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Introduction 
Once upon a time, there was an idea-an idea formu

lated by Gary Gygax and Dave Arneson m 1974 and 
publi~hed m a little paperback book called Underworld 
Adventures. The idea was simple: it's a lot of fun to go mto 
a dungeon and ktll evtl monsters. Why is the dungeon 
there? No one knows. Why do the monsters usually fight 
rather than talk? We aren't really sure. Why are there 16 
trolls in a cave with a jug of alchemy? No one cares. What 
do all the monsters eat? We don't know that either 
(although "adventurer" probably tops the menu). And we 
don't have to know the~ thmgs. This isn't an ecology 
expenment; tt's a dungeon-the quintessential setting for 
pure ~word-and-sorcery adventuring! 
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This adventure module pays homage to that original 
idea. True, there are opportunities for roleplaying, but 
most of this module is dedicated to "roll playing." Hope
fully, while exploring the halls ofRappan Athuk, you wtll 
recall the thnll of discovery, the terror m your heart when 
you fought your first skeleton, the joy of rolling your fir~t 
natural20 and the despair you felt when that I came up for 
your poison save. We hope that you find this module as fun 
and exciting as those hundreds of players who have ven
tured into (and not as often out of) the endless caverns and 
mazes of Rap pan Athuk-The Dungeon of Grooes. 

Rappan Athuk is a dtfficult dungeon. Even the upper 
dungeon levels should not be attempted by a party of less 

than six charactersof3rd level. Only 
truly veteran players should attempt 
this dungeon with lower level char

acters. Parties delving deeper 
than the 1st or 2nd levels of the 
dungeon should be of 5th level or 
htgher. Entenng the dungeon 
through "The Well" (which leads 
to Level 3A) should be avoided 
by parties of less than 7th level. 

The Legend of 
RappanAthuk 

The Legend of Rappan 
Athuk is well known, having 
been told numerous times by 
bards, adventurers, sages and 
loremasters. Read the informa
tion on the parchment to your 
player~. 

Rumors about 
RappanAthuk 

In addttion to the above 
Legend of Rappan Athuk, any 
character has a chance of know
ing up to two rumors about the 
complex from common legends. 
Each character can make two 
lntelltgence checks (OC 13 ). 
Each success earns the character 
a rumor. WlZards, clencs and 
bards (but not sorcerers) can 
make another Intelligence check 
(OC 20) modified by the higher 
of their Intelligence, Wisdom 
and Charisma bonuses; a suc
cess earns the character an 
additional rumor. Roll for each 
rumor randomly on 3dl0-2 and 
consult the table below, or se
lect a rumor that seems fitting. 
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1. Zelkor, the good wizardofold,lSnow anevillich living 
in the upper levels of the dungeon and protecting both 
the evil temple and the descent IntO it. (Partially true.) 
2. A high priestess of Hecate, the goddess of magic, was 
turned into a statue ofliving rock and is entombed in the 
dungeon. She had a magic ring that allowed her to shape 
change. Her name is Akbeth. (True.) 
3. A rich gold mine awaits discovery; locate a cavern 
with a manmade river channel, and defeat the monsters 
there. (Mostly true.) 

4 . The temple of Orcus no longer exists within the 
dungeon. Its existence is a lie told by adventurers to keep 
others away. (False.) 

5. A great oracle can be found beyond a great cavern. He 
can tell all toanyonewillingtopay his price. (Mostly true.) 
6. A large group of dwarves recently went to look for a 
large gold mine said to be in the dungeon. None of them 
returned. (True.) 

7. When his worshipers built the complex, Orcus cursed 
it, so that anyone who disturbs his temple will turn evil 
and become slaves of darkness, never to rerum. (False.) 
8. A great city of goblins lies deep in the complex, and 
they are followers ofOrcus. (True.) 
9. The entrance to Hell lies deep within a maze com
plex. It can be found only by sw1mming through a pool 
of water. (True, though only in a figurative sense. The 
level is called "Hell" by anyone who has been to it.) 
10. A great priest was entombed within the complex 
behind a door sealed with seven seals. If released, the 
powers of good would be greatly aided. (True.) 
11. The dungeon was onginally a good fortress built to 
protect against the advancmg hordes of evil. Evil over
came the fortress' defenders. (False.) 
12. Magical black skeletoru mhabit the dungeon. They are 
greatly feared, as clerics cannot tum them. (Partially true. 
Clerics have a substantially reduced chance to tum them.) 
13. A powerful illusionist lives near the surface. Do not 
believe everyth ing you see. He is cannibalistic and 
possesses great powers. (Mostly true. The "illusionist" is 
actually Scramge, a rakshasa.) 
14. On the first level res1des a moruter immune to 
everything. It is amorphous and smells terrible. The wise 
man flees from it. (As your party will see, this is very true.) 
15.1nside a great labyrmth lies a strange mushroom that 
can restore youth to a human. They are blue with red 
spots and grow under a bridge. (Partially true. The 
mushroom randomly resets a character's age, which for 
most adventurers means getting younger.) 
16. Some of the tunnels dug by the giant rats of the 
complex lead to interesting places. Some lead nowhere. 
(Very true.) 

17. The wise man uses the underground rivers to travel 
through this place, though th1s is dangerous if the 
correct channels are unknown. Many men have drowned 
in them. (True.) 
18. Deep in the dungeon IS a vast cavern housing mon
sters of gigantic size. A beholder 20 feet in diameter has 
been seen. (Panially true. The large cavern does contain 
gigantic monsters, but the beholder is of normal size.) 
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19. A magical pool leads to a wlShmg well. If you cast a 
mag1c Item into it, you w1ll be granted a wish. (False.) 
20. There is a corridor of solid wh1te stone, and it is 
cursed. Anyone who walks its length IS lost forever. 
(Almost true. Most, but not all, who walk the corridor 
will die.) 
2 1. On the fourth level, there are no monsters, but 
wondrous quantities of gems. (False. Give us a break!) 
22. The caves are safer than the carved passages. The 
upper levels are also very tough m the carved areas. 
(False. The caves are no safer than the carved passages; 
both are equally dangerous.) 
23. As the great mage Spe1gle sa1d, "Beware of purple 
worms."The wise man heeds his advice. {It's so true, it's 
written on the wall on Level3.) 
24. In the lower levels, spells cannot be regained due to 
the evil powers in this place. Conserve spells on deep 
treks. (True.) 

25. Solid mithril gates bar the way into a vast treasure 
horde, which is guarded by a lich. If one were to gain 
access to the cavern, one would be wealthier than an 
emperor. (Panially true.) 
26. Deep within the hill lies a pool of lava guarded by 
demonic lizards. If one defeats them, pure gold can be 
distilled from the liquid rock. (Partially true; there are 
salamanders but no gold.) 
2 7. Giant scorpions guard the way to the tomb of a fell 
king. (True.) 

28. It is said that the great paladin, Banner, was over
come by a horde of enemies in the dungeon. His mighty 
holy sword, Gurthdurial, is rumored to have been lost in 
the Hall of the Cyclops King. (Completely false.) 

Room and Level Numbering 
Because Rappan Athuk is a complex dungeon with 

numerous levels, rooiTIS are numbered by level prefix then 
room number. For example, Zelkor's lair is room 3A-8, 
meaning room number 8 on level3A. Rappan Athuk also 
uses an old-style level numbering convention with "main" 
levels and "side" levels. The "mam" levels are numbered 
consecutively, indicating relative depth below ground. The 
"side"levels (those marked A or B),oftenskipnumbers. The 
numbers of the side levels indicate depth relative to the main 
levels. For example, Level 3A (beneath "the Well") is at 
approximately the same depth as Level3. 

Monsters 
Wandering monsters are detailed more fully in the 

Monster Appendix at the end of this module. Unusual 
creatures that are common in Rappan Athuk, such as the 
nefarious black skeletons, are detailed m the text in full the 
first time they are encountered. Thereafter, they are de
tailed in an abbreviated format with the1r full statistics 
presented m the Appendix. Common monsters, such as 
rats and lesser undead, are always Its ted m short form in the 
text of the module with their full statistics detatled in the 
Appendix. Unique or significant monsters are always fully 
detailed in the text and are not repeated in the Appendix. 



INTRODUCTION 

The Levels of Rap pan Athuk 
Ground Level: The Sunken Graveyard and the 

Mausoleum 

Level 1: The Lair of the "Dung Monster" 

Level 2: Marthek's Place and Ambro's Base 

Level 3: "Beware of Purple Worms!" 

Level3A: "The Well"-Zelkor's Lair 

Level 4: The Upper Temple of Orcus 

Level 4A: The Basiltsk Caverns 

LevelS: Banth's Lair and the Wight Catacomb:. 

Level 6: The Maze 

Level 6A: Caves and Caverns--The Lair of the 

Spider Queen 

Level 7: The Gates of Hell 

Level7 A: The Hall ofKazleth, the Phase Minotaur 

King 
Level 8: Caves and Caverns--The Tomb of the 

Evil King 

Level9: The Lower Temple ofOrcus 

Level 9A: Caves and Caverns--The Hydra's Latr 
Level9B: The Well of Agamemnon-Upper Level 

Level9C: The Well of Agamemnon-I...cm.-er Level 

Level 10: The Lava Pit 

Level lOA: The Giant Cavern 

Levelll: The Waterfall and Akbeth's Grave 

LevelllA: The Gate~ to the Goblin City and the 
Vampire Latr 

Level 12: The Slave Pits 

Level 12A: The Goblm City and the H all of the 

Titan Cyclops 

Level 13: The Portal of Darkness 

Level 13A: The Goblin Barracks 

Level 14: The Chapel of Orcus 

Levell5: The Den of the Master 

This module details the Ground Level and subterra· 

neanLevelsl,2,3,3Aand4A.ModuleR1-TheMtddle 
Levels details Leveb 4, 5, 6, 6A, 7, 7 A, 8 and 9A. Module 
R3----the Lower Levelsdetatls Levels 9, 9B, 9C, 10, lOA, 

ll,l1A, 12, 12A, 13,13A.l4 and 15. 

The Wilderness 
Surrounding Rappan Athuk 

As with any major entrance to the underworld, the 
wilderness around Rappan Athuk is a dangerous place

popular with bandtts, marauding monster bands and wor:.e. 
Merchants and patrols are quite rare, and the woods and 

htlls surrounding the area are especially wild. The area 
surroundmg Rappan Athuk has attracted vanous bandit 
groups. Several of the~e groups spy on parties entenng 

Rappan Athuk, only to stnke at them as they make their 
way out of the underworld. In addition to bandits, there 
are a large number of standard monster lairs and encounter 

areas in the wilderness area surrounding the dungeon. 

Feel free to place Rappan Athuk in any appropriate 
area of your game world and create the bandtt encounters 

and monster latrs to reflect the particular flavor of your 
campaign. For those desmng the origmal wilderness map 

(mcluding a Player's Map) and notes about the surround
ing wilderness areas-to run Rappan Athuk as tt was 

originally intended-they are available as a free download 
in PDF format from the Necromancer Games web site 
( www .necromancergames.com). 

Using Rappan Athuk without 
the Middle and Lower Levels 

The other two "R-senes" modules derail the Middle and 
Lower Levels of this multilevel dungeon. Until you have those 

products, treat any doors or passages leading to those levels as 
locked with magical locks (Open Lock DC 40), requiring 

special keys. Later, once you have the subsequent products 
derailing the lower levels and rc~ experienced enough to 
-.urvtve the challenges thercm, have your PCs encounter the 

corpse of an acolyte of Orcus, on which can be found one of 
the magical keys needed to gain acce.:.s to the lower levels. Of 
course, the corpse should also con tam a few burrowing grubs. 

We don't JUSt want to give these mag1cal keys away .... 

Introductory Characteristics 
Each level of the dungeon has a sidebar like this 

one that details the following basic information: 

Difficulty Level: Detaib the average level ofdifficulryof 

the dungeon level. A party of ~ix player characters ( PCs) 
I \\1th the suggested experience level should be properly 

challenged by this part of the dungeon. 
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Entrances: Detatb the\ anous enrcyways mtothe level. 

Exits: Details the vanous exits from the level. 

Wandering Monsters: Detatls the frequency of en
counters, including a table of encounter results. 

Shielding: Details any material or magical barriers 

or shielding that prevent~ dtvmation or other spells 
and effects from functioning. Not listed tf there is no 

shtelding on the level. 

Detections: Details re~ulr:. of general dtvmation ~pelts 
on the b·el. All general detections associated with a 

level are set at DC 10, unless otherwt.se noted. 

Spell Function and Recovery: Deratls any interference 

with spell recovety due ro magnetic mfluences or sheer 
evil detachment from the gods. Not listed if function and 
recovery are normal on the level. 

Continuous Effects: Details any effects that apply 

throughout the dungeon level, such as fear or ex
treme heat as though a heat metal spell were m effect 

throughout the level. Not listed if there are no 
continuous effects on the level. 

Standard Features: Detatb the standard door type and 

quality to be encountered throughout the level, as well as 
any other recurnng features, such as color of stone or 
carved motifs. If there are no standard features on a 

particular level, this characteristic will not be detailed. 



Ground Level: 
The Sunken Graveyard 

and the Mausoleum 
Arriving at Rap pan Athuk 

As your PCs approach Rappan Athuk for the first 
ume, read the following text: 

~ ou crest tlie fast Iii[' ana tfie compfe?(jinaC£y 
corrresintoww.InstarK.._contrast tot lie {usfi 
greenery of tlie fiif{s fies a farge sunK.._en 
graveyari, fail out in tlie sfiape of a cross. 
~tfiertfian toweringa6ovr. tfiegrouni, tfie 
graves fiavesett{u{intoaepressions, aruf tfie 
main mausofeum, a 6uiftfing of strange green 
stone, rests in tfie aupe.st depression some 40 
feet OdOW tfie grouna OTt UlftiCfi you noW 
stan a . .91.t tfie otfier ena of tftegravefiffer{ 
lio{(ow stan is wfiat appears to 6e a stone 
wef{. '11iere are no gravestones nearit. 'Tiie 
normafsouru£sofuliU{{ifearegone, ana farge 
carrion 6irtfs circfe overlie at!. .91.n ominous 
si(ence rests a6ou t tlie pfac.e. 'Eacli of you 
{Jtows in your lie art tfiat you fiatft foun a tfie 
(egeniaryaungeonof!l{pppan.91.tliuk:.91.na 
tfiouglin.oneofyou iaresspeaK...it, you wonder 
if you wi{{ five to re.tum to tlie warmth of 
lieartli analiome. 

There are two pnmary pomt~ of entry into the dun
geon. The main entrance IS throueh the crypt structure 
tt~elf, leadmg m Level l. The ~econd entrance is through 
"the Well" a~ area G-4, whtch leads to Level3A. PCs can 
ah.o effect an entrance through the rat tunnels at G-3. No 
other entrance to the upper levels exists. 

G-1. Tombstone and Key 
~ousee in front of you a Iife·si.ze statueofa 
awarfon a4 ftJ(4 ftstoneDfock,. :JU (oo~to 
fiave 6un a great warrior. 'Dwarven runes 
aiomtliefrontoftliepdestaf. 

Thts rather large tombstone, c. rested wtth the statue of 
a dwarf, seems to have been visited frequently. The dwarvcn 
rune~ read "Blessed is he who ~pares these stones/And 
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Ground Level 
Difficulty Level: 4 
Entrances: Above ground 
Exits: Mausoleum to Levell; "the Well" to Level 
3A; rat tunnels to Levell, room l-11, and Level 2, 
rooms 2-10 and 2-20 
Wandering Monsters: Check once every 30 min
ute~ on ld20: 

l. 3J6 dire rats with ld2 wererats (These 
creatures dtg their way to the Ground Level 
from area G-3 below. If wercrat~ are en
countered, there is a 75% chance that rhey 
Mmply spy on the party, rather than attack, 
and report theirobservattons to the wererats 
in areas l-12 and 1-13 on Levell.) 
2. 2d6 ghouls and 25% chance of ld3 
ghasts 
3. '3d6 normal rats 
4. ld3 green guardian gargoyles from area 
G-6 animate and attack 
5-20. No encounter 

Detections: Enttre le\'el detects famtly of evil 
Standard Features: Unless othetwtse noted, all doors 
on thts level are made of iron-reinforced wood (2 in. 
thtck; Hardness5; hp 20; Break DC 18); if described as 
"locked," add Open Lock (DC 20). 

cursed be the man who moves my bones." Exammation of 
the base of the statue (Spot check DC 8} reveals a small 
compartment that may be easily opened. It is not trapped. 
Inside is the magtcal iron key to Rappan Athuk that opens 
the door~ to the Main Mausoleum at G-6 below. Once used 
to unlock the doors of the mausoleum, it teleports back to 
this compartment. 

G-2. A Dire Warning 

9{jnt graves fie fii£etf wi tli fre.sli eartli ana 
rrzak!sliifttTiilr(grs.Someofyourecogniua 
fewoftlie famous names, fegerufs of your own 
time-a grim fore.sliaiowing oftliings to 
c.ome . .f4 tentli grave is present as ule!l, onfyi.t is 
emptyaruf fre.slify tfug. fJ'oweri.ng overit, a 
mar6Ie gravestone 6ears youroum name. 



GROUND LEVEL: THE SUNKEN GRAVEYARD AND THE MAUSOLEUM 

G-3. Rat Tunnels 
Thereisa3-foot-diameterholeleadingdownintodarlcness; 

bits of cloth and bone lie about the entrance to the hole. There 
is a 10%chanceevery lOmmutes the I?Csspend in thisareathat 
theyencountersomeformofrar(rollld20): 1-5m ldlOnonnal 
rats; 6-19 = ld6 dire rats, 20 •ld2 wererats. Any wererats 
encountered are spies for the many creatures inhabiting the 
dttngeOn. They rarely attack a laxge party. Instead they retreat to 
report to their supenors on Levell below. They may serve more 
nefarious masters who ~tde deeper m the dungeon. 

Normal Rats: CR 1/8; hp 1 each; SA disease. 

Dire Rats: CR 1/2; hp 4 each; SA disease. 
Wererats: CR 1; SZ S Shapechanger; HD 2d8+3; hp 

16; !nit +3 (Dex); Spd 40ft, climb 20ft; AC 18 (+ 1 size, +3 
natural, Dex); Ark +3 melee (ld4, bite), +3 melee (ld6, 
rapier, crit 18-20) or +3 ranged (ld6, shorrbow, crit x3, 
range 60ft); SQ scent, damage reduction (IS/silver or + 1), 
shape shifting, curse oflycanthropy; AL NE; SV Fort+ 5, Ref 
+5, Will +S;Str 10, Dex 17,Con 12, Int 12, Wis 12,Cha 10. 

Skills: Climb+ 11, Htde+ ll,Listen +S,MoveSilendy 
+6, Spot +8. Feats: Weapon Finesse (bite), Weapon Fi
nesse (rapter). 

Possessions: Rapter, shortbow with 20 arrows, 2 gems 
(25 gp each), 3d12 cp, 2d6 sp, ld8 gp. 

Traveling the Rat Tunnels: These tunnels twist and 
tum, with numerous dead ends and side passages. Only 
Small characters can use the runnels. Anyone doing so has 
a 1-8 on 1d20 chance of encountering 2d6 dire rats during 
the course of his journey. Because of the number of twists 
and turns, these passages do not lead ro the same place 
rehably. Each time a person travels these tunnels, he winds 
up in one of the followmg locations after 10 minutes (roll 
ldZO): 1-3 =back where he started; 4-8 =at another area 
marked G-3, dtfferent from the tunnel he entered; 9-14 • 
Levell in room 1-11; 15-18 • Levell irl room 2-10; and 19-
20 = Level 2 in room 2-20. 

G-4. The Well 

•.....r,--..ru~ 
en4tfiM ..... ~t1p[IOiite
_,._,.~. 

fllfllis~tM/giJMeNmlfieinfjll 

oftlntunu, ""'"'11114 ~ tfJitap tli4t 
form tM fltu.,.{l,f ""'"VI·~ tzrul 
scri66liNJ aiDra t-spt~U~ at'DUIUl"
CIItflines. h!Jl*l"" Uam i&rilfe, !JDUIU 

ftuge,p«<fflllm-akllu af4tw the it@Wr 

stmcu. 111 if ltlllldftbw WtrW tt~tlJrttrltl 
.,.,.tliuiMI. 'llieWIIilllltflill..,.,_ 
90f-t6eloal.,..u...,.~ 
upbrJDar.p ...,.,.,..ioltt& 

This well is the entrance to Level3A of the dungeon. 
See LevelJA, room 3A-1. 
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G-5. Empty Mausoleums 
Both of these but! dings are made of the same green stone 

as the main mausoleum, detailed below. They lack the 
intricate carvings and the green stone gargoyles of that 
building. The doors on each of these buildings are standard 
locked iron doors (2 in thick; Hardness 10; hp 60; Break DC 
28; Open Lock DC 20). The buildings themselves contain 
numerous destroyed sarcophagi. Roll fora wandering monster 
when the party enters one of these butldings, ignoring the 
"gcugoyle" result. There IS no treasure. 

G-6. The Main Mausoleum 

This structure is the main mausoleum within the graveyaxd. 
Ir is made of solid granite consnuction with 4-foot-thic.k walls, 20 
feet talL 'The mausoleum itself radiates magic (DC 10 to detect). 
'The walls c:i lhe place seem alive. Enchanted, they repair any 
damage done to them in one day, with stones crawling bock mto 
place of their own volttion. Smus carved mto the outside earth 
descend ZOfeetto lhefOoc: c:i the mausoleum wall At the terminus 

c:i the stairs, set within the mausoleum wall, is a set c:i ornately 
worked iron doors. R.inging the top of the mausoleum are numer
ousgargoylesmadeofthesamegreensroneasthemausoleumirself. 
Eight of the gargoyles animate when approached by living crea
tures or whenever they are touched or attacked. 

GreenGuardianGargoylesofRappanAthuk:CRJ;SZ 
M Magical beast; HD 4d10+ 16; hp 38; lnit + 2 (Oex); Spd 20 
ft, fly 60ft flying (average); AC 16 ( +4 natural,+ 2 Oex); Atk 
+8 melee ( ld4+ 1 (x2], claws), +S melee (ld6, bite) and +5 
melee (ld6, hom); SA hold; SQ damage reduction (15/+ 1), 
freeze;ALCE;SVFort +8,Ref+6, Will+ l;Str 13,Dex 14,Con 
18, lnt 6, Wis 11, Cha 7. 

Skills: Hide +9, Listen +4, Spot +4. Gargoyles receive a +8 
to Hide checks when hiding against a background of worked 
stone. FeatS: Multiattack, Weapon Focus (claw). 

SA-Hold (Sp): If a green guardian gargoyle hits with 
both claw attacks, the creature struck must make a Will save 
(DC 17) or be held, as per a hold person spell. 

Thegargoylesarecarvedofastrangegreenstone,andeach 
gargoyle has two eyes of Jet that an Appraise check (DC 12) 
reveals to be worth 500 gp each. The eye gems radiate magtc 
and evil. Unless the gems are crushed and disenchanted with 
bothdispdm.agicandren'lO\Iecursespellsbeforethefragmentsare 
scattered, they reform as gargoyles of the same type in ld8+ 2 
days. Evenifthegemeyesarecarriedaway,anygargoyleskilled 
are replaced within ld8 days. 
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T aeries: The gargoyles animate and attack, attempting to 
holdvictims.Onceheld,thegargoyleattemptstoflyoffwiththe 
victim. One gargoyle can Lift a held opponent weighing 150 
pounds or less. Two gargoyles working together can Lift a held 
opponent wetghing up to 300 pounds. The gargoyles then fly to 

a he1ght of {IJ feet With the he/d VICtim and drop him, causing 
6d6 addmonal damage, before reruming to fight another 
opponent. lf the patty is ci very low level, stmply have one o( 
the gargoyle:. antmate and fly off to report to some unknown 
master. Or have Less than the full etght gargoyles animate. 

The Front Doors of the Mausoleum 

')Ou.tftscentf tfiLstairs arufsee 6efrm youasetof 
liugesteeficors.'J{gnJStisvisWfeontliemetd,as 
if ~itstlfstattiUsti[[fiut. f!Juilt in.totlieicors 
is an intritate fotk,.-uaftsmansliip wortfiy of 
tlie most kgerufary aUJanJensmith. 

The ornate iron doors are locked with a complex lock 
of supenor quality. The doors may be unlocked easily with 
the key from area 0-1 above. The doors swing inward. If 
the doors are opened m any way other than with the 
mag~cal iron key, the trap IS tnggered (see area 0-7, below}. 

Locked and Trapped Magical Iron Double Doors: 2 
in. thtck; Hardness 10; hp 80; Damage Resistance 20/+ 3; 
Spell Resl5tance 16; Break (OC 50); Open Lock (OC 35 ); 
Search (OC 35); Disable Dev1ce (OC 40). 

7 

G7. Inside the Main Mausoleum 

'11ie mJJUSOfeum itstlfisfi!ldwitli tfomp, musty 
air. '1>ust covt:TSmostofthis 6amnroomofsoliJ£ 
sume..5evtrol6roK.,rnarufTUSUt{weaponsfU on 
tfu floor, alone witli t1ie 6utt·truf.r of several 
spent torcfus. fJJie room :Ssok featun is a f4t;ge 
stonesarcopliagus, on topofwhicfi aretwo 
6rassc~, uuft fwUintJ 6/iu.k..catufks. 

The candles rad1ate evil. They are mag1caleverbuming 
candles that are imposs1ble to extinguish. An astute player 
notices (Spot check OC 18) thatthere is an indentation in 
the ceiling of the mausoleum identical in dimension to the 
stone sarcophagus. Inside the sarcophagus is a black skel
eton . It animates only if the sarcophagus is disturbed 
(Strength OC 23 toopen).1f the floor trap is triggered (see 
below), the skeleton shrieks htdeously and laughs at the 
players as they meet the1r doom. It will gladly be destroyed 
along with them, as it will reform itself m a week. 

Black Skeleton : CR 4; SZ M Undead [skeletal]; HD 
6dl2; hp 42; lntt +4 (Oex); Spd 40ft; AC 20 ( +6 natural, 
Dex); Atk +6 melee ( 1d8 [x2), longs word, plus srrength 
dram}; SA fnghtful presence, strength drain; SQ undead 
immumues, tum resistance ( +4 ), damage resistance (15/ 
+1);ALCE;SVFort +2, Ref +7, Wtll +2;Str 11, Dex 19, 
Con-, lnt 13, Wis 10, Cha 14. 
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SlaUs. Chmb +6, Escape Artist + 7, Hide + 7, Intuit 
Direction + 3, Jump +6, Listen + 7, Move Silently + 7, 
Search +6, Spot+ 7. Feats. Ambidexterity, Two-Weapon 
Ftghting, Weapon Focus (longsword). 

SA-Frightful Presence (Ex): This ability makes the 
creature's very presence unsettling to foes. When a black 
skeleton shrieks, which is a free action, opponents wtthm 
60 feet must make a W til save (DC 15) or be stncken as per 
the fear spell for 5d6 rounds. Creatures of 7 HD or greater 
are not affected. 

SA-Strength Dram (Ex): Good-aligned characters 
htt by a black skeleton must make a Will save (DC 14) or 
suffer ld3 temporary Strength damage. 

Trap: If the front doors' lock is picked or opened in 
any way other than with the magicaL iron key from area G-
1-including the use of a knock spell-the stone floor of 
the mausoleum slowly begins to rise. It reaches the ceiling 
in five minutes, crushing all within to a pulp. Because the 
doors opened inward, when the floor starts to rise, the 
doors cannot be reopened, as the rising floor bars them. 
Extt can only be made by teleporting, by somehow tunnel
ing through the four-foot-thick walls or by quickly finding 
the secret door in the floor before it locks. There is no other 
means of escape. [That's right, the very first trap is an 
instant-kill trap. Rappan Athuk isn't a dungeon of legend 
for nothing!) Dwarves and gnomes should be given a 
Stonework check (DC 18) after one round to notice the 
shtftmg floor, even tf they are not actively looking for it. 
Should they fat!, the roll should at least indicate that all is 
not well. Be sure to keep track of time because after one 
minute of the floor's rising, the secret door is no longer 
accesstble. This mechanism resets itself in two days. Note 
that up to two PCs of Medium size or three PCs of Small 
size can take refuge inside the coffin to avoid bemg 
crushed. They will have to find a way to survive for two 
days until the trap resets itself. 
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Mausoleum Death T rap: CR 8; no attack roll neces
sary; Fortitude save (DC 40) or death; must find secret door 
or other means of extt to avoid (see above); Search (DC 
ZZ) or Stonework (DC 18); Dtsable Device (DC 40). 

Secret Door: South of the sarcophagus, between it 
and the south wall, is a htdden 10-foot-long stone slab, 
detectable as a normal secret door (DC 15), which may be 
removed by pulling upward (Strength check DC 22). 
Below It is a ladder set into the wall of a circular shaft that 
leads down to a small hallway described at area G-8 
below-leadmg to Level l of the dungeon. If more than 
one minute has passed smce the floor started to rise, the 
mechanism that ratses the floor has also inserted a two
inch-thick iron slab over the opening to the shaft, thus 
barring exit from the room, even if the secret door is found. 

