 1-3 L MO{MD 120 RL/12 20 lOOHGr/swallow Constrictor. 
Skeleton 2 4-12 M MD/MF 25 Noll 10 30we/4SMBa Only crush crits damage. 
Specter 5 1-2 L FANF 200 Noll 100 40 Shock Bolt/special Drains 8 COIrd (lO'R). 
Spider, Giant 8 1-20 L FANF 160 S4" 40 70LPin5LSt/poison Poison effectiveon crits: stun 

victim 24 mds. 
Troll , Black 9 I L MD{MD 250 RL/16 50 170wh/80LBa{70ro( ISO') Also known as an Olog. 
Troll, Cave 12 1-5 L MO{MD 220 RLJIl 25 l60HCI/85we/80ro( ISO') Distinctive stench. 
Troll, Mountain II I L MD/MD 240 RLll6 40 11 Owell OOLBa/l ClOro( ISO') Smelly. 
Troll, Stone 12 2-3 L SLIMO 150 RL/II 15 80LBa/6SLC1/40we Noisy. 

60ro(9O') 
Urok 5 2-20 M MO/MF 115 S[J9 15 155sc/155hcb Larger than Common Ore. 
Vault Shrike I 1-5 T VF/BF 5 Noll 60 3OTBi/4OTC1 Shrill shriek stuns victim 1 

md/IO RR failure, lst Ivl 
attack; tongues bear poison. 

W". 8 4-20 L VFNF 180 S4" 60 75LBi/60LCI Dissipates when slain. 
Watcher in Stone 15 1-2 L -/- 250 PI/20 40 special Stone Dunman-like form 

with eagle-head. 
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7.7 BEASTS OF DUNFEARAN 
(Prlmaryl 
S«ondnyfTtrtiary) 

Typo L,I #/Enc Slu S .... Hill! AT DB Atllck 

Bo< 0 1-100 S VFNF • No/I 60 2jTi/-/ Will not nonnal ly attack unless provoked. 
Bal, G. Vampire I 12-30 S VFNF 24 Noll 40 4OSBi/4OSCI Will cause t_~ hitslmd after a critical is achieved. 
Bear, Black • 1-' M FiF ISO SLt. 30 6OLGrnOLCI/30MBi Will not normally attack unless provoked. 
Bear, Blue 7 1-' L MF/MF 200 SL/8 " 8OLGrnOLCI/30MBi Semi-intelligent: uses "I'm;cnce (SO'R)". 

Bear, Brown , 1-2 L MF/MF 170 SL/8 JO 10LGr!60LCl/2OMBi May charge (60LBa); mean when provoked. 
Bear, Cave 12 I· ' H MFiF 300 SI/8 40 9~HBaI9OHCI/3OHGr Usc Large Creature Criticals. 
Big Hom Sheep • 4-40 M _F 70 NoI' " 6OMBI/40MHo(lOMTS Only males have horns. 
Eagle, OoIdcn 3 I·' M FiF J() Noll J() 4~MCI/3~SPiJ--- Rarely attacks larger creatures (unless helpless). 

Eagle, Greal 8 1-' L VFNF ISO NoI3 40 8OLCl/6OLPi/- Intelligent &. Sood; UIiC Large Creature Criticals. 
Eagle, Verrin 2 1-3 M FiF 40 N0/2 " SOMCV40SpiJ- Bold and territorial. 
Glutan • I S FtvF SO NoI3 SO 5OMbi/4SMCV- Extltmely a&&reSSive. Wi!! attack without reason. 
Ooa.rs, Mountain 3 3-36 M MF/MF SO NoI' " SOMHoI4SMBa !3OMTS Only milles have 1"Ioms_ Aggressive. 

GoalS. Wild 2 1-12 M F/MF SO NoI' 30 4OMHo/40MBa/lOMTS Only males have horns. Mildly aggressive. 
Gorbet, Trail Limn! 4 1-2 S SIMD 2S NoI3 40 JOTBi/speciaV- Secreles poison through skin. 
Highland L)'IlIl 3 1-' M VFNF 70 N0/3 ' " 4SMCI/30MBi/- Lives and hunlS in groups. 
Jatewoone , I L FtvF 12<> N0/2 30 80LPi/70LCVSOLBa Huge bird of prey, mly flies. "Cleaver Beak". 

Pronghorn I I-SO S VFNP 2S N0/2 2S 3OSHoI2OSTS Curious. but skittish. 
Snakes. Pobonous 1-' 1-2 S S/VF IJ).2<> Nol l 40 4OSSt/-/- Nathair, Nathrach, and Coireal; 
Soo • ...,.... , 1-2 M VFNF 12<> NoI3 4S SOMCV40MBi/-- Unpredictable, hu been known to help men_ 
Troll. Cave 12 I L MiM l7S OWII 2S IOQHCIJ8SWcI-- Use Large Crealure Critica1s. 

