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Rappan Athuk:

Introduction

Welcome to the ongoing adventures in my home-brew mega dungeon,
Rappan Athuk. This is the first in a (hopefully) long series of additional
materials that will be added to what may be, or certainly will become, the
world’s largest mega-dungeon. I apologize in advance for the delay in the
first installments, however I wanted to ensure that the new levels meshed
well with the whole, and that continuity was not compromised.

This volume will feature a revised wilderness map, to detail placement
of any new wilderness features and surface areas of interest.

What these new levels represent is the additional material I have thought
up over the years, and most probably, will feature the actual new areas that
I have abused my home players with in many cases. New areas [ am cur-
rently planning to build include 1) The ancient cave complex that predates
even the occupation of the dungeon by the thugs and priests of Orcus,
2) Expansion of the areas being invaded by the priests of the frog god,
Tsathogga, in their attempt to wrest control of this evil place away from
the minions of Orcus, 3) New upper level areas (by popular demand), to
allow use of lower level player characters. These may in cases connect to
the Mouth of Madness, the main dungeon itself, or may be “standalone”
in that they do not connect to the main dungeon until they get to deeper

levels, and 4) Lost Deep levels do exist both in my cranium as well as in
my game at home. These areas will add additional challenges for mid and
high level player characters and promise to be every bit as deadly as what
the main dungeon has prepared you for.

For a flavor of what is to come, the following is what I have planned
(and outlined). For 2013, I have written a new low level area known local-
ly as “The Tunnels of Terror”. This work represents several early levels
that I wrote in 19771978 that just never quite got finished (until now). In
the past few years, my home game has revolved around lower level play,
and the old “Tunnels” have been reborn for that purpose.

This new entrance to the dungeon is designed for character levels 1-3.
The first chapter represents the first level of the complex (which of course
ties into the main dungeon). Also planned for later is a lost deep level,
known as “Caves and Caverns of the Elder Gods”, found only once in the
history of the dungeon, which expands on the cryptic references found in
Zombieland (Level 13B) that a far older and more terrible evil than the
minions of Orcus once lived here. This level may explain why the evil
demon-worshippers were drawn here in the first place. These levels also
contains more cryptic references to the deep levels (the Cyclopean Deeps)
far below the main dungeon, and even a passage there.

Additional rumors will be available, as well as the locations of tie-ins
to surrounding adventure areas (such as Zelkor’s Ferry or the Cloister of
the Frog God).
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Part1
Wilderness Area 29:
Castle Calaelen

Forward

This chapter represents a joint collaboration between myself and Alex
Clatworthy. One of the main requests I have received is for additional
low level material, training grounds if you will for the “main event” that
is the huge complex itself. To this end, I have asked Alex to help me pull
together a series of many low level delves and side tracks, with a goal of
fleshing out the surrounding environs and wilderness area. We may even
add a few waypoints and villages to provide respite between expeditions
into the dungeon.

Evil is drawn to evil, and to truly have any chance at cleansing it, one
must first clear the above ground areas to prevent the whole area from
dropping into a Mordor-like state, full of creatures of darkness and provid-
ing a too-hostile environment for adventurers to reach their destination.
Conveniently, this also provides opportunities for the lower level parties
of adventurers to make their way, gather information and gain the requi-
site experience to take on The Well.

Bill Webb
March 2013

Co-Author’s Forward

I wrote Castle Calaelen both to serve as a base of operations, and also
as a plot hook. The idea that rests at its core is the foolishness of the whole
thing. Rappan Athuk does well to be a dangerous, creepy and foreboding
place, but the Castle was designed to mock the idea that people would
choose to seek their fortune here. In my home campaign, one player was
given the deed, which also stated they were “Lord of The Forest of Hope
and its surrounds”, a lofty sounding title but functionally useless. The
players (having no idea what they were getting into) planned to loot the
dungeon, and use their wealth to start a kingdom of their own. The goblins
pretending to be ‘nobles’ and the generally crummy nature of the castle
let them know just how far away that dream was, and also a subtle dig at
Maybeth’s foolishness.

As for mechanics, the castle should be easily adjustable. The lovely
thing about goblins is how versatile they are. While this is designed
for a party at level 1, adding extra goblins and even class levels could
suit a party up to level 8 without much trouble. Afrit could easily use
any other base creature, although the twisted, tough crow made for an
imposing figure that the party had to learn to live with (and placate) for
quite some time.

Thank you for taking the time to read my work. I enjoy writing addi-
tional content for established works, and Rappan Athuk has been the most
fun to play around with.

— Alexander Clatworthy

Introduction

Castle Calaelen (Cah-lay-lan) sits in ruin, built into the side of a small
hill, west of Zelkor’s Ferry and north of the Mouth of Doom. Its construc-
tion was ordered by an elven noble with more coin than sense. It pre-dates
the fall of Tsar and the Sunken Graveyard, although time has not been
kind to it. More a fort or manor than a proper castle, it has been home to
anyone who wanted a roof over their heads — even if the roof looked like
it was ready to fall in at any moment. The pale stone bricks of the walls
have begun to crumble or roll down the hill, and the main building does
not look to be in good shape; the entire structure leans to the east in a
worrying way. Recently it has become home to a tribe of goblins who have
decided to stay, however a few discarded objects from previous owners
have given these goblins an edge over anyone who would dispossess them
of their estate.

Currently, the castle is inhabited by a small tribe of 9 goblins, who have
found that the castle makes a good base of operations. They’re lead by
Jedra, a clever goblin who found a book of Orcus’ rites and rituals (left
over from a previous occupant) and has set about learning to create and
enslave undead in the hope of bolstering her raiding parties.

The goblins are making a nuisance of themselves, raiding nearby farms
and particularly undefended caravans once or twice a fortnight, and have
done well enough to hire 5 gnolls lead by Gorl to defend the castle while
they’re away. Their general pattern is to have three goblins scout a farm or
caravan traffic along the road, and when they’ve found a good target they
send for the rest of their number. They’re also having some luck fishing at
a river to the north and have amassed nearly a week’s worth of food, and
are generally in high spirits.

The goblins are having the time of their life in Calaelen. They’re spend-
ing their time pretending to be ‘society’, holding ‘banquets’ in the dining
hall, satirical religious services in the chapel and generally making fun of
their dim idea of human high-society. On occasion they can be seen wear-
ing clothes looted from the old master bedroom (although they don’t fit),
and some of the goblins encountered should be found wearing oversized
shirts, or using socks as hats.

Mechanically, Castle Calaelen provides a starting point or plot hook for
an adventuring party looking to begin the campaign at first level. That is
not to say that the castle is safe — this is Rappan Athuk after all — but
it serves as a good first adventure and possibly a base of operations for
a company of adventurers foolish enough to think they can make their
fortunes plundering the Dungeon of Graves.

The party could hear about the castle in Zelkor’s Ferry, or perhaps one
character could inherit the deed to the place and try and reclaim what is
rightfully theirs.

News has reached the townsfolk of Zelkor’s Ferry that travelers have
been increasingly assaulted by marauding humanoids. It seems that a new
brigand group has taken up residence in a small castle to the west of town,
one that only a few years ago housed elves. The elves either died or fled
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the area, leaving the place abandoned and in a state of disrepair. Recently,
a group of travelers noticed that the broken bridge across the moat had
been messily repaired, and investigated. They were greeted by a flight of
arrows, and being wise rather than brave, retreated, leaving one of their
number dead, and two others grievously wounded.

New rumors to be added to the table of available rumors for this install-
ment include:

® “We lost six friends when we went near that old elven castle! Full of
giants throwing rocks it was!” (False)

® “I heard that old elf lord went crazy, something about swords and
princes!” (True)

® “Those green priests told me that the death head priests were moving
into the castle to the west. Don’t know about you, but I think it’s time to
leave this place.” (Possible)

® “] heard a giant black dragon was seen in the hills to the west. They
say it serves a demon!” (False in a sense, but see the next installment!)

® “The elves have returned to the castle to the west, but I hear they
shoot first and ask questions later. I always hated elves.” (False)

Multiple ways of introducing the castle to the campaign exist. Castle
Calaelen was built some time before the fall of Tsar and the Righteous
March by an elven noble named Orlinde Calaelen who was rich but not
terribly clever. Maybeth, a descendant of hers, decided to make use of the
castle and set up an adventuring group named The Great Downwards En-
gineering Company. The purpose of this group was to systemically purge
Rappan Athuk of evil, and in doing so profit from the process. After a first,
highly successful expedition, Maybeth became obsessed with “finding the
missing prince and princess” (due to her finding the Sword of Kings and
Queens, and falling under the influence of its geas). She sold everything
she owned, including the deed to the castle and set off on a second journey
(meeting her fate in Rappan Athuk, 12C-9).

One way to get players interested in the castle is through ownership.
The deed has passed through many hands, gradually losing all it’s worth.
At the start of this story, one character could inherit or purchase the deed
to the castle, and the rights to run an adventuring company (free from
any taxes). Clearing the castle should allow the party to find Maybeth’s
journal in Area 0D-21. From there it should direct the party to the Mouth
of Doom and beyond, driven by a combination of righteousness, greed
and curiosity.