G-8. Hallway to Levell 

"tnt see a circfliill' sliaft tfuu tuline into tfu 

~6tiD.I.~tfllltAwajtsupfrom 
tliepittuytM~iltloD6/Wion.?.{ay6e you 
~liDmetnlraisdcrops ... 

The ctrcular shaft extends 30 feet below the floor of the 
mausoleum to a dtrt-floored hallway. There are bloodstatns 
on the roughly worked stone walls of the hallway, mcluding 
one rather recent,large, hand-shaped smear of blood on the 
north wall. The passage leads east and comes to a dead end 
some l 00 feetlater. At the end of the passage LS an obvious 
10-foot-deep, 5 foot x 5 foot pit. There ts a rope pegged mto 
the wall that descends mto the pit. At the bottom of the pit 
is a poorly concealed (DC 10), man-sized secret door, 
leadmg to room 1-1. The door is set in the wall, starting 3 
feet above the floor of the pit, and opens by pulling up and 
out on a small knob at the bottom of the door. 



Level 1: The Lair 
of the UDung Monster" 

This dungeon level stinks. Literally. The combined pres
ence of the "dung monster," the latrines, the rats and the ghast 
completely fouls the air. Make this clear to the characters upon 
entering this level by require them to make the Fonitude saves 
described in "Continuous Effects" in the sideiYar. 

Dungeon Levell 
Level of Difficulty: 3 

Entrances: Hallway from Ground Level area G-8 
Exits: Stairs to Level2; river to Level9; rat tunnel to 
Level 2 and to G-3 on the Ground Level 

Wandering Monsters: Check once per 30 minutes 
on ld20: 

l. 3d6 dire rats with ld2 wererats (If wererats are 
encountered, there is a 75% chancethattheysimplyspy 
on the party, rather than attack, and report their 
observations to the wererats at areas 1-12 and 1-13.) 

2. 2d6 ghouls and 25% chance of 1d3 ghasts 

3. l gelatinous cube 

4. The "dung monster," from room l-9, below 

5-20. No encounter 

Detections: Faint evil from the whole place; slightly 
more to the southeast 

Continuous Effects: This malodorou~ level requires all 
characterstomakeaFortitudesave(OC10)uponentering 
the level and every 30minutes thereafter; fail the save, and 
all rolls are at -2 morale penalty due to the distraction 
caused by the overpowering stench. 

Standard Features: Unless otherwise noted, all doors 
on this level are made of iron-reinforced wood (2 in 
thick; Hardness 5; hp 20; Break OC 18). If doors are 
described as "locked," add Open Lock (OC 20). 

1-1. Entrance Chamber 

Stre'WnaDOUt theroomare6i.ts of bone anaCoose 
airt . .9lcoo{6reeu6fows6yyou,anayout/iinf.:.. 
you may liearwhispe.rin!J off in tfretfarf(!ress. 

This room has several small piles of bones looted from 
the graveyard above. The air is drafty and comparatively 
fresh. A search of the bones (Search DC 5) reveals a rat 
corpse that has been eaten away as if by acid, and some 
residual green slime still clings to it. 

Green Slime (CR4): A single patch of green slime 
deals 1d6 points of temporary Constitution damage per 
round while it devours flesh. Extreme cold or heat, sun
light or a cure disease spell destroys a patch of green slime. 
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Against wood or metal, green slime deals ld6 points of 
damage per round. It does not harm stone. 

Treasure: Hidden in the pile of bones (Search DC 
10) are 22 cp, ignored by previous adventuring parties. 

I-2.EmptyRoom 
The worked passage opens into a small room. On the far 

end, near an archway opening to a passage, rests a coffin without 
a lid. There is nothing in the coffin, having been looted long ago. 

1-3. Collapsed Room 
The passage ends at a cave-in. Unless the party intends 

to spend one week digging, which draws a possible wandering 
monster with twice the normal frequency, this is a dead end. 
If the party manages to find a way through the rubble (which 
fills the room to the ceiling), they come to a section of the 
room that has not collapsed. Inside this section of the room 
is an ornate coffin not yet stripped of its finery. The silver 
edging may be removed and sold ( l 0 gp value). The wood of 
the casket is of fine quality. The coffin contains an inanimate 
skeleton. Beneath the skeletOn, recessed into the lining of the 
coffin (Search DC 12 or remove the skeleton) is a +1 keen 
shartsword and an ivory scroll case worth 25 gp containing a 
scroU of 3 spells (TlUll(e armor, enervation and levitate). 

1-4. Viewing Room 
Broken candelabras and a red carpet, now worm-ridden, 

were left in this room long ago by an undertaker. There is a 
wooden casket in the center of the room that has had its once
decorative silver trim rudely pried off. There is nothing of 
interest in this room. The casket is empty. 

1-5. The Trapped Step 
Trap: One stair within these stone steps is rigged to break 

away when 50 pounds of pressure or more are applied to it. 
Anyone of sufficient weight has a l-in-6 chance of stepping on 
the trapped stair. Beneath the false breakaway stair are several 
downward-pointing spikes, coated with poison, situated on the 
side wall of the false stair. These down-turned spikes prevent 
removal of the trapped limb by any creature Medium sized or 
larger. Small creatures may make a Dexterity check ( OC 15) to 
remove their trapped limb. If trapped, the spikes must some
how be removed for the foot and/or leg to be rescued. If the trap 
is triggered or disabled, evil priests reset it in 2 weeks. 

Foot Catcher Trap with Poisoned Spikes: CR 2; no 
attack roll necessary (ld6 plus poison); Fortitude save DC 
14 negates poison ( l d6 temporary Dex/1 d6 temporary Dex); 
Search (DC 20), Disable Device (DC 10). 

Note: When the trap is triggered, immediately make 
a wandering monster check. 
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1-6. Poker Room 

'BroR.f.n furniture i.s everywliere, ani a 
s{(ffeton srts in a farge cliair facing you. 
!.R.Ii- poisonous-foo{Jng ants craw( a{[ over 
tfie s~{eton ani cfiair. On tfie s~{eton 's 
fap is a tfu t_of cart&.~ ou pause in te"or as 
you fiear a tapping sound from tlie fia{[way 
in front of you. 

On the lap of the skeleton is a trapped deck of cards. 
Conden~ilrion dnp~ from the ceiling into a tilted metal 
dish in the hallway leading to area 1-8, right next to the pit 
at area 1-7, which explains the tapping sound. 

Trap: The top card is the ace of spades and is coated 
with contact poison. 

Poi~on Card Trap: CR 2; contact poison (1 d6 tempo
rrtrySrr/ld6 rcmporaryStr);Fortitudesave (DC 12) negates 
pot!-on; Search (DC 15), Dtsabledevice (DC 10 by w1pmg 
off, or dt~c.trding at DC 3 ). 

Treasure: A hroken sculpture of a horse (Appraise 
check DC 10 reveals tts value would be 25 gp 1f mended) 
re't:> under wme debns in the comer of the room. 

1-7. The Pit 
Trap: Th1slocauon IS a CO\'ered p1t that opens when 

75 pound~ of pres~ure or more are applied to it. The lid 
reset~ lt~elf in 30 mmutes. 

Pit Trap (20 Feet Deep): CR 2; no anack roll 
ncce~sary (2d6); Reflex save (OC 20) avoids; Search (DC 
20); D1sahle Device (OC 20). 

1-8. Warning Room 

'!Tiree 6ro~n a"ows stict_out of tfie wa1f in 
tfu en tryway, ani asmasfw£ wooden tfoor 
fit.> at tlie entrance to tlie room. 'Two liuman
size sf.!fetons fie fiere-one is fiealfess, 6ut 
6ot fi slioUI signs of t)(treme co"osion, as if 
eaten away6yacUf. '£verytliingintlieroom is 
smaslidantf corrotfttf e)(upt for asma{[ tkst_ 
in tlie nortfttast comer. •I1ie room itself lias 
11.1affs of rougli stone. 

Treasure: The top drawer of the desk contains six 
vml~: 1 through 3 are full of embalming fluid (poison for 
remror.1ry lo~\ of2d6 Con; Fortitude save [DC 12] for half), 
4 ,md 5 are empty and 6 is a wax-sealed bottle of holy water. 

Secret Door: The ~ecretdooron the north wall is very 
easy to ~pot (DC 5) because it is open just a crack. A 
horrihle <xior bsues from area 1-9, below. 
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1-9. The Lair 
of the "Dung Monster" 

.:U you enter tfie room, tfiesmef{ of anima{ 
waste is overpou!ering. 'Tfiree medium-size 
lioks in t!U grmuu( an ngufm{yspacetfin a fine 

afong onesitfe oftliis room. ~an fatrines, as 

is o6vious from t!U smeU. One of tfiem lias a 
toikt seat ofwfiitestone, wfucfi appears to 6e 
very cftan, in.stafka over tlie fiok. 

This seat is in fact one of the strangest denizens of 
Rappan Athuk. Called the "dung monster" by those who 
have encountered it, thb creature was once a killer mimic. 
When It devoured an arch-mage with a sraff of the magi-who 
had sroppcd in resronse to his second highest calling-the 
energies released from the de~tructton of the staff caused the 
mimic'~ bizarrt! mutation. TI1ough the dung monster ispnma
nly found in 1ts toilet form m this room, 1t IS also frequently 
encountered wandt!nng the halb of this level in Its other 
form-a dtsgw,tmg bubblmg mass of vile feces and gurgling 
fluids. There is basically no way to k1ll1t. Rumor has tt a pany 
once rrappt.'<l it in a block of stone, but 1t somehow escaped. 
No matter what tnck the party come:> up with to contain the 
monster, 1t al·ways somehow C!><:<tpes w1thm one day. 

Mutated KiUer Mimic ("The Dung Monster"): CR 
6; SZ LAherratton; HD9d8+54; hp90; !nit+ I (Dex); Spd 
10ft, cltmb 10ft; AC 17 ( +6 natural, Dex); Atk +8 melee 
( 1d8+4, pseudopod, plus adhes1ve); Reach lOft; SA adhe
sive, engulf, ac1d; SQ m1m1c shape, acid immumty, 
blinds1ght (90 ft), creepmg, ooze, regeneration (5 hp/ 
round), damage resistance (25/+ 5 ), spell resistance (SR50); 
AL NE; SV Fort +5, Ref +3, Will +6;Str 19, Dex 12, Con 
22, lnt 10; Wis 13; Cha 10. 

SkilL~: Climb +9, Disgutse + 12, Listen+ 11, Spot +6. 
Feats: Skill Focus (disguise). 

SA-Adhesive (Ex): The dung monster exudes a thick 
sl1me that acts like powerful glue. Creatures or items touch
ing tt are held fust. Any creature struck by its buffet attack 
is automatically grappled. Opponents so grappled cannot 
get free wh1lc the m1m1c 1s ahve without first dissolving the 
glue, unle;;s it makes a OC 20 Strength check. 

Any weapon that stnkes the dung monster is also 5tuck 
fast unl~ the w1elder makes a DC 16 Reflex save. It takes a 
DC 16 Strength check to pry off weapons stuck in th1s 
manner The dung monster can make one free buffet arrack 
each round aga1nst any Crt."ature stuck to it. Alcohol diSSOlves 
the glue, and a pint of wine or a similar liquid poured over the 
monster weakens the glue, though the mimic still gains a +4 
to grapple chech. In addition, because of its particular 
mutation, ~oap and other cleanmg solvents also dissolves the 
glue. The dung monster can d1ssolve its glue at will. 

SA Engulf (Ex): Any opponent hit by a successful 
attack may be engulfed the next round. The victim can 
make an :-.ttack of opportunity against the dung monster as 
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it ~eeks to engulf. If the victim does not attack, he may 
instead make a Reflex save (DC 18) to avoid engulfment. 
If thts save is made, the victim is not engulfed though he 
remams stuck to the adhestve pseudopod. 

Engulfed victtms are subject to acid damage each 
round and are considered grappled and trapped within the 
body of the dung monster. The dung monster is free to 
make other pseudopod attacks in subsequent rounds, but 
can only engulf up to th ree Medtum·stze creatures. 

SA-Acid (Ex) : Engulfed creatures suffer ld8 acid 
damage per round they are engulfed. 

SQ-Mtmic Shape (Ex): The dung monster can as
sume the general shape of any object that fills roughly 150 
cubtc feet (5 ft x 5 ft x 6 ft). It might take the shape of a 
massive chest, a stout bed or a wide doorframe---or, its 
favonte, a latrine. Creatures who examine the monster 
can attempt a Spot roll (DC 18) tO detect the ruse; of 
course by this time, it is far too late. 

SQ-Creeping (Ex): T he dung monster can climb any 
vert ical surface and can hang from th e underside of any 
horizont::t l surface as long as a thtrd of its mass touches a 
verttcal surface. It can pass through any opening through 
whtch water could pass. 

Beneath each of the holes in the floor is an 8 feet x 8 
feet chamber. Two are mo~tly empty, containing only a 
concentrated mass of waste. 

Treasure: Latnne number 3, the one covered by the 
monster m ·~ totlet guLSe, contains the remains of some of ·~ 
vtcttmS. Halflt.ngs, gnomes or ~mall elves may descend through 
the open mg. The rc d~ending must roll a Fortitude save 
(OC 26). He must make ~bsequent Fortitude checks every 2 
minutes he rematm m the latrine, or suffer the effects as per a 
stinking cloud spell. In the lamne under all the dung, requiring 
a detect rnagu: spell (OC 12) to locate them, are the following: 
417 gp in abagofholdingof the smallest size, a +3 dagger and an 
efreeti bottle. The person coming out of the latrine has a 
C harisma of 1 for reaction purposes until thoroughly cleansed, 
and the party never surprbes <my monster with the Scent 
special quality. Check for wandering monsters at twice the 
normal frequency until the person is cleansed. 

1-10. The TrappedGhast 
Secret Door: The secret door in the corridor is actually a 

false stone door made of wood that sltdes up. It can be detected 
by a Search check (DC 15). It feels false when touched. 

The thin passage beyond leads to the often-neglected 
"horror" of this level: a ghast. He is so overjoyed to be 
discovered by adventurers that he pratses and congratu· 
lates the party as he attacks them. H e was once a wealthy 
merchant who dabbled m magtc. 

Ghast: CR 3; SZ M Undead; HD 4d 12; hp 28; lmt + 2 
(Dex); Spd 30ft; AC 16 ( +4 natural, Dex); Atk + 1 melee 
( 1d4, claws [x2). plus paralysts) plus +4 melee ( 1d8+ 1, bite, 
plus paralySIS); SA paralysis, stench ; SQ undead immuni
ties, spawn; AL CE; SV Fort+ 1, Ref+ 3, Will +6; Str 13, 
Dex 15, Con ·, lnt 13, Wis 14, Cha 16. 

Skills: Climb +6, Escape Artist +8, Hide +8, Intuit Direc
tion + 3,Jump+6, Listen +8, Move S ilently+ ?,Search +6,Spot 
+8. Feats: Multiattack, Weapon Finesse (bite). 
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SA-ParalysiS (Ex): Th~ hit by aghast attack must 
succeed at a Fortitutle save (OC 14) or be paralyzed for ld6+4 
minutes. Elve~ are not tmmune £O pamlysts from ghasrs. 

SA-SierlCh (Ex) : The ~tink of death and corruption 
surrounding thelte creatures causes those wtthm l 0 feet to 
make a Fortitude save (DC IS) or be racked with nausea, 
suffennga -2 morale penalty to all rolb for ltl6+4 minutes. 

T reasure: In a small chest are 200 cp and 600 gold
covered lead coms. In a ~ecret compartment m the lid of 
the chest (Search OC 20) ts a scroll of 3 spells (Jump, 
ventriloquism, and sunkmg clcwi). 

1-11. The Rat Spies 
'lfte passage opens into a farge cavern.1l.g.ts 
are everywfieref Jllsfirif{ femafe voice is lieartf 
from insitfe tfie catJern, crying for liefp. 
Someone is o6viousfy 6eing attac/(f{ 6y t fie 
lioraesinfrontofyouf 

A st:rec~m runs through the mom and flows two-thirds of a 
mile through a fairly passable ch..mnel (never deeper than five 
feet and the ceiling never impot>.:>ibly low) to Level9. Several rat 
tunnels lead from this room: one leaJ- out5tde to the gravey-.ml 
above ground at G-3, the !'>CCOI1tll~dlb nowhere, and the third 
lead.toa.re-J 1-14. Aptleofrubbleblocbacces:>toarea 1-12. The 
far 50\.lthem st.'Ction d thl• mom beyond the river is scorched, as 
though a fireball spell had previou..,ly been~ there. 

Thts room b the atlvanced outpo~t for some wererats 
and thetr rat servants. There are 4d 10 normal rats, 2d 10 dire 
rats and a 30% chance fnr each weremt ltsted he low at area 
l-12 to be present in rat forrn. If wcrerah arc pre;.ent, they 
retreat to area 1-12, except for Fiilaar the Female Wererat, 
as noted in the t<lcrics di,cusston 1-clow. 

Normal Rats: CR 1/4; hp I each; SA disease. 

Dire Rats: CR 1/2; hp 4 each; SA disease. 

Tactics: If the party docs not appear to be extremely 
powerful, Fiilaar as:,umes human01tl fonn---that of a half-elf 
female in tattered anJ bloody robes, appearing to be a thief or a 
wizard.Shepretcndstohcundcrattackfromthemr:;.Shcscrearns 
for help and flees over the rock wall at area 1-12, where the other 
wererar:;andmoredirer:t~ambu,htheparty,asdescnbedbelow. 

1-12. Stairs to Level2 
and the Wererat Ambush 
;t farge piU of ro66k 6foc~ your access to tft.e 
passage from the rat room. Once tfie ro66fe is 
rugotU:tet!, youste tfwt tliere are stairs 6eyom£. 
Past tfr.e,W6(L, tf~eudlsmuf fo1Tarul1VI!1'elf 'WiJh 
spatters oJ6foot4 swera16rok,en ·weapoll.5 ana 
marmw·sucfi.!a60Tte.S. 

Jarvik the Wererat anti Lhree other wererats in hybrid 
forrn, as well as Fiilaar the Female Wererat, are here, accompa
niedby20direrats, which Fii laarnorrnallycommandstoattack 
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the party (see Encounter Mooification, below). They attack in 
four groups of five rats each. The wererats perch in smaU 
cubbyholes situated 1 Ofeet up in the wall that are connected to 
each other by rat tunnels. If they attack, the wererats do so from 
positions of cover (see the Tactics section, below). 

Frilaar the Female Wererat: CR 4; SZS Shapechanger; HD 
3d8+ 3;hp 18;lnit+4 (Dex);Spd40ft,climb20ft;AC 18( + lsize, 
+ 3 natural, Dex);Atk +5melee (ld4, bite plus disease), +5 melee 
( 1d6, rapier, crit 18-20) or +5 ranged ( ld6, shortbow, crit x3, range 
6J ft); SA disease; SQ scent, damage reduction (15/silver or+ 1), 
shape shifting, curse oflycanthropy; AL NE; SV Fott +5, Ref +6, 
Will +S;Str LO, Dex 19,Con 12,lnt 14, Wis 12,Cha 14. 

Skills: Climb + 11, Hide + 11 ( + 21 with robe), listen 
+5, Move Silently +6, Spot +8. Feats: Weapon Finesse 
(bite), Weapon Finesse (rapier). 

SA-Shape Shifting (Su): Alllycanthropes can shift into 
animal form. Weretigers, wererats and werewolves can also 
assume a bipedal form that has opposable thumbs and animal
istic features. Changing to or from animal or hybrid form is a 
full-round action. Upon assuming animal or hybrid form, the 
lycanthrope regains hit points as if having rested for a day.lf 
slain, the lycanthropic creature reverts to its original form, 
though it remains dead. A part of the body that is separated 
from the whole retains its animal form, however. 

SA-Disease (Ex): Because Fiilaar began life as a rat, 
she retains her diseased bite as per a dire rat. 

Possessions: Rapier, pouch with 3 doses of dust of 
sneezing and choking, lesser robe of blending (SZ S, + 10 tO 

Hide, no change self power). 

Fiilaar is a rare form of wererat, having originally been 
a dire rat before she contracted lycanthropy. As such she 
has great hatred for humans. 

Jarvik the Wercrat : CR 3; SZ S Shapechanger; HD 
3d8+ 3; hp 25; !nit+ 3 (Dex); Spd 40ft, climb 20ft; AC 18 
( + 1 size, + 3 natural, Dex); Atk +4 melee (ld4, bite), +4 
melee ( ld6, rapier, crit 18-20, plus purple worm poison, DC 
24, 1d6 Str/ld6 Str) or +4 ranged (ld6, shortbow, crit x3, 
range 60ft, plus purple worm poison, DC 24, 1d6 Str/ld6 
Str); SQ scent, damage reduction (IS/silver or+ 1), shape 
shifting, curse of lycanthropy; Al NE; SV Fort +S, Ref +5, 
Will +S; Str 10, Dex 17, Con 12, lnt 12, Wis 12, Cha 10. 

Skilk Climb+ 11, Hide+ 11, listen +S, Move Silently +6, 
Spot +8.Feats: Weapon Finesse (bite), Weapon Finesse (rapier). 

Possessions: Rapier coated with purple worm poison (DC 
24, ld6 Srr/ld6 Str), 2 vials with one dose each of purple 
worm poison, shortbow with 20 arrows, 4 arrows coated with 
purple worm poison (DC 24, ld6 Str/ld6 Str). 

Wererats (3): CR 2;SZSShapechanger; HD 2d8+ 3; 
hp 16; lnit + 3 (Dex); Spd 40ft, climb 20ft; AC 18 ( + l size, 
+ 3 natural, Dex); Atk + 3 melee (ld4, bite), + 3 melee 
(ld6, rapier, crit 18-20) or+ 3 ranged (ld6, shortbow, crit 
x3, range 60ft, plus purple worm poison, DC 24, 1d6 Str/ld6 

Str); SQ scent, damage reduction (IS/silver or+ 1 ), shape 
shifting, curse of lycanthropy; Al NE; SV Fort +S, Ref +5, 
Will +5; Str 10, Dex 17, Con 12, lnt 12, Wis 12, Cha 10. 

Skills: Climb+ 11, Hide+ 11, listen +S, Move Silently +6, 
Spot +8. Feats: Weapon Finesse (bite), Weapon Finesse (rapier). 

Possessions: Rapier, short bow with 20 arrows, 4 arrows 
coated with purple worm poison (DC 24, ld6 Str/ld6 Str). 

Dire Rats (20): CR 1; hp 4 each; SA disease. 

Tactics: Fiilaarassumeshybridformafterpassingoverthe 
rubble. She takes up a position with the archers in the small 
cubbyholes overlooking the passage and continues to call out 
as if in peril to draw the party across the rubble. When the party 
crosses the pile of rubble, she throws one of her pouches of dust 
of sneezing and choking in an attempt to incapacitate the party. 
The wererat archers then rain their poisoned arrows down on 
the party. J arvik, to prove his love for Fiilaar( an emotion that, 
as a rat, she does not understand), tries to impress her by 
demonstrating his hatred for humans by attacking them with 
his poisoned sword after the dust of sneezing and choking settles. 
The wererats scurry away through the various rat tunnels to 

their lair at 1-13 if the battle turns against them. 

Encounter Modification: If the party is of a low experi
ence level, this ambush will destroy them. In that case, the 
wereratssimplyspy on the party and follow them, hoping to loot 
their corpses when they meet their untimely end elsewhere in 
the dungeon. Fiilaar and Jarvik are intelligent enough not to 
waste their dust and poison arrows on obviously weak parties. If 
the party is low level but has a large number of humans, Fiilaar 
orders the wererats to attack with normal arrows, saving their 
poison arrows and her dust for more deserving targets, allowing 
the 20 dire rats to attack. Her hatred for humans prevents her 
from allowing them to pass unharmed. 

1-13. Wererat Den 
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This is the wererars' nest. It is made of strips of cloth 
and dried grass harvested from the surface. It has the foul 
reek of vermin. The wererats keep their treasure here. 

Treasure: Aside from their large collection ofshinyobjects 
and bits of metal, they have 143 gp, 90 I sp and 2,929 cp. They 
alsohaveascrollofl speU(antimagicsheU[aleftoverfromthecorpse 
of the arch-mage consumed by the dung monster]) and eyes of 
minute seeing, which the wererats have mistaken for simple gems. 

1-14. The Dire Rat Lair 
The skeleton of a dwarf half-blocks the runnel into this 

place. He is missing his skull. There are 12 dire rats here. 
Next to the corpse's body is a helm of read magic/comprehend 
languages with a broken chinstrap. The only other contents 
of the nest are innumerable worthless shiny things. 

Dire Rats (12): CR 1; hp 4 each; SA disease. 



Level 2: Marthek's Place 
and Amhro's Base 

This level is the home of Marthek the madman and 
Ambro the ogre. The evil priests on Level4 placed Marthek 
here. All evil creatures on this level leave him in peace. The 
level has poor ventilation and smells of smoke and ogre urine. 
If any characters are wounded and left on this level, Marthek 
eats them within two days. 

Level2 
Difficulty Level: 6 

Entrances: Stairs from Levell, room 1-12 
Exits: Stairs to Level3 from room 2-7; tunnels to 
the surface from rooms 2-10 and 2-20; tunnel to 
Level 4 from room 2-20 
Wandering Monsters: Check once every 30 min
utes on ld20: 

1. 3d6 dire rats and Id2 wererats 

2. 2d6 ghouls and ld3 ghasts 
3. ld3 ogres 
4. A company of goblin scouts-2d4 with 
shortbows, 2d4 with javelins, 2d4 with handaxes; 
all have daggers and are accompanied by ld3 
Leaders 
5. ld3 black skeletons 
6. Marthek, from area 2-5, below 
7. 2d6 ghouls 

8-20. No encounter 

Detections: Faint evil from the whole place 
Standard Features: Unless otherwise noted, all 
doors on this level are made of iron-reinforced wood 
(2 in thick; Hardness 5; hp 20; Break DC 18). If 
doors are described as "locked," add Open Lock 
(DC 20). Unless otherwise noted, all secret doors 
require a Search check (DC 25) tO detect. 

2-1. Entrance 
%eairliuesmef!Sjcuf, aruieigntgiantmtwrpses 
fie strewn ®out, as tfwugn torn apart 6y somt. 
wifdanimof. 'lJUxxfspattersanJertlieentirearea. 

The north door has been scratched and hacked with a 
handaxe that is still embedded in it (OC 16 Strength check to 
remove). The key is in the lock to the north door, and it unlocks 
the other three doors in this room as well. Otherwise the doors 
require an Open Lock check (OC 15). A loose tile in the floor 
at "x" (OC 10 Spot check) hides a secret compartment 
containingstagnantwaterand the bonesofasmallanimal. This 
is one ofMarthek's secret food caches. He forgot about this one. 
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2-2. Skeleton Surprise 
If the secret door to this room is opened (or five rounds 

after the door to room 2-3 is opened), six black skeletons 
emerge shrieking. One of the black skeletons is further 
enchanted with a permanent deeper darkness, which of course 
does not affect the undead. If the head of this skeleton is 
severed and cast upon the ground, it springs up and acts as 
a servant to the caster, remaining for 2d6 days before falling 
to pieces, at which point it is utterly destroyed. 

Black Skeletons (6): CR 3; hp 42 each; one is 
enchanted with deeper darkness; SA frightful presence, 
strength drain. 

2-3. The BaH Room 

'lJim fire{ignt can 6e seen in tlie soutliern 
airection. %e. corritfor 6eyona tlie arcliway is 
ji{feawitlismasliei6its of armor, 6ones ana 
ae6ris. ~ fiuge 6a({ ro{{s bacf:....ana fortli 
sporadic a{[y afong tfiis corrit£or. rrfie oaf{, 3 
feet in iiameter, is cove rea witnsfiarp spi/(.es. 

Trap: The corridor leaves enough room between the 
wall and the spiked ball for the very brave to attempt passage. 
TheattemptrequiresaReflexsave (OC 22) or 2d6damagefor 
ld3 rounds as the ball crushes the character. In addition, the 
west wall of the hallway is covered with brown mold. 

Rolling Spiked Iron Ball: CR 2; attempting to pass 
requires Reflex save (DC 22) or 2d6 damage for ld3 
rounds. Spike Hardness 10; hp 20; Break (DC 40). 

Brown Mold (CR 2): Brown mold feeds on warmth, 
drawing heat from anything around it. Living creatures 
within five feet of it take 3d6 points of cold subdual 
damage. Fire brought within five feet of the mold causes it 
to instantly double in size. Cold damage, such as from a 
cone of cold, instantly destroys it. 