Troll. Forest , I" M M/MF 100 OWII IS 8OLBa/6SLCII-
. 

Found in the woods_ 
Tro ll , Hill 10 1-3 L SLIM ISO OWII 20 9SLB~LCV- Use Large Creature Criticab. 
Tro ll , Stone 7 1-' L SLIM 120 OWII 10 4SLC1/JSMBi/- Usc Large Creature Criticals_ 

W'" , 1. 10 M VFtvF ISO No/' SO 1SLBi/60LClI- Opcl1lle in patb and will warn Orcs ofintn.Lden. 

Wild Boar 3 I M F/MF 120 No/4 J() 40LH0/30MBa/20MTS Mean-tempered IItId s.o lillll)'. Vicious if cornered. 
Wild Kine , 1-10 L MiM 200 N0/3 30 80LBaJ90LCr/- Huge ox-like animal. 
Wolf 3 5-15 M FiF 110 N0/3 30 6SLBiI-/- Will not attack groups unless provoked. 
Wolf. Grey 3 2-40 M VFNF 110 N0/3 J() 6OLBi/30MCI/- Rarely attack human, .. 

Codes: The statistics given describe a typical creature of that type. Most of the codes are self-explanatory: Lvi (Level), #lEncount (number en-
countered), Size (Tiny, Small , Medium, Large, or Huge), Hits, and DB (Defensive Bonus). The more complex statistics are described below: 

Speed: A creature's speed is given in tenns of "Movement SpeedJ Attack Quickness"): C = Creeping, VS = Very Slow, S = Slow, M = Medium, 
MF = Moderately Fast, F = Fast, VF = Very Fast., S F = S lindingly Fast. 

AT (Armor Type): The two lellercode gives the creature 's MERP armor type (No = No Annor, SL = Soft Leather. RL =- Rigid Leather, Ch '" Chain, 
PI =- Plate); the number is the equivalent to the Roremaster numeric annor type. 

Allack: Each attack code starts with the attacker's Offensive Bonus. The first letter indicates the size of the attack = T = Tiny, S = Small, M = Medium, 
L = Large, and H = Huge. The last two letters indicate the type of attack = Tt = Tiny, Pi = PincherIBeak, Ba =- Bash, Bi = Bite, Cl = Claw, Cr 
= Crush. Or= grapple, Ho '" Hom, TS '" Trample/Stomp, St : Stinger, and We = Weapon. These codes may differ 51ightly from the MERP 
and RoiemasteT codes, 

(Primary/Secondary!fert iary) = Each creature usually initiates combat using its "Primary" attack. Depending upon the situation or success of 
the Primary attack, it may later use its "Seeondary" or "Teniary" attacks (all in the same round if previous attacks are very 511wessful ). 
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7.8 HERBS AND POISONS OF THE UNDER-DEEPS 
Herb Codes Form/Prep. Cost Effecl 

Lemsang t-U-5NW mushroomlingest 25sp A pound equals I week of preserved rations. 
Lothfelag t-U-7W f10werlingesl 490gp Cave nowcrs wilt preserve and protect a wounded Dwarf for up to seven 

momhs in a "Ufckept" state and will give life (as "Lifegiv ing") to a Dwarf 
who has died within the preceding seven hours. Others who eal the flower 
will immediately be relieved of any effects from concussion hits or stunni ng 
blows. Proper preparation requires removal oflhe toxic resin (see poison. 
below). 

Madarch t-U-6NW mushroom/liquiJ 42gp When mixed with an equal pan of water, it forms a purplish potion which 
warms the body and. within less than 2 hours (1 -100 mins), heals all the 
imbibor's cuts and blood vessels and restores nonnal blood flow. 

z"' h-U-4W fungus/brew 12,p Enhances (+50) smell and hearing for one hour 

Poison Codes Form/Pr~p. Cost Effect 

Golfang t-U-SNW mosslliquid 210gp Moss' moist sulface embodies a third level nerve poison; victims failing a 
RR by 0 1·50 lose feeling in, and use of, 1-4 extremities (hands and fee t); 
those fa iling by 51 or more die when their nerves simply dissolve into a hal. 
pink liquid . 

Lothfelllg l-U-7W resinlingest 70gp Victims of thi s Ivll poison who fail by 01 -50 fall into an unnatural sleep for 
1- 10 hours; RR failure of 51+ results in a coma for 7 months. 

Nen Calgaien t-U-7NW root/paste 35gp Lvl 2 poison. Viclim fa iling RR will glow green for 1- IOOmds. One failing 
by 0 1-25 is slowed,cannot move fas ter than a walk, and is aI -50 for \·100 
mds; failure of26-50 results in J - 100 hits and a debilitating pain which laSIS 
for 1- 10 hours. A RR failure of 51 + resuhs in a painful burning of lhe mind. 
with the victim losing 1- 100 slat points from his Conslitution and Mental 
stats (MERP: Ig. It, Pr, RM: Me. Re, It,Pr). 