A second way to have the players find this place would be random
chance. The characters, either after fleeing Rappan Athuk for their lives,
or exploring the countryside before making their first foray into the
mega-dungeon, crest a small hillock and notice a dwelling perhaps a few
hundred yards in the distance. From this range, it is difficult to determine
the exact type of structure, but from the size it must be at least a fortified
manor of some kind. Perhaps the owners would be willing to offer shelter?

It could even be something simpler. The party stumbles upon a dilap-
idated keep while travelling. With the threat of rain (or worse) on the
horizon, it sure would be nice to find somewhere dry to stay the night. If
no one owns this place, why not stay a while and regroup?

Level 1

Difficulty level: 1

Wandering Monsters: None.

Standard Features: Unless otherwise noted, all doors in
Castle Calaelen are made of rofting, iron-reinforced wood.
All windows are boarded up with planks of wood unless
otherwise noted.

Castle Approach

On the edge of the Forest of Hope near the town of Zelkor’s Ferry sits a
large, angular hill, rising above the surrounding trees. The hill is too steep to
walk up except on the south face where it rises steeply for 50ft, then flattens
out before rising again to its peak. The flat area provides a good view of
the surrounds, and someone has tried to squeeze a structure onto the small
plateau which stands 25ft tall, partially in the shadow of the rest of the hill.

6

The castle is in a terrible state of disrepair, its outer walls crumbling
into a dry moat now nothing more than a muddy pit. Rotting planks nailed
together bridge the pit, and two gnolls stand guard in the shadow of the
gatehouse at A. Occasionally a goblin can be seen wandering the court-
yard behind them.

The northern face of the hill is in fact a cliff. It’s quite possible to tra-
verse unaided, and pitons and ropes would make it quite simple, although
it would be hard to do so without making enough noise to alert the castle
occupants. Once up, the party can make a 10ft drop onto the roof of the
castle and climb down into Area 0D-18 or Area 0D-19.

Gnolls (2): HD 2; HP 10, 12; AC 5[14]; Atk bite (2d4) or bafttle
axe (1d8); Move 9; Save 16; AL C; CL/XP 2/30; Special: none.
Equipment: ring mail, shield, battle axe, 3d4 sp.

Tactics: The gnolls have been hired as guards, although they have no
love of being outnumbered. If they’re attacked they bark an alarm, sum-
moning two more gnolls from Area 0D-8 who arrive one round later, and
giving the goblins in Area 0D-14, 16 and 18 time to prepare. The gnolls
attempt to capture any characters trying to cross the bridge, or knock them
into the pit below. If they find themselves unable to hold the bridge they
retreat to Area 0D-8 to barricade the door and lick their wounds, looking
for an opportunity to slip away.

Ifthe characters hide and observe the gnolls for any length of time a loud
“caw” will be heard from inside the castle, causing the gnolls to perk up and
look at the sky warily. The reason for this is the resident of Area 0D-6, which
still spooks the gnolls somewhat, and is the main reason for their alertness.

Area oD-1: Courtyard

The courtyard is a small expanse of mud and overgrown grass. The
ground gets muddier in the north-eastern end where the runoff from the
bathhouse at Area 0D-5 soaks the ground.

The goblins don’t like spending time in the courtyard much, but the
sentries in room Area 0D-18 keep an eye on it, and fire at intruders in the
courtyard if they notice them until the intruders flee.

Area oD-2: The Smithy

The odd shape of this room and slightly neater construction suggests
it was built after the main castle. A large forge sits just inside the room
against the north wall, with a pile of broken wood to be used as fuel piled
next to it, as well as some iron scraps. Half-finished weapons and armor
(clearly goblin sized) hang on makeshift hooks and racks around the room.
One goblin smith works the forge, not caring if the alarm has been sound-
ed so engrossed is he in his craft. If approached he takes a mostly-finished
hammer from the fire and threatens the intruders. The smith is unusually
disinterested in fighting, and tells the characters (in goblin) whatever he
thinks will get them to leave him in peace (such as the number of goblins
in the castle, or the presence of Afrit in Area 0D-6).

Gorbaz has no loyalty to Jedra, he is just elated at being able to work
at a ‘proper’ forge for the first time in his life. Gorbaz has already melted
down everything in the castle he could find and Jedra has forbidden him
from melting down anything else. If the party can convince him that they
will allow him to continue to work or supply him with more metal then he
allows them to heat their weapons or ammunition in the forge. A simple
gift of a metal weapon will also suffice.

If attacked by more than two opponents he is likely to beat a hasty
retreat to Area 0D-18, scaling the outer wall as he goes (he knows about
the trap at Area 0D-9, and will therefore avoid the door if the alarm has
been raised).

Gorbaz, Goblin Smith: HD 1déhp; HP 6; AC 6[13]; Atk
warhammer (1d4+1 plus 2 fire damage) or shortbow x2
(1d6); Move 9; Save 18; AL C; CL/XP B/10; Special: -1 to hit in
sunlight.
Equipment: leather armor, shield, warhammer,
shortbow, 20 arrows, 3d4 sp.
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Special: The hammer, hot from the smithy’s fire, inflicts an extra 2
points of fire damage for the next 2 minutes. Players may also heat their
weapons in a similar manner; heating takes 1 minute of exposure to the
flames of the forge. Weapons heated this way are more fragile; during the
2 minutes of additional heat damage, if the character rolls a 1 on any to hit
roll, the weapon is broken and useless.

Area oD-3: Stable stores

Opening the door startles a few rats, nibbling on the contents of this
room. A small pile of hay and two bags of oats are the room’s only other
occupants.

Area oD-4: The Stable

The stable has been totally gutted, most of the iron rings on the walls
have been worked free, and the wood of the stalls has long since been
broken down for firewood.

Three ponies are tied to the wall here. They are not the property of
the goblins but have been stolen from a particularly poorly guarded
caravan that passed through Zelkor’s Ferry a month ago. The goblins
are using them as pack beasts to help them carry the spoils of their
raids back to the castle, although the ponies dislike the work and
the goblins. If freed, they can be convinced to make a quick and
noisy run for the main gate, providing a useful distraction if one is
required.

Ponies (3): HD 2; HP 7, 5, 6; AC 7[12]; Atk bite (1); Move 18;
Save 16; AL N; CL/XP 2/30; Special: none. (Monstrosities 252)

Area oD-5: The Bathhouse

A natural spring flows down the cliff and through a duct to make a small
natural reservoir of clean water inside this small out-building. The goblins
have not been attempting to keep it clean however and the entire building
stinks of waste. Should a character decide to paw through the water a
roll of 1 on 1d6 turns up a small gem worth 20gp, although if they do not
take adequate steps to avoid contact with the water any character sifting
through the bath is exposed to disease (save or one hour later the affected
character is —1 to hit for 24 hours).

Area oD-6: The Occupied Tower

This tower looks in passable repair from the ground, although if viewed
from above it’s clear that the roof of the tower and its second floor have
been broken in, leaving the tower hollow. The tower’s ground floor door
has been boarded up from the outside, and chalk graffiti written in rough
goblin reads “No go. We let has”.

The boards can be pried loose with an Open Doors roll, allowing the
door to be opened freely. Inside the tower is in ruins with the remains
of the second floor, stairs and roof lying in a heap of rubble on the
ground; this rubble does not prevent movement but is difficult to tra-
verse (half normal movement rate). Nesting in the middle of the mess
is Afrit, a large, intelligent demonic raven; in Afrit’s nest are two large
dark-grey eggs.

Afrit is no ally to the goblins, but made her home in the tower before
they arrived. Afrit and the goblins maintain an uneasy peace: the goblins
offer Afrit meat taken from their victims and in return the goblins hope
Afrit will act as a kind of guard dog, a duty Afrit has no interest in under-
taking. Afrit is smart enough to know that the goblins pose little threat to
her and is happy with the goblins’ occasional gifts. Afrit will occasionally
fly off to hunt, and a roll of a 1 on a 1d4 means that on this particular day

1square = feet

Castle Galaelen Level 1

stairs up

[L] tadder
LS UMM o oven
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Afrit is many miles from the castle.

Tactics: Afrit fights to the death to defend her nest, but will not actively
bother the characters unless they enter her tower. If the party tries to open
the door to her tower Afrit screams in an attempt to scare them off. If all else
fails (or she hears someone plotting outside) she casts darkness in her tower,
then grabs a block of stone in each talon and takes to the air to drop bits of
stone on anyone in the courtyard. She fights to the death to defend her eggs.

Afrit, Demonic Raven: HD 2; HP 13; AC 7[12]; Atk 2 talons
(1d4+1), bite (1d8+1); Move 3 (fly 24); Save 16; ALN; CL/
XP 4/120; Special: half damage from acid, cold, electricity
and fire, immune to poison, magic resistance (25%), magical
abilities, silver or magic weapon needed to hit.

Magical Abilities: 3/day—darkness

Treasure: On top the debris is Afrit’s cache of shiny gems (5 large
but rather common gems worth 50gp each). The true treasure is actually
part of the rubble, a +1 shield that was inside when the tower collapsed
(aroll of 1 on 1d6 notices it). It takes 10 minutes of noisy digging to free
it, however.