2-4.Crypt 
%is room contains afiugestone coffin ana tlie 
mo{tfering corpse of a sma{{ fiumanoii ne7(t to 
it. 'The stone coffin itself contains tfies~fetaf 
remains of a ftuman fema{e daa in rusty 
cliainmaif. ~ swortf fies over lier in a rustea 
sca66artf, as tfoes a rottea wooiensliidtf. 

If the body or any of the items in the coffin are 
disturbed, six burrowing grubs attack. If the halfling/ 
gnome corpse on the floor beside the coffin is disturbed, 
three more burrowing grubs attack. 
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Burrowing Grubs ( CR4): Thesediminunve vennincrawl 

off carrion and inf~">t h\'lng ha.l:!<. They cau<ie farnl Ulness unless 
cured or killed. When fiN encountered, a Spot check (OC 15) 

can be made to av01d them enurely.lf this save IS fatled, the grubs 
have contacted the vkttm and penettated his skin. Once this 

occurs, the v1cttm may make a Wisdom check (OC 15). If 
successful, he notices strange burrowing below the surface of his 
skin. Each 10 minutes thereafter, a Fortitude check (OC 17) 

must made. If failed, the VICtim su:.tains 2d6 Con damage. When 
the victim reaches 0 Con, he dies. The grubs then look for a new 
h~L During the fi~t 30 mtnutes, the grubs can be k1lled by 

applying flame to or by cunin,g open the affected skin. The flame 
or cutting also doe. 2d6 d1m.1ge to the victim. If a HL-al check 
(OC 15) is ~ce.>fi.1l, curnng damage can be reduced to 1d6. 

Afterthesecondtum,<mlyacurediseasespellwillsavethevictim. 

Treasure: The body bcs1de the coffin has 120 gp in a 

rotting pouch ins1dc of a rotting pack. None of the items 
on the corpse in the coffin 1:. salvageable. 

2-5. Marthek's Lair 

'11iis room appears to 6e a campsite l1j stnM 
sort. 'Bttftfi"'l ani 6onu utter tlie floor. Jl 
nutofspiQcovmtf witll.6footfjutsoutl1j tM 
wa{{ near tfu corril/qr entrana, a6out four 
feet a6ove tfte floqr, int!icati"'/ sometfti"'l 
must liave recently 6een impaiulon it. 

Marthek the madman is here 90% of the ttme. He 1s 
asleep on a 1-2 on ld6. At "A" is a two-foot-long metal 
:.ptke protruding from the wall. At "B" is Marthek's nest of 

fur~ and some debris. 

Marthek the Insane G uard, Bbn6: CR 6; SZ M 
Humanoid; HD 6J12+ 18 (6J12+ 30); hp 52 (64); lntt +3 

(Dex); Spd 40ft; AC 16/14 (+3 Hide, +3 Dex/when 
enraged); +14/+9 (+16/+11) melee (ld10+8 [+10), +2 
greatclub); SA rage (statistics when enraged arc in paren

thesis); SD insane, fa~t movement, uncanny dodge; AL 
CE;SVFort +8, Ref +5, Will +2 (~pedal) ; Str23 (27), Dex 
16, Con 16 (20), lnt 10, Wb 11, Cha 10. 

SluUs · Climh+ 12, Jump + 12, L1sten +II, Spot +6, 

Sw1m + 2, W1ldeme'~ Lore +6. Feats: Alertness, Blindfight, 
Improved Unarmed Srnke, Power Arrack. 

SD-lnsane: Marthek 1s completely immune to all 

mind-affecting ~pelt~ and effect~. No saving roll need be 
made to these types of effects. Likewise, he must always use 
his rage ability at the start of any combat. 

Possessions: +2 greacclub, hide annor, loincloth, rat tooth 
necklace, fleas and the key to the storage room at area 2-6. 

Tactics: Marrhek attacks wildly, using hi~ unbeliev

;lble Strength to great effect. He either wields his club or 
attempts to grapple and throw or slam any lightly armored 
characters onto the metal spike (treat as charge attack 

agamst a set spear, ba~e damage 1dl2+6 (+8 when en
raged), crit 17·20/x3, plu:. Fortitude save (OC equal to 
damage done) or stunned for 2d6 rounds). If wounded for 

over half of his h1t pmnts, Marthek flees to his nest at "B," 

where he pretends to cower in fear, but then throw~ jars of 
green slime at armored character:.. 

Green Slime Jars: ld6 point~ of temporaryConstttution 
damage per round. Against wood or metal, green shme deal .. 

1d6 points of damage per round. lt docs not harm stone. 

Note: Marthek is under a curse cast by the evi 1 pnests on 

Level 4. He was once neutral g<xxl in alignment. He is now 
chaotic evil and will remam so until healed of his affliction. 
Evil priests set Marrhek here as a guardian, and he refers to 

them as "his masters." None of the other denuens controlled 
hy the evil priests (the ghoub, g~ts and ogres) dare hann 
him, thoughallfearh1m. lfhe 1scuredofhis insamtybyaheal, 

dispel f\.il, remot~ curse or cure cU\ease (CR8!), he JOms the 
parry as a loyal member 

Treasure: H1s nest contams 3 ceram1c jars of green 

slime, various bones, a beaver pelt worth 22 gp, a gold bar 
worth 400 gp, 62 cp and a spell book with the following 
spells: melt, grease, mending, erase, hold person, and a secret 

page containing clouciJcill. 

2-6.Pantry 
The out:.1de door to this r<x'm ha.' an excellenr-qualtry 

lock (Open Lock OC 25). From w1thm, the door may nor be 
hrokendO\~n \\1thout rnag~cal :ud (~has a knock spell). There 

are 16 dire rats here. They have low htt points due ro 
starvation. Marrhek stores any characters he takes pnsoner in 
this room until he decides to eat them or forgets about them. A 

knifesticksoutofthe backofthedoor, with the gnawed remains 
of a human ann attached toil. Marthek is still wondering what 

happened to that human thief he captured. -. -

Dire Rats (16): CR 1/2; hp 1 each; SA disea~e. 

2-7. Forgotten Pantry 
The outside door to th1~ mom has an excellent-quahty 

lock (Open Lock OC 25). Marthck has lost the key. The 
room contains 11 rat skeleton:. and smells horrible. The 
opposite door leads down to Level 3. There is a lso an old 

brass spittoon that contains a thick puddle of vile liquid. 
Inside the spittoon can be found (Search OC 8) a small gold 

chain with a ruby on ir worrh 300 gp. 

2-8. Storage Room 
The door to thl~ room is locked (Open Lock OC 20). 

The room contains 20 sm;~shed hoxe:. and chests-- nothing 

of apparent value. A detect l'TlaJ(IC ( OC 12) reveal~ a four-dose 
vial of stone to flesh potion under a pile of rubble. 
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2-9. The Dirt Room 
Once the door to th~ room is openl>d, read the following: 

Strangely, tF..e wafis, ceili"'l ant! floqrof tftis 
room an rruuk l1j ftartf· pac6t{ eartft. J1s you 
foo{up, asfigfat tric~ tJjfoose tfirt tlrifts tfuwn 

from tF..e cei['"''l· 



RAP PAN ATHUK-THE DUNG EON 0 F GRAVES: THE UPPER LEVELS 

Th1s whole room IS made of dirt and gives every 
appearance of gro:.s imtabtl1ry. No dwarf in his right mind 
would enrer, yet alone cr~. this room. With each step, 
more clouds and clumpl> of dtn fall from the ceiling. Never
theless, the room is actually completely stable and can 
withstand even mag1cal assault without collapsing. 

2-10. Fungus Garden 
Sunfigfitsomefiow ~trates the c.eiling of tfUs 
cavern.lnnumtraDkfungicovertfrewaffsana 
floqr. 'Bats can 6esun flitting about the c.eifing, 
arulrats~canbeliearawitfWt.tftecave.~ 

rotted rat corpse fie.s a few feet insUU.. 

Various mosses and plants grow in this room, which is 
dotted with rat tunnels. There is a 1-in-10 chance per 30 
minutes of ld6 dire rats showing up if the characters are 
using light or makmg no1se in this room. The room is 
rather humid. Most of the fungus is harmless and can be 
eaten ( 1-m-10 chance it is pOlsonous, ld6 temporary Con/ 
ld6 temporary Con; Forntude save [OC 15) negates). 

Dire Rats: CR 1/8; hp 5 each; SA dtsease. 

Patches marked "A" are shrieker colonies, each 
containmg 2d6 shriekers, orange/red in color, streaked 
With wh1te. They stand m 3 feet tall clumps. They shnek 
if approached with a light source withm 30 feet or move
ment w1thm I 0 feet. 

Note: The1r shneks attract both Marthek and the 
violet fungus at "C" below. It scares away any rats in the 
room (they know and fear the v1olet fungi.) 

Shriekers: CR 1; SZ M Plant; HD 2d I 0+ 2; hp 13; I nit 
+0; Spd 0 ft; AC 13 ( + 3 natural); Atk none; SA shriek; AL 
N; SVFort +4, Ref-, Wtll-5; Str-, Oex-, Con 13, lnt 
l, Wis 2, Cha 1. 

SA-Shriek (Su): Movement or a light source within 
10 feet of a shrieker causes the fungus to emit a piercing 
sound that lasts for ld3 rounds. All actions are at -2 
during the shriek due to the distraction and pain caused 
by the shriek. 

The patches marked "B" are yellow mold, which 
erupt mto a cloud of deadly spores 1f d1sturbed. Note that 
one parch tS located nght by the large rat tunnel that leads 
to a cave out~1de. 

Yellow Mold (CR 6): If d1sturbed, a patch of rhts 
mold bursts mto a cloud of poisonous spores. All within 10 
feet of the mold must make a Forrttude save (OC 15) or 
take ld6 points of temporary Constttutton damage and 
another Fortitude save (same OC) one minute later or take 
2d6 pomts of temporary Corutttution damage. Fire de
stroy:> yellow mold, and sunltght renders it dormant. 

The patches marked "C" contam 12 colonies of 
violet fungi. 

Violet Fungi: CR 6; SZ M Plant; HD 2dl0+2; hp 13; 
!nit +0; Spd 10ft; AC 13 (-1 Oex, +4 natural); Atk +3 
melee (ld6+2 [x4]. tentacles, plus poison); Reach 10ft; 
SA poison;ALN; SV Fort +6, Ref-1, Will +O;Str 14, Dex 
8, Con 16,lnt 2, Wis 11 , Cha 9. 
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SA-Poi~on (Ex): A ~ucceS:>ful touch attack with a 
tentacle causes the VICtim make a Fortitude save (DC 14) or 
suffer ld4 poum of temporary Strength damage and Id4 
points of temporary Coruututton damage. One minute 
later, the v1cttm mu~t repeat the ~ave. 

2-11. Ice Box 
The secret door to thL:> room em be detected rather easily 

becauseitimoticeablycold (SearchOC 15).1toperuourward. 

rrliis room rfllfiau_.; coftf. Jtsifver spftere rotates 
s{owfyin midair in tnecenteroftlie room.?'ou 
can fee fit araw from you tfiefieatofyourboay. 

----- .-? 
Inside the room it iscxcccdinglycokl due to the presence 

of a permanent Otiluke' s freezing sphere, as per the spell, which 
hangs in midair. It c;mnot be moved. Needless to say, the 
room makes an excellent meat locker. 

2-12. The Entrance Chamber 
to the Tomb of Saracek 

When the character~ approach th1~ particular door, 
read the followmg text: 

rrliis tfroris Jiffmnt tnan afl tfu otfieT$ youfwve 

tnusfarsl!en in tfierfungeon. /tis fine(ycraftd 
made ofan ebony wooa ani ace en tea witftso{U{ 
goUffuur{warr. 'Tfie a0<1Tfws an ofwious intenwf 
foe~ also of fine quafity.Simpfy fookjng at tne 
strange rune.> rocle(y caroea onto tfte aoor 's 
stufacetTUJf;ssyouuneasy. 

The door itself is worth 500 h'P intact. The carving on the 
door mockingly uses the hlfemal alphabet to spell out words 
in Celestial: "Saracek-In ltfe a deluded ~lave to blinding 
light/In death a dark warrior-king." Unless the characters can 
read both languages, the writmg IS indecipherable without 
magical a1d. This e\'11 warning alone has kept adventurers 
from disturbing the crypt beyond. It b not mtended thar a 
party of low expenence level enter tlu~ crypt. 

Outer, Locked Ebony Door: 2m th1ck; Hardness 5; 
hp 30; Break (DC 25); Open Lock (OC 30). 

Once the character~ bypa!>l> the extenordoor, read the 
followmg text: 

'Beyontf tlie e6ony tfoor is a ricfify appoint eel 
anteroom. 9{)Jne.s allt{jrtsc(XS atiom tlie u'affs, 
rkpictingafiervicmanitttfuprimeofCiftfigliting 
evi{ ere a tu re.>. 'I1ie {as t frame of tlie fre.> co, 
funutver,sfiqu's tnesame man K._nu{ing before a 
6facK._a{tartl.litli asfiatfowy aemotlic figure 
towering above ana over ftim. Jtn intricate{y 
fockp:J:tfoor,simifartotfieonetlirougfiwfiicftyou 
just entered; appear;; to feat! to a tomb beyontf. 
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This is the entrance to the tomb of an evil \\>arrior. Along 
the walls of this anteroom is written a warning, in an ancient 
runic text (Infernal), indicating that the tomb ofSaracek lies 
beyond and should not be entered. A lengthy description is 
given of Saracek and his noble lineage. 

Any character with the Knowledge (history) skill can 
make a check (DC 18) to recall that Saracek was a fighter 
of great renown and was one of the many heroes who, with 
the army of light, pursued the evil priests of Orcus many 
years ago. Anyone making the check should be given a 250 
XP bonus for discovering the fate of a famous hero. 

As with the outer door, the interior door is also worth 
500 gp intact. But unlike the first, the interior door is 
rigged with a difficult poison-needle trap. 

Inner, Locked Ebony Door: 2 in thick; Hardness 5; 
hp 30; Break (DC 25); Open Lock (DC 30). 

Difficult Poison Needle Trap: CR 3; Fortitude save 
negates (DC 20; ld4 Str/ I d6 Str ); Search (DC 25); Disable 
Device (DC 25). 

2-13. Saracek's Tomb 

rJ1iis roommufits auoutmnents comprise t~ 
tomD of a ricli mo.n wfwwas, in Cife, a rla{iant 

warrior. '11ie main tom6 itself is riclify 
oppoin.tdanaliasnever6een fJJotul. Once fine 
tapestries liang on tlie wa!fs, now most{y 
retfuatl to tatters. t'fliueareanumberoftmU#e, 
funerea{ items of work/tlgoft{, incfutling 
several censers of incense. 'Tiiere is afso an 
intricatefy carvetl wootlen cliair. Once· 
~rugs fieingenerouspifes, one atop tlie 
otlier, about tlie Jfoor. 'Evilrune.s 6tsmirdi tlie 
wa!fs. {If Saracekis ~re, reatl tlie foflowing: / 
Seatetl on tlie great wootkn cliairis ask.l{etaf 
figure, seeming{y proppetl against a 
greatswortl, alitjewefdcrown. restit1fJ foosefy 
against asfQiil-~ brow. 

The funerary items are worth a total of 500 gp. The 
rugs and tapestries can be salvaged for a total of 250 gp, 
though it would require several pack animals to transport 
them out of the dungeon. The door leading to area 2-16 is 
made of ebony wood, identical to the exterior door of the 
anteroom (2 in thick; Hardness 5; hp 30; Break DC 25; 
Open Lock DC 30). 

If the Shriekers in room 2-10 have shrieked, if significant 
combat has taken place on this level or if the party is using a 
great deal of light, Saracek is in this room, seated on his chair. 
He attacks the party if it is of good alignment. If the party is 
of evil alignment, he may treat with them and ask of them 
some boon or request a service. If not alerted as noted above, 
Saracek molders in his crypt, at area 2-14, detailed below. 

Saracek the Fallen, Skeletal Warrior Ftr8/Blk2: CR 
11; SZ MUndead; HD ld8+3 plus IOd!O+ 30; hp 100; lnit 
+ 7 (Improved Initiative, Dex); Spd 30 ft; AC 17 ( +4 

natural, Dex); Ark +17/+12 melee (2d6+8, +2 evil 
greatswordof wounding, crit 17-20, plus I point of bleeding 
damage per wound per round); SA smite good, sneak 
attack ( + 1d6); SQ frightful presence, dark blessing (Cha 
bonus to saves), spell use, undead immunities, turn resis
tance (+4), damage resistance (15/+1), spell resistance 
(SR25); ALCE; SVFort +II, Ref+ 7, Will +5; Str 18. Dex 
16, Con 16, Int 12, Wis 12, Cha 12. 

Skills: Appraise + 3, Climb +8, Diplomacy +4, Intimi
date +8, Jump +8, Knowledge (religion) +5, Listen+ 2, Ride 
+7, Search +2, Sense Motive +3, Speak Infernal, Spot +6, 
Wilderness Lore +4. Feats: Alertness, Cleave, Combat Re
flexes, Dodge, Great Cleave, Improved Critical (greatsword), 
Improved Initiative, Mobility, Power Attack,Sunder, Weapon 
Focus (greatsword). 

SA-Smite Good (Ex): Once per day, Saracek may 
make an attack against a good creature at+ 1 to hit and + 2 
damage. 

SA-Frightful Presence (Ex): This ability makes the 
creature's very presence unsettling to foes. When Saracek 
whirls his huge greatsword above his head, which is a free 
action, opponents within 60 feet must make a Will save (DC 
IS) or be stricken as perthe fear spell for Sd6 rounds. Creatures 
of 10 HD or greater are not affected. 

SQ-Undead Immunities (Ex): Saracek is immune to 
mind-influencing effects, poison, sleep, paralysis, stun
ning and disease. Not subject to critical hits, subdual 
damage, ability damage, energy drain, or death from mas
sive damage. 

Unholy Spells (0/2): Cause fear, doom. 

Possessions: +2 evil greatsword of wounding, jeweled 
crown worth 250 gp. 

Like many of the pursuing army of good, Saracek 
joined the legions of evil in worshiping Orcus. When he 
converted, he gained levels as a Blackguard (see the 
DUNGEON MAsTER's Gvm£ for more information on this 
prestige class). He maintains these abilities in death. His 
utter corruption gives him abilities beyond those of normal 
skeletal undead. Saracek was the guardian of this level 
before the coming of Marthek. 

2-14. Saracek's Crypt 

'1Jeyontl tlie fock/tf entrance {ies an ornate 
crypt. Jt 6ron.u cliest C()flt.re{ witli in.tricate 
tlesigns sits i" front of a {arge stone 
Sat'COf'fioeus· 'Btsilktliufwt, feaningagain.st 
awa!l of tlie crypt, restsastufsliiefii.Jt farge 
cliairis positionetf to tlie £eft oft~ crypt. 

lfSaracek was not encountered in the tomb (room 2-
13), he is here, seated on his chair, looking and acting as 
detailed above. 
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Trap: The ornate bronze chest is locked (Break DC 
20; Open Lock DC 25) and rigged to shoot four small 
poisoned darts from the front of the chest. 

Poison Dart Trap: CR2; +8 ranged (1 plus greenblood 
poison); Search (DC 22); Disable Device (DC 20). 
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Treasure: lnsidethechestare 2,500cp,3,219spand982 
gp, as well as twelve 50 gp gems. Also found inside the chest 
are a scroll of protection from elementals, a tome of understanding, 
and 16 + l arrows in a rotted leather quiver. Inside a 
compartment concealed in the lid of the chest (OC 12) are 3 
potions: diminution, delusionary cure light wounds (character 
believes he is healed for 2d6 hp) and cure serious wounds. Next 
to the chest is a+ 2 holy large shield of blinding that Saracek can 
no longer use, due to his evil nature. 

2-15. Rats Nest 
There are three female dire rats here with 33 babies 

(hp 1 each), all of which donor attack. The rat tunnel here 
leads tO Level I, but is too small for even a halfling or 
gnome to crawl into. 

Female Dire Rats (3 ): CR 1/2; hp 2 each; SA disease. 

Treasure: In the nest are 66 cp and a blood-covered 
child's doll with 2 pp sewn into the hem. 

2-16. Storage Room 
Pifdaumg the waffs are wootf ana toofs, neatfy 
stack_etf..9lfarge6o:csitsinthecenterojtfieroom. 

Various carpentry tools and other equipment used in 
making coffins are stored here, including 120 eight-foot
long 2 x 4s, 3 hammers, 2 saws, 1 axe, a chisel and 10,000 
rusty but usable nails in an iron chest. 
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2-17. Broom Closet 
Treasure: Everything in this room is smashed, but kept 

in a neat pile by a magical broom that sweeps everything into 
the center of the room. The broom sweeps continuously and 
on command ("Sweep"). lt could be sold to an upper-class 
housekeeper or to a curio collector for 750 gp. 

2-18.An Ogre and His Money 
This room contains Ambro the ogre and his four ogre 

buddies. On the floor of the room are three rows of 100 cp 
each. The first row is all heads, the second all tails and the 
third all heads again. Unfortunately, before the party can 
even determine this unusual arrangement, it must deal 
with the ogres who, interrupted from the task of sorting the 
coins, quickly grab their weapons and attack. 

AmbrotheOgre: CR3;SZLGiant;HD6d8+ 12;hp40; 
lnit-1 (Dex); Spd 30ft; AC 16 (-1 size, -1 Dex, +5 natural, 
+3 hide);Atk + 10 melee (2d6+ 7, huge greatclub); Reach 10 
ft; ALCE; SV Fort +6, Ref +3, Will+ 1; Str 21, Dex 8, Con 
15, Int 6, Wis 10, Cha 7. 

Skills: Climb +5, Listen+ 3, Spot+ 3. Feats: Weapon 
Focus (greatclub). 

Possessions: Huge greatclub, sack with human skull 
and hunk of uncooked meat, empty sack that previously 
held his 300 cp, a 5 sp silver ring and a map to the 
Stoneheart Mountain Dungeon where his brotherGorbash 
lives (the Stoneheart Mountain Dungeon and Ambro's 
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brother, Gorbash, are detailed in the Necromancer Games 

dungeon module The Tomb of Alrysthor). 

Ogre (4): CR 6; SZ L Gmnt; HD 4d8+8; hp 28; lntt 

-I (Oex);Spd30fr; AC 16 (-I me,-l Dex, +5 natural, +3 

hide); Atk +8 melee (2d6+ 7, huge greatclub) or+ 1 ranged 

(2d6+7, huge long~pear); Reach lO ft {15-20 ft with 

long,pear); ALCE,SV Fort +6, Ref +3, W11I +1;Str 21. 

Dex 8, Con 15, Int 6, Wis 10, Cha 7. 

Skills: Climb +5, Listen +),Spot+ 3. Feats: Weapon 

Focu., (greatclub). 

Possessions: Huge greatclub, huge longspear, 3d12 gp 

and 4d I 0 sp each. 

2-19.Ambro.sBase 
Tim room i.s tht' den of the ogres. It consists of a pile of 

skins, including a bear~kin (300 gp). Buried under the soiled 

furs (Search OC 10) are a masterwork silver-edged two

handed 'word, ~vcral half-eaten rJt corpses, a keg of wine, a 

bottle of brandy (that Ambro thmks IS mag1cal because It 

makes htm go to sleep) and a magic potion of flymg (that 

Ambro thinks is poison because it tastes icky). 

2-20. Dirt Cave 

'Tfu walls, ceilina anti floor of tliis roDm are 
rruuU ojfaara-pac~aeartli. }1s youfoo6p, a 
tricftfe ofwose tfirtarifts frDm tfu ceifi"9to 
tlie grountf. ry'ou see two (arge tunne( 
en tranas on tfu faru10lf. 

1l1is room is a boring, featureless dirt cave. The tunnel to 

the our-.ide is nearly vertical (an 80-degree slope). Unless 

precaut((>m are takc~uch as usang a rope--navigatang 

eithcr the passage w the surface or the passage to Level 4 

require!> a Reflex save (DC 12); otherwise, the passages are 

treatl'<.l a.~ ~tides. 1l1e characters will be rudely (and rather 

nob1ly) depo5itl-d m a cavem on Lcvcl4 or back to this room, 

dependmg on wh1ch tunnel they ch~. 

2-21. Ghouls and Ghasts 
The 'it'Cret door hom the corridor that leads to thiS series of 

rooms~~ notdtfficult to~-pot (DC 15) and opens mrothecorridor. 

Once the secret d<x)r b opened, read the following text: 
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Aftkst£rettfooropens,gousmtflafwrri6U 

stetuli, as if a aruuonu 6attk fuu{ 6eeJJ 
fouelit on a liot sumffUr tla.g.ry'ou liear 
cliattering comi"6 frtm~ tkep ruitliin tlie 
i4rQru4 corrilor anti su fnts of 6oru atUl 
ftuliG.turing tM way. 

The doors in the tnangular room are normal for the 

level (see "Standard Features," above). 

2-22. Star-shaped Room 

IJ1iis star-sfl.apetl rotn11 fl.as a pentaeram 
inscri6et witliina~ in tlie unteroftk 
floor. J1t eac.fl. point of tlie star are pi(ttf 
numerous wooun cqffins, SON oDvious(y 
6rokp,. ry'ousee lilutdidlumuuaoU/s in your 
flic~rl"'J tordrliglit. 

Th1s room 1s the la1r of 21 ghouls and 6 ghasts. The 

OM should subtract any slain as "wandering monsters" 

from this total, thoughslainghoulsare replaced within one 

week. The~e creatures were common ~oldiers of the army 

of good, buned w1thm the room and reantmated by the evil 

presence of the priests of Orcus. They usually rem am m 

this room, venturing forth only when searching for food. 

They are prevented from attacking Marthek, according tO 

the priests' orders. These creatures have destroyed most of 

the low-level parties that have entered Rappan Athuk, 

and as such have accumulated a great amount of treasure. 

Ghouls (2l): CR 1; hp 14 each; SA paralysis. 

Ghast (6): CR 3; hp 28 each; SA paralysis, stench. 

Treasure: Scattered about the opened coffins are 

2,301 gp, 4.204 sp and 2,910 cp; all manner of common 

weapons and armor, including several suits of chain mail, a 

breastplate, a full suit of dwarf-siz.ed half-plate, two master

work steel shtelds (one large and one small). a masterwork 

heavy mace, a masterwork shortsword, a masterwork 

morningstar, a silvered dagger, a mighty composite short bow 

( + 1 Str), 18 + 1 arrows, a keen punching dagger, a + 1 keen 
throwing axe and a +2 warhammer; and three ponons: 2 
potions of cure light wounds and a ponon of cure disease 
(Search OC 20 for each item). 



Leve13: 
.. Beware of Purple Worms!" 

Painted in magic runes by the famous wizard, Speigle, 
"Beware of Purple Worms" is a warning well-heeded by 
all adventurers. Though at first blush this level seems 
incredibly difficult, the characters can avoid most prob
lems by sticking to the wall of the cavern and heading due 
south, past the traps, to the ghoul room before they 
encounter any creatures. Be sure to pay attention to the 
food chain that exists on this level. Disturbing the bal
ance can have disastrous results: killing several worms 
triples the rat population, but killing the rats makes the 
worms hunt more aggressively and thus draws the atten
tion ofhungry umber hulks. Adjust the wandering monster 
table accordingly. 

Leve13 
Difficulty Level: 8 
Entrances: Stairs from level 2 
Exits: Stairs to level 4 from room 3-10; river to 
levels 3A and 6A 
Wandering Monsters: Check once every 30 min
utes on 1d20: 

1. 1 purple worm if in area 3-1 or 3-2; otherwise 
no encounter 
2. 1 umber hulk hunting for purple worms if in 
area 3-1 or 3-2; otherwise no encounter 
3. 3d6 dire rats 

4. ld3 trolls 
5. A company of goblin scouts-2d4 goblins 
with shortbows, 2d4 with javelins, 2d4 with 
handaxes; all have daggers and are accompanied 
by ld2 goblin leaders 
6. 1 undead ooze 
7. A party of acolytes of Orcus, per area 3-6, below 

8-20. No encounter 
Detections: The magic at 3-3 used to hide the stairs 
cannot be detected by simple spells and thus will not 
register.level3 as a whole (falsely) detects as having 
much less evil because of the shielding. 
Shielding: Scramge's lair (3-5) is shielded. The secret 
cave (3-3) and the oracle room (3-7) are also fully 
shielded. All of these rooms are shielded with lead, and 
no magical detections or magical means of rranspon in 
or out (such as teleporta.tion} are possible. 
Standard Features: Unless otherwise noted, all 
doors on this level are made of iron-reinforced wood 
(2 in thick; Hardness 5; hp 20; Break DC 18). If 
doors are described as "locked," add Open lock 
(OC 20). Unless mherwise noted, all secret doors 
require a Search check (DC 25) to detect. 
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3-I. Level Entrance 

'Ifte tunne{ opens into a fiuge cavern, witft 
d'ouns of rat-tunne{ entrances along tlie waf!s 
atuf ceiling. rrfie roof of tfte cave is too liigfi to see 
cfearfy, antl6ats swarm a6out in your 
torcfi{itJfi.t. %e way is rocky, ani you near 
rusfiingwaterinfrontofyou,somewliereoffin 
tfie tlistance.l n [uminous green fetters a6ove 
tfte tunne{e;(jtgWws an inscription: 'lJewareof 
Purpfe'Wonns!-Speigfetfie!llrcft!Mage. 