Pelenour t-U-6NW mushroom/paste 80gp Lvi 2 poison. Undiluted Madarch must be injected or ingested for effect. 
Victims fail ing by 0 I-50 have their unhealed wounds reopened and bleed at 
2x norm:li rate. Victims failing by more expire liS their blood vessels 
explode. 

Look. for lhc:sc ICE product lines al your favorile retail outlet. Each of the role playing systems is suwlemented with a variety o f support materiaL 

Prkes a rt s ubject to a lteration without prior notice. 

HERO System Rulesbooknl 
The tWlrd·winning HERO J)'stem ku you role pill' any time, Iny place, any technotogy, and any power level. The unique ehaflleter design rules allow erutior\ 0( any 
cNoraetcr, whether he comes from a movie, I book, or yourown imaginatioo. Plmy fanlasy rightcn, modem , pies, powCJ' lnnor troopen, oreven supemeroes - it' I ail heret 
This jam'packed 224 page tome includes a eomplele superhero team provided for instant fun. The revised HERO system is cleaner, better integrated, and more Jlreamlincd 

than ever before. $20.00 

Cyberspacenl 

SCI: in the griuy near future where Meg_corporation repression collides with Sprawll\red. warfare, this is ICE's newest Role Playing game system, fuUy compatible with 
Space Mll tcrTV. Muscle·grafted p..,ks andjackcd·in Nelheads crawl out of the lU\leralO scrap Media Stan and Cybernetie Mercc:naries, I or;.mflic:t beyond the stalurt of 

Good and Evil From depraved poIJutcd eiueslO the sunul beauty of Earth's global computer matrix,!his u the world ofCybetsp,aa:! $18..00 

RoLemasterTN Boxed 
lCE.'ladvanccd Panlasy Role Pllying Game system, Rolemastcris. C(nIpkte Jel ot thc most advanced, realistie.nd lOphistia lcd FRP rules available and they !lave been 
rcfonnau.cd and IUlfglnized in !he new Scor;.md Editioo. Thd lu...ibility of thesystcm allows illO be used wholly orin part. Each of the books can be used separately loimprove 

the realism 01 molt major FRP systems! Look for the new complement 10 your Rolemaster game: Shadow World"" adventures $38.00 

Champions the Super Role Playing Game" 
Play yourflvorite comic book hero, or create your own! The character generation system lets you design your heroes the way you want them. The combat sy$lem iJ ealY 
10 learn and play. Aho covered I re skilll, powen, disadvantages, weapons, and guidelines 00 campaigning. lhis revised 352 page hard(Qvcr inC01pOtalC1 malenal from 

previous producu: Sf 1101 ,08,15. Cover Irt by George Pe",,~ Ch.ampiOlU, live the .dvenlu~! $32.00 

Middle·earth Role PlayingT10l Boxed 
The Role Pllyin, system perfect Ie. novices u weD 15 uperienl'ed garners! Based on The lIobbit®and The Lord of the Rings .... , MiddJe-urth Role Playing (MERJ1'W) 
provide. the slt\.lctun: and lramewoIY for Role Pllyin, in the g~tcst fantaIl' selling 0( I U lime ... J.R.R. Tolkim'. Middk_rth®! MEJU> u supported by I wide variay 

of Game lids, Campais.n moduks, Advcntun: SUppicmenlll, and Ready-to-RIIft advellNre$. $11.00 

These fmc products are sold at better re[ail outlets worldwide. Available a[ beller game stores _ or order from ICE, Inc. P.O. Box 1605 Chatlonesville 
Va 22902. USA. Prices are subject to a lteration without prior notice, VISA & MASTERCARD orders call (800) 325·0479. Va residents, Canadians 
and overseas customers call (804) 295·3917. Please make phone orders during business hours: 9am.5pm, Eastern Standard Time. Mon·Fri. Write for 
free catalogl 
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GHOST WARRIORS Includes: 
• II" x 17" FULL-COLOR. MAP depicting 

the terrain of Dunland. 
• 3 EXCITING ADVENTURES involving a 

clash with Dunnlsh Wights, a battle against 
a powerful shaman, and a risky venture 
into the Under-deeps that sprawl beneath 
the mountains. 

• DETAILED LAYOUTS of adventure sites 
including the Riddle Caves, the Path of 
Riddles, and the Ghost-caves. 

• GAME STATISTICS of the Beasts, 
Undead, and NPCs that dwell in the hills of 
Dunfearan. 

• RANDOM CAVERN GENERATION 
SYSTEM provided for travel through the 
Under-deeps, the vast network of caverns 
that twists below the surface of all Endor. 

An Adventure Module for 

IlIble-eaRth 1>01.., playonc; 

And mo.t other major Fa.t.1.y Role Playing Game •. 
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