Area oD-7: Gnolls’ Tower

This tower has mostly collapsed in on itself. If the party engages the
gnolls from Area 0D-8 in this tower the rubble is difficult to travel through
(half normal movement rate). A cursory check of the tower reveals that the
room is close to falling down anyway; with care the tower’s remaining
supports could be collapsed, taking out rooms Area 0D-8 and 2 along
with them. If anyone is in rooms Area 0D-8 or 2 when the roofs collapse
they take 4d6 points of damage from falling masonry and materials; any
creature standing near an exit can attempt a save for half damage.

The second story has mostly rotted away, and it is not possible to reach
the roof without scaling the dilapidated walls. Anyone on the roof trying
to get down can attempt to carefully jump down along the broken support
beams with a save at —1 to land on some of the remaining structure; failure
to land on the beams (or to grab hold of them) results in a 20ft fall to the
rubble below.

9

Area oD-8: Gnolls’ Bedroom

There are five gnolls employed by the goblins to defend the castle. Two
are on duty at all times, and a third will be down in Area 0D-23. Unless
the alarm was sounded at the front gate the remaining two can be found
here. When the characters arrive the gnolls are equally likely to be en-
gaged in one of their three favorite pastimes: sleeping (on a roll of 1-2 on
a dob), eating (on a roll of 3—4) or mock-fighting (on a roll of 5-6). Deter-
mine the gnoll’s current activity before resolving their chance to notice the
characters arrival; mock-fighting is raucous and so lowers the chance of
the gnolls noticing the approaching characters but they are already armed
even if they do not hear the characters approach.

If the room is searched, the characters unearth the gnoll’s cache on a
roll of 1-2 on 1d6 (hidden under a floorboard in the back). Inside is a
scroll of hold monster. The gnolls know what it is; although they cannot
use it themselves they plan on selling it to the goblins if Afrit starts to
threaten them. The cache also contains their pay from the goblins, 560 sp.

Gnolls (2): HD 2; HP 9, 11; AC 5[14]; Atk bite (2d4) or
battleaxe (1d8); Move 9; Save 16; AL C; CL/XP 2/30; Special:
none.

Equipment: ring mail, shield, battle axe, 3d4 sp.

Area oD-9: Main Entrance

The great doors to Castle Calaclen have survived, although they do not
open smoothly. If the goblins have heard the alarm the door is locked and
they will have armed a pair of arrow traps, set to fire whenever the doors
are pushed open. The arrows fire at the characters as an 8 HD creature,
doing 1d6 points of damage each, with a range of 60ft.

Note: The stairs up at A have been blocked; it takes an hour’s work for
a group of four strong man-sized creatures to clear them. The stairs down
at B are unobstructed.

Area oD-10: Guard Tower

This tower is in good repair, with a ladder leading up to Area 0D-19. The
room is otherwise unoccupied. A door in the western wall is secured with a
chain and a lock which looks imposing, but is rather simple to open (Open
Doors roll). Due to the way in which it has been attached it would be difficult
to open the door without making a lot of noise removing the heavy chain.

Area oD-11: The Armory

The armory has clearly seen better days. There are enough racks, stands
and cases to hold gear sufficient to equip a battalion, although they are
nearly all empty and what little is left is either in disrepair or made for
goblins. In the racks are 4 spears, 4 short swords, 4 shields and 100 ar-
rows. These are the supplies the goblins use for raids, as the spears are
less suited for indoor use. There are also 2 wooden shields hung for dec-
oration. A box of parts is actually a disassembled heavy crossbow that
the goblins have overlooked. Four hours of careful work will see it fully
functional again, although there are no bolts among the parts.

Area oD-12: Guest Rooms

These rooms have been stripped of whatever furnishings they once con-
tained. Some of the goblins are using these as sleeping areas or bathrooms
but are currently deserted.

Area oD-13: The Rotting Tower

While the whole castle is showing signs of decay, this tower is seeing
the worst of it. The spongy wooden floor gives a little when stepped on.
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There is a ladder against the far wall that is still traversable by a smaller
than man-sized creature (such as a halfling), but it cannot bear the weight
of a creature of man-size or larger; should such a creature attempt to cross
the ladder there is a one in three chance it will crumble in their grasp, and
a larger than man-sized creature would certainly break it; even so anyone
climbing the ladder can tell it’s rotted through.

The ladder leads to Area 0D-18. Since this is the goblins only easy
route to the second floor they have been careful with the ladder; if it’s
broken they will need to spend a day clearing the stones at A.

Area oD-14: Goblin Tea Party

Three goblins make this room their own if the alarm has not been
raised. What was once a tea room is now is a mess of half-broken furniture
and shattered crockery. The goblins are having fun pantomiming with the
remains of a tea set and laughing raucously.

There is a rope against one wall, attached to a pulley, running up
through a hole in the ceiling. This is the remains of a dumbwaiter, though
for man-sized creatures movement will be halved. The gap leads into
room Area 0D-18.

If the alarm has been sounded the goblins have gone to room Area
0D-15 to stage a defense. Before they leave however they will arm an
explosive trap and cover it in crockery shards, all the better to deal with
intruders. The trap is set to go off if anyone touches the pile of shards. The
trap deal 3d4 points of damage to all characters in a 10ft square (save for
half damage)

Treasure: The crockery is of good quality, and if it could be reassem-
bled it could be sold for 35gp as a set, assuming the trap is not set off.

Goblins (3): HD 1déhp; HP 3,2,5; AC 6[13]; Atk short sword
(1dé); Move 9; Save 18; AL C; CL/XP B/10; Special: -1 to hitin
sunlight.

Equipment: leather armor, shield, short sword, 2d4 sp.

Area oD-15: The Library

The door to this room is unusual; it is entirely neatly worked iron and
is locked and magically trapped. The trap on the door has prevented
even the most curious from ever plundering the room. Anyone opening
the door receives a powerful shock (2d6 electrical damage, save for half).
The goblins, after learning that the trap resets itself, have steered clear
of it. Attempting to pick the lock also triggers the trap. The key has long
since been lost, and the room is intact.

Inside the room the extra support beams and thick walls hint that this
may once have been a safe room of some kind, however it was last used
as a library, with wooden shelves and scroll-racks still supporting many
tomes that have escaped the ravages of moisture elsewhere.

The books are yellowing, relics of the original inhabitants of the castle.
Many are dry historical books with a focus on the history of noble families
and the local aristocracy.

The remaining books are notes and diaries from the original owners,
and of little use. The scroll cases likewise contain nothing useful, but one
hides a scroll of cure disease mixed in with other notes. Another case
contains a scroll of bless and protection from evil. They can be found on a
thorough search of the library.

Area oD-16: The Dining Room

Three tables and crude chairs give enough space for a dozen goblins to
all eat at the same time. Jibjack and two goblins spend their time in this
room when not otherwise occupied.

The tables have been laid out by someone who has heard of formal
dining, but clearly didn’t understand it. Knives are the only cutlery, one
on each side of each plate. In the center of each table a candle has been
placed in a gravy-boat. The goblins make a great show of sitting in chairs
and calling each other “good sir”, a ritual that delights them.

If the alarm has been sounded, the goblins in room Area 0D-14 and
Area 0D-17 will join Jibjack in defending this room, hoping that Afrit and
the gnolls will deal with any intruders before they reach them.

Tactics: The goblins use the tables as barricades to jam the east door
and provide themselves with cover, and Jibjack orders shortbow volleys
at anyone coming through the east door.

Jibjack uses his nets before wading into melee, believing his “necklace”
will keep him safe.

If the goblins are caught unawares, they start by upending the table
furthest from the door and getting behind it.

Some of the goblins may still have cloth scraps tied around their necks
as napkins when the fighting starts.

Jibjack, Goblin Leader: HD 2; HP 12; AC 5[14]; Atk net
(entanglement) or short sword (1dé); Move 9; Save 16; AL C;
CL/XP 2/30; Special: -1 to hit in sunlight.
Equipment: ring armor, shield, net (entangled; -2 to
hit and damage, -2 to saving throws, one quarter
movement), short sword, necklace of protection +1 (as
aring), 2d4 sp, 2d4 cp.

Goblins (2): HD 1déhp; HP 4, 3; AC 4[13]; Atk short sword
(1dé); Move 9; Save 18; AL C; CL/XP B/10; Special: -1 to hitin
sunlight.

Equipment: leather armor, shield, short sword, 2d4 sp.

Area oD-17:
The Kitchen and Pantry

The kitchen has been totally wrecked. Goblins, not known for their love
of fine dining, have taken away all the pots and utensils to be melted down
in the smithy. The pantry is now home to some half-dried fish. Interest-
ingly the spices have been left untouched, although it looks like a few
goblins have at least gnawed at everything to see if it was tasty. A trained
alchemist or a magic-user could salvage 10gp worth of untouched minor
ingredients. A goblin wearing a crude apron is happily cutting the half-
dried fish into small chunks with a cleaver, clearly enjoying himself.

Goblin: HD 1déhp; HP 3; AC 7[12]; Atk meat clever (1dé);
Move 9; Save 18; AL C; CL/XP B/10; Special: -1 to hit in
sunlight.

Equipment: leather armor, meat clever, 2d4 sp.

Second Floor

Note: Both the outer towers (Areas 0D-6 and 7) no longer have intact
second floors.