If the characters are using light here, immediately 
make a check for a wandering monster. Monsters have 
learned a valuable lesson: light means dinnertime .... 

3-2.Cavern 

Tliis cavern is fwge atuf Jiffetl witli aff f:jru{s of 
fungi. ~ts scamper along tfie waf!s. Severa[ 
farge fieaps of dung {eft 6y an enormous 
creature tlot tfie f!oor of tlie cavern. :You can 
fiear tli.e sountl of an untlergrountl river, 
wintling its way tli.rougfi tlie cavern 6efore 
flowing deeper into tli.e eartfi. 

This cavern is filled with stalactites and stalagmites, but 
surprisingly no piercers. The stream flows l 00 yards before 
splitting right and left. The right passage leads to level6A. The 
left leads tolevel3A, room 3A-7. Theriverbetweenrooms3-
2 and 3A-7 never gets more than 3 feet deep, and the PCs can 
wade their way there if they try. The left fork of the river, after 
flowing through level3A, rejoins the right fork before the river 
enters level 6A. The area is choked with fungus; 20% of it is 
edible, while 10% is poisonous (Fortitude save DC 15 or take 
1d6/1d6 temporary Con damage). A Wilderness lore check 
(DC 20, DC 14 for gnomes and other underground creatures) 
lets the characters know which are edible. 

There is a 1-2 on l d20 chance that there is a purple 
worm waiting for the parry. If not, roll for a wandering 
monster every 10 minutes, unless the characters stay 
within five feet of the walls of the room. Traveling in this 
manner does not trigger a wandering monster. If combat 
with a worm takes more than 10 rounds, there is a I -8 on 
ld20 chance of attracting ld2 umber hulks per additional 
turn of combat, as they are drawn to the sound of the 
worms. In addition to the worms, there is a straight l-2 on 
ld20 chance per turn that 2d6 dire rats will attack the 
party and a 1 on ld20chance ofld3 trolls joining the fray. 
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Purple Wonn:CR IO;S'lG Bca.,r;HD 1.5JIO+ l05;hp 187; 
lmt -2 (~); S(Xi 20ft. huml\v 20ft • .,~;m 20ft; AC 19 (-4 ,1:£', 

-2 Dex, + 15narumi);Atk + 19mdec(Zd8+ 12, bite,plu.grahanJ 
swallow whole), + 14 mdec (2d6+6, stmg, plus pooon) SA; gmb, 
swallow whole, pm'>tm; SD trcmor.;ense (90ft); AL N; SY Fort 
+ 15,Ref+7, Will +4;Str l5,1~x6,Con25, Int 1, Wis8,C'ha 8. 

Skills: Swim +22. Fea1.1: None. 
SA-Grab (Ex)· Whm rhe \HJrm bites, make a grappling 

check. If the wormsuccet.>d.\ 1r.. OJTOnent is caught m 1ts maw; h1tc 
damage is auto=ttic ea<.:h nJUnd until the opponmt escape!> or is 
forced deeper into the m>arure\ giz:.;ud. 

SA-StttJloo• \Vhok (Ex): The worm can swallow crea
tures of up to Large ~•:e.lf the \\Orm makes a second succe..-.lul 
grapplmg attack aher a gmh. it 'wallo''-:. its prey. The opponent 
is forced into the worm\ giz:arJ. Prey in the giz:ard suffers I d8 
pomts of acid damage plu~ 2d8+ 12 pomts ofblunt damage each 
rounJ. The swallowed opponent can attempt to climb our of 
the gizzard by wilming a grappling check. A successful escape 
from the gizzard put' the orronent back into the worm\ maw, 
where another succe,,ful warrhng check is needed to break 
free.If the worm 'sopponenr h;L, claws or a small or tiny slashing 
weapon, he can try to cut htm-.elf ITee from the gi:=ard iTL,tcad 
ofchmbingour.Thegt=ardlsAC20;25pomtsofdamagemake 

• a hole btg enough through which to t.-scape. Once the opponent 
exits the guzard, mu'>Cie t~:nston closes the hole, so if the worm 
sw-allov..-s Its opponenr agam, he mw.t cut his way our again. 

SA-Poison (Ex): An opponent hit by a sting attack must 
attempt a DC 24 FortituJe ~ave. If the save fails, the opponent 
suffers 1d6pointsoftemporaryStrengthdamage;after 1 minute 
the opponent must attempt another DC 24 Fortitude save or 
suffer another 2d6 pomr~ of temporary Strength damage. 
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Umber Hulk: CR 5; SZ L Abcrratton; HD 8d8+ 32; hp 
68; lmt +I (Dex); S(Xi 20 fr, burrow 20ft; AC 17 (-I stze, + 1 
Dex, + 7 natural); Atk + 12 melee (2d4+6 [xl], cla\.\'S) + 10 
melee (2d8+ 3, bite); SA confu~ion gaze; SD tremorsense (60 
ft);ALCE;SVFort+ 10, Ref+ 7. Will +6;Str23, Dex 14,Con 
19, Int 9, Wis 11, Cha 13. 

Skills: Climb +17, Listen +11, Jump +14. Feats: 
Multiattack. 

SA-Confusion Gaze (Ex): Opponents wirhm 30 feet 
are affected by the umber hulk's gaze attack. If the victtm 
fatls a Will save (OC 15}, he is affected as per a confusion 
~rell cast by an 8'h level sorcerer. 

Troll: CR 6; Sl L Gl3llt; HD 6d8+ .36; hp 68; Imt +6 
(Improved Initiative, D!x); Spd 40ft; AC 18 ( + 7 natural, Dex, 
I :.ize); Ark +9 melee (ld6+6[x2], claw:.) and +4 melee (ld6+ 3, 
bite); Reach 10ft; SA rend; SQ regeneration (5 hp/round), 
darkvision(90ft),scent;ALCE;SVFort+ ll,Ref+2, Will +4;Str 
23, Dex 14, Con 23, Int6, Wis LO,Cha6. 

Skills: jump +8, Listen +5, Spot +5. Feats: Alertness, 
Improved Initiative, Iron Will, Multiattack. 

SA-Rend (Ex): lf a troll htts wtth both claw a tracks, 
he latches onto his foe's body and tear5 the flesh, automati
cally dcahng an additional 2d6+9 pomts of damage. 

Dire Rats: CR 1; hp 4 each, SA dtsease. 
Treasure: The purple worms leave castings around the 

cavern (a totalof2d10suchcastings), whichcanbefoundwith 
a Search check (OC 8). These give a clue as to the rype of creature 
that lives here. They contain various indigestible items-the 
rwistedremainsofweapons,armorandequipment.Ifthef'Csdig 
through them, they might find a valuable object. For each 
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ca~tmg, a succe;.sful Search chL'Ck (OC 12) reveals ld6 of the 
following1tems: 01-35% - 3d6cp;36-55% ~ 3d6sp; 56-75% ~ 
2d6 j..'J); 76-85%- I d6 gellll>; 86-99% =a fully mtact nonmagical 
mcdium-~t:e or smaller Item resiStant to acid, 5UCh as a dagger, 
mace or lantern; 00% • a magic small shield or a medium-size or 
smaller les.-.er magtc weapon (no greater than+ 1 in {Xlwer). 

3-3. Secret Room on the Rocks 
Secret Staircase: There 1s a mag1cally hidden (mllis

lble and J!lu..mm·covered) ~ta 1rcase lead mg up this otherwise 
sheer cave feature. In order to find It, the characters must 
make a Spot check (OC 40). Dwarves can make a Stone
work check (DC 35). Trtre ~1ght automatically detects the 
stairca~e. If the stairca:.e 1s found, read the following: 

.fb·you Coo~.at tlie stone fontUltion, yousee a 
shimmering staircase [earling up tlie rocK§. 
'JI.{Jar tlie top is a sma[{ {anriing ana wliat 
appears to 6e a fCat rock:face. 

Secret Door: Once at the landing, a successful Search 
check (OC 30) reveals the l>L'Cret door. True sight allows auto
mauc detection. The door can be opened eastly from either s1de 
and i.>not locked. lt~ltde:.upintoarecessedalcoveandresets 1c;elf 
after two minutes. The door is lined with lead mside, and magtc 
cannot be Cl.'>t thmugh the door. The door JS trapped \\ith a 
perm.menuymbolofinsanicy.ThesyrnOOIJS:.cnbedontherever:>e 
side of the door. Once the door slides up mtothe recess, thesymlx>l 
cannot be seen ( thu..,, the near 1m!'Th-~1ble Search check to find 
the symbc~). However, p-1.-.,an,g under the symOOl triggers it. 

P ermanent Symbol of Insanity Trap: CR 9; all 
passing through the door and all w1thm a 60-foot rad1us 
(up to 150 HD) must make a W11l save (OC 28) or be 
retluced LO wild, g1bbering ~ubhumans per the insanity spell 
{lnt and W1s reduced to 2). This effect 1s permanent unless 
cured by greater restoration, wish, limited wish or miracle; 
Search (OC 40); D1sable Device (DC 38). 

Interior Room: This room is totally shielded with lead, 
and only direct physical entry is possible. Situated inside is 
the marble casket of an arch-mage. My~tical runes Jecorate 
all the walls and the casket. The casket can be opened with 
a Strength check (OC 20}. When the coffin ts opened, a 
flame-Jet trap engulfs rhe enure room. 

Flame-Jet Trap: CR 5; explosive blast of flame en· 
gulfs the room (12d6), Reflex save (OC 20) for half 
damage; Se·nch (OC 30); D1sable Device (OC 30). 

Treasure: Imide the casket on the corpse of an 
unknown mage lie~ a staff of pou·er with 4 5 charges, a gray 
robe of the arch-magi, a JCweled bracelet of platinum and 
emeralds worth 3,000 gp, a nuthral ring set with a huge 
ruby worth 6,000 gp and a nng of counrerspeUs. But each of 
these Items bear~ a hornble cur~e. 

Curse of the Arch-Mage: Anyone who leave~ the room 
w1th any of these Items will never be able to touch treasure 
again. Com> and gems cause one pomt of damage per 5 gp 
value as they are transformed into lead and glass. This cur:>e 
can only be removed by a dispel magic spell, followed by a 
limited wish, wish, or miracle and a remooe curse. If the curse is 

removed, the accursed individual is wbjected to a geas to 
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destroy the evil temple on Lcvcll2 ofRappan Athuk, which 
must be completed w1rlun a year and a day or the individual 
begins to incurably lo>e 1 pomt of Coru.utution per month 
until the md1vidual dies and carmot be ratsed. 

3-4.Empty 
All rooms markt . .J 3-4 arc em pry. You should spice each 

of these rtxlms up With the prc.~nce ot a random item. 
Randomly roll ld4 Items from the Dungeon Dressmg
Mmor Features .md Fumbhmgs table (table 4-6) m the 
DL"NGf.ON M ASTFR'S (/uide. You should al~ roll a wandering 
monster che(..k ead1 ume a room labeled 3-4 is entered. 

3-5. The Lair of 
Scramge the Rakshasa 

%e air in tfiis area is dear ana smeffs of 
incense. %e Jfoor5 are free of aust, ana it is 
surprisirtg{y u1ann. 

Th1s IS the lairofScramge, a very old and exceptionally 
{Xlwerful mbha~a . He keeps six jackal we res~ pe~/slaves. 
Though he does nor wor,hip Orcus, he ts allowed to remam 
111 the dungeon becau>e o( hts extremely evil nature. That 
and the t:tct th;tt no one wants to be the one to tell h1m to 
lea\'e. Read thi!. encounter very carefully before you 
attempt to run this portion of the adventure. 

Scramge the rabh:1...;1 l.'lawareof the party 'sam val because 
ofhJS magacal mnmr (~room C below). It is assumed that, 
unl~ the party u'>Cd ~lme mearu. of entry other than teleport, 
he has been warchmgrhcm for:;ome ttme. Rooms A and Bvary 
in character, dependmg on the party's power and Scramge's 
thought~ and de> ire~. Ruom A..., the '\etup" room, containing 
illusions dcs1gned to make the encounter in room B more 
believable. Room Bcontams theacn.aal encounterwithScramge, 
wherein he utilizes the illusions derailed below. 

Scramge's Various Illusions: If the parry numbers 
over seven, Scramge appears m rtx>m Bas a cleric holding six 
werewolves at bay bd1md illu:;ory bars. 1f the party numbers 
three to six, he appears in room Bas a man chained to a wall 
and tortured by orcs, who ,Jre nmhmg more than hts slaves 
disguised by the 111us1on. If the party numbers only one or 
two adventurers or 1t they are all of low level (less than 6"' ), 
he appears in room B.!..'> a ho.,pltable oracle, hi~ Jackalweres 
disgubed a:. beauutul ma1deru.. Scramge's ahgnment regis
ters as e1rher rhe maJOr ahgnment of the party or as Lawful 
Good, due to an 1>h<.eure al1gnment spell. 

AEntryway 
ThL., ..., the '\etup" r~x>1n. 1l1ere Lue no occupants in this 

room, only hj..'l.lrc' tmm a {lennd7tent n~ 11lw.ion to make the 
party beltevc that rhe encountl'r m the next room is real. 

The partacular contents ot the permanent image m th1s 
room depend on the variou~ schemes of Scramge, outlined 
above. UnderoptionNo.l (clertc and werewolves), there are 
rcligtoussigns, blo<xl spatters, a broken mace with a magic aura 
spell on It, used scroll paper and a dead body dressed for a raise 
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dead ~pel I. Under option No.2 (man tortured by orcs}, there 
;ue the rrappmgsand fumll>hingofanorc barracks, a pot of vile 
~tcw, chairu. and manacles on the wall, a tray of torture 
de\' ice ... , ere. Under optton No.3 (oracle with maidens), there 
are ..,j(k curtams and plw-h pillow:., various tomes, fine food 
ami mu~1c. Scr.m\ge'~ 1l1~1on reqULres a Will save (DC 26) to 
JL.,believe, unleS!> they are simply ignored. 

B. The Trap Room 
Thb room 1~ the culmination of Scramge's illusory 

~erup. In thb room, Scramge uses another permanent tmage 
to create one of the three scenarios outlined above: cleric 
w1th wcrcwolve:., man w1th orcs or oracle with maidcm. 
Once the party enters the room, Scramge allows them to 

mteract With h1s 1llus10n for a few rounds (either to help 
the cleric or the man or to talk to the oracle). He does this 
so that ht can havt a chance to observe the party's cleric, 
gaugmg how best to properly Imitate him or her. Scramge 
then :,prings his trap; read the following text: 

'Tfte worftlsum.s to swim 6efore your eyes. 
Vazzling figlit.s flasli from a£( contu.5, 6fimline 
you. 'J:f/itli a liiss aruf a roar, [ruune a PC ckri£ 1 
aisapptars. 5tcross tlie room, lie reappears in 
front of a liuge tfemon tliat is fully nine JUt tall, 
'Uiitli tlie lietuf of a vu{ture, ftUfJe 6at 'UliniJS, 
talons{~ razors aruf flames Gcfjng a6out its 
goat{~ kgslt'Jfu [Wtrewolves, mailfens, orr.s 1 
turn towara you ana at tact tfteir forms 
mutating into tliat oflia[fjacf.#liaifm~m. 

Tactics: At the outset, Scramge is in the room disguised 
as set above. His trap is an evil one: He puts the illusion of a 
Type I "Yrock" demon over the party's cleric. He simulta· 
neously covers himself with the illusion of being the party's 
clcrte. He acts as if he is being attacked by the demon. His 
slaves drop tht'ir illusory disguises and attack the party. 
Scramge's plan is to goad the party into attacking and killing 
it.~ own cleric (thereby hopefully killing the only PC able to 
bless crossbow bolt~. Scramge'~ special weakness). If the party 
does not have a cleric, he ~es the same tactics against the 
party's w1:ard.lf there is no w1zard, he acts against a paladin. 
!'-:ore rhat Scrnmgc's 1llusioru abo include audio illusions, so 
an~ wammgs shouted by the real cleric are distorted by 
Scramge\ 11lu~ion to sound like demon growls. 

During the fif5t round of combat, Scramge's 11lusory 
demon appeal"- to slay him with multiple critical-hu attacks. 
Scramge (as the character) appears to die. The characters 
can make a W1lbave (DC 30) at th1s point to disbelieve the 
11lu~10n. Scramge turns h1mself invistble and creates an 
11lust<m of the dead clenc on the floor. Scramge then picks 
the next member of the party he wants to kill. He "trans
forms" the next PC into a "demon" and takes her place in the 
party. Scramge repeats th1s trick until everyone in the party 
1~ dead. Each time Scramge switches targets in this manner, 
the party gets a Will save (OC 26) to disbelieve the illusion. 

If Scramge's jackalweres are "slain" by nonmagical or 
silver weapons (they are not Lycanthropes!), they feign 
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death. Scramge provides illusory gore to help simulate their 
deaths. Once the party believes the jackalweres to be dead, 
the jackalwcres ame uninJured and continue to attack. 

Running the Encounter: When the "demon" attacks, 
you must use the attack and damage numbers for the 
character beneath the illusiOn. When actively disbelteved, 
Scramge's illus1ons require a Wtll save (DC 26). Whenever 
there IS a change in the 1llus1on, the Will save is DC 26. At 
flf5t, it IS unltkely the PCs reahze that tllus10ns are present. 
More ltkely, they kill one of the1rown. Whenever a charac· 
ter interacts wtth a pure 1llusion (such as trying to heal or 
give first atd to the 11lusion of the dead cleric), that character 
gets to make a Will save at a reduced difficulty (DC 20) 
because of her physical interaction with the illusion. 

lfScramge's illusion is ever disbelieved, he casts mirror image 
on himself.lfScramge takesover45 points of damage, he retreats 
to room D and disappears through his mirror (see below). 

Note: It is critical while playing this encounter that the 
OM not giveaway thefuctthatillusoryforcesareatwork. Make 
rolls in secret or ahead of time so that characters are not given 
undeserved hint:. that Illusions are involved. 

Scramge the Rakshasa: CR 12; SZ M Outsider [evil); HD 
9d8+27; hp83; !nit +2 (Dex); Spd 40ft;AC26 ( + 14 natural, 
Dex); Ark +8 melee ( 1d4+ 1 [x2), claws) and + 3 melee ( 1d6, 
b1te ); SQ detect thoughts, ~pells, alter self, unmune to spells of 
8th level or (e...,, vulnerable to blessed crossbow bolts, damage 
reducnon ( + 3/20 ); AL LE; SY Fort +8, Ref+ 7, Will +6; Str 12, 
Dex 14, Con 16, lnt 13, Wis 13, Cha 17. 

Skills Bluff + 16, Disguise + 26, L1sten + 12, Move 
Silently + ll, Perform (acung} + 12, Scry + 12, Sense 
Mouve + 10, Spot+ 12. A rakshasa gets a +4 to Bluff and 
Disgu1se checks; 1ts alter self powers g1ve it an additional 
+ 10 to DisgUtse checks. If a rakshasa can read an opponent's 
mmd, it gets an additional +4 on Bluff and Disguise checks. 
FeatS: Alertness, Dodge, Multiattack. 

SQ-Detect ThoughtS (Su): A rakshasa has the super· 
natural abil1ty to read minds. This works like a detect thoughtS 
spell cast by an 18'" level sorcerer, except it operates con· 
tinuously. The save OC against this power is 15. The 
rakshasa can suppress or resume this power as a free action. 

SQ-SpeUs: A rakshasa casts spells as a 7'" level sor· 
cerer; its spell list can also include 1" level cleric spells. 

SQ-Aiter Self (Su): A rakshasa has the supernatural 
abihty to assume the guise of any human or demihuman it 
wishes. This works hke an alter self spell cast by an 18th level 
sorcerer except that, once the rakshasa assumes a guise, it can 
remain tn that form indefinitely. The rakshasa can assume a 
new guiSe or rerum to ItS own form as a panial action. 

SQ-IUusl()ll (Su): Scramge can use illusion spells at 
w1ll. The~e spells cannot cause damage, but are in every 
other sense real. All five senses are affected. This IS a 
supernatural ab1hty umque to Scramge. The effects are 
sim1lar to the permanent image and veil spells, and Scramge 
counts as an 11'~ level caster for purposes of this ability. 

SQ-Spell Immuruties (Ex): Rakshasas ignore the effecrs of 
spells and spell-like abtlities of 8'1' level or less, as though the 
spellcaster had failed to overcome spell resistance. 

SQ-Vulnerabilities (Ex) :The evil nature of the rakshasa 
is a weakness that can be exploited by a wise enemy. Any hit 
scored with a blessed crossbow bolt instantly slays the creature. 
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l,EVEL 3: "BEWARE OF PURPI,F. WORJV\S!• 

Arcane SpelLs Knoum ( casr: 6/6/6/4) · 0----daze, flare, danc
ing ltght~, read magic, re~1stance, detect magic, gho~r o.;ound; 

1"- ·shield, magic missile, obM:uring mist, charm person, 

bant>; 2'"1--ob:;cure alignment, mirror image, protection from 

arrows; 3' 1--Jisplacemenr, sugge~tion. 

Note: Scramge IS aware of htS weakness to blessed 
cn>~~~x,w bolt5 and place~ a protection from arrou;s on his 

person before any encounter 

Jackalweres ( 6): CR 2; SZ M Shapechanger; HD4d8; hp 

18; ln1t +9 (lmproved lnittative, Dex); Spd 40ft; AC 17 (+2 

narurai,Dcx); +4 melee (1 d8,1ongsword, crit 19-20), + 2 melee 

(ld4, h1te); SA sleep gaze; SQ darkvi.sion (60 ft), damage 

n..,.,i-.tlmc.:e (IS/iron or + I ) , shape ~hift; AL NE; SV Fon +4, Ref 

+ 10, Will+ 7; Str 10, Dex 20, C'..on II. Inr 10, Wis 16, O.a 14. 

Slalls: H1de + 12, Move Stlently + 12, LISten+ 12, Spot 

+ 10. Fears: Alenness, Dodge, Improved Initiative, Run. 

SA-Sleep Gaze (Su): The gaze of a jackalwerc can cause 

nonhosrile, flat-footed or surpnscd creatures to fall asleep (as per 

thdecp~pell, withnolevellnnit).A Willsave(OC 12) negates. 

A Jacblwcre can affect one cn.-aturc per round. 
SQ-Shnpe Slufr (Su) Jackalwer~ can changt• 'hape 

mto any humanoid form of lt5 approximate size at will; the 

sh1fring process is a full-round actton. Upon a~summg 

animal or hybrid form, rhe jackal were regains hit points as 

1f havmg rested for a day. If slain, the jackal were reverts to 

ill> origmal form, though it rematns dead. However, any part 

of the lxxly 'epa rated from the whole retains 1ts ant mal form. 

Posse~srons : Longsword. 

C. The Pantry 

~rou.s botfiu Fume from meat fwo~, atui 
a vast fuapof tr'e4S&In is pild in tiU conurof 
t~ 1'00111. tJ1iere 1m ttlpUtriu, coins mu{ tfuu 
£mae chuts--i1Mojfll00tl mu{ twoof6rrmu. 

This b Scramge's pantry. It contains the corpses of 

those unlucky enough to have recently encountered him. 

There are eight fighter~, one clenc, and two thieves, all of 

level, three to six if they are raised; they are equipped with 

reao.;onable non magical armor and weapons. 

E. ..cape: The beast's greatest treasure is on the ce1lmg, and 

if the battll· ts going poorly, he c-.cafX.'S through it to the Nine 

He lb. Thts great item is a mrrror of mental prowess. Any who 

follow him should be considered lost, unless theyC<tn plane shift. 

Treasure: T hree large chests, one made of wood and 

twoofbron:e, Sit in the north comer of the room. A ll three 

are trapped. In addttton to the che:.t:. there are 24,917 sp 

and 3,833 gp tn a large pile. 

Wooden Chest: The wood chest is very large (e1ght 

feet long) and is trapped. 

Poison Gas Trap: CR 8; no attack roll necessary, 

touchtng the chest releases burnt othur fumes at everyone 

within a 20-foot radtus (lose I Con permanently/3d6 

Con); Fortitude save (OC 18) negates; Search (OC 21); 

D1sable Dc\'lce (OC 2S). 

The w<Xld chest contain~ the followmg: 12,000 cp, 8,000 

sp,6,000gp, 1,200pp, l)gems(lOOgpeach), 9pieccsOfJewelry 
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(lOOgpeach) anda:;rlver-decoratt.'l.l teakwood box (Break DC 
25; wonh 1,200 j.,rp) sealed with an arcane lock, containtng a 

strange j.,'l'een, glowing gem. Inside the gem is an 1mpnsonl•d 

faerie dragon, named Snaggletooth. lie accompanies whoever 

frees him for life and remains very loyal, <l~ long as his lthcrator 

is of g<xxl ahJ-'111l\ent. Freeing hnn requtres a legend lore or 

commune ~rell to cktermine the frecmg command word .. The 
Oracle in room 3-7 can reveal the command word. 

Hidden 1m1de a secret compartment in the I id of the large 

wooden chest (Search OC 2S) IS a +1/argewoodenshie/dofrust 
monster scales. If an attacker uses ,1 metal weapon agaimt the 

wielder of the shield and mtSSCS by 2 or le:.s, hrs weapon ts treated 

ashavtn{:l ~truck a rust monster. If the holder of the shield ever 

fumble~ (rolb a narurall) dunng wmbat, his or her weapon 

acctdenrally ~tnkes the shield and 1s subject to the same efft.'l.:t. 

Snaggletooth, the Faerie Dragon: CR 2;SZTDragon; HD 
2dl2; hp 22; !nit +9 (Improved lnittative, Dex);Spd 10ft, Ay 60 
ft(good);AC21 ( +4nanrra1, +2size, Dex);-1 melee ( Id6-3, b1te 

pluspo1son); SA arcane and divine ,pcJis, poison; SQdarkvb.ion 

(~ft),spcllre-L~tance(SR20);ALNG;SVFon+ 7,Ref • S, Will 

+2; Str s, ~X 20. Con 10, Int 16, Wb 12,013 16. 

Sk1Us: H1de + 12. Move S1lently+ 12. Spot +8. Feau : 
Alertne~s, Improved Initiative, Flyby Attack. 

SA Potion (Ex): The bite of a faene dragon is pmsono~ 

and require~ a Fonitude save (OC IS); otherwise, the subject 

falls asleep a.\ per a sleep spell for 2d6 mtnutes. 

Arcane )pelLs (Wizard LetJCI7. 4/VJ/2/1): 0--Ja:e, flare, 

mage hand, pre,tidigitation; I "-rc·duce, 'hield, ~ummon 

monster I; 2n.1-nurror unage, sec mvt~1ble, protectton from 

arrows; 3 ·1 non-detectton, gaseous fprm; 4 '"-Emonon. 

DtUrieSpefls(Drwdl.ewl5;5/3/2/1).0-cureminorwounds, 

light, create water, know direction, purify hxl and drink; !•
cure light wound\, fo~erie fire, obscuring m1st; 2• '1---chann JX'Ioon 

or mammal, -.ununon swarm; 3"'-meld tnto stone. 

Bronze Chest # 1: The fiN hron:e chest is trapped. 

Poison Needle Trap: CR 2: no attack roll nec.:e"''ary (I 

hp, plus green blood poison: 1 Con/ld2 Con; Fortitude save 

(DC 13) negates); Reflex save (DC 2S) avoids nt>cdle; 

Search (OC 22); Disable Dev1ce (OC 20). 

This chest contains silk, opium and p1pes worth 2,000 

gp. It has a secret compartment (Search OC 28) contain

ing a nng of three bmrted u-rshes 
Bronze Chest #2: The >econd hron:e che~t b trapped. 

When opened, the powers of a glohe of cold are relc:t!-cd. 

Globe of Cold: CR 4; 20-fom-radius sphere or hemi
sphere (Sd6); Reflex save (DC IS) avoids; Search (DC 

27); Disable Dev1ce (DC 2S). 

Thesecondbromechestconrams2,CXX)illusoryplatinum 

pi~ that di.c;s1pate to lead once rcmon . .J from the room. 

3-6. Room Complex 
These normally barren roomsocca.~ionallycontam a parry 

of acolytes led by a priest from the temple ofOrcus. They travel 

here to consult the oracle at the direction of the more powerful 

priests of the temple. The higher-le\'cl prie>t5scnd acolytes and 

lower-level pnest~ because they fear the Oracle's \\'L~om..Jram 

beam.Therei~>aSO%chancethatagroupofaco1yresarcwlthin 

this complex of nx)ms. If present, roll I d4 to determine wh 1ch 

of the hexagonal rooms the prbtsarc ~tngas their camp, other 
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than the first hexagonal entrance room and the oracle room. 
Then determine whether the group's priest has yet consulted 
the oracle (there is a 50% chance either way). If not, the priest 
has an item of importance to sacrifice to the oracle; if so, then 
thepriestdoesnot possess the listed special item, having already 
sacrificed it to the oracle. 