Area oD-18: The Lookout

Three goblins spend much of their time here. The rope from Area
0D-14 comes up through a small gap in the floor here; the other end is
tied to a spike in the wall. A thick wooden cabinet in a corner contains a
few chess sets and similar games, which the goblins alternatively hoard,
trade or chew on. On a table a chess set is covered in pieces, and goblins
take turns putting on a broken pair of reading glasses and attempting to
throw other pieces at it, and counting how many they were able to knock
down. They can see the courtyard below, and if the alarm is sounded
they try to snipe at any intruders in the courtyard with their shortbows.
If they lose sight of their targets they wait (relatively) patiently, either
for a chance to shoot at them some more, or ambush anyone who tries
to enter the room. If the party tries to climb up from room Area 0D-14
the goblins attempt to remain silent, hiding behind tables and the cabinet
before leaping out to surprise the first person to have pulled themselves
into the room and then dropping flaming oil into the room below. If
they hear intruders on the second floor two goblins hide and one gob-
lin climbs down the rope and makes a disturbance. If a creature looks
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down the hole to investigate the noise, the remaining goblins push the
heavy cabinet down on top of them (dealing 2d4 damage and hopefully
surprising them).

A few children’s books with what must have been expensive illustra-
tions are piled up on the floor here, and all the drawings have been torn
out and put in a small pile. Some come from a book about castle life and
have simple drawings of a banquet, a cook, and two aristocratic figures
playing chess. Others have pictures of children playing japes and seem
to have delighted the goblins, probably inspiring the use of the cabinet
as a weapon.

Goblins (3): HD 1déhp; HP 4, 3, 5; AC 4[13]; Atk short sword
(1dé), flaming oil (1d4 or 1); Move 9; Save 18; AL C; CL/XP
B/10; Special: -1 o hif in sunlight.
Equipment: leather armor, shield, short sword, flask of
oil, finderbox, 3d4 cp.

Area oD-19: The Storage Loft

A few crates and bundles of cloth are roughly stacked in here. The
crates were once filled with spare fittings and supplies, leftovers from the
castle’s construction, but anything of value has long since been pilfered.
The centerpiece of the room is a long, four-man canoe suspended by ropes
from the ceiling and running the length of the room. It’s unclear how the
boat got in here or what its purpose was, the river being a considerable
distance from here.

A giant spider has made this loft its home, perhaps explaining why the
boat hasn’t been smashed up for firewood. Any character climbing up to
have a look inside the boat is in for a nasty surprise!

Giant Spider (4ft diameter): HD 2+2; HP 14; AC 6[13]; Atk bite
(1d6 plus poison); Move 18; Save 16; CL/XP 5/240; Special: 5
in 6 chance to surprise prey, lethal poison (+1 save).

1square = 5 feet
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Area oD-20: The Chapel

This chapel was once in honor of Muir but has been horribly defiled.
Bones litter the floor and black cloth has been nailed to the walls. The odor
of rotting flesh and dried blood is thick and the air is stale and smoky. At
the far end of the room a statue of a bloated demon with a ram’s head and
bat’s wings has been crudely constructed from stones and wood.

The ‘priest’ of this foul place is the goblin Jedra, who found a book
about Orcus left here by a previous inhabitant. Jedra rather liked the
idea of Orcus and built this chapel to honor him. Orcus was amused by
this and granted Jedra some limited power which she is using to learn
to raise undead. She hopes one day to replace her raiding parties with
teams of undead lead by goblins, to supply them with all the food they
could want.

At any time Jedra will be in the chapel, praising Orcus or experimenting
on any bodies on which she can get her hands. She has so far carefully
managed to raise a pair of skeletons, and is working on a corpse, this time
attempting to make a zombie. The skeletons are under Jedra’s command.

Tactics: Jedra uses her skeletons to fight with her. She fights to the
death, cursing her attackers in Orcus’s name.

Jedra, Goblin Disciple of Orcus (CIr2): HD 2; HP 8; AC 5[14];
Atk heavy mace (1dé); Move 9; Save 14; AL C; CL/XP 2/30;
Special: Gift of Orcus (animate dead, 1/day), -1 to hitin
sunlight, spells (1).

Spells: 1st—cause light wounds.

Equipment: ring mail, shield, heavy mace, unholy

symbol of Orcus.

Skeletons (2): HD 1; HP 8x2; AC 8[11]; Atk strike (1d6); Move
12; Save 17; AL N; CL/XP 1/15; Special: immune to sleep and
charm.

[1] radder
I TMHHH stairs dow
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Note: These skeletons have been prepared with great care, and as such
have 8 hp.

Treasure: None of Jedra’s wealth is stored here; she instead keeps it in
room Area 0D-20. She does however carry the key to that room on a loop
of string around her neck. On the altar is a very well bound and detailed
tome, praising Orcus and including prayers to him and some basic necro-
mantic rites of which Jedra has been making use. The book itself is prob-
ably worth up to 200gp to a budding necromancer or collector, although
any Lawful creature would seriously consider burning it.

Area oD-2r1:
The Bedroom of Skulls

Jedra has an understandable concern that her new-found faith in Orcus
may raise an eyebrow within her tribe, and so limits her new taste in inte-
rior decorating to just this room and the Chapel. This was once two rooms,
perhaps a drawing room and master bedroom, but the adjoining wall has
collapsed, leaving a large room that Jedra has claimed as her own. She has
taken to filling the room with all the skulls she can find — rat, human and
other. They decorate every available flat surface. A few crude chalk draw-
ings of Orcus adorn the walls, along with some rather fanciful portraits of
Jedra herself.

Besides the bed and some spartan furniture, there is an iron chest in one
corner that Jedra uses to store her personal possessions. Inside, among
spare clothes and cloth scraps, is 33gp in a small leather pouch, along with
a pretty silver necklace worth another 120gp for its workmanship.

There is also a book of exceptional quality, written in the elven language
(which Jedra cannot read). It is the journal of Maybeth Calaelen, the cas-
tle’s last legal owner, and documents her early explorations of the Mouth
of Doom and Rappan Athuk. Roll four times on the Rappan Athuk rumor
table to determine its contents. In addition, the book notes the Mouth of

Doom and its relative safety compared to the Sunken Graveyard and the
main entrance to Rappan Athuk. The book also mentions the “wealth of
the healers” deep within the Mouth of Doom. Finally, on the last page is
written in shaky handwriting:

“Having recovered from our tragic loss, it is my stern opinion
that no quest nor threat will convince me to descend into the well.”

The true prize is the chest itself; a careful study of the chest reveals that
the base contains a hidden compartment containing 2 gold bars (worth
200gp each) that have escaped Jedra’s attention. Anyone attempting to
move the chest may also notice how surprisingly heavy it is, even when
emptied.

Area oD-22: Servants’ Q uarters

This room was perhaps once divided up into four small spaces, but bro-
ken timber struts are all that remain. The goblins use this as a communal
sleeping room or party room, as the mood takes them.

Basement
Area oD-23: Guard Room

This room has been emptied except for a desk, a chair and a pile of
skins made up into a crude bed. The only occupant of this room is Gorl
the gnoll. Gorl leads the gnolls that are elsewhere in the castle, but he is
lazy and so assigns himself the job of “prison guard” every day, which al-

Basement
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lows him to take as many naps as he chooses. Gorl is a very capable fight-
er, but at any time there is a 40% chance he is asleep on the pile of skins,
unless the alarm has been raised in which case he is hiding in the first cell
(C), ready to burst out and surprise the first intruder that passes by.

Gorl is a coward and if the fight doesn’t go his way he attempts to make
a deal for his life (although with gestures, as he does not speak more than
a few words in Common). He also has the keys to the cells.

Treasure: On the table is a small collection of things Gorl has taken
from previous prisoners. These include a scythe, a compass, a wooden
holy symbol to Dwerfater, an empty scrollcase and a few other personal
items that are worthless except for sentimental value, including a snapped
longbow that Gorl accidentally broke while playing with it.

Gorl, Gnoll Leader: HD 3; HP 16; AC 5[14]; Atk bite (2d4) or
two-handed sword (1d10+1); Move 9; Save 14; AL C; CL/XP
3/60; Special: none.

Equipment: leather armor, two-handed sword, 2dé gp.
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Area oD-24: Empty Cells

The goblins keep victims (alive and dead) from their raids here. Cur-
rently all bar one of the cells are unoccupied, as the bodies from the last
raid are currently receiving Jedra’s attentions.

Area oD-25: Mortimer’s Cell

The door to this cell is locked (the key is in the possession of Gorl). In-
side the cell is an elderly gentleman named Mortimer (HD 1d6hp; 3 hp).
Mort was a farmer who was captured by the goblins a week ago while on
a trip to a nearby town to sell his crop. He is keen to escape and return to
his farm, but bears the goblins and gnolls a grudge. If he is armed he could
easily be convinced to help fight.

During his captivity he has carved himself a small holy symbol of Te-
lophus out of stone, which he places on the ground reverently when he is
once again a free man.