Priest of Orcus, male ore, CleS (Orcus): CR 5; SZ M 
Humanoid; HD 6d8+ 18; hp 50; lnit + 2 (Dex); Spd 20ft (30 
ft base); AC 20 ( +5 armor, + 3 shield, Dex); Atk +8 melee 
(ld8+4, +1 momingswr) or +7 melee (death touch, target's 
armor is ignored); SA death touch, increased evil spells; SQ 
controltmdead,darkvision (90ft);SVFort+ 7,Refl+ 3, Will+ 7; 
ALCE; Str 16, Dex 14, Con 16, lnt 16, Wis 16, Cha 16. 

Skills: Appraise +4, Concentration +8, Diplomacy +5, 
Heal +6, Intimidate+ 7, Knowledge (arcana) +6, Knowledge 
(Rappan Athuk) + 7, Knowledge (religion) + 11, Scry +4, 
Search +4, Sense Motive +4, Spcllcraft +5, Spot +4. Fears: 
Expertise, Power Attack, Weapon Focus (momingstar). 

SQ- Deatlt Touch (Sp): Once per day, a priest of Orcus 
can make a melee touch attack against a living opponent. If 
successful, the priest rolls 5d6. If the total equals or exceeds his 
opponent's current hit pointS, his opponent dies. No save. 

SQ-Increased Evil Spells (Su): A priest of Orcus casts 
evil spells at a + 1 caster level. 

Unholy Spells (5/4/312): 0-cure minor wounds (x3 ), 
guidance, resistance; !"-bane, bless, doom, protection 
from good; 2"·1-bull's strength, hold person, silence; 3'·1-
contagion, speak with dead. 

Domain Spells (Death/Evil): 1 "-cause fear, 2"'1--<ieath 
knell, 3''1-animate dead. 

Possessions: Masterwork chainmail, +I large steel shield, +I 
momingsw, holy symbol ofOrcus, prayer book, fine black robes 
emblazoned with the symbol of Orcus and a sack containing 
special item for sacrifice to Oracle (one of the following: +I light 
mace, 500 gp gem, umber hulk heart, potion of remove disease, 
potion of protection from fire or a potion of nondetecrion). 

Acolytes of Ore us, male orcs, Cle2 (Ore us) (3): CR 2; 
SZMHumanoid;HD2d8+4;hp 18;lnit +I (Dex);Spd20ft 
(30ftbase);AC 17 ( +Sarmor, +I shield, Dex);Atk +3 melee 
(ld8+ 2, heavy mace) or + 3 melee (death touch, target's 
armor is ignored); SA death touch, increased evil spells; SQ 
controlundead,darkvision (90ft); SVFort+5, Ref!+ 1, Will+6; 
AL CE; Str 14, Dex 12, Con 14, lnt 12, Wis 16, Cha 12. 

Skills: Concentration+ 1, Knowledge (RappanAthuk) 
+ 3,Knowledge (religion) +4,Listen +2,Search +2,Spcllcraft 
+ 1, Spot + 2. Fears: Power Attack, Sunder. 

SQ-Deatlt Touch (Sp): Once per day, an acolyte can 
make a melee touch attack against a living opponent. lf 
successful, the acolyte rolls 2d6. If the total equals or exceeds 
his opponent's current hit points, his opponent dies. No save. 

SQ- Increased Evil Spells (Su): An acolyte casts evil 
spells at a + 1 caster level. 

Unholy Spells (4/3): 0-cure minor wounds (x3), 
resistance; I ''-bane, doom, protection from good. 

Domain Spells (Death/Evil): 1 ·•-cause fear. 
Possessions: Heavy mace, chainmail, small steel shield, 

3 vials unholy water, holy symbol of Orcus, black robes 
emblazoned with the symbol ofOrcus and a small sack with 
4d 10 gp each. 
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Note: If the PCs dress in robes taken from these priests 
and acolytes, they gain + 7 to Disguise checks (opposed by 
Spot checks) when trying to impersonate clerics of Orcus. 
Successful rolls allow them to travel through most areas 
unmole~ted, except for areas containing undead, which can 
detect "goodness" on the party members. 

3-7. Oracle Room 

lnsitfe tfiis otlierwise harren room is asmaf{ 
pentagram ins criEd on tfie jfoorwitfialitti1UJn 
s{crdlm tliecenter. '14fim tliepartyapproacks, it 
risesmtoandsuspend'smmitlaiJ; itseyesock!ts 
agfo.wwitfiredflames.lttfiensays, "1 amtfie 
Oracfe, possessorojaf£kJww(dge . .91.sK.,.wliatyou 
wisli, andyausfuJflli.eartlieansweryouseef(, " 

The Omcle--a disembodied human skull-answers one 
general-knowledge question per week, and it usually answers 
truthfully, though cryptically. For serious questions, it demands a 
sacrifice be placed within itS pentagram; the item disappears. The 
Oracle is Neutral Evil. It knows and can reveal all-for a price.lt 
can be fed life levels, attribute pointS, gems, unique items or magic 
items. The OM should decide what price is fuir. Normally, 
something with a value of 500 gp is required for answers to simple 
questions, but for answers to difficult and extremely difficult 
questions or puzzles, something valued at I ,OCJJ to 5,0CJJ gp, 
respectively, is required. It can provide the command word to free 
the faerie dragon described above for 2,0CJJ gp or itS equivalent. It 
considers any question about Rappan Athuk a simple question, 
unless it pertains to a shielded room or item, which it considers a 
difficult question. There is nothing about Rappan Athuk it does 
not know. It does not, however, know itS own name and fuils to 
function thereafter if asked this question, because it will search 
forever to fmd the answer. If attacked, d1e oracle reraliates. It is 
seemingly impervious to attack. 

The Oracle: CR8; TOucsider[evil]; HD8d8; hp 50; !nit +0; 
Spd fly 10ft (poor); AC 20 ( + 2 size, +8 natural); Atk + 10 ranged 
(ld6Wis,beam);SAwisdomdrainbeam;SQknowledge,damage 
resistance (15/+5), spell resistance (SR 40); AL NE; SV Fort +5, 
Ref+ 3, Will +20;Str 10; Dex lO,Con 10,lnt30, Wis20,Cha 12. 

Skills: Knowledge (all)+ 20. Feats: Skill Focus (knowl
edge-all categories). 



l,EVEL 3: "BEWARE Of PURPLE WORMS!" 

SA-Wisdom Dram Beam (Ex) The oracle can fire a 

beam as a standard actton, requtring a ranged touch attack 

agamst the target. If successful, the target suffers Id6 Wis

dom dram. There is no save allowed. Wisdom dramed m thtS 

manner can only be restored through magical means. 

SQ-Knowledge (Ex). The oracle can contact a greater 

detty of the outer planel. as per a contact othi!T plane spell 

once per week. Any result of"don't know" on the conw.ct 

other plane table becomes "lie." 

3-8. Traps. 
Thts area contams three traps, at each of the locations 

"A," "B," and "C," as detatled below: 

A GoldPieccArrow Thp 
It appears that a gold piece is lying on the floor at this 

location. When picked up, a string attached to it is pulled, 

tnggt:nng a trap that fire:. :.IX arrow~--three from each side of 

the angled wall. Divide the attacks evenly for all in the area. 

Arrow Trap: CR 1; + 10 ranged (ld6 [x6l, crit x3, range 

60fr),Search(OC I8);DtSableDevtce(DC20).Note:Targets 

are determined randomly from those m its path. 

B. One-way Stone Door 
The door here isaone-waydoor. PCscan passfreelythrough 

it when heading west, but when they return east, they find the 

door enchanted wtth an an:ane lock, making return pass1ge 

difficultwtthouttheuseofmagic.Thedoorin,elfismadeof~>tone 

twO feet thick (Hardness 8; hp 200; Break DC 45). 

C. Flooding Pit Trap 
This pit is 20 feet deep, locking, and filled I 0 feet deep 

with water. Once ~prung it immediately loeb and can only 

be opened by a successful Strength check (DC 27 from the 

inside, DC 20 from the outside) or by desrroymg the stone 

lid (Hardness 8; hp 100; Break DC 35 ). The mom floods full 

of water to the top of the ptt in four minU[es. As if drowning 

weren't bad enough, this pit also contains a black skeleton 

that does not chase the characters away. Characters fight at 

-5 m the water. The black skeleton is unaffected by the 

water The chest on the far side of the room is empty and was 

left there to lure adventurers over the ptt trap. 

Flooding Pit Trap (20 Feet Deep): CR 5; no attack 

roll necessary (Id3 ); Reflex save (DC 20) avoids; Search 
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(OC 20); Otsable De\•tce (DC 20). Note: Room floods tn 

four minutes (see the drownmg rules m the DUNGEON 

MA.\Il:R'~ (/uide). 
Black Skeleton: CR 4; hp 42; SA fnghtful presence, 

strength dram; SQ tum reststance. 

3-9. Burial Room 

'lU ~ to "-is f'Dtnfl reeQ of rott i119 

torpsu. 'lie fllr8e rwm. 6eycnu{ appears to 

Mrlctlllllllller~setwitliin it. '11ie 'Wrll£.s 
are (Uw{ flliM reussd akovu containina 

smas'-et! cas~ts. 'Blootfg tfe6ris ant! rat 

corp~u Gtter w rHm.ln gour flic6 rina 

~,gt~~UtJeiumdtdfwmlmforms. 

Thts room is the lair of 12 ghouls. 

G houls ( 12): CR 1; hp 14 each; SA paralysis. 

Treasure: A Search check (OC 18) reveab a total of 

2,055 sp, 451 gp and 19 gems worth 20 gp each.ln the most 

southwesterly alcove are 4 potioru (ghoul r.ouch, levitate, 

ksser res cor arion and remove paralySIS), a + 2 light-generaang 

longsword and a + 1 small wooden sh~eld of arrow deflectton. 

A Inset Room 
This room is empty, but include~ a secret door set in 

the floor (Search DC 20) below which is a ladder set into 

the wallleadmg down to area "B." 

B. Secret Tomb 
Thts room contams fre:.coes deptcting a young elf. At 

the end of the room is a stone table on top of which is the 

corpse of an elf warrior matden in chainmail. For somr 

reason, rhts tomb has reSISted the powers of Orcus ro 

convert those buried here into his undead servants. Astde 

from the masterwork longsword and masterwork chainmail 

on the body, there 1:0 nothing of interest tn the room. Good 

characters looting rhts tomb should loose zoo xr each, anJ 

paladins lo~ twice that amount and should be required to 

do substantial penance for such an act. Thts room is not 

subject to wandenng monster~ and is a safe haven for the 

party, affording it an opportunity to rest. 



Level3A: 
UThe Well"-Zelkor's I .air 

There is a reason why adventurers say, "Don't go down 
'the WelL"' The main inhabitant of this level is Zelkor, the 
once-good wizard who long ago led the army oflight against the 
fleeing priests of Orcus. He has become a spectre (not a lich, as 
reported in rumors) and remains extremely powerful. An aura 
of fear, darkness and dread grips the entire level. See "Continu
ous Effects" in the sidebar. 

3A-1. Down UThe Well" 

;;ts you rfescenrf into tfie rfarK_ness of tfie 
fegentfary wef~ tfie warnings of numerous 
arfventurers resourui in your mini: "'})on 't 
go rfown 'tfie 'WeCC. ,. jl swarm of 6ats 
surprises you ani ffies past you, into tne s ((y 
a6ove. ;;tsma£! cave appears to 6e openintf up 
6efow you, at tfie 6ottom of tne weff.'Ilie 
entirety of tlie cave fCoor is coverer£ in 
greenish-6CacK_water of unknown rfeptn. 
Smaff o6jects ffoatin tfiewater. ;;t6outtnree 
feet a6ove tfie waterfine, at eitner enrf of tfte 
cave, are sma{{ openings. 'Ifiere rio not 
appear to 6e any otfier e;rits from tft.is 
room-other tlian tfie way you entererf. 

The well is 10 feet in diameter and descends 90 feet, 
opening into a small cavern. There is a small, tunnel-like 
exit at each end about three feet above the waterline. The 
bottom of the well is submerged under two feet of slimy, 
green water. Bits of human bones and wood float and bob 
in the pool. The floor is quite slippery, and footing is 
treacherous due to all the bones, bits of armor, rusty metal 
and rotten filth that have settled. Any movement in the 
cave requires a Reflex save (DC 10), or the character slips 
and falls into the brackish water, possibly extinguishing 
torches or light sources. The walls bear deep scratch 
marks, perh aps clawed by a large monster that had been 
trying to climb out. 

Side Tunnels: Small-size characters can enter either of 
the two exit tunnels without penalty. Medium-size charac· 
ters must remove all but light armor to pass through the 
tunnels. Tower shields will not fit through the openings. The 
west tunnel remains small, requiring Medium-size creatures 
to stay in light armor and crouch as they travel, until they 
reach the area marked "A," at which point the passage opens 
to a height of eight feet. The east passage opens up to normal 
height once the stairs begin. 
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Levd3A 
Difficulty Level: 9 

Entrances: Shaft down from "the Well" at area G-4 
on the Ground Level; river from Level 3 

Exits: River to 6A; stairs down from room 3A-9 to level 
4A; passage beyond the cliff in room JA-4 to level 7 A 

Wandering Monste rs: Check once per 30 minutes 
on 1d20: 

1. 1d8 stirges 

2. 1 gas spore 

3. 3d6 dire rats 

4. 1 undead ooze 

5. ld3 juju zombies that hang upside down from 
the ceiling and attack from above 

6. 1d3 wights 

7. I d2 displacer beasts 

8-20. No encounter 

Shielding: Powerful magic shields Room 3A-8 
(Zelkor's lair), preventing detection. 

Detections: Zelkor becomes immediately aware of anyone 
opening the secret door on the south side of room 3A-7. 
Level 3A as a whole radiates evil. It is strongest from the 
southern half of the map. Because room JA-8 is shielded, 
nothing is detectable from that direction. 

Continuous Effects: This entire level is subject to two 
magical effects. The first effect mimics on a broad scale 
a cause fear spell. Characters must make a Will save 
(DC 12) upon entering the level. They must also make 
a similar save every time they undertake a major 
action--opening or passing through a door out of or 
into a numbered area, entering a pool, climbing a cliff, 
etc. Characters of 9'h level or higher are unaffected. 
Failure means that the character is reluctant to take 
the action (though she will if forced), and all her rolls 
are at -2. These effect last for the entire time the 
character remains on the level or until a remove fear 
spell is cast on her. If all characters are afraid, Zelkor 
dispatches some of his minions (four wights) to kill 
them. The second effect, a blanket of darkness spell, 
causes all light sources to radiate at half their normal 
rddius. Dark vision is unaffected. Because of this dark
ness, Hide checks are made at + 2 on this level against 
viewers without darkvision. 

Standard Features: The doors on this level are made of 
iron and are locked (2 in thick; Hardness 1 0; hp 60; Break 
OC 30; Open Lock OC 20), unless otherwise noted. The 
secret doors are made of stone and are of a much higher 
qualirythanexpected(Search0CZ8;2inthick;Hardness 
8; hp 200; Break OC 45). 



LEVEL3A: "THE WELL"-ZELKO I~'~ LAIR 

3A-2. The Claw-shaped Cavern 
?.{jtnurous silk CtlfJtrn.s 6rancft off from tliis 
cave, creatine tfu sliape of a twistetf daw 
stampetf into tfu earth. '11U roomfuls a Car;ge 
centra{ cofumn. 'Water tfrips from tlie 
staCactite·cOfleretf ceifing. 9'ou fuara faint 
scrapine sountf from tlie cafJt roof 

TI1i~ is a large cavern with stalactites, stalagmites and 
eight piercers. They drop two rounds after the party enters 
rhe room. 

Piercers (CR3): The~e unintelligent creatures pose 
as ~ralacmes and "hang" around, waiting for unsuspect
ing VICtims w pas~ beneath them. They are hard to Spot 
(DC 28), camouflaged am1dst the stalactites. They are 
cold-blooded and are not detectable by darhision. 
When they drop, PC5 can make a Reflex save (DC 20) 
to avmd them. Failure results m ld6 (up to Idl2 for 
large p1erccrs) plus 2d6 sneak-attack damage, as the 
piercer impales itself m its victim. After lodging within 
Its \'ICtlm, the piercer contmues to inflict ld3 damage 
each round unti I removed (Strength check, DC equal to 
5 plus damage done). Once on the ground, piercers are 
helpless and can be attacked as a helpless defender. 
They have AC 18 ( + 13 natural, -5 Oex) and 8 w 20 h1r 
pomts, dependmg on their size. 

Treasure: Nearthesecrctdoor in the thud "finger" cavern 
is the cmp:-.e <Jf a human.ln hi:, backpack are three oil flask:., two 
vials of holy m~rer, 1i()me rotten food, a 60-foot length of silk rope, 
mastetW\JI'k thtef tool> in a pu:zle box (Intelligence check DC 25 
to open; a rl'lf.,'Ue um also apply half of hiS Disable Oevtce skill 
bon~) and a sack with 36 1-'P· On htsse\'ered left hand, which lays 
a few fl.'Ct away from the body, IS a rmg of swrmming. 

Secret Door: The secret door can be found with a 
stamlarJScarchchcck (OC 20) and, once found, opens easily 
by pushing a h iddemtone d1at works a counterweight mecha
nism. Locatmg the hidden stone requires another Search 
check ( OC 20). Thus, the characters mi.ISt first find the secret 
door and then they m~t find the secret opening stone. 

3A-3. The Weird Room 
Stone~protruth liori.umtaf£yfrom a{[ of 
tfu waffs. '11ie ceifing is flat ana tfevoitf of 
staftlctites. It is as ijtfuCJWtm waffs antf floor 
liave bun rwersecf. 

Thi~ cavern ha.\ recently been hon:ontally faulted, :;o 

the stalactite andsralagmtte~ JUt out ftom the walls. The room 
con tam~ no monsters and no treasure. The floor slope" down 
toward the center of d1e cavern, because it used to be a wall. 
If there IS a wandering monster encounter m th1s room, ilie 
sp1kes may be used all weapons. Any creature thrown against 
them suffers an attack as per a charge attack from a longspear 
with nn automatic crincal. 
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3A-4. The RatCliff 
and Dis placer Beasts 

'11iis passage opens into a very wrge 
cavern 'Wit/ifiuntfru{s of stalactites, 
tfiougfi comparative{y few 
stalagmites. :r ou /iearwater wpping 
against stone offin tlie tfistance. :You 
feef as tfwug/iyou are 6eing watcfiea 
asspeck_fesojfigfitarereffectei6ack_ 
to you from tlie room's wa{fs. 
Suidenfy, several rats scurry 6y! Off 
in tfie aarK!;.ess, one pair of eyes seems 
to gfow green of its own accori
tliougli you cannot see tfie creature. 
:You tliink.you /iear a purring souni, 
{~ tfiat of a cat .... 

This room is a large cavern. It con
tains a cliff that drops 90 feet into 30 feet 
of water. The cavern itself is filled with 
stalactites, but houses nopiercers. Numer
ous small caves and tunnels dot the ~ova lis. 

Some of these interconnect and allow the 
displacer beasts and rats that inhabit this 

room to nest. Withind1eroomareeightdisplacer 
beasts that inhabit the upper portion of the room and 

d1at feed on the hundreds of nonnal rats that move 
about the ledge. The displaccr beasts lurk in the shadows 

and wait until the party is near the ledge before they attack, 
hoping to strike with surprise from the flank. 

Displacer Beasts (8): CR 4; SZ L Magical beast; HD 
6d!O+ 18; hp 51; !nit +2 (Dex); Spd 40ft; AC 16 (-1 size, +2 
Dex, +5 natural);Atk +9 melee (ld6+4 [x2], tentacles) and+ 3 
melee (1d8+2, bite); Reach 15 fr with tentacles; SQ displace
ment, darkvision (90ft); AL LE; SV Fort +8, Ref +8, Will+ 5; 

Str 18, Dex 15, Con 16, lnt 5, Wis 15, Cha 8. 
Skills: Hide + 14, Spot +5, Move Silently +8. 

Feacs: Alertness, Multiattack. 
SQ--Displacement (Su): A light-bending su

pematuralglamourcontinuallysurroundsadisplacer 
beast, making it difficult to determine the creature's 
true location. Any melee or missile attack directed 

at the beast has a 50% chance of missing unless the 
attacker can locate the beast by a means other than sight. 

The beast gains a + 2 saving throw bonus vs. any spell or 
magical attack targeted at it. A true seeing effect allows the user 
to see the beast's true position (thus negating the glamour's 
effects), but detect invisibility has no effect. 

Treasure: A strange fungus grows in the northeast 
comer of me cavern. When ingested, it gives a humanoid 
creature darkvision for 4 hours per use. It can be found and 
harvestedwithasuccessfuiWildemessLorecheck(DC25,20 
for dwarves and gnomes). There is enough fungus for 16 uses. 
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The Cliff: The chff 1c.elf ts dotted .,.,;th stanchions, 1ron 
spikes, gnawed ropes and a ~tr of skeletons picked clean by ran;. 
The rats attack anything attempting to climb the chff face. A 
pack of2d6 normal rats arrack each climbing PC while he IS on 
a rope ordimbingthechft. Any rope has a 1-4 on ld20 chance 
per round of being chewed through by the attacking ran;. It takes 
6 rounds to descend the cliff on a rope and 18 rounds ro ascend. 

Normal Rats (100+): CR 2; hp 1 each; SA disease. 

The Bottom of the Cliff: At the bottom of the cliff IS 
a30-foot-deep pool of stagnant water, and 30feet away from 
the cliff, on the opposite shore, is a sandy beach leadmg to 
a door, beyond which IS a p~e leading to level 7 A. Any 
PC m the water has four rounds to cross it before a black 
pudding attacks, unless 11he drops into the water courtesy of 
some industrious rats, in which case this time is halved. If the 
PC falls from over 20 feet, she is attacked immediately. 

Black Pudding: CR 5; SZ H Ooze; HD 10d10+40; hp 95; 
!nit +0; Spd20ft,Climb ZOft;AC 14 (-2Size, +6natural); Ark 
+8 melee (2d6+4, buffet, plus acid); SA grab, acid, constrict; SQ 
blindsight(Wft),OO"..e; ALN;SVForr +7, Ref +3, Will+ 3;Str 
17, Dex 10, Con 19, lnt -, WtS 11, ella 1. 

SA-Grab (Ex) : A puddmg can grab opponents of up to 
Large size. If a puddmg makes a successful attack, it can make a 
free grappling check without provoking an attack oprommity. 

SA-Acid (Ex): The puddmg secretes a digesttve acid that 
quickly dissolves organ1c material and metal. Any succ~~l 
melee attack inflicts acid damage. The opponent's armor and 
clothing dissolve and become useless immediately unless she 
makes Reflex saves (DC 19). The acid can dissolve stone; it 
inflicts 20 points of damage per round of contact. A metal or 
woodenweaponthatcomesmcontactwithablackpuddmgaho 
d~lves and becomes usele:.s 1mmedtately unless the opponent 
makes a Reflex save (L"X: 19). 

SA-Constrict (Ex) : Opponents successfully grabbed by 
the puddingautorrtatically suffer buffet and acid damage each 
round. The opponent's clothing and armor suffer a -4 penalty 
to Reflex saves against the ac1d. 

Treasure: Among a pile of bones in the southeast 
comer of the pool is the treasure. It consists of a gold-plated 
helmet worth 250 gp, a silver ring worth 10 gp, a jeweled 
belt worth 400 gp and a silver masterwork dagger in a 
platinum sheath worth 800 gp. 

3A-5. Stirge Room 
IJ!iis~llf4taepoolof~t11 

itscmttr.'llteewtmisfi/W~ 
ftqelttDttilu~,manyof'u#dtlt 
/iove,owr.,jolndtoformdftqecofumn.s. 
~Uipsiatotlitcmttt'ptKJlfrom thestoiiU 
aliovt.1'DU!wrllfloniflfe~6Qtlwt 

of ailati£ JMSquitou, llllllstwnli HtfJQ 
artlblltS~ 

This large cavern IS festooned w1th large stalactites and 
~talagmites, and a pool of dark water at its center quivers with 
each drop fulling from above. The cavern is home to 2 1 
stirges. However, only ld6 stirges attack for every 6 rounds 
the PCsspend in this room, unless they are stirred up or a great 
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amount of noise is made. The pool is 120 feet deep, with ~hcer 
s1des, though 1t has a ledge I 0 feet below the water! me on the 
south end that contains a passage to room 3A-9. This passage 
can be seen by those examin10g the pool from the cave on a 
successful Spot check (DC 22). Anyone attempting to sw1m 
from this room to room 3A-9 fmds the swim an easy one, 
requiring a simple Swim check (DC 10). Any character 
attempting this swim must make a Will save (DC 12) versus 
fear as described under "Continuous Effects" in the sidebar. 

Stirges (21): CR 1/2; SZ T Beast; HD ldlO; hp 6; lntt 
+4 (Dex); Spd lOft, fly 40ft (poor); AC 16 ( +2 stze, +4 Dex; 
AC 12 if attached); Atk +6 melee {ld3, touch, plus attach 
and blood drain); Face/Reach 2 1/2 ft x 2 1/2 ft/Oft; SAarrach, 
blooddrain;SQdarkvtSIOn (200ft); ALN; SVFort+ 2 Refl+6 
Wtll+ 1; Str 3, Dex 19, Con 10, lnt l, Wis 12, Cha 6. 

Skills: Spot +8 (acute sense of smell), Hide+ 14. Feacs: 
Weapon Finesse (touch). 

SA--AI:tach(Ex): lfastirgc hm; with a touch attack (target's 
armor bonuses ignored), it uses its eight pmcers to latch onto irs 
target's body. A srirge attaches itself with incredible strength and 
cannot be pulled off. You m~J!-t kill a '-tll'ge to remove tt. lf an attack 
is made against an attached snrge, that attack is at -4 because the 
attacker must be careful not to h1t the stirge's victim. 1be victim 
does not suffer this pertalty. An attached sruge has AC 12. 

SA-Blood Drain (Ex) An attached stirge drams blood, 
dealing 1d4 temporary Constitution damage each round It 
remains attached. Once it has dra10ed four points of Consti
tution, it detaches and flies off to digest its meal. T emporaty 
Constitution damage is regained at a rate of one point per day. 

Treasure: Three totally drained bodies lie near the door 
on the south side of the room, leadmg to area 3A-6. The first 
body is that of a dwarf 10 chainma1l with a pack containmg 6 
goblm scalps, 11 torches, 2 oil flasks and a case made of 1ron 
contaminganarrowofgwmslaying. Thereisanaxeonhisbelt, 
and a shattered shortbow rests next to him. The second rody 
LS that of a human dressed 10 leather armor with a bandoleer 
of 6 daggers and a pack contammg a bullseye lantern and 8 
candles,31argesacks, and 20feetofst!ken rope. He wears boots 
of the elvenkind. The last body is that of a human dressed in 
robes, wearing a pack containing 12 sheets of paper, 2 vi:1ls of 
ink and a scroU of explosive runes ( CR 3; affects only the reader 
[4d6]; no save; Search DC 40, Disable Device DC 28). His 
purse contains 11 gp, a 100 gp pearl and other assorted spell 
components for first- and ~nd-level spells. 

3A-6. Undead Menace 
'lie tfllistina cMJem corrilfor opens on to a 
seriu of 1m.4(( akofJu.1'our flick/ring 
torcnJieM tMIU1t P'f"traU tlit urtness of 
these n.uhu. Jls !I"" iraru doser, 6fact 
s~ 6mfa frrme tfu IIIMws,sliriefjng in 

""tiTaiiU""""""' Ql tliey tJttllc(f 

Each alcove contains a false black skeleton (c1ght 
total), which are simply normal skeletons pamted black, 
with a minor enchantment allowtng limited spellcasting. 
Their attack triggers a fear check, as described under 
"Continuous Effects" in the sidebar. 
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False Black Skeletons ( 8 ): CR 1; SZ M Undead [skeletal]; 
HD 2dl2; hp 12; lnit +5 (Improved Initiative, Dex); Spd 30ft; 
AC 13 ( + 2 natural, Dex); Atk + 1 melee ( 1d6, shortsworcls or 
handaxes)or+ 1 melee( 1d4[x2],claws);SQundeadimmunities, 
reduced damage, limited spell use; AL NE; SV Fort +0, Ref+ 1, 
Will +2; Str lO,Int -, Wis 10, Dex 12, Con-, Cha 10. 

Skills: None. Feats: Improved Initiative. 

SQ-Reduced Damage (Ex): Skeletons take one point 
of damage from piercing weapons (e.g., arrows) and take 
only half damage from slashing weapons (e.g., swords). They 
take full damage from bludgeoning weapons (e.g., maces). 