The scythe in 0D-23 is his, and he can wield it proficiently enough as
a weapon.
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Castle Calaelen

Castle Contents tracker:

® 9 Goblins
¢ | Gorbaz
® 1 Jibjack
® | Jedra
® 6 Standard
® 5 Gnolls
® | Gorl
® 4 Standard
® 2 Skeletons
® | Afrit (See Area 6)
® 1 Giant Spider
® 3 Ponies
® 3 Traps

Castle Calaelen as a
base of operations

Rebuilding the castle can provide an interesting sub-plot alongside
Rappan Athuk. At first it provides somewhere free to stay, but with coin
it could become a place to defend once the players inevitably kick the
hornet’s nest that is the martial might of Orcus’ army.

There is a week’s worth of work in cleaning the castle and washing
away the mess left by its previous occupants, but the party should be
free to hire labor (skilled and otherwise) from any nearby towns (such as
Zelkor’s Ferry, or one of the Referees devising).

® 400gp worth of repairs and a stable boy would see the stables oper-
ational again, taking care of the character’s horses while they’re off ad-
venturing.

® A cleric could re-sanctify the temple, and be available to tend to sick
or injured characters.

® 1200gp would see the gatehouse and drawbridge repaired, making the
castle far more defensible against attack.

® The party could begin to hire guards, soldiers, cooks, cleaners or other
staff and play more of the ‘castle life’ angle.

® A trophy room could contain keepsakes of victories or the toughest
monsters the party has slain.

There is much more the castle could do without shifting the game’s
focus from dungeon-diving to town planning, and provides an interesting
way for the party to spend their money, and perhaps lend itself to the
beginning of a greater arc, to keep give characters an ongoing reason to
venture into Rappan Athuk.

14



Part 2
Wilderness Area 30:
Hell’s Hamlet

Author’s Note

Rappan Athuk works wonderfully as a tale of good versus evil, where
great men and woman hold their ground and nobly brave those dark halls
in the names of Mitra, Thyr and Muir.

While this is certainly great fun, how else might one approach this
dungeon? The Demonbane, a legendary weapon forged by the arch-devil
Baalzebul shows that Orcus has made enemies on many fronts, and may
have a fight on his demonic hands that he is not fully expecting.

This module lets you take the power of Law into your hands and serves
as a base from which to build a party of hobgoblins, devils and more to
march on the Dungeon of Graves. If, however, your heart is set on goodly
adventurers, then Mitchrod is a dangerous scar on the land that threatens
anyone who would fight the Hells.

Introduction

This chapter covers the predominantly evil town of Mitchrod. The town
is built into an existing cave system and serves as a good place for a Cha-
otic party or a group of monsters to call home. The town is in opposition
to the followers of Orcus and nearby human settlements. Mitchrod could
also serve as a place for a party to try to raid, assuming they have some
troops of their own. Although not part of the Rappan Athuk dungeon sys-
tem, Mitchrod should be every bit as challenging and deadly as the Dun-
geon of Graves.

How to use this module

The biggest differences between running this scenario as a friendly
town and as a dungeon level are the random elements. While at peace, it
makes sense that people are free to move about the town, and travelers can
come and go as they please. However, when run as a dungeon, all rolls on
the Travelers Encounter Table and activity areas (such as Area 0F-13)
should be made in advance, if possible, to give the Referee a chance to
familiarize himself with events and to make sure the level is cohesive.
Finally, refer to the “alerts” section at the end of the adventure to see what
Mitchrod’s inhabitants do in the event of an attack.

History

Roughly 10 years ago, the Hells dispatched a small group of clever and
inconspicuous devils to the Stoneheart Valley to quietly assess the strength
of Orcus’ forces in Rappan Athuk. Komm the bearded devil led the
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Mitchrod

The town of Mitchrod is a predominantly Chaotic settlement in-
habited by 20 hobgoblins and 15 kobolds, and led by the bearded
devil Komm and his associates.

Notable NPCs

Komm, the leader (bearded devil)
Salish, the surgeon (chain devil)

Siggrun, the troop leader (hobgoblin Firé)
Tivsaran, merchant (rakshasal)

Orthus, spiritual adviser (hell hound)
Esker, priestess (female CIr5)

Roam, the blacksmith (imp)

group, and he was accompanied by Salish the chain devil, Tivsaran the
rakshasa, and Orthus, a magically enhanced hell hound. Along with
some native mercenaries, they explored some of the local landmarks such
as the Sunken Graveyard (Wilderness Area 9), The Cloister of the Frog
God (Wilderness Area 25) and The Goblin Bastion (Wilderness Area
11). They met heavy resistance at each location, quickly realized they
were outmatched, and retreated to a cave in the south. Komm contacted
the Hells and reported what he found. He was ordered to wait and prepare,
and prepare he has. The cave is now the thriving hamlet of Mitchrod, and
has attracted local kobolds and hobgoblins, and some stranger things as
well. Tension between Komm and the other devils is mounting slowly as
they debate whether to continue waiting or ready a strike force. For now,
the town is ready to march at a minute’s notice and is a haven to all who
count themselves friends to the devils.

Level oF: The Outskirts.

Rappan Athuk has been a place of evil for as long as it has existed.
While it is presently the seat of Orcus’ power and home to many denizens
of the Abyss, other evils flock to it like moths to a terrible lantern.

Twenty-five miles south of the sunken mausoleum and then another
ten mile’s trek inland to the edge of the Forest of Hope is a small, ordered
community containing creatures that’d be happy to see Orcus and the gob-
lin city of Greznek fall. In a natural cave, dozens of kobolds, hobgoblins
and stranger things have worked together to form a ruthless and efficient
society.

An exposed stone on a hillside is in fact a permanent illusion that hides
a serviceable path winding downward into a water-worn cave. This nat-
ural stone slowly changes into neat, serviceable carvings before finally
flattening out and opening into a wide, artificial cavern. This is the en-
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trance to Mitchrod, a handy infernal word meaning “fortress” or “impale,”
depending on its context.

Within the fortress itself, gold coins are accepted as currency. The
town leader is a bearded devil named Komm who keeps things running
smoothly. While rank-and-file monsters are generally well-behaved — or,
at least, all grievances are settled in a controlled manner in the dueling
ring — some divisiveness exists between the influential members of the
society.

Komm would like Mitchrod to keep a low profile. If given the order
to attack by his superiors, he would proceed to methodically destroy the
surrounding human settlements. Orthus — and by extension the priestess
Esker — favor a crusade focusing on Rappan Athuk so they can force
their deity’s will on their enemies and recruit more monsters to their
cause. Tivsaran would lift the veil of secrecy from Mitchrod and open
trade with all in the region to amass wealth and spread corruption. While
the existence of Mitchrod is a secret in theory, word has leaked out for
many years, and it has attracted (mostly friendly) groups from the sur-
rounding area.

Tensions are always high in the fortress as Mitchrod prepares itself for
the next phase of its existence.

Cultist of Hecate, Male or Female (Fir2): HD 2; AC 4[15];
Atk longsword (1d8) or longbow (1dé); Move 12; Save 13;
AL C; CL/XP 2/30; Special: multiple attacks (2) vs. creatures
with 1 or fewer HD.
Equipment: chain mail, shield, longsword, longbow,
20 arrows, a medallion with a half-silvered disc on a
cheap chain (2 gp value), 1dégp.

Ettercap: HD 5; AC 4[13]; Atk 2 claws (1d3) and bite (1d8
plus poison); Move 12; Save 12; AL C; CL/XP 6/400;
Special: poison bite, fraps. (Monstrosities 161)

Evil Sorcerer, Male or Female (MU7): HP 19; AC 9[10];

Atk dagger (1d4); Move 12; Save 9; AL C; CL/XP 9/1100;

Special: spells (4/3/2/1).
Spells: 1st—charm person, detect magic, magic
missile, read magic; 2nd—invisibility, levitate, web;
3rd—hold person, suggestion; 4th—fear.
Equipment: dagger, wand of speak with animals (birds
only) (2 charges) with an attached tag written in the
common fongue that reads “Mystery wands! 10gp
each!!!l”, potion of healing (x3), 50gp in a small pouch
inside right boot.

Hobgoblin: HD 1+1; AC 5[14]; Atk weapon (1d8); Move 9;
Save 17; AL C; CL/XP 1/15; Special: none.

Hobgoblin Sergeant: HD 3; AC 4[15]; Atk longsword (1d8)
or longbow x2 (1dé); Move 9; Save 14; AL C; CL/XP 3/60;
Special: none.
Equipment: chain mail, shield, longsword, longbow, 20
arrows, 3dégp in a belt pouch

Imp: HD 2; AC 2[17]; Atk sting (1d4 plus poison); Move 6 (fly
16); Save 16; AL C; CL/XP 6/400; Special: immune to fire,
poison tail, polymorph, regenerate. (Monstrosities 263)

Kobold: HD 1d4hp; AC 4[13]; Atk weapon (1d6); Move 6;
Save 18; CL/XP A/15; Special: none.