SQ- Limited SpeU Abilities (Sp): These enchanted 
skeletons can cast one spell each-silence, deeper darkness, 
dispel magic, magic missile, magic missile, protection from good, 
sleep and command (it yells "Die!" at the first person it 
attacks; though the character only falls for one round, this 
should scare the characters)-respectively. 

Possessions: Small shields; shortswords or handaxes. 

Blocked Passage: There is a rubble wall blocking the 
passage to room 3 A-7. It requires four characters working for 
30 minutes to clear a crawlspace--three times as long to clear 
the passage completely. Roll one wandering monster check 
for every 15 minutes of noisy digging. 

3A-7. The Pool Room 
This room is composed of dark stone striated with 

psychedelically colored pegmatite mineral deposits. The 
minerals are quite worthless (20 sp per ton) though they are 
rather interesting, as reflected light glimmers with rainbow 
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hues. The swimming pool is 20 feet deep at the base of the 
"T " and 40 feet deep at the top of the "T." 

'Ifiis cavern is vast.1QJ.sliing water can 6e 
fieara near6y. J.ls you enter, you see a 
symmetrica{ poo{ of water cut into tfie jfoor, 
witli a river fCowing in one siie ana out tfie 
otfier. Tfie cavern waUs rej{ect a myriaa of 
tiancing, irickscent cofors. Ylcross tfie poo{ to 
tfiesoutfi, wfiere tfie river enters tlie poo~ are 
two Carge6Cue-coforufstone pCatjormsJuf£y 8 
feetta{{ana12feetfong.Corpsesfieontfiem. 

TheriverflowsintothisroomfromLevel3,room3-2.The 
current in the river and the pool is very strong, requiring a 
Strength check (DC 20) to swim five feet against the current. 
Swimming in the pool or river for more than one minute 
requiresaFortitudesave (DC 15) for each additional minute of 
swimming (in addition to the Strength check). Any character 
failing this save begins to drown and is washed downstream. 
Anyone washed downstream must make a Fortitude save (DC 
25) or be knocked unconscious by the rocky course of the river 
and risk drowning. Heavy armor subtracts five from the roll. 
This stream joins up with the other branch of the river from 
Level3 and then opens up on levei6A some 20 minutes later. 

Across the river, near the pool entrance, are the two 
stone platforms made of blue-streaked black stone. Upon 
them lie two perfectly preserved bodies of old men with long 
white hair and beards. Once the room is entered, black mists 
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begm to spew from the corpses' mouths. The'e ,·aporous 
cloud~ are wraiths. Becau~ of the evil of rhe levd, hoth 
wra1ths have turning resisrance ( + 2). 

Wraiths (2):CR5;SZM Undead [incorporeal);HD5dl2; 
hp 32; I nit + 7 (Improved lmnarh:e, Dex); Spd 30ft. Ay (i.) ft 
(gocxl); AC 16 ( + 3 natural,+ 3!\:x); +5 melee {ld4, touch, plus 
lJ6 G.m Jr:un); SA con<;tirution dram; SQ daylight powerle..._.. 
ness, unnatural aura, undead 1mmun1tle.,mcorporeal, spnwn, tum 

re.istnnce (+2); ALLE;SYFort +I, Rc..f+4, Will +4;Srt , Dex 
16,0m-, lnt 14, Wis l4,01a 15. 

Skills: Hide+ l l, lnrimidate +I 0, Intuit Direction +6, 
Listen+ 12, Search+ I 0, Spm + 12. Feats: Alerme~s. Blind
Fight, Combat Reflexes, Improved Initiative. 

SA-Constituuon Drain (Ex) : Any living creature 
touched by a wraith must make a Fortitude save (DC 14) 
or suffer ld6 points of Constitution drain. 

SQ-lncorporeal(Ex):. Wraithsare incorporeal,havingno 
physical body. Nonmagical matter or energy ha~ no effl'Ct on 
them. They are immune to all nonlllaf,tical arrack fonn~. tnclud
mg nonnal ftre, cold and aud.l11ey cannot manipulate obJects 
or exert phystcal force on obje~..t:., though they have a tangible 
presence allowing touch anacb. Jncorporeal crearure. em only 
he harmed by other mcorporeal crearures, by +I or better 
weapons, or by spells, spcll-hke or supernatural effe<..t:.. Even 
when struck by magic or magic weapons, incorporeal cre-atures 
havea50%chanceofignoringl>U<hdamage{unlessfromaforce 
efft..'Ct, '>U<h as rn£1€ic rru.~sJ.e). The touch arrack of ;m mcorroreal 
crearun: ignore. all armor, including magtc annor, unlc:..., that 
armor ll> made of force (Sixh a' mage annor or br~ of defense). 
Incorporeal crearures can move tn any direcnon and duuugh. 
~lidobjecrs.Theyare inaudiblelmlesstheydesireromake"noisc. 

Treasure: One wraith wear~ <m amulet of life protection. 

Cliff to Doom: The cliff m the southwest comer of the 
room drops 40 feet at a 70-degree angle (Climb LX: IS). At 
the base are large chunh of rock permanently enchanted 
with a fool's gold spell (cast by a mage, pnor to the Th1rd 
Edmon rule change), wh1ch fades if the roch are expo:.ed to 
sunlight. The parry could literally spend weeks haulmg all 
14 ronsofiroutof the dungeon. Zclkorsends his iron golcms 
to attack anyone spending over one day in th1s area. 

Secret Door: The secret door at the bottom of the cltff 
is d1fftcult to find (Search OC 30). Once found, It is locked 
(Open Lock DC 30). Opening the secret door tngger~ a 
silent alarm spell in room 3A-8. 

3A-8. TheLairofZelkor 
Passmg through the c.orndor from room 3A-7 lO room 

3A-8 requires a save against the fear effect as de.~cribed 
under "Continuous Effects" m the sidebar. 

Secret Door to Zelkor's Lair: A Search check (OC 8) at 
the end of the corridor reveals <I small panel w1rh three hob, 
each an arm's-width circumference. At the end of each hole is 
an inset lever. Magical runes (requiringread magic) instruct the 
reader to msert his ann tnto a hole. They also stipulate that 
anyone opening this door wtll have hiS hand cut off. It requtres 
a fear check as descril:-ed under "Continuous Eff'Clt:." m the 
stdebar to place a hand tn one of the holes. In addmon to the 
re:,ulr:.described in thesidebar,a playerfailingthtssave will not 
put his ann in any of the holes unttl the fear is removed. 
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The holes are trapped. T hl' left and center holes have 
levers at rhe end that, if pulled, cut off the mantpularor's 
hand. Pull mg the lever in the right-hand hole opens the 
secret door and sets off a second silent alarm spell m room 
3A-8. There b no way, other than trial and error, to learn 
which of the three levers opem the :>ecret door. Any 
attempt to dtsable the trap requ1res the msertton of a hand 
into one of the holes. Two rounds after the secret door is 
opened, It doses. From the instde, the door can be opened 
only by Zdkor or by a targeted d1spel magic spell (DC 20), 
which allows the door to be opwed for fi ve rounds. A 
knock spell ha~ no effect on the door. 

Hand-chopper Trap: CR 6; no arrack roll required, 
subject's hand ~ ~ cutoff at m1d-wrist (4d6), Dex reduced hy 
4 permanently unul hmb IS restored; Search (DC Z4), 
Disable Device (OC 30; failure means that the person 
attempting tn disable the trap loses his hand, unless at· 
tempting to disable the device from the right-hand hole). 

Once the secret door il> opened and the party hru. 
entered the room, read the tollowmg text: 

'11ie waUs aruf cei!ing an fttwn fromagfossy 
6{ac~tont. }It tftt far ena of the room, white 
stonestairstfescenaintoarectsseiarea.You 
cannot see tlie foor of tlie pit from wliere you 
are stan.tfing. ~our 12-foot·ta[{ironstatues 
of warriors in armor 6earing farge swortfs 
stana gu.artf, postea at tftt four cQmUS of tfu 
room-two in tlie upper feVt{ ana two in the 
WWtr. '11ie statU£S are Very Ule{{ maae ana 
appear almost afiVt. '11ie two statues fu.rtliest 
away from you appear somewliat rusty, 
tliOUf!li tlie twonearut yousfwwnosign of 
wearoraee. You feel a itufQress ta{ing fw£4 
of yqurvery squ{ as tftt two statues nearest 
you e;ifuUt agremisligas .. .. 

This area is d1e lair of Zelkor, who was once a Good
aligned arch-mage of some reno"-n. Dunng his quest to dnve 
the ev1l fmm thiS place, Zelkor was captured by evtl priest:., 
tortured and eventually slam by Nodroj the Spectre, but only 
after he agreed to worship Orcu.s. He retams some ofhtS powers, 
though his ahbrnmenr has irrevocably shifted to Evil. Zelkor 
very much enjoys his new life, raking wicked pleasure in using 
his newly won evil powers. Read this encounter very carefully 
before you attempt to run this portion of the adventure. 

The \valls, ceilmgand floor. of th1s room are glossy black, 
except for the stair; leadmg down to the crypt, wh1ch are 
white. The two iron statues close~r to the entrance are iron 
golems. These monsters arrack as soon ru. the parry ente~ the 
room. They radiate magic even before they animate. The 
other two !.tatues are identical hut non-animating. Even 
worse, once the go! ems breathe, Zelkor begins hiS arrack. 

Tactics: The golenll> exhale and arrack. Zelkor IS h1ghly 
intelhgent and doel> not matenahze m ~pectre form unless he; 
other arracb f:ul. He magic J<1'fS the stronge:,t-looking fighter m 
the party. To avoid being thusly po:;..<;essed, the victim must 
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make a Will ~ave (DC 25). Nore that tf a save i.s made, that 
pcr..<m ~~thereafter 1mmune ro pos.-.c:.sion by Zelkor's 11J0€1C jar 
spell. Ze lkor commanlb h1> golem~ w attack any character who 
,,1\'es ag;un't ht., magic jar. If succcs.~l in taking control of 
'l(>mL·onc, Zdkor tl:>t.'S her to attack spellcasters in the party. 
When the fm.t ~..e~-.eJ l:xxl~ J1c,, he ~his next action to 
(JO'>-\C''' another hody. One of hb favorite tactics IS to possess a 
pcr..on, (Xl'lflon hl•r lx·fore the golems and inhale deeply
:.ubjectmg her to the tOXIC g.t' and lettmg the golems destroy 
her. He tm., ro k1ll e.lch ch:uacrer in rum and then returns to 

his jar for another attempt. Only 1f the party reaches his crystal 
box and ope~ 1t ( whKh ~~nearly lmfXY'.o,ihlc due to the number 
of tra~ on the lx)x) Joe, he matenah:e and attack as a spectre. 
Since Zdkor·~ golem> are healed by fire, Zelkor enjoys casting 
a wall. <l/ fire around rhe party and the golems so that his golems 
can move mto <U1d out o( the wall ro be healed at will. Zelkor 
abo Ca!>l:. fireballs at the party-simultaneously healing his 
golems and damaging the party. He mayalsocastcloudkill.at the 
party since hts golems are immune. It should be nearly impos
sible for any but the h1ghcst-level party to defeat Zelkor. 

Iron Golerrt.~ (2): CR 10; SZ LConstruct (12ft tall); HD 
1&110; hp99; !nit I (Dcx); SpJ 20ft (cannot run); AC30 (-1 
s1:e, +22 nanmtl,l)t•x); +23 melee (ZdiO+ II [xZ), huge sword); 
SA hrearh wearxm;SQm:lgJC lmmunt[y,damage reduction (50/ 
+ 3 ),corl.'>t:nk:t,wrkmlon (<X)ft);ALN;SVFon +6, Ref+ 5, Will 
+6; Str 33. l1cx 9, Con -,Inr • Wts 11. Cha 1. 

SA-Bream \X'ea/l(m (Su) On the first or second 
round of combat, an mm golem exhales a cloud of po1son
ou~ gas as a free .tenon. It doe:. thi~ automatically, with no 
regard to the effects 1t might have. The gas cloud fills a 10-
foot cuhc directly m front of tt. The cloud lasts one round. 
Anv creature Within the cloud mmt make a Fortitude save 
(OC 17) or ,uffer ld4 roints of temporary Constitution 
damage; one mmutr htrr, the victim must make another 
Fortitude ~ave (DC 17) or J1e. Once the golem breathes, 
1t cannot Jo so agam for IJ4+ I rounJs. 

SQ Mag~c Immunity (Ex): Iron golems are immune 
to all spells, spell-hke abilities, and supernatural effects, 
except as follows: magical lightning or electrical attacks 
slow the golem (as per the spell) for 3 rounds. Magical fire 
effects break any IUIW effects from which the golem is 
suffenng anJ cures one roim of Jamage for every 3 points 
of damage tt would otherwise mflicr. For example a fireball 
spell that would cause 18 pomts of damage instead heals 
the golem for 6 (l<lints. 

SQ-Construa (Ex) : Constructs are not subject to 

cnncal h1ts. suhdu.tl Jam;tge, a hi !tty damage, abthty drain or 
energy dram. They arc 1mmune to anyrhmg that requires a 
Fonttude ..ave (unle , the effect also works on objects). 
ConstnJCt" .m~ not at rbk of death from m..'lSSive danlage, but 
when reducL-d to 0 h1t pomb or le:.s, they are immediately 
de~troyl!ci. Construct' cannot he heall!d by cure wounds spells 
or damaged hy mfbct wounds 'pells. Since it Y.'liS never alive, 
a construct cannot he ra1sed or re,urrected. Constructs have 
darkvt>1on wtth .1 ran~e of 90 k"Ct. 

Zelkor the Spectre-Wizard, Wiz9: CR 13; SZ M 
Undead [mwrporcal]; HD 7dl2 plus 9J4; hp 68; lnit + 7 
(lmpro\'ed ln1ri;mw, Dex); Spd 40ft, fly 80ft (good); AC 
18 ( +5 natural. Dex, plus mcorporeal, see below); +6 melee 
( 1d8, touch plus energy dram); SA energy Jrain, magic jar; 
SQ daylight powerlessness, unnatural aura, undead, incor-
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pore a!. spawn, tum re~tl>tance ( +6 ); AL CE; SV Fort+ 2, Ref 
+5, Wtll + 7;Str-.Dex 16,Con-,lnt 16, W1s 14,Cha 15. 

Skills. H1de + 11, InnmiJ:tte + 10, lntutt Direction + 10, 
Listen+ 12, Search+ 10, Spot+ 12. Feats: Alermess, Blmdfight, 
Comoot Rdlexe~. Improved lnmanve. 

SA Energy Dram (Ex) : Zelkor's touch infl1cts two 
negan,·e level~ on the opponent. After 24 hours, the \'ictlm 
must make a Fortitude,ave (OC IS) for each levellost.lfthe 
save succeL-ds, the nL>gam·e level fades harmlessly; other
WISe, the VJCtun lose~ the level permanently. 

SA-.\Aagu: jar (Su) As a gtft from Orcus for convertmg 
to evil, Zclkor tl'CCivcd the al-ihty to 11J0€1C)at, as per the spell, 
at w11l. The htgh priest:. of Orcu.' from the lower temple gave 
Zelkor the pendot gem that he uses as the receptacle for the 
spell. Using h1.5l'l'ltlgic jarabiliry is a full-round action.1l1e room 
isdesignl!d ~o that anyone w1thin it is automatically within the 
range of the Tl'lCl,lliC jar spell. 

SQ-Incorporeal (Ex): Zelkor is incorporeal, having no 
phy~icallxxly. Nonma~>icHl matter or energy has no effect on 
him. He is immune to all nonmagical attack forms, including 
nonnal fire,coldanJacid. He cannot manipulateobjectsorexen 
phyMcal force on ohjects, thcx.1gh he has a tangible presence 
alloY.ingtouch uttacb.lncorroreul creururescanonly be harmed 
by other mcorporeal cre-.lt:UJ'Ci>, by + 1 or better weapons, or by 
spells, spcll-ltke or ~pemarural effects. Even when struck by 
mag~c or mai,'IC weapons, mcorporeal creatures ha\'e a 50<\o 
chance of ignoring '>UCh dam:~>e (unle.,, &om a force effect, <uch 
a:.l1lll,(.'IC TI'IISSile). The touch attack of an incorporeal creature 
ignores all armor, mcludm~ magtc armor, unle.:. that annor IS 

made offorce (!>UC.h as~ armor or bracers of defense). Incorpo
real creatures can mo"e m any d1recnon and through l!Oltd 
ohjects. He 1s maudihle unle..., he dc:.ires to make nmse. 

SpelL\ Memorized ( 4/5/5/4/2/ I) : 0-daze, flare, danc
ing hght~. re~l~tance; l -magic missile (x3), obscunng 
mist, charm person; z· I mirror image (xZ). glitterdust, 
spectral hand, hlur; )"1• fireball (x4 ); 4'h-wall of fire, 
minor globe of mvulnerabiltty; 5'1'--cloudkill. 

Treasure: In Zclkor's crypt· -located in the recessed 
portion of the room to the north ·is a box made of ebony ( 2 
ft x 2ft x 2ft) worth 2,200 gp. The box i; locked and trapped 
with a poison needle trap and a cUIUdk.U trap. 

Lx:ked and Trapped Ebony Box: 1 m thick; Hardness 
5; hp IS; Break (OC 20); Open Lock (OC 30); Poison 
NeedleTrap:CR: 3; Forutudesavenegates(OC 17; "')'Vern 
poison, Zd6 Con/2d6 Con); Search (OC 28); O!!>able De
vice (DC 28); CloudkiJL Trap: CR 5; openmg the chest (or 
breakmg tt) tng.getl> a cloudlall spell us from a 9' level 
spellcaster; Search (OC 28); D1~able Device (DC 28). 

The ebony box cont;um 720 ppm a silken bag and a 
small crystal box worth 2,000 gp. The crystal box IS trapped 
with a elwin lightning trap. The trap is triggered when 
someone touche~ the box. 

Crystal Box: 1/4m thu.:k; H;trdne,, I; hp 5; Break (DC 
3 ). Chain Lightning Trap: CR 3; ,tffect" the person touch
mg the box plus anyone wt>anng metal armor w1thm60 feet 
of the per~on touchmg the hox (9d6); Reflex save (OC 13) 
for half; Search (DC 35); Disable Device (OC 30). 

The cry~tal hox wnruins the following items: 
• A potwn teHing suck (red equals poison, blue 

equals magic, white equab neither). 
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• A mmtature sword (the size of a toothpick) that 
enlarges to a +2 keen lcmgsu.'OI'd when the word "A:athar" 
is spoken and !>hrinb again when the word "Ton:uth" i~ 
spoken. 

• Three pouons -elixir of l1fe (one dose), a potion of 
invulnerability and a pouon of f1re llreath. 

• Two scrolls a scroll of 2 arcane spells (stone to 
flesh and power word kill) and a scroll of 6 arcane spell~ (slow, 
lightning bolt, statue, w1~h, clone and wall of force). 

• A crystal ball. 
• A wand of conJt~rarion with 42 charges (command 

word: "Gurth-a'rajur"). 

last but not lease, there is a beautiful 10,000 gp peridot 
gem that serves as Zelkor's magic jar. If the magic jar 1~ 

destroyed, any soul withm is ht forever-irrevocably. 

Underneath the crypt are Zelkor's Spellbooks (one 
each of levels 1 through 5) and perhaps two even more 
important works: a manu.al of 1ron golem creation trapped 
with a delayed blast fireball ( 14d6+ 14) and his Journal. Of 
course. the fireball more than likely destroys any lxx>ks 
failing a save (OC 18). 

His spell books contam all of his memorized spells, 
plus summon monster 1-Vl, teleport, charm monster, arcane 
eye, stoneskin, tongues,firehall, fly, phamomsr.eed, sepia snake 
sig~l,fogcloud, deeper darkness,glitr.erdust, spectral hand, hull's 
strength, knock, alarm, dancmg lights, detect undead, fnends, 
gaze reflection, mount, sJ>ex>k, obscuring mist, unseen servant, 
arcane mark and read magic. 

Zelkor's Journal contains many informative Lidbits 
about Rappan Athuk (roll 10 times on the rumor list). In 
addition, it tells of the phase minotaurs on level7 A and the 
confusion gas in the m:1ze, which he notes ts unavo1dable. 
The journal also dtscusses h1s plans to capture a rust mon
ster and charm tt to u~ agam:.t htS enemtes on a cavernous 
le\'el nearby. Finally, it detatls that he was looking for 
Akbeth so that he can a:.k her where she hid her nng. 

3A-9. ··Juju" Means 
.. Bad Luck, Mon" 

1'ou 6rui{tlirouafl tlitsuifaceoftfuwater, 
and you see s~tattooea men liutltifta in a 
cirde. %ey seem to 6e upset a6out 
something. }ts tliey tum to fact you, you see 
tliat tfuireyes, moutfJs ana even ears liave 
heensewn. snut. J1l{{ you usn liear 1WW is tlie 
mumbfta sounds of tfuir speeck 'They seem 
to6esll!JinlloruworrfoverantfOVtr, tliougn 
you C4UUIOt tef[ wiUJt it is. 
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The creatures are six juju rombies. They lament thetr 
condition, shouting the word "Pam!" through their forcibly 
clo:;ed mouths. These tortUred creatures were warrior:.ofltght 
who refused to JOin the army of evtl. Their mouths and eyes 
were se""n shut by evil priests wh1le they were alive, before 
their sacrifice to Orcus. Against their will, they are now evil 
undead creatures. They attack wi thout hesitation, their tor
tured consciences suffering with every evil act their 
uncontrollable bodiescommit.11leypursuecreaturesthrough
out the dungeon and can cltmb walls with amazing abiltry, 
often dropping from above. 

Juju Zombies (6): CR2;SZM Undead;HD4d12; hp 
32; lntt +6 (Dex);Spd40ft; AC 18 ( +2 natural, Dex); Ark 
+ 7 /+ 3 melee (ld6+ 3, 2 ft~ts); SQ undead immunities, 
damage resistance ( 15/+ l ), immune to electricity and 
magic missiles, immune to ptercing and crushing weapons, 
resistant to fire; AL CE; SY Fort+ 2, Ref +5, Will+ 2; Str 
16, Dex 22, Con-, lnt 10, Wis 10, C ha 10. 

Skills: Climb+ 20, Escape Artist+ 10, Hide +I 0, Intuit 
Direction +3, Jump +10, Listen +7, Move Silently +10, 
Search +6, Spot+ 7. Feacs ~ Dodge, Spnng Artack, Mobilary. 

SQ-lmmune to ElectriCity and Mag~c Missiles (Ex) : 
JuJu zombies take no damage from electricity of any kind 
and are completely immune to magic mtSsiles. 

SQ-Immune to P1ercing and Crushmg Weapons: Juju 
zombies take no damage from crushing or bludgeoning 
attacks. All piercing attacks do one point of damage. They 
take normal damage from slashing attacks, subject to their 
damage resistance. 

SQ-Resistance to Fire (Ex): A juju zombie takes half 
damage from all fire attacks. 

Exits from this room: The pool of water leads back to 
room 3A-5; the door on the west wallts ajar and lead~ to 

~tatr:. to level4A; and the door on the east wall leading to 

room JA-10 is locked (DC 25). 

3A-10. Gatehouse 
Four doors float in the air, suspended two feet above 

the floor, unsupported by any physical means. All of these 
doors are magic portals. The northeast portal opens to a 
small grove five miles from Fairhtll (see the Necromancer 
Games product, The Crucible of Freya) and is one way. 
The northwest portal leads ro an oas1s between che two 
statues of the Numenorean gods, approximately 400 mtles 
to the south in the southern desert; thts gate is a two-way 
portal (and can be used as a means of transport to a future 
Necromancer Games product The Sword of Air). The 
southeast door is a one-way gate to the Upper Temple of 
O rcus on level4. This portal is a good means oflaunching 
a l>U rprise attack on [he evil temple on that level. The 
southwest door leads to level 6A: Caves and Caverns
The lair of the Spider Queen. The latter two areas are 
described in Necromancer Games' Module R2: Rappan 
Athuk-The Dungeon of Grcwes: The Middle Le\leLs. 



Leve14A: 
The Basilisk Caverns 

This level is full of wandering monsters. Most intelli
gent denizens of the dungeon avoid this level whenever 
possible because of the basilisks. The evil denizens ofRappan 
Athuk maintain a loose alliance among themselves, but no 
such agreement can be reached with these dangerous rep
tiles. There are a total of 11 basilisks and 6 rust monsters on 
this level. Any of these creatures killed as "wandering 
monsters" should be subtracted from their respective totals. 

Levd4A 
Difficulty Level: 5 
Entrances: Stairs from 3A 
Exits: Rat tunnel to 7 A; river to 9A; sinkhole to 7 A 
Wandering Monsters: Check once every 30 min
utes on ld20: 

1. 1d2 basilisks 
2. 1d3 carrion crawlers 
3. ld3 rust monsters 
4. 2d6 stirges 
5. 1d6 piercers 
6. 4d6 dire rats 
7. The undead ooze from area 4A-3A 
8. 1 umber hulk 
9-20. No encounter 

Standard Features: There are no doors or secret 
doors on this level. 

4A-I. Entrance Cavern 

'I1U.s farge cavern lias areCative{y row (20joot) 
ceifing. %e fCoor is covered witfi rock:; am£ 
ie6ris, and yqu f(nowtM going wiff 6e tough. 
'Waterrosfie.s ana gurg{es, somewhere off to 
your Ceft, and a monofitliic co{umn rises to 
merge witfi tM ceiling a fewdounfeet ahead. 

This large cavern is littered with rubble, and all 
movement is at half normal, except for monsters, 
which are accustomed to the condition. Full move
ment or running requires a Reflex save (DC 14), or the 
character falls and takes 1d3 subdual damage. Any 
wandering monster checks in this room are made at -
2. The stream is quite shallow in this area; PCs can 
easily wade across. 

The entrances to large rat tunnels dot the walls of this 
cavern-large enough for Small creatures to travel nor
mally and for Medium creatures to travel hunched over. 
Medium-size creatures suffer a - 2 to all rolls under these 
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circumstances and cannot use their Dexterity to aid their 
A C. It is clear that two of the rat tunnels (those leading to 
areas 4A-2 and 4A-3) have been enlarged slightly and are 
traveled by creatures other than rats. 

The farnorthwest spur of the cavern is the lair of three 
carrion crawlers. 

Carrion Crawlers (3 ): CR 3; SZ l Aberration; HD 
3d8+6; hp 19; I nit+ 2 (Dex); Spd 30ft, climb 20ft; AC 17 
(-1 size, +2 Dex, +6 natural); Atk +4 melee (no damage 
[x8], tentacle, plus paralysis), -1 melee ( ld4+ I, bite); SA 
paralysis; SDscent;ALN; SY Fort +3,Ref +3, Will +5;Str 
14, Dex 15, Con 14, lnt I, Wis 15, Cha 6. 

Skills: Climb+ 10, Spot +6. Feats: Multiattack. 
SA--ParalyZ(ltion (Ex): Targets hit by a tentacle must make 

a Fonitude save vs. DC 13 or be paralyzed for 2d6 minutes. 
Treasure: In the carrion crawler's lair are the corpses 

of three half-eaten goblins. All of them were wearing 
Small-size banded armor, and all of their equipment is 
gone, except for one+ 2 dagger in a sheath secreted near the 
neck of one of the goblins. 

The River: The river leads to level 9A after one 
mile of relatively easy swimming. The river is deep but 
not particularly swift, and a slightly raised ceiling cre
ates an air pocket that runs along the entire length of 
the river. A Swim check (DC 8) is required to safely 
navigate the river. 

4A-2. Basilisk Caverns 
All of these caverns (A through D) have low 

ceilings (less than 20 feet) and are littered with rubble, 
forcing all movement to be at half the normal move
ment rate, except for monsters, which are accustomed 
to the uneven conditions. Full movement or running 
requires a Reflex save (DC 14), or the character falls 
and takes 1d3 subdual damage. In all of these caverns, if 
wandering monsters are indicated, there is an immedi
ate 50% chance that they are ld3 basilisks. Otherwise, 
use the result rolled. 

Basilisk: CR 3; SZ M Magical beast; HD 6d 1 0+ 12; hp 
45; lnit -1 (Dex); Spd 20ft; AC 16 ( + 7 natural, Dex); Atk 
+8 melee (ld8+2, bite); SA petrifying gaze; SQ camou
flage; AL N; SV Fort +9, Ref +4, Will +3; Str 15, Dex 8, 
Con 15,lnt 2, Wis 12, Cha 10. 

Skills: Hide +4, Spot +5. Feats: None. 
SA-Petrifying Gaze (Su): Creatures who meet a 

basilisk's gaze must make a Fortitude save (DC 13) or tum 
to stone permanently. A basilisk can petrify creatures in 
this fashion at a range of up to 30 feet. 

SQ-Camouflage (Ex): The basilisk's dull colora
tion and ability to remain motionless for long periods of 
time give it an additional +4 modifier tO Hide checks in 
natural settings-an advantage not included in the 
above numbers. 



LE\Tt:l, 4A: Tl TE BASILISK CAVERNS 

A Fungus Cave 

i.ArfJe quantities of various fo"!Ji grow in tfr:is 

C4Jflt. yilmt musfarooms, juify etefatftet fiitiFa, 
tou~overyou. 'Briefr.t wfors-rui, yef(owarul 

purpU-fC4re in tfae (iglit of your torclies. 

'Wattrtfrip.s from tlie uiling.muf tlie liumUfity 
tlimJunstosnuffoutyourtorcks.Itseemsto 

6e verywann in liert . .. may6e toowann. 

This cavern is a large, fung1 ·ftlled place with vanous 

nonharmful (20% edible) fungi sprouting from the walls 

and floor. 

B. Statuary 

%is C4Jf/tm is as tfamp and overgrown witli 

funDus astliefast . .fo~Dout60ftet ahead, you.seea 

~a6outfourfut tall.stmufingstone-still 

6etwtm ~fataemusFarooms, poistdas tfwug1i 
ready to frut{ liis lli(!l 

T his cavern, hke Its predeces.-,or, has a thick layer of 

fungal growth. lt LS, m most respects, identical to area A 

above. The chief difference is the presence of a statue of a 

dwarf, poascd <h though he ts about to throw h1s axe, facmg 

the entrance to area B. 

Treasure: T he dwarfs equipment is intact, though 

now made of stone, and consists of the following: chainma1l, 

+2 ring of re.mrance, 3 handaxes, a purse w1th 6 gp and 23 

cp, and 2 days' iron rations m his backpack. If rcvaved, 

Giblet, a 5'11 !~::vel fightt:r, gladly joins the party as its 

henchman 1f it is not Evil. Note· Ha~ ring, 1f pried off whtle 

sull stone, breaks. 

Giblet, Male Dwarf Ftr5: C R 5; SZ M Humanoid; 

HD 5dl0+ 20; hp 57; lnit + I (Dex,); Spd 15 ft(20ft base); 

AC 17 ( +5 armor, +I shield, Dcx); +8 melee (ldlO+ 3, 

dwarven waraxe, cnt x3), +3 m1ssile ( ld6+3, throwmg 

axe, range: 10ft); SQdarkvision, dwarf racial abilities; AL 

LG; SV Fort +8, Ref +2, Will+ I; Str 16, Dex 12, Con 19, 

lnt 11, Wis 11, Cha 8. 

Sk11ls: Appraise +3, C limb+2, Craft (Weapon ) +5. 

Feats: Blindfigh t, Cleave, Exotic Weapon Proficiency 

(dwarven waraxe), Great Cleave, Power Attack. 

Possessrons: Dwarven waraxe, chainmatl, small steel 

shield, +2 ring of resisrance, 3 th rowing axes. 

C. Statues and a Hole in the Ground 

%is rotnn contains (us fungi tlian tlie first 

two CQrJtmS. J4mUfst tlie arowtfas of moU are 
astriesof6eautifo££yscufptedstonestatues. 

fJfuy are all incrediD{y tf.ttaild, even fijd~, 

as tfaouafa carved 6y one of tfae area test 

dwarvenartistsoftfaewtagel 
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Th1!> room lacks the choking fungal growth of the 

previous caverns, but 1t docs host a large sinkhole that d1ps 

40 feet; at it~ bottom IS a tunnel thaL leads to level 7 A. 

Sixteen stone statues srand m various position:. around the 

room. There are mne human!>, six d\\arves, and a scanttly 

clad clven female. And ld3 basilisks .tlways prowl here. 

Basilisks: CR 3; hp 45 each ; SA petrifying gaze; SQ 

camouflage. 

Treasure: If rev1ved, these stone ad\~enturcr!> wtll 

offer to serve their liberators. Each of the nine humans ts 

a 3 J level fighter, ~::xcept No. 3 who is a clenc of Sr. 

Cuthbert. Ftghter No. 6 bears a large <.ack holdmg 2,000 

gp; No.9 carries stx small gems (25 gp each) in ht~ purse. 

They all have standard dungeon equ1pmenr. 

All of the dwarves, except No. 3, arc outfitted as the 

humans descnbed above. Dwarf No. 3, a 4"h level fighter, 

wears + I plate mail. And the elf, a 4'1 level w1zard, carnes 

a scroll of protection from petrification hidden in her staff. 

D. The Lair of the Basilisks 

%is room is ruarfytitvoi.tloffongus.It does 
contain several of tliose eiglit· feBBed{izards 

mufmorepiksofrui16Ce.,Youfoo~outarulsu 

numerous statues of rats,6ats 1111iftVtn a,gitmt 

spUferortwo,just as tfae {izanfs attacf<Jiou! 

T here are ld4+2 basilisks here. Remember· there is 

a maximum of II basilisks on this level of the dungeon. If 

a number of "wandering" basilisks have been ktlled, the 

number encountered here may need to be reduced to 

mamtain the cumulanve total of 11 on this level. A large 

number of stone animab (bats, rat~. etc.) populate th ts 

room, but no adventurer~ have ever made it th1s far. 

Basilisks: C R 5; hp 45 each; SA petrifying gaze; SQ 

camouflage. 

Treasure: In the southwest spur of the cavern is a 

small vein of gold. A dwarf or mmer could extract this 

g1ven four week:. of mmmg; tt would yteld ore \alued at 

40,000 gp. It would take several return vistts to carry all of 

the mined gold out of this cavern. 

4A-3. Caverns 
T hese caverns are uphtll from the 4A-2 caverns 

detailed above; the atr 1s somewhat dner, and the floor 

and wall less festooned w1th fungus. The floors (except 

in D) arc also less congested with rubble, and movement 

speed can increase to three-quarter~ normal. Full move

ment or runnmg !>ttll requ1res a Reflex save (DC 14 ), or 

the character falls and takes ld3 subdual damage. 

Note: Except for room A, add I to any wandering 

monster check. The bastl1~h do nor venture far IntO the 

other caves, which are rx>pulated pnmarily by rust mon· 

srers that seem somehow immune to the basilisks' gaze. All 

caverns, except for C, contam fung1 and both stalactites 

and stalagmitt:~. 
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A Sinkhole Room 

%c ru66k in this cavem IS (us o6sttuctive tlian 
prev1ous(y encounteret!. 'I1ie cave seems 
somewfwt tfritr, tnougli Gttft rivulets of water 
tricl(u tlirougli tfepressionsin tlit j[oor6efore 
jmningandfonllingintoanaEysmofsink_liokin 
tnt center of tlie cazlt. 

This room conram.\ a large ~mkhole that drops SO feet. 
It is the normal home of an undead ooze. It has no treasure. 

Undead Ooze : CR 4; SZ H Ooze; HD 6dl 2; hp 39; 
lnit -2 (Dex); Spd 2S ft, C ltmb 2S ft; AC 6 (-2 size, -2 
Dex); Atk +4 melee (2d8, crush plu5 SA); Face/Reach 10 
ft x 10ft/lOft; SA engulf, cold, :.keletons; SQ blindsight 
(60ft), crccpmg, untlead, ooze; AL C E; SV Fort +8, Ref 
-2, Will +6; Str 10, Dex 7, Con-, lnt 8, W is 14, C hr 1. 

Skills Nonl'. Feat.\. None. 
SA Engulf (Ex) Any opponent hit with a successful 

crush attack may be! engulfed during the next round. The 
\'icnm can make an attack of opportumty against the ooze 
a:> it seeb roengulfh1m. lf the victim docs not attack, he may 
msread make a Reflex ~ave (OC 18) to a\·oid engulfment. 
Engulted ncnms are subjl'C( to cold damage each round and 
are considered m bt· grappk-d and trapped within the body 
of the oo:e. The lX>:e 1s free to make other crush attacks m 
subsequenr rounds, bur 1r can only engulf one Medtum 
victim perrhree HOofrheundead oo:e (or one Small victim 
per two HD .md one Large nct1m per four HD). 

SA-Cold (ex) . Any \'lctlm engulfed by the ooze 
suffers IJ8 cokl damage per round. 

SA Skeleton.\ (Su) · If <.:on fronted w1th multiple en
emies, the oo:e expeb ld6 skeletons from its mass. These 
~keletom wnform to the stars of standard, Medium-size 
skelerons and a track any hving thing in the area. If no living 
th ings remain in the vidnity of the ooze, the skeletons 
collapse mto piles of bone :md await reabsorption by the ooze. 

SQ-Creepmg (Ex): The ooze can climb any vertical 
surface and c;m h:mg from the underside of any horizontal 
surface as lon\:m,one-th irdof ttl. mass touches a vertical surface. 
It can pa<.s through openmg~ as small as a human head. 

Note: For more information on the Undead Ooze, see 
the Creature Collection by Sword and Sorcery Studio. 

13.~raith~ir 

'Wind sums to 6e 6fowing tlirougli tliis fang, 
narrow cave. Lots of wind. ~ou can 6arefy 
fitar tlie tfOices of yourcomra.fes over the noise. 

The stream can he crossed eastl) at 1ts shallowest 
pomt, which ts three feet Jeep. Movmg to withm 20 
feet of the nvcr diHUpts any spells that require mate
rial spell components if they cou ld be blown out of rhe 
caster's hand . fhc river 1s 20 feet wide at the point 
when~ it must be crossed to reach th e la ir of the wraith. 
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At the northern end of the room on the tar shore of the 
river~ the lair of the wraith. His graves1te is marked with an 
"X." H 1s cofttn I ic:. bunl-d under four feet of sand. The wra1th 
emerges from hts casket through the sand in mcorporcal form 
three round-> after the party sets foot on the northern shore. 

Wraith: CR S; hp 32; SA comututlon dram; SQ 
dayhght powerle~ness, unnatural aura, undead, mcorpo
real, spawn , tum resbtance ( +2). 

Treasure: The wraith \ coffin, buried in the sand, 
contains (under the bones) a su1t of solid bronze +1 plate 
mail studded With 12sapph1res ( lOOgpeach) and a necklace 
of missiles (S stones}. 

Swimming D ownstream: Anyone sw1mming 
downriver must roll a Form uJ e save (OC IS; persons in 
armor suffer their armor check penalty on this roll) or 
begin to drown. Surv1vors-or bodies--are washed up on 
level 9A in approx imately 20 minutes, 

C. Hide: the Fighters! 

'IfieuJaff.> oftliis cavern appearto6ecorrocfea as 
if6y acia. 'Jfie waf{s tlitmse{ves appear to 6e 
composuf of afttrtUJting 6anas of rei and silver 
stone. 'Ifiesifvtrportions fiavt anoutercoating of 
rei JW;:rs resem6fine rust. '13tYumfing towanfyou 
are. (l·J)cnatum, tfitfi~ofwliich youfwve 
never sun. 'Tfley {oo(fi{:,f .5 trange rea cra6s 
{ac{dng pinurs 6ut wagging fang, ·wavy tails. 
'Ifit creaturesapproacliquicK{y, witlia{[ tlit 
entliusUl.im of puppies. 

Th1s room issinmted within a large vem of iron that has 
been gnawed at nnJ con~umeJ by the ld3 rust monsters that 
hve here. There are a total of six such creatures m the caves. 

Rust Monster: CR l ; SZ M Aberration; HD Sd8+5; hp 
27; lnit + 3 (Dcx); Spd 40 fr; AC 18 ( + 3 Oex, +5 natural); 
Atk + 3 melee (touch [x2], antennae plus rust), -2 melee 
( ld3, bite); SA rust; SD scent; A L N; SV Fort +2, Ref +4, 
Will +S; Str 10, Dex 17, Con 13, lnt 2, W is 13, Cha 8. 

Skills: Listen +9, Spot +9. Feats· A lertness. 

SA-Rust (Su). A succe~ful touch attack causes the 
target metal rocorrode and ru~r. Immediately falling to piece:>, 
useless. The size of the object ~~ 1mmatenal-a full sutt of 
armor rusts away a:> quickly as a sword. Mag1cal armor and 
weapons and other enchanced nem.~ made of metal must 
make an Item save ([)(' 20) mcludmg any apphcable en
chantment bonus. Th~ creature:. target the large:ot metal 
object avatlable, m ikmg first at armor, then 'h1elds, weapons 
and smaller Items. It prefers ferrous metals hteel, 1ron, etc.) to 
preciou' metals (gold, -,ilver, etc.), but it will devour the latter 
1f g1ven the opportumty. A metal weapon that mflicts a 
damagmg arrack on a rust momter al't> Immediately corrodes 
and become:. usele,..,. Wooden ;md stone weapons and weap
ons made of nonmetal he materials are unaffected. 

SQ -Scent (Ex) : A mst monster can scent m~:tal objects 
up to 90 feet away and will da!>h toward the source m an 
attempt to strike it with its <mtennae. The creature is relent
less in irs pursui t of metal, cha.,ing adventurers for long 
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distances if they still possess intact metal objects. But the 
creatures often cea~e their attacks w devour freshly rusted 
metal. A clever (or desperate) adventurer can often distract 
a hungry rust monster by tossing it some metal objects, then 
fleeing out of range when the creature stops to consume them. 

D. Death from Above! 

'.fresh fuaps of ru66k itulicate that the ceifine 
fuJs recently cavetf in. Large staUutites cOfleT 
tfu intact ceiling areas, ana weird-gfowing 
{icli.ens if{uminate the room with an eerie, 
unnatura1Ggfit. 

This room contains a great deal of rubble, and move
ment is reduced to one-quarter normal. Dangling above 
the horseshoe-shaped pile are three large piercers, which 
drop on unsuspecting PCs who do not make a successful 
Spot check (DC 28). These particular piercers have 20 hp. 

Piercers (CRJ): These creatures are hard to Spot (DC 
28). They are not detectable by darkvision. When they fall, a 
Reflex save (DC 20) can be made to avoid them. Failure results 
in 1 d 12 plus 2d6 sneak-attack damage as the piercer impales its 
victim. Once they have lodged within their victims, piercers 
continue to inflict 1d3 damage each round until removed 
(StrengthcheckDCequaltoSplusdamagedone).Onceonthe 
ground, piercers are helpless and can be attacked as a helpless 
defender. They have AC 18 ( + 13 natural, -5 Dex). 

Treasure: At the end of the northeast rat tunnel is 
the corpse of a dire rat with a human finger in its maw. On 
this finger is a ring of mind shielding. 

Exits from this cavern: The northwest tunnel opens 
into the bottom of a 50-foot-deep sinkhole. Climbing out 
of the sinkhole (Climb check DC 14) reveals a tunnel 
leading to level 6A. 

E. Deadly Fungus 

J'1s you enterth.t tunnd, you notice it sfopes 
aownwarti; the waterflow parafkfs tfr.e 
descent. lJ1ie temperature increases a few 
aegrees as you proceed along tliis passaee, 
ana fungi once aeain cover tfr.e floors ana 
waffs. ry'"ou reach tfr.e entrance to a grana 
cavern, with gypsum flowers ana calcite 
crystof.s growintJ ~re. 

Traps: Several traps have been placed in this room. 
The first is a large patch of yellow mold, positioned at 
mouth of the grand cavern. Only the lead character can 
noticed it on a successful Spot check (DC 15). If the mold 
is not detected, read the following: 

.Jlls you move forward, tne ground feefs 
squisfiy, ana tli.e airarouna you doutfs over 
witn yeflow sparest 

Yellow Mold (CR 6): If disturbed, a patch of this 
mold bursts into a cloud of poisonous spores. All characters 
within 10 feet of the mold must make a Fortitude save (DC 
15) or take 1 d6 points of temporary Constitution damage 
and another Fortitude save (DC 15) within one minute or 
take another 2d6 points of temporary Constitution dam
age. Fire destroys yellow mold, and sunlight renders it 
dormant. 

Also present in the room is a 20 ft x 20 ft pit, 20 feet 
deep and filled with spiked sticks. 

Spiked Pit Trap (20 Feet Deep): CR 1; no attack roll 
necessary ( 2d6 falling damage) plus+ 10 melee ( 1 d4 spikes for 
1d4+ 2 points of damage per successful hit); Reflex save (DC 
20) avoids the pit; those falling in can make a Reflex save (DC 
20) to reduce the damage from the spikes by half; Search (DC 
20); Disable Device (DC 20). 

There is also a tripwire strung across the tunnel 
leading to 4A-3F, which dumps the lead character onto his 
face and makes a clang. 

Tripwire Trap: CR 1; no attack roll necessary; lead 
character stunned for 1d3 rounds if a Reflex save (DC 20) 
missed; Search (DC 20); Disable Device (DC 5). 

If the party is extremely noisy or of a large number or 
uses light, the goblins detailed below are alert and ready. 

F. Lost Goblins 
There are six goblins trapped here; they came up from 

Levell2A via Level 7 A and are afraid to go back because 
of the basilisks. They fight only if the party refuses to 
negotiate with them. If the PCs try to parlay, the goblins 
can be persuaded to leave in peace, but they must be 
assured that the basilisks are gone. 

Tactics: These goblins are wise and cunning and are 
only trapped here as a result of a bad encounter with the 
basilisks. Gurran has one scroU with which to save a com
rade, but is currently in search of a safer way out for them all. 
The goblins are very well prepared to encounter the PCs if 
any of their alarm traps were triggered. The goblins have 
already cast the spells underscored in their respective spell 
lists. Unless the party negotiates immediately, the goblins 
attack using summoned monsters (including three dire rats 
from the giant vermin spell, a fiendish dire rat, two fiendish 
dire weasels and a fiendish griffin) and a magical barrage, 
including Zagros' scroU of blade barrier. Gurran, the leader, 
uses his Diplomacy skill to negotiate safe passage if the party 
makes the first move. He is far more concerned with escape 
than with fighting a well-armed group. 

The goblins' basic battle tactics include artillery spells 
and backstabs. None of the goblins seeks a melee (except 
when he outflanks his opponent). Org acts as a bodyguard 
for Gurran, and Ostler sneaks in and uses his lions to attack 
from behind, saving his potion for escapes. Zim is very 
dangerous, seeking to kill PC spellcasters first; his displnce
mentabilityandpotionofheroismcombinedwiththeimproved 
invisibility spell cast on him by Gurran give him a decided 
advantage against a PC wizard. Zagros uses his scroll only in 
a dire emergency and otherwise stays close to and defends 
Gurran. Gurran use his wand every round unless there is a 
good reason not to, such as the likelihood its use would 
injure his comrades. 
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Gurran, Male Goblin, Wiz9: CR 9; SZ M Human· 
end; HD 9d4+ 18; hp 46; !nit +2 (Dex); Spd 30ft; AC 18 
(+6 bracers, Dex); Atk +S melee (ld4+l, dagger); SQ 
darkv1s1cm (90ft); AL NE; SV Fort +5, Ref +5, Will+ 10; 
Str 13, Dcx 15, Con 15, lnt 18, W1s 14, Cha 13. 

Skills: Alchemy+ 16, Concentration+ 14, Diplomacy 
+ 7, Escape Artist +8, Knowledge (arcana)+ 16, Scrye + 16, 
Spellcraft + 16. Feats: Combat Casting, Iron Will, Maxi
mize Spell, Scribe Scroll, S1lenr Spell, Spell Mastery (4), 
Still Spell. 

Spells Prepared (5/6/6/5/4/2) . 0-flare, re.rurance (expues 
m 6 rounds), daze, dancmg ~ghts, read mag~c; ]•-magic miSsile 
(x2), summon mons1er I (exp1re:. m 6 rounds), spider climb, 
change ~lf, color spray; 2 1-Melfs acid arrow (x2), in~,i~ib.Uty, 
see m~~ible (expires in 89 minutes), mrrror1mage (expires m 8 
minutes),protection.fromarrows (exp1res in 89 minutes); Jr.!_ 
suggesuon, summon monster 1li (exp1res in 7 rounds), haste, 
disp/i.Jcement, tongues (expires in 88 mmutes); 4'h-fire shield, 
waU of fire, stoneskin (expire~> m 24 hours), improved invisibility 
(exptres m 8 minutes, cast on Zim); S'n-.mmmon mons1er V 
(exptres in 9 rounds), cloudkiU. 

PossessiOns: Robe:., spell hook, dag,ger, wand oflighmmg 
(22 charges), +6 bracers of deflecuon, nng of frre resistance, 
scroU of four spells (forcecage, stone !0 flesh, phase door, mass 
haste), sack w1th 11 gp. 

Zagros, Female Goblin, Cle7 (Orcus): CR 7; SZ M 
Humanoid; HD 7d8+21; hp 58; !nit +0; Spd 40ft (magical 
boots); AC 21 (+7 armor, Dcx); Ark +8 melee (ld8+2, 
heavy mace); SA death touch; SQ darkvision (90 ft), 
increased evil spells; AL CE; SV Fmt +8, Ref+ 2, Will+ I 1; 
Str 13, Dex II, Con 17, Int 12, Wb 18, Cha 12. 

Skills:Concemrauon + 11, Heal+ 14, Hide-2,Knowl
edge (religiOn)+ ll,Spot + 3. Feats Weapon Focus (heavy 
mace), Iron Will, Maxtmt:e Spells, Run 

SA-Death Touch (Su) . Once per d.ty, Zagros can make 
a melee touch attack against a ltvmg opponent. If successful, 
she rolls 7d6. If the total equals or exceeds her opponent\ 
current hit points, her opponent dies. No save. 

SQ-Increased Evil Spells (Su); Zagros casts evil spells 
at a + I caster level. 

Unholy Spells Prepared (6/5/4/3/2) · 0-resistance (x2) 
(expire; m 5 rounds), light, cure mmor wounds (x3); }' 
cure hght wounds (x3), cause fear (x2); 2nJ-s1lence, hold 
penon, death kneU, spmtual u •eapon; 3·~---deeper darkness, 
prayer (expires in 8 rounds), summon monster III (expire~ in 
7 rounds); 4'h-giant t:ermin (cxp1res m 8 minutes), cure 
criucal u-ounds. 

Domain Spells (Death/Evil) · 1 •-protection from good; 
2'"1---deacll kneU; 3•J_-animate dead; 4 "-unholy blight. 

41 

Pm~essums : +I heao..-y mace, plate mill I, scroll of 3 speUs 
(blmle hamer, dispel magic, summon momter Vll [~ummons 
a dire tiger]), boots of speed, 125 gp. 

Ostler, Male Goblin, Rog7: CR 7; SZ M humanoid; 
HD 7d6+ 14; hp 48; I nit +8 (Dex, Improved Initiative); 
Spd 30ft; AC 18 ( +4 armor, Dex); Atk +6 melee ( ld8+ I, 
longsword); SA sneak attack ( +2d6); SQ darkvision (90 
ft); AL LE; SV Fort +4, Ref +9, Will+ 2; Str 12, Dex 19, 
Con 14,1nt 14, Wis 11. Cha 10. 

Skills · Balance + 2, DL'<ll--le Device + 12, Escape Artist 
+ 11, Htde + 11, Jump +8, LL)ten + 10, Mo\'t~ Silently +II, 
P1ckpocket + 11, Sense Motive + 10, Spot +I 0, Tumble + 1 I, 
u~ Mag1c Dev1ce +9. Feats: Alertne~. Dodge, Improved 
lmtWI\'C, Mobility, Spnng Attack, Sneak Attack +4d6, 
Ev;l~ion, Uncanny Dodge (Dex lxmu~ to AC), Uncanny 
Dodge (can't be flanked), Set Trap~. 

Po.mssions: Longsword, potion of mvL~ibility (3 doses), 
+2 leather armor, figurine of wondrous power (2 golden 
lions), small sack with 2 gp. 

Zim, Male Goblin, Ftr4/Rog3: CR 7; SZ M Human
md; HD 3d6+6 plus 4d10+8; hp 4 3; lntt + 3 (lmpro,·ed 
lmttauve, Dcx); Spd 30 ft; AC l3 (Dex; note that all 
attacb miss 50% of the ume); Atk + 13/+9 melee ( 1d6+ 7, 
+3 ~homword), + 11 melee (ld6+4,~homword in offhand); 
SA 'neak attack ( +2d6); SQ eva~ton, uncanny dodge 
(Dex Bonus to AC), set traps, darkv1Mon (90ft); AL LE; 
SV Fort+ 7, Ref+ 7, Will +2; Str 18, Dex 16, Con 14, lnt 
11, Wi11 10, Cha 8. 

SkilL~: Hide+ 13, Move Silently+ 13, Search +4, Sense 
Monve +5, Spot +5, Swim+ 12, Tumhle + 13. Feats: Ambi
dexterity, Weapon Focus (shomword), Two-weapon 
Ftghung, Improved Two-weapon f1ghting. 

Possessions: +3 shortsword, short:.word, pouon of heroism, 
cloak of cbsplacernent, gold and ruby necklace (800 &'P value). 

Org, Male Goblin, Ftr5: CR 5, SZ M Humanmd; HD 
SdlO+ 15; hp 55; lnit + 7 (Dex, Improved lnmarive); Spd 
20 fr (30ft base); AC 23 ( + 7 armor, +2 ~h1cld, Dex); Atk 
+8 melee ( ld8+ 3, battle axe, crit x3 ); SQ darkv1s1on (90 
ft); AL LE; SV Fort +7, Ref +S, Will +2; Str 17, Dex 18, 
Con 17, lnr 10, Wis 12, Cha 7. 

Sk1lls Chmb +8, Swim +8, Craft (trapmaking) +8, 
Spot~ 4 Feats. Alertness, Combat retlexes, dodge, exper· 
ri,e, Improved lnmatt\'e, Power Arrack. 

Po.~~~wms : Battleaxe, plate mat!, brge wooden shield, 
ring of warmcll, porwn of gaseous form, 22 J,'P, key ro large box. 

Treasure: In the northeast corner of the room is a 
large hox containing four weeks' tron rauom, a magical 
water skin that refills itself once every 12 hours, and a 
lm.ked mongbox holding 400 gp (Org has the key). 



Appendix: Monsters 
This appendix includes statistics on monsters found 

in and around Rappan Athuk not keyed to a particular 
encounter location, such as wandering monsters or mon

sters so commonly encountered as to be ub1quitous. 

Basilisk: CR3;SZM Mag1calbeast; HD6dl0+ 11; hp 

45; lnit -1 (Dex); Spd 10ft; AC 16 ( + 7 natural, Dex); Atk 
+8 melee (ld8+1, bite); SA petrifying gaze; SQ camou
flage; AL N; SV Fort +9, Ref +4, Will +3; Str 15, Dex 8, 

Con 15, lnt 1, Wis 11, Cha 10. 

Skills: Hide +4, Spot +5. Feats: None. 

SA-Petrifying Gaze (Su): Creatures who meet a 

basiltsk's gaze must make a Fortitude save (OC 13) or turn 

to stone permanently. A basilisk can petrify creatures in 
this fashion at a range of up to 30 feet. 

SQ~amouflage (Ex): The basilisk's dull colora

tion and ability to remain motionless for long periods of 
time give It an additional +4 mod1fier to H1de checks in 
natural settings-an advantage not included tn the 

above numbers. 

Burrowing Grubs (CR4 ): These diminutive vermin 

crawl off carrion and infest living hosts. They cause a fatal 
illness unless cured or killed. When first encountered, a 
Spot check (OC 15) can be made to avoid them entirely. 

If th1s save is failed, the grubs have contacted the victim 

and penetrated his skin. Once this occurs, the victim may 
make a Wisdom check (OC 15). If successful, he notices 
strange burrowing below the surface of his skin. Each tum 

thereafter, a Fortitude save (OC 17) must be made. If 
failed, the victim sustains 1d6 Con damage. When the 
v1ctim reaches 0 Con, he dies. The grubs then look for a 

new host. During the first two turns, the grubs can be kllled 
by applying flame to or by cutting open the affected skin. 

The flame or cutting also does 1d6 d11mage to the victim. 
If a Heal check (OC 15) is successful, cutting damage can 
be reduced to 1 d6. After the second tum, only a cure disease 
spell will save the victim. 

Carrion Crawlers: CR 3; SZ L Aberration; HD 
3d8+6; hp 19; lnit +1 (Dex); Spd 30ft, climb 10ft; AC 17 
(-1 s1ze, +2 Dex, +6 natural); Atk +4 melee (no damage 

[x8], tentacle, plus paralysis), -1 melee (ld4+ 1, bite); SA 
paralysis; SO scent; ALN;SV Fort +3,Ref +3, Will +5; Str 
14, Dex 15, Con 14, lnt 1, Wis 15, Cha 6. 

Skills: Climb+ 10, Spot +6. Feats: Multiartack. 

SA-Paralyzation (Ex)· Targets hit by a tentacle 
must make a Fortitude save vs. OC 13 or be paralyzed for 

1d6 mmutes. 

Displacer Beast: CR 4; SZ L Magical beast; HD 
6d10+ 18; hp51; In it +2 (Dex); Spd 40ft; AC 16 (·1 size, +2 
Dex, +5 natural);Atk +9 melee ( ld6+4 [x1], tentacles) and 
+3 melee (ld8+1, bite); Reach 15ft with tentacles; SQ 
diSplacement, darkvision (90ft); AL LE; SV Fort +8, Ref 

+8, Wtll +5; Str 18, Dex 15, Con 16, lnt 5, W1s 15, Cha 8. 