Priestess of Hecate, Female (CIr5): HD 5; HP 21; AC 4[15]; Atk
heavy mace (1dé); Move 12; Save 11; AL C; CL/XP 6/400;
Special: spells (2/2).
Spells: 1st—cure light wounds, detect magic; 2nd—
hold person, silence 15-ft radius
Equipment: +1 ring mail armor, shield, heavy mace,
potion of exfra healing, silver unholy symbol of Hecate,
5 days trail rations, bedroll and kit, a small handwritten
book about the rites and ceremonies of Hecate, a

Wandering Monsters

“Monsters” may be a slightly unfair term. These are the trav-
elers who come and go from Mitchrod, and therefore may not be
hostile to a group that does not threaten them, although there’s
no guarantee. Roll once on this table if traveling through the area
around Mitchrod at dawn or dusk. This table can also be used to
fill the common areas with people, if required, as per an individual
room’s description.

Travelers Encounter Table

1-7 No encounter
2d4 independent hobgoblins led by a
8-9 hobgoblin sergeant are fraveling fo sell their
mediocre spoils before heading back out.
2dé6 local kobolds who came to pray at the
10-11 o
church and socialize.
4 wererats in human form who came to
12-13 Mitchrod to flee persecution and possibly
scavenge food.
1 priest leading 5 cult members from a
14-15 distant cult of Hecate on a pilgrimage to
pay their respects.
16-17 1d4 sell-swords looking for work.
18 An evil sorcerer petitioning Komm to help
find a specific devil.
19 An imp serving an evil wizard is here fo sell
goods and buy hard-to-find components.
20 An ettercap looking to buy a slave to serve

as a vessel for giant spider eggs.

medallion with a half-silvered disc on a cheap chain (5
gp value), 2d10x100 gp.

Sell-Sword, Half-Elf Male or Female (Ftr2/Thf2): HD 4; HP 10;
AC 6[13]; Atk short sword (1dé) or dagger (1d4) or longbow
x2 (1dé); Move 12; Save 13; AL C; CL/XP 4/120; Special:
backstab (x2), +2 save vs. traps, thieving abilities.
Thieving Abilities: Climb 86%, Tasks/Traps 20%, Hear 3 in
6, Hide 15%, Silent 25%, Locks 15%.
Equipment: +1 leather armor, short sword, dagger,
longbow, 20 arrows, potion of slipperiness, bedroll,
mess kit, collection of leathery ears in a small cloth
sack, 3dégp.

Wererat: HD 3; AC 4[13]; Atk bite (1d3) or weapon (1dé);
Move 12; Save 14; CL/XP 4/120; Special: control rafts,
lycanthropy, silver or +1 weapon to hit, surprise.

Area oF-1:
The Front Door and Commons

The entrance slopes down through neat but plain carved stone until it
flattens out into a 20ft corridor that’s 10ft wide.

At the end of the corridor, the area opens up into the Commons, a large
circular room that once was part of the original cave. Constant traffic and
careful sculpting smoothed it out and stained the limestone walls black. A
gutter winds its way through the room, keeping the floor dry.

The Commons has no furniture, but creatures congregate here where
the air is fresh (for those who like that sort of thing). Anyone loitering is
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quickly moved on by one of the guards. Residents passing through move
with disciplined purpose.

The centerpiece of the Commons is the Tin Man, a squat iron go-
lem-like creature that sits in the center of the room. It’s hard to tell
what it once was (its dull iron plates and exposed gears bear no maker’s
mark), but it now functions as Mitchrod’s first line of defense. It was
unearthed when the cave was first cleared, and its origin is a mystery.
The Tin Man can’t move from its spot, but it can swivel at the waist to
bring its three light crossbows to bear on a target. Grasping pincers and
gears quickly reload the crossbows, allowing for a devastating rain of
bolts. The Tin Man has no will of its own, and unquestioningly obeys
any order given to it in the cyclopean language. All guards memorize a
short list of commands to make the Tin Man attack, fire a warning shot,
or stop.

A pressure plate spans the width of the passage 10ft before the end of
the entrance corridor. Applying at least 40 pounds of force to the plate
causes two hidden portcullises to drop down at each end of the corridor to
trap anyone inside, possibly wounding anyone standing underneath them
as they fall. Those trapped are in full view of the Tin Man, and the portcul-
lis provides no cover from its attacks. The pressure plate is positioned so
that anyone stepping on it is in no danger of being struck by the portcullis
unless they enter at a run. Anyone caught under one of the falling portcul-
lises takes 6d4 points of damage.

Both portcullises can be raised by a winch in the west wall of the Com-
mons after the guards are sure that the newcomers are friendly. Residents
know where the pressure plate is and leap over it.

Keeping watch in the Commons are 4 hobgoblin guards. In addition,
roll once on the Travelers Encounter Table. This person or group recent-
ly concluded business and is in the Commons planning a trip home.

The Tin Man (modified Iron Golem): HD 164; HP 80; AC 3[16];
Atk 3 claws (1d8 plus rend), 3 spikes (1d6+1); Move O; Save
3; AL N; CL/XP 17/3500; Special: +3 or better weapon to hit,
healed by fire, immune to most spells, rend (if 2 claws hit
target, victim suffers additional 1d8 damage), slowed by
lightning (1 spike per round).

Equipment: 30 steel spikes.

The Tin Man fires spikes the size of heavy crossbow bolts. It can be
reloaded with any spike or bolt roughly the same size (including magical
ammunition) and can fire them without fear of a jam.

The fine pincers on the Tin Man reload its three spike throwers each
round. For every 20 points of damage done to the Tin Man, one pincer is
destroyed. For each pincer destroyed, the number of spikes the Tin Man
can fire each round is reduced by one. The claws can attack and still reload
the Tin Man’s spike launchers.

The Tin Man does not act unless ordered to in the cyclopean language.
If two people give opposing orders, they each must roll 1d20, with the
Tin Man following the highest roll. The creature who gave the order first
receives a +4 bonus to his roll.

The Tin Man cannot be moved from where it rests with anything short
of a teleport or by immersing it in an anti-magic field.

Hobgoblin Guards (4): HD 2; HP 12, 10x2, 11; AC 4[15]; Atk
longsword (1d8) or dagger (1d4) or longbow (1dé); Move 9;
Save 16; AL C; CL/XP 2/30; Special: none.
Equipment: chain mail, shield, leather bandolier
holding potion of healing and potion of heroism,
longsword, dagger, longbow, 20 arrows, tin whistle,
2d10gp.

Tactics: These hobgoblins, like most in Mitchrod, are well-trained and
well-equipped. They fight tactically at range, ordering the Tin Man to at-
tack any intruders. They sound an alarm as soon as they are able, and buy
as much time as they can for reinforcements to arrive. Siggrun and Komm
train all hobgoblins in Mitchrod, and the creatures fight to the death in a
great display of teamwork and tactics.

Note: If this fight or others in Mitchrod need to be made more difficult,
consider adding more troops or more favorable terrain before increasing
the strength of individual soldiers. The large, open spaces of Mitchrod
and its focus on charismatic leaders forcing their will on their subjects are
more conducive to volume of troops rather than strength.

Area oF-2: The Blacksmith

This room houses the smithy of the town, and for the most part it would
not look out of place in a normal village. One of the striking differences is
the blacksmith himself, an imp named Roam.

Roam is good-natured and friendly, always ready and willing to make a
deal. Although he is unaffected by heat, he wears a scrap of leather sewn
into a crude apron. The front part of the room is the shop with many wares
on display. At any time, Roam has at least 20 normal items hanging on
racks or artfully suspended from the ceiling via ropes.

The only signs that something may be off are that Roam refuses to
make magic items regardless of how much he is offered (although he
trades in such items), and his habit of refusing to talk about his trade. All
questions such as “What techniques do you use to fold steel?” or “How do
you make full plate fit hobgoblins?” are dodged. Repeatedly asking these
questions only elicits vulgar comments.

Roam buys and sells anything from scrap metal to master-crafted items,
provided he can afford them (on any given day he has 500gp to trade
with). Enquiries for more-expensive items he directs to Tivsaran’s shop.
He is particularly fond of buying scraps of iron and steel as it is hard to
come by, and he can always use more.

The back section of the room is Roam’s sleeping quarters and his work
area. The forge is lit by a phantasmal force image of fire. While the fire
is very hot, anyone standing within 5ft of the flames who makes a saving
throw notices that the heat stops getting hotter as they approach, and rec-
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ognize it as an illusion. A careful study of the tiny-sized tools around the
forge shows them to be for show and not fit to do any real work.

The rest of the room contains extra stock, a small bed and a plain-looking
safe mounted high up on the back wall. The safe is locked. The inside of
the safe is filled with green slime, a painful fate for anyone who fails to
jump out of the way. Roam’s real treasure is hidden in the back of the forge,
easily found by anyone standing inside the forge’s fireplace. Four silver bars
(100gp value each) can be spotted in a hidden cavity inside the forge.

A secret door is hidden behind the imp’s bed. Its opening mechanism
is disguised as a weapon hook mounted to the wall.

Roam (Imp): HD 2; HP 10; AC 2[17]; Atk sting (1d4 plus
poison) or dagger (1d4); Move 6 (fly 16); Save 16; AL
C; CL/XP 6/400; Special: immmune to fire, magic or silver
weapon needed 1o hit, poison tail, polymorph, regenerate.
(Monstrosities 263)

Equipment: leather apron, dagger.

Area oF-3: Roam’s Secret

After the heat of the forge, this dark room is cold and miserable. A
large workbench dominates the room. Its thick oak planks are scratched
and dented, hinting at many years of hard use. Chained up by the bed is
Samwell Bant, an elven magic-user and craftsman.

Samwell is an elven scholar who was studying the Stoneheart Valley
to learn old techniques of crafting magic items. Roam was his familiar.
Komm captured the pair and a few of their companions and would have
killed the lot if not for Roam. The familiar — loyal to the Hells above
Samwell — proposed a deal: Samwell would be imprisoned and all his
spells stripped from his spellbook except for fabricate (see Appendix).
Komm agreed and released Samwell’s companions, with the stipulation
that Samwell spend his days casting fabricate to do work ordered by
Roam. Komm constantly threatens to hunt down Samwell’s companions if
the magic-user doesn’t comply. Samwell has suffered great physical abuse
from Roam and Komm when he looks in on the captive. It was Samwell
who restored the Tin Man to working condition.

Samwell is now broken and half mad from torture and starvation. He
is resigned to living out the remaining centuries of his life in this freezing
room. Roam is careful to keep his former master alive, and is considering
seeking magical means to further extend Samwell’s life. The only flaw in
this plan is that Samwell’s ability to fashion armor and weapons diminish-
es as his mind decays (currently, at —2 on the fabricate save).

If Samwell is rescued, it takes at least three months of care to mend
his mind and body. Once he finds his feet, he can once again function as
a powerful magic-user, although he never takes a new familiar. He also
retains a powerful phobia of devils and their infernal language for as long
as he lives.

Samwell Bant, Elf Male (MU9): HP 22; AC 9[10]; Atk fist
(1); Move 9; Save 7; AL N; CL/XP 12/2000; Special: spells
(4/3/3/2/1).

Spells: 5th—fabricate

Equipment: spellbook (with fabricate).

Area oF-4: The Mushroom Shop

The smell here is strong and earthy, with a definite undertone of rot.
This shop serves as the gateway to the mushroom fields beyond and as
an easy way for Mitchrod’s denizens to buy food. During lean times, the
hobgoblins feed on what they’ve stockpiled from raids. The town’s ko-
bolds buy food here if nothing else is available, especially during winter.

The shop is run by the kobold Dazran, her centipede companion Glory
and her 10 kobold helpers. At any time, there’s a 50% chance Dazran is
present as well as 2d4 helpers while the rest are hard at work in the fields.
Dazran and her crew are a strange lot, as long-term exposure to mushroom
spores does odd things to one’s brain. Their fervent worship of Hecate
probably doesn’t help the matter. It is rumored that Dazran uses Glory to
spy on the rest of Mitchrod’s populace on Esker’s behalf, but no one has

Stems

Ingesting a dose of stems takes one round to chew them up. If
the creature taking the stems is doing so against his will, he can
make a saving throw to regurgitate them before the start of his
next round. On the start of the creature’s next turn, roll a 1d6:

The creature slips intfo a happy haze for 6
minutes. During this time, he is weakened and
suffers a —4 penalty to hit and saving throws.
He can still perceive his surroundings. At the
end of this time he suffers a -2 to attacks and
saves for an hour.

The creature feels a jolt as his mind and body
begin to work faster. For 1 minute, he gains a
+2 bonus to aftacks and a -1[+1] bonus to his
Armor Class. At the end of this fime, he must
rest for an hour.

The creature enters a trance in a state of
mental clarity for 10 minutes. All saving throws
are made with a +2 bonus during this time,
and any spells are cast as if the caster was
one level higher. At the end of this fime, he
must rest for hour.

Taking another dose of stems while under one of the effects list-
ed above instantly ends the current effect. Roll again to see what
effect takes over instead. In this way, a creature with sufficient
access to stems can keep the negative effects at bay indefinitely.

caught Glory in the act.

The shop sells dried mushroom rations for 5sp each, as well as various mi-
nor alchemical ingredients. Dazran also sells an odd blue wood used for build-
ing material throughout the fortress for 2¢cp per pound. Her strangest offering
is something called “stems,” dried mushrooms the size of matchsticks. These
are a potent hallucinogenic sold for 5gp a dose. Finally, she buys fresh corpses
to use as fertilizer for 6gp each (3gp for halflings or similarly-sized creatures).

Dazran is studying the mushrooms intently, breeding and crossbreeding
them as she discovers new strains. She pays a high price for any strange
fungal samples delivered to her, although her enthusiasm and zeal for
mushroom breeding is more than a little worrisome. Anyone able to im-
press or flatter Dazran may be allowed entrance to the fields.

Dazran, Kobold Female Shaman: HD 2; HP 8; AC 5[14]; Atk
gold-plated sickle (1dé) or heavy crossbow (1dé+1); Move 6;
Save 16; AL C; CL/XP 5/240; Special: spells (3/3)
Spells: 1st—purify food and drink, read magic, sleep;
2nd—biless, invisibility, web.
Equipment: gold-plated sickle, heavy crossbow, 10
bolts, ring of protection +1, shovel, 5 doses of stems,
wooden holy symbol of Hecate.

Glory (small non-lethal giant centipede): HD 1d2; HP 2;
AC 9[10]; Atk bite (1 plus poison); Move 13; Save 18; AL N;
CL/XP 1/15; Special: non-lethal poison, +4 save.

Kobolds (10): HD 1d4 hp; HP 4x2, 3x4, 2x3, 1; AC 6[13];
Atk weapon (1dé); Move 4; Save 18; AL C; CL/XP A/5;
Special: none

Equipment: each kobold carries 2 doses of stems.

Area oF-5: A Very Odd Crop

This wide, disc-shaped cavern has a low ceiling, forcing creatures to
stoop to fit. Larger than man-size creatures can barely squeeze through.
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RAPPAN ATHUK: EXPANSIONS

The area is lit by a few candles spread over the entire cavern, providing
light where the fungus needs it. The smell is overpowering.

The cavern is something of a forest, with many types of mushrooms
planted in a pattern that makes sense only to Dazran. A few sections of the
cavern are home to specific kinds of mushroom. If characters explore the
area, roll 1d4 to determine what mushrooms they encounter:

1—The mushrooms here grow much taller, nearly reaching the ceiling.
The mushrooms have wide, flat caps with blue highlights and gray stalks.
An iron axe hangs from a hook on the ceiling, and several of the taller
growths have been cut down, revealing the stems to be a grainy blue.
These are spire-caps, although this strain’s stem is firm enough to be used
as a building material.

2—At first glance, this area is clear of growth, although the ground is
covered in the bones of animals and humanoids. A single black candle
illuminates the scene with a troubling gray flame. A closer inspection re-
veals that the bones are a substratum for bone-white mushrooms standing
2 inches tall. Their caps are a bulb that closely resembles a human brain.
If the strange mushrooms are so much as brushed, the bulbs explode into
a cloud of spores. Anyone within 10ft of the spore cloud must make a
saving throw to avoid inhaling the spores. If spores are inhaled, roll twice
on the stems table above and take the lower result.

These mushrooms are a species named Opus that Dazran believes is a
gift from Hecate to the mortal world. Partly out of piety and partly out of
curiosity, Dazran acquired some to grow here. Under her careful care, they
began to flourish. If soaked in seawater for a week then dried, they can be
sold as the potent drug “stems.”

3—Planted here is a patch of shriekers that Dazran carefully prunes.
When approached, the shriekers scream in short blasts of noise. Different
shriekers emit different pitches, creating the faint semblance of painfully
loud and discordant music. The noise ceases after 3 rounds although the
sound alerts everyone in the fortress. Soon, 4 hobgoblin guards from
0F-13 come to investigate.

Shrieker: HD 3; HP 17; AC 7[12]; Atk none; Move 1; Save 14;
AL N; CL/XP 3/60; Special: shriek (1 hp/round to anyone
within 30ft, save avoids)

4—The smell of rot reaches its peak in this wide area. Any kobolds
not currently at the stand are working here on the neat rows of short, fat
mushrooms. The kobolds are distributing the mud and “fertilizer,” and
while gross to human sensibilities, none seems to mind the work. Plenty
of mushrooms are always ready to harvest, but Dazran easily spots the
theft of even the smallest growth. If attacked, the kobolds scatter and at-
tempt to make their way to the shriekers at C to attract attention.

Area oF-6: Korrigan’s Bar

This tavern could be the same as any found on the surface. A muscled
human male with a scar running from his temple to his nostril stands be-
hind the bar, polishing a glass with a rag. Three girls wait at long oak
tables. A truly vicious-looking heavy flail rests on a rack behind the bar,
deterring anyone from getting too unruly. The man is the bar’s owner,
Korrigan, whose story is a rather odd one.

Through a series of unfortunate circumstances, Korrigan found him-
self serving with a small detachment of devils, including Komm, whom
he quickly befriended. When their mission was successful, Komm was
so impressed with Korrigan’s cruelty and devilish nature that he invited
Korrigan to join him in setting up Mitchrod. The devil gave the human
the bar as a gift.

Komm also had three girls from a nearby village charmed to keep Kor-
rigan company. They’re nicknamed Alice, Bethany and Chel. The charm
forces them to be devoted to Korrigan. They serve food and clean up with-
out complaint. Anyone speaking to them notices that they seem airy and
oddly focused.

The bar serves mushroom “brew,” a very raw ale at 3cp a mug, and
mushroom “wine” at 1sp for a mug. For the adventurously peckish, the

bar sells surprisingly good-looking sausages for 2sp, a bowl of stew for
lep, or a loaf of mushroom-bread for Scp. Korrigan won’t reveal what is
in the sausages or where he obtains them. The stew is a communal mys-
tery, avoided by all but the very desperate.

At any time, 4 hobgoblin guards are here as well as two rolls from the
Travelers Encounter Table. The Referee is encouraged to be creative in
customizing this area; it should be a dark parody of the typical adventur-
ers’ tavern. One of the rolls on the Travelers Encounter Table could be
substituted with Urovok (Rappan Athuk, Area 4B-7) on his way to buy
supplies.

Hobgoblin Guards (4): HD 2; HP 15, 5, 9, 10; AC 4[15]; Atk
longsword (1d8) or dagger (1d4) or longbow x2 (1dé); Move
9; Save 16; AL C; CL/XP 2/30; Special: none.
Equipment: chain mail, shield, leather bandolier
holding potion of healing and potion of heroism,
longsword, dagger, longbow, 20 arrows, tin whistle,
2d10 gp

Treasure: The heavy flail is a +1/ freezing flail. In the storeroom behind
the bar, six hooks hang from the ceiling. The first supports Korrigan’s
chain mail while the others hold five cured elf corpses. Also in the room
is a small chest containing 314gp that Korrigan never bothers to lock as
he rightly assumes no one is brave enough to rob him. Eight barrels of ale
are piled around the chamber, and in the far corner is an elegant mincer
made of polished iron that is worth 50gp to a serious butcher. It weighs
160 pounds.

Korrigan (Fird4): HP 29; AC 5[14]; Atk +1 freezing flail (1d8+1
plus 1dé cold) or spear (1dé); Move 12; Save 11; AL C; CL/
XP 4/120; Special: multiple attacks (4) vs. creatures with 1 or
fewer HD.
Equipment: chain mail, +1 freezing flail, 3 spears, flask
of whiskey (2 swigs), 55gp, 98sp., 23cp.

Area oF-7:
Tivsaran’s Emporium of Wonders

Tivsaran’s shop is quite a sight to behold after the relatively dim and
dismal nature of the rest of Mitchrod. Lit by four continual light torches
(spell cast on a stick), this room has white-painted walls that make the
place appear brighter still. Behind the counter is a tall, catlike creature
with orange fur and oddly-jointed hands, bedecked in fancy robes and
more necklaces than good taste would allow. Tivsaran is a rakshasa.

Tiv considers Komm’s martial prowess and Orthus’ deep faith to be
very inefficient tools for advancing Hell’s agenda. Tiv would much prefer
to focus Mitchrod’s resources on establishing trade with the surround-
ing bandits rather than hiding or fighting. She would then use the wealth
gained from the town’s higher profile to expand and corrupt more mortal
souls along the way.

Tiv is a firm believer that mortals corrupt themselves if given enough
freedom, so she trades in less-reputable merchandise such as souls, slaves
and drugs, even if she does not have much use for them. She cares more
for establishing a healthy trade than for making a profit, knowing that her
superiors will reward her devotion.

The Emporium of Wonders (as Tiv calls it) is an overstatement, but not
by all that much. Unlike Dazran, Tiv does most of her deals with visitors
to Mitchrod, happily buying anything for the lowest price she can. She can
always spot a customer’s greed to leverage better prices for her wares. Her
merchandise ranges from general goods and gems to minor magical items.
Unlike a typical store, she has very little ability to restock anything rarer
than mundane equipment. She cannot order specific items.

The store has a rather large storeroom. Tiv hoards anything she gets her
hands on, and has the skill to sell anything to the right person. The store
stocks nearly any item worth less than 250gp. Tiv often has to spend a
few minutes rummaging around the back of the shop to find some items,
however. Tiv also has a 50% chance of stocking any unusual item worth
up to 1000gp, as well as 2d4 minor magical items and 1 medium magical
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item. Her stock updates monthly.

In addition to these wares, Tiv also has 1d4+1 slaves for sale each
month. These slaves are generally humans (hp 3) captured during bandit
raids and sold to Mitchrod. Tiv is in favor of this practice, as she considers
slavery to be a solid foundation for any society. Komm is much less en-
thused by the idea of villagers who’ve seen the inside of Mitchrod being
allowed to live. When not on display, slaves are allowed to sleep in the
Church Commons (Area 0F-8). Tiv takes good care of any slaves she has,
knowing that a weak slave is of no use to anyone. The starting price for
a slave is 75gp, although the wily rakshasa tries to sell them in groups to
seed a culture of slave ownership.

If an alert sounds, Tiv grabs her prized possession, a bag of holding, and
begins stuffing her wares into it, starting with the most expensive. The bag
has a scroll case tied to it that contains 2 scrolls of dimension door. When
anyone she does not recognize opens the door to her shop, she reads the
scroll to transport herself to a small grove of trees overhead. From there,
she observes the commotion, ready to use the second scroll to give her a
head start on any pursuers.

Tivsaran, Rakshasa Female: HD 7; HP 41; AC —4[23]; Atk

2 claws (1d3), bite (1dé); Move 15; Save 9; AL C; CL/XP

12/2,000; Special: illusory appearance, special magic

resistance, spells (MU 3/2/1; CIr 1). (Monstrosities 381)
Spells: MU 1st—charm person, detect magic, read
magic; 2nd—ESP, mirror image; 3rd—suggestion; Clr
Ist—cure light wounds.

Area oF-8: Church Commons

This open space is the living area for many of Mitchrod’s inhabitants.
People wash clothes in the stream that runs through the center of the area,
dance and sing, or peddle minor wares in an open-air market (20+3d6
kobold or human commoners). Any trade goods and non-magical pieces
of equipment worth less than 25gp can be found for sale. Esker can often
be found here with Orthus (Area 0F-11) spreading the word of Hecate.
Slaves, animals and anyone without a place to sleep can stay here, al-
though it is a noisy and uncomfortable night’s sleep.

Patrolling the area are 4 hobgoblin guards. Their drawn swords do a
good job of dissuading any would-be thieves.

Hobgoblin Guards (4): HD 2; HP 10, 9, 12, 11; AC 4[15]; Atk
longsword (1d8) or dagger (1d4) or longbow x2 (1dé); Move
9; Save 16; AL C; CL/XP 2/30; Special: none.
Equipment: chain mail, shield, leather bandolier
holding potion of healing and potion of heroism,
longsword, dagger, longbow, 20 arrows, fin whistle,
2d10 gp

Area oF-9: Dormitories

Rows of dorms separated by low walls give a semblance of privacy.
A small desk in the northeast corner of the room is home to Watcher, an
imp who is in charge of the dorms. Anyone wishing to stay in Mitchrod
must ask Watcher for a room. The desk also doubles as Watcher’s sleeping
quarters.

The individual rooms are simple but efficient, and include one or more
beds, a stone table, wooden stools and a few stone shelves and chests
carved into the walls or bolted on. As the population of Mitchrod expands,
so does this room as more guest and resident areas are added. The doors
to these rooms are not locked, and their walls don’t reach all the way to
the ceiling. The zealous Watcher patrols the area every chance he gets.
Watcher is not above listening in on conversations, and quickly reports
everything he hears to Orthus.

Watcher rents rooms for 2sp per day to anyone who asks politely. Any-
one who cannot afford that price (or wishing to settle in Mitchrod for
the foreseeable future) must first find a job in Mitchrod, usually with the
church or one of the shops. They might possibly even try their luck at
impressing Siggrun to join his squad. Most commonly, however, tenants
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explore the woodlands looking for food, wood or other items to trade for
an extension to their lease.

Watcher (Imp): HD 2; HP 8; AC 2[17]; Atk sting (1d4 plus
poison); Move 6 (fly 16); Save 16; AL C; CL/XP 6/400; Special:
immune fo fire, poison tail, polymorph, regenerate (1Thp/
round). (Monstrosities 262)

Area oF-10: Bathrooms

This room is built above the river that flows out of the dorm. It does not
smell bad at all, as waste is carried away by the river.

Area oF-11: Chapel

This large room is decorated with dark gray cloth. At first glance, it
appears to be a library as the north and south walls are linked with over-
flowing bookcases, and a half dozen tables are set up where scribes duti-
fully copy text from old, rotting tomes onto fresh new parchment. A small
set of stairs leads up to the rear third of the room, which contains more
bookshelves and a squat stone altar.

The altar is decorated with a half-silvered circle representing the setting
full moon. A much larger version of the symbol is painted on the west
wall. The priestess Esker staffs this church to Hecate. She is assisted by
Orthus, an especially powerful and intelligent hell hound that was part of
Komm’s original group.

Esker was originally Orthus’ valet but is now the mouthpiece for Hec-
ate’s will in Mitchrod, something Esker especially enjoys. Every day at
dusk, Esker holds a short sermon, with all the kobolds and many other
residents and visitors in attendance. Esker is a luminary among the ko-
bolds, who see her as a role model due to her rise to power and friendship
with Orthus.

For Esker’s part, her ability to tell truly interesting parables has been
instrumental in gaining such a devoted following, and certainly the reason