Skills: Hide + 14, Spot +5, Move Silently +8. Feats: 
Alertness, Multiattack. 
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SQ-Displacement (Su): A light-bending supematu· 
ral glamour continually surrounds a displacer beast, making 
it difficult to determine the creature's true location. Any 

melee or m1ss1le attack d1rected at the beast ha) a 50% 
chance of m1ssing unless the attacker can locate the beast 
by a means other than sight. The beast gains a + Z savmg 

throw bonus vs. any spell or magical attack targeted at it. 

A true seeing effect allows the user to see the beast's true 
position (thus negating the glamour's effects), but detect 
invisib1uty has no effect. 

Gas Spore: CR 1; SZ M Plant; HD 1d1; hp1; lntt +0; 
Spd 10 ft, fly 10 ft (poor); AC 10; Atk +0 melee ( ld3, 

touch, p01son rhyzomes); SA explode, poison; SQ m1mic 
beholder; SV Fort +ORef +OWill +0; ALN; Str 3, Dex 10, 
Con 10, lnt -, Wis 12, Cha 1. 

Skills: Spot +8. 

SA-Poison Rhyzomes (Ex) : Any mammal touched 

by a gas spore 1s mfected wtth seedpods and begms to 
gestate infant gas spores. A Fortttudesave (OC 11, +2 OC 

per additional day until cured) must be made every day 
until a cure disease spell is cast on the afflicted mammal. 
Any failure results in the temporary loss of 1d6 Constitu

tion. Once the victim's Constitution is reduced to 0, the 
host mammal dies, and the now-v1able gas spores burst 
from the1r host. If cured, a Fortttude save (OC 10) must 

be made for each Constitution pomt lost after the third 
day of infection. If saves are failed, the Constitution 

point is lost permanently. 

SA-Explode (Ex): If a gas spore is damaged, it explodes 
doing 6d6 damage to everything withm a 30-foot radius. 

SQ-Mtmic Beholder (Ex): These creatures clo~ely 

resemble beholders; there IS a 90% chance that, on initial 
glance, they will be mistaken as such. 

Gelatinous Cube: CR 3; SZ H Ooze; HD 4d10+ 36; hp 
76;lnit-5(Dex);Spd 15ft;AC3 (-1size,Dex);Atk + 1 melee 

(ld6+4, slam, plus 1d6 acid); Face/Reach 10ft x 10ft/10ft; 
SA engulf, paralysis, acid; SQ blinds1ght (60ft), transparent, 

electricity 1mmunity, ooze; AL N; SV Fort +5, Ref -4, Will 
+I; Str 10, Dex 1, Con 19, lnt -, WtS 11, Cha 1. 

SA-Engulf (Ex): Although It moves slowly, a gelati· 

nous cube can engulf Large-size or smaller creatureb as a 

standard action. It may not make a slam attack during the 
same round it engulfs. The engulf attack effects any crea
tures the cube moves over. The victim can make an attack 

of opportunity aga1nst the cube as tt seeks to engulf her. If 
the victim does not attack, she may instead make a Reflex 
save (OC 13) to avoid engulfment. A successful save 

means the victim is pushed aside or forward. Persons 
engulfed are subject to paralysis and acid attacks and are 
considered to be grappled and trapped within its body. 

SA-Paralysis (Ex): A target slammed or engulfed must 
make a Fortttude save (OC 16) or be paralyzed for 3d6 rounds. 

The cube can automatically engulf a paralyzed opponent. 

SA-Acid (Ex): Any melee success by the cube, 
including engulfing, deals acid damage. If the v1ct1m IS 

engulfed, she sustains damage every round of engulfment. 
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SQ-Transparent (Ex): Cubes are difficult to see, 
requiring a Spot check (DC 15) to notice one, even under 
ideal conditions. Creatures who fail to see a cube might 
walk right into it and become automatically engulfed. 

Ghast: CR 3; SZ M Undead; HD 4d 12; hp 28; !nit+ 2 
(Dex); Spd 30ft; AC 16 ( +4 natural, Dex); Atk + 1 melee 
( 1d4, claws [x2], plus paralysis) plus +4 melee ( 1d8+ 1, bite, 
plus paralysis); SA paralysis, stench; SQ undead immuni
ties, spawn; AL CE; SV Fort + 1, Ref+ 3, Will +6; Str 13, 
Dex 15, Con-, lnt 13, Wis 14. Cha 16. 

Skills: Climb +6, Escape Artist +8, Hide +8, Intuit 
Direction+ 3,Jump +6, Listen +8, Move Silently+ 7, Search 
+6, Spot +8. Feats: Multiattack, Weapon Finesse (bite). 

SA-Paralysis (Ex): Those hit by a ghast attack must 
succeed at a Fortitude save (DC 14) or be paralyzed for 1 d6+4 
minutes. Elves are not immune to paralysis from ghasts. 

SA- Stench (Ex): The stink of death and corruption 
surrounding these creatures causes those within 10 feet to 
make a Fortitude save (DC15) or be racked with nausea, 
suffering a -2 morale penalty to all rolls for ld6+4 minutes. 

Ghoul:CR 1;SZMUndead;HD2dl2;hp 14; lnit +2 
(Dex); Spd 30ft; AC 14 ( + 2 natural, Dex); Atk + 3 melee 
( ld6+ I, bite, plus paralysis) plus +0 melee ( 1d3, claws [x2], 
plus paralysis); SA paralysis; SQundead immunities, spawn; 
AL CE; SV Fort +0, Ref +2, Will +5; Str 13, Dex 15, Con 
-, Int 13, Wis 14, Cha 16. 

SkiUs: Climb +6, Escape Artist + 7, Hide + 7, Intuit 
Direction+ 3, Jump +6, Listen+ 7, Move Silently+ 7, Search 
+6, Spot+ 7. Feats: Multiattack, Weapon Finesse (bite). 

SA- Paralysis (Ex): Those hit by a ghoul attack must 
succeed at a Fortitude save (DC 14) or be paralyzed for 
1d6+ 2 minutes. Elves are immune to paralysis from ghouls. 

Goblin Leader, RogS: CR 4; SZ S Humanoid; HD 
1d8+ 1 plus 5d6+5; hp 26; I nit+ 2 (Dex); Spd 15ft (20ft 
base); AC 16/17 ( + 1 size, Dex, + 3 armor/withshield);Atk 
+ 3 melee (ld6, handaxe, crit x3), + 3 melee (ld4+ 1, 
dagger,crit 19-20), +6ranged (ld6+ 1, +I shortbow, critx3, 
range 60 ft); SA sneak attack ( + 3d6); SQ evasion, un
canny dodge, traps, darkvision (90ft);ALNE; SVFort +3, 
Ref+ 10, Will +2; Str 10, Dex 14, Con 12, lnt 11, Wis 11, 
Cha 10. 

Skills: Appraise +4, Balance +6, Bluff+ 1, Climb +4, 
Decipher Script +2, Diplomacy + 1, Disable Device +4, 
Disguise +2, Escape Artist +6, Hide +16, Intimidate +2, 
Intuit Direction +2, Jump +2, Listen+ 10, Move Silently 
+ 12, Open Lock +5, Pick Pocket +6, Search +5, Sense 
Motive+ 1, Spot +9, Tumble +6, Use Magical Device +2, 
Use Rope +5. Feats: Dodge, Mobility. 

Possessions: Studded leather armor, small wooden 
shield, + 1 shortbow with 40 arrows, handaxe, dagger, 1d4 
sp, 2d4 cp. 

Goblin Scouts, Rog3: CR 2; SZ S Humanoid 
[goblinoid]; HD ld8plus3d6; hp 14; Init +I (Dex);Spd 15 
ft (20 ft base); AC 15/16 ( + 1 size, Dex, + 3 armor/with 
shield); Atk + 1 melee (ld6-1, handaxe, crit x3 ), + 1 melee 
(ld4-l, dagger, crit 19-20), +1 melee (ld6-1, javelin) or 
+2 ranged (ld6-1, javelin, range 30ft), or +2 ranged (ld6, 
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shortbow, crit x3, range 60ft); SA sneak attack ( +1d6); 
SQ evasion, uncanny dodge, traps, darkvision (60ft); AL 
NE; SVFort +1, Ref +7, Will +1; Str8, Dex 13, Con 11, 
lnt 10, Wis 11, Cha 8. 

Skills: Appraise +2, Balance +5, Bluff +0, Climb +2, 
Disable Device+ 3, Disguise +0, Escape Artist +4, Hide+ 13, 
Intuit Direction+ 1 ,Jump+ 1, Listen+ 7, Move Silently+ 10, 
Open lock+ 3, PickPocket+ 3,Search + 2,Spot+5, Tumble 
+5, Use Rope +3. Feats: Dodge, Mobility. 

Possessions: Studded leather armor, small wooden 
shield, short bow with 40 arrows or javelins (3) or handaxe, 
dagger, 1d4 sp, 2d4 cp. 

Green Slime (CR4): A single patch of green slime 
deals ld6 points of temporary Constitution damage per 
round while it devours flesh. Extreme cold or heat, sun
light or a cure disease spell destroys a patch of green slime. 
Against wood or metal, green slime deals 1d6 points of 
damage per round. It does not harm stone. 

Juju Zombie: CR 2; SZ M Undead; HD 4d12; hp 32; 
!nit +6 (Dex);Spd40ft;AC 18 ( +2natural, Dex);Atk +7/ 
+3 melee (1d6+ 3, 2 fists); SQundead immunities, damage 
resistance (15/+ 1 ), immune to electricity and magic mis
siles, immune to piercing and crushing weapons, resistant 
to fire; AL CE; SV Fort +2, Ref +5, Will +2; Str 16, Dex 
22, Con - , lnt 10, Wis 10, Cha 10. 

Skills: Climb + 20, Escape Artist + 10, Hide + 10, Intuit 
Direction +3, Jump +10, Listen +7, Move Silently +10, 
Search +6, Spot+ 7. Feats: Dodge, Spring Attack, Mobility. 

SQ-Immune to Electricity and Magic Missiles (Ex): 
Juju zombies take no damage from electricity of any kind 
and are completely immune to magic missiles. 

SQ-Immune to piercing and crushing weapons: Juju 
zombies take no damage from crushing or bludgeoning 
attacks. All piercing attacks do one point of damage. They 
take normal damage from slashing attacks, subject to their 
damage resistance. 

SQ-Resistance to Fire (Ex): A juju zombie takes half 
damage from all fire attacks. 

NPC Party - The DM should use the DUNGEON 

MAsTER's Guide to create an NPC group. This group can 
be hostile or friendly as the OM sees fit. They should be of 
the same approximate level as the PCs and could be in 
search of Rappan Athuk or on the way to town. This 
encounter can also be used as a lead-in for side adventures 
involving monster lairs or bandit monsters. Unless the DM 
is feeling particularly bloodthirsty, this encounter should 
be used to develop plot threads or provide an opportunity 
to hear rumors. Or it can be used as a combat encounter. 

Ogre: CR 2; SZ L Giant; HD 4d8+8; hp 28; Init -1 
(Dex); Spd 30ft; AC 16 (-1 size, -1 Dex, +5 natural, + 3 
hide); Atk +8 melee (2d6+ 7, huge greatclub); Reach 10ft; 
ALCE; SV Fort +6, Ref +3, Will+ 1; Str 21, Dex 8, Con 
15, Int 6, Wis 10, Cha 7. 

Skills: Climb +5, Listen +3, Spot +3. Feats: Weapon 
Focus (greatclub). 

Possessions: Huge greatclub, sack with a hunk of un
cookedmeat,4d10gp,3dl2sp, lOgpgemorpieceofjewelry. 
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Piercers (CR3 ): These creatures pose as stalactites 
and hang about, wamng for unsuspecting victims. They 
are hard to Spot (DC 28). They are not detectable by 
darkvision. When they fall, a Reflex save (OC 20) can be 
made to avmd them. Failure results in 1d6 (up to ldl2 for 
large piercers) plus 2d6sneak attack damage, as the p1ercer 
impales its victim. Once lodged in their victim, piercers 
continue to inflict ld3 damage each round until removed 
(Strength check DC equal to 5 plus damage done). Once 
on the ground, piercers are helpless and can be attacked as 
a helpless defender. They have AC 18 ( + 13 natural, -5 
Oex) and 8 to 20 h1t points, depending on their size. 

Rats, Dire: CR 1/2; SZ S Animal; HD 1d8+ 1; hp 4; 
I nit+ 3 (Dex); Spd 40ft, chmb 20ft; AC 15 ( + 1 size, + 1 
natural, Dex); Ark +3 melee (ld4, bite plus d1sease); SA 
disease; SQ scent; AL N; SV Fort +3, Ref +5, Will-I; Str 
5, Dex 17, Con 12, lnt 1, Wis 12, Cha 4. 

Skills: Climb+ 11, Hide+ 11, Listen+ 1, Move Silently 
+6. Feats: Weapon Finesse (bite). 

SA-Disease (Ex): A successful bite attack forces the 
victim to make a Fortitude save (DC 12) or suffer filth fever; 
incubation period 1d3 days, damage ld3 Dex and ld3 Con. 

Rats, Normal: CR 1/8; SZ 0 Animal; HD 1d3; hp 1; 
lmt +4 (Dex); Spd 30ft. chmb 20ft; AC 18 ( +4 s1ze, Dex); 
Atk -2 melee (ld3-l plus disease); SA disease; AL N; SV 
Fort+ 2, Ref +4, Will +0; Str 6, Dex 18, Con 14, lnt 1, Wis 
12, Cha 4. 

Skills: Climb + 11, Hide + 15, Move SilenLiy + 10. 
Feats: None. 

SA-Disease (Ex): A successful bite attack forces the 
victim to make a Fortitude save (OC 11) or be mfected 
w1th a plaguelike dtsease that incubates m 1d3 days; mmal 
damage is one pomt of temporary Constitution damage, 
and subsequent damage is one pomt of temporary Dexter
ity damage and one additional point of temporary 
Constitution damage. 

Rust Monster: CR 1;SZMAberration;H05d8+5; hp 
27; lnit +3 (Dex); Spd 40ft; AC 18 (+3 Dex, +5 natural); 
Atk +3 melee (touch [x2}, antennae plus rust), -2 melee 
(ld3, bite); SA rust; SO scent; AL N; SV Fort +2, Ref +4, 
Wtll +5; Str 10, Dex 17, Con 13, lnt 2, Wis 13, Cha 8. 

Skills: Listen +9, Spot +9. Feats: Alermess. 

SA-Rust (Su): A successful touch attack cause:. the 
target metal to corrode and rust, Immediately falling to 
pieces, useless. The size of the object 1s immaterial-a full 
suit of armor rusts as quickly as a sword. Magical armor and 
weapons and other enchanted items made of metal must 
make an item save (OC 20), applying any enchantment 
bonus. These creatures target the largest metal object 
available, striking first at armor and then shields, weapons 
and smaller items. It prefers ferrous metals (steel, iron, 
etc.) tO precious metals (gold, silver, etc.), but it will 
devour the latter 1f g1ven the opportumty. A metal weapon 
that inflicts a damaging attack on a rust monster also 
Immediately corrodes and becomes useless. Wooden, ~tone 
and other nonmetalhc weapons are unaffected. 

SQ-Scent (Ex): A rust monster can scent metal 
objects up to 90 feet away; it will dash toward the source 
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and anempr to sttike it with 1ts antennae. The creature 
ts relentless m 1ts pursutt of metal, chasmg adventurer~ 
for long distances if they sull possess mract metal objects. 
Bur the creatures often cease the1r attacks to devour 
freshly rusted metal. A clever (or desperate) adventurer 
can often distract a hungry rust monster by tossing it some 
metal objects and then fleeing while the creature stops to 
consume them. 

Shriekers: CR 2; SZ M Plant; HD 2d 10+ 2; hp 13; I nit 
+0; Spd 0 fr; AC 13 ( + 3 natural); Ark none; SA shriek; AL 
N;SVFort+4,Ref-, Will-5;Str-, Dex-, Con 13, lnt 
I, W1s 2, Cha 1. 

SA-Shnek (Su): Any movement w1thin 10 feet or a 
ltght source within 30 feet of a shrieker causes the fungus 
to emit a piercing sound that lasts for 1d3 rounds. All 
actions are at -2 during the shriek, due to the distraction 
and pain caused by its volume and pitch. 

Skeleton: CR 1/2; SZ M Undead [skeletal); HD 1dl2; 
hp 8; I nit +5 (Improved lniuauve, Dex); Spd 30 fr; AC 13 
( +2 natural, Dex); Atk +0 melee (ld6, shortsword or 
handaxe) or +0 melee (ld4 [x2), claws); SQ undead 
1mmumnes, reduced damage; AL NE; SV Fort +0, Ref+ 1, 
Will +2; Stt lO,lnt -, Wis 10, Dex 12, Con-, Cha 10. 

Skrlls: None. Feats: Improved Initiative. 
SQ-Reduced Damage (Ex): Skeletons take one point 

of damage from piercing weapons (like arrows) and take 
on! y half damage from slashing weapons (like swords). They 
take full damage from bludgeoning weapons (like maces). 

Possessions: Small sh1eld, shortsword or handaxe. 

Skeleton, Black: CR 3; SZ M Undead [skeletal); HD 
6d 12; hp 42; I nit +4 (Dex); Spd 40 fr; AC 20 ( +6 natural, 
Dex); Ark +6 melee (ld8 [x2), longsword, plus sttength 
dram); SA frtghtful presence, sttength drain; SQ undead 
1mmumnes, rum resistance ( +4 ), damage resistance 15/ 
+1; ALCE; SV Fort +2, Ref +7, Will +2; Str 11, Dex 19, 
Con-, lnt 13, Wis 10, Cha 14. 

Skills: Climb +6, Escape Artist + 7, Hide + 7, Intuit 
Direction +3, Jump +6, Listen +7, Move Silently +7, 
Search +6, Spot+ 7. Feats: Ambidextenty, Two-weapon 
F1ghtmg, Weapon Focus (long:;word). 

SA-Fnghcful Presence (Ex) . Thrs ability makes the 
creature's very presence unsettling to foes. When a black 
skeleton shrieks, which is a free action, opponents within 
60 feet must make a Will save (DC 15) or be stticken as per 
the fear spell for 5d6 rounds. Creatures of 7 HD or greater 
arc not affected. 

SA-Strength Drain (Ex): Good-aligned characters 
hit by a black skeleton must make a Will save (DC 14) or 
suffer 1d3 temporary Sttength damage. 

Stirge: CR 1; SZ T Beast; HD 1d10; hp 6; !nit +4 
(Dex); Spd lOft, fly 40ft (poor); AC 16 (+2size, +4 Dex; 
AC 121fattached); Atk +6 melee (ld3, touch, plus attach 
and blood drain); Face/Reach 2 1/2 ft x 2 1/2 ft/0 ft; SA 
attach, blood drain; SQ darkv1s1on (200ft); AL N; SV 
Fort+2 Refl+6 Will+ 1; Str 3, Dex 19, Con 10, lnt 1, Wis 
12, Cha 6. 

Skills: Spot +8 (acute sense of smell), Hide+ 14. Feats: 
Weapon Finesse (touch). 

SA-Attach (Ex): If a stirge hits w1th a touch attack 
(target's armor bonuses ignored), tt uses Its eight pincers to 
latch on to irs target's body. A snrge attaches Itself with 
incredible strength and cannot be pulled off. You must kill 
a stirge to remove it. If an attack is made against an 
attached stirge, that attack is at -4 because the attacker 
must be careful not to hit the surge's vicum. The victim 
does nor suffer this penalty. An attached stuge has AC 12. 

SA-Blood Drain (Ex): An attached surge drains 
blood, dealing 1d4 temporary Constitution damage each 
round ir rema1ns attached. Once 1t has dramed four points 
of Constitution, it detaches and flies off to digest its meal. 
Temporary Constitution damage is regained at a rate of 
one pomt per day. 

T roll: CR 5; SZ L Giant; HD 6d8+ 36; hp 68; I nit +6 
(Improved Initiative, Dex); Spd 40ft; AC 18 ( + 7 natural, 
Dex, -1 size); Atk +9 melee ( 1d6+6 [x2), claws) and +4 
melee ( 1d6+ 3, bite); Reach 10ft; SA rend; SQ regenera
tion (5 hp/round), darkvision (90ft), scent; AL CE; SV 
Fort+ 11, Ref +2, Will +4; Str 23, Dex 14, Con 23, Im 6, 
W1s 10, Cha 6. 

Skills: Jump +8, Listen +5, Spot +5. Feats: Alertness, 
Improved Initiative, Iron Will, Muluattack. 

SA-Rend (Ex): If a troll hits with both claw attacks, 
he latches onto h is foe's body and tears the flesh, automati
cally dealing an additional 2d6+9 points of damage. 

U mber H ulk: CR 7; SZ L Aberration; HD 8d8+ 32; 
hp 68; lmt + 1 (Dex); Spd 20 ft, burrow 20 ft; AC 17 ( -1 
SIZe, +1 Dex, +7 natural); Atk +12 melee (2d4+6 [x2], 
claws) + 10 melee (2d8+ 3, bite); SA confus1on gaze; SD 
tremorsen.~e (60ft); ALCE; SVFort + 10, Ref+ 7, Will +6; 
Str 23, Dex 14, Con 19, lnt 9, Wis 11, Cha 13. 

Skills: Climb + 17, Listen + 11, Jump + 14. Feats: 
Multiattack. 

SA-Confusion Gaze (Ex): Opponents within 30 feet 
are affected by the umber hulk's gaze attack. If the victim 
fails a Will save (DC 15), he is affected as per a confusion 
spell cast by an S•k level sorcerer. 

U ndead Ooze: CR 4; SZ H Ooze; HD 6dl2; hp 39; 
lntt-2 (Dex);Spd 25ft,Chmb25 ft;AC6 (-2StZe, -2 Dex); 
Ark +4 melee (2d8, crush plus SA); Face/Reach 10ft x 10 
ft/10 ft; SA engulf, cold, skeletons; SQ blindsight (60ft), 
creeping, undead, ooze; AL CE; SV Fort +8, Ref -2, Will 
+6; Str 10, Dex 7, Con·, lnt 8, Wis 14, Chr l. 

Skills: None. Feats: None. 
SA-Engulf (Ex): Any opponent hit by a successful 

crush attack may be engulfed in the next round. The 
victim can make an attack of opportunity against the ooze 
as 1t seeks to engulf. If the v1cum does not attack, it may 
mstead make a Reflex save (DC 18) to avoid engulfment. 
Engulfed v1cttms are subject to cold damage each round 
and are considered grappled and ttapped withm the body 
of the ooze. The ooze is free to make crush attacks in 
subsequent rounds, but can only engulf one Medium-size 
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victim for every three HD of the undead ooze (or one small 
victim for every two HD or one large victim per four HD). 

SA-Cold (Ex): Any victim engulfed by the ooze 
suffers 1d8 cold damage per round. 

SA-Skeletons (Su): If confronted with multiple en
emies, the ooze expels 1d6 skeletons from its mass. These 
skeletons conform to the stats of standard, medium-size 
skeletons and attack any living thing in the area. If no 
living things remain in the vicinity of the ooze, the 
skeletons collapse into piles of bones and await reabsorp
tion by the ooze. 

SQ-Creeping (Ex): The ooze can climb any verti
cal surface and hang from the underside of any horizontal 
surface as long as a third of its mass touches a vertical 
surface. It can pass through openings as small as a 
human head. 

Note: For more information on the Undead Ooze, see 
the Creature Collection by Sword and Sorcery Studio. 

Violet Fungi: CR 6; SZ M Plant; HD 2d10+ 2; hp 13; 
Init +0; Spd 10ft; AC 13 (-1 Dex, +4 natural); Atk +3 
melee (ld6+2 [x4], tentacles, plus poison); Reach 10ft; 
SApoison;ALN;SVFort+6, Ref-1, Will +O;Str 14, Dex 
8, Con 16, Int 2, Wis 11, Cha 9. 

SA-Poison (Ex): A successful touch attack with a 
tentacle forces the victim to make a Fortitude save (DC 
14) or suffer ld4 points of temporary Strength damage and 
1d4points of temporary Constitution damage. One minute 
later, the victim must repeat the save. 

Wererats: CR 2; SZ S Shapechanger; HD 2d8+ 3; hp 
16; Init +3 (Dex); Spd 40ft, climb 20ft; AC 18 (+1 size, 
+ 3 natural, Dex); Atk + 3 melee (ld4, bite), + 3 melee 
(ld6, rapier, crit 18-20) or+ 3 ranged (ld6, shortbow, crit 
x3, range 60ft); SQ scent, damage reduction (15/silver or 
+ 1), shape shifting, curse oflycanthropy; AL NE; SV Fort 
+5, Ref +5, Will +5; Str 10, Dex 17, Con 12, lnt 12, Wis 
12, Cha 10. 

Skills: Climb+ 11,Hide + 11, Listen +5, Move Silently 
+6, Spot +8. Feats: Weapon Finesse (bite), Weapon Fi
nesse (rapier). 

SA-Shape Shifting (Su): Alllycanthropes can shift 
into animal form. Weretigers, wererats and werewolves 
also can assume a bipedal from that has opposable thumbs 
and animalistic features. Changing to or from animal or 
hybrid form is a full-round action. Upon assuming animal 
or hybrid form, the lycanthrope regains hit points as if 
having rested for a day. If slain, the lycanthropic creature 
reverts to its original form, though it remains dead. How
ever, a body part separated from the whole retains its 
animal form. 

Possessions: Rapier, shortbow with 20 arrows, 2 gems 
(25 gp each), 3d12 cp, 2d6 sp, 1d8 gp. 

Wight: CR 3; SZ M Undead [corporeal); HD 4d 12; hp 
32; lnit + 1 (Dex); Spd30ft;AC 15 ( +4 natural, Dex); Atk 
+ 3 melee ( 1d4+ 1, buffet plus level drain); SA level drain; 
SQ undead immunities, spawn, tum resistance ( + 1 ); AL 
LE; SV Fort+ 1, Ref +2, Will +5; Str 12, Dex 12, Con 
, lnt 11, Wis 13, Cha 15. 

Skills: Climb +5, Hide +8, Listen +8, Move Silently 
+ 16, Search + 7, Spot +8. Wights receive a +8 bonus to 
Move Silently checks. Feats: Blindfight. 

SA-Level Drain (Ex): Every successful hit by a wight 
inflicts one negative level on a living creature. After 24 
hours, the afflicted creature must make a Fortitude save 
(DC 14) to recover the level lost or it is lost permanently. 

Wraith: CR 4; SZ M Undead [incorporeal); HD 5d12 
; hp32; Init +7 (lmprovedlnitiative, Dex); Spd30ft, Fly 60 
ft (good); AC 16 ( + 3 natural, Dex); +5 melee (ld4, touch, 
plus 1d6 Con drain); SA constitution drain; SQ daylight 
powerlessness, unnatural aura, undead, incorporeal, spawn, 
tum resistance ( +2); AL LE; SV Fort+ l, Ref +4, Will +4; 
Str - , Dex 16, Con-, Int 14, Wis 14, Cha 15. 

Skills: Hide+ 11, Intimidate+ 10, Intuit Direction +6, 
Listen + 12, Search + 10, Spot + 12. FeatS: Alertness, 
Blindfight, Combat Reflexes, Improved Initiative. 

SA-Constitution Drain (Su): Any living creature a 
wraith touches must make a Fortitude save (DC 14) or 
suffer 1d6 points of Constitution drain. 

SQ-Incorporeal (Ex): Wraiths are incorporeal, hav
ing no physical body. Nonmagical matter or energy has no 
effect on them. They are immune to all non magical attack 
forms, including normal fire, cold and acid. They cannot 
manipulate objects or exert physical force on objects, 
though they have a tangible presence allowing touch 
attacks. Incorporeal creatures can only be harmed by other 
incorporeal creatures, by+ 1 or better weapons, or by spells, 
spell-like or supernatural effects. Even when struck by 
magic or magic weapons, incorporeal creatures have a 50% 
chance of ignoring such damage (unless from a force effect, 
such as TIUlgic missile). The touch attack of an incorporeal 
creature ignores all armor, including magic armor, unless 
that armor is made of force (such as T/Ulge armor or bracers 
of defense). Incorporeal creatures can move in any direc
tion and through solid objects. They are inaudible unless 
they desire to make noise. 

Yellow Mold ( CR 6): If disturbed, a patch ofth is mold 
bursts into a cloud of poisonous spores. All characters 
within 10 feet of the mold must make a Fortitude save (DC 
15) or take 1d6 points of temporary Constitution damage 
and another Fortitude save (DC 15) within one minute or 
take 2d6 points of temporary Constitution damage. Fire 
destroys yellow mold, and sunlight renders it dormant. 
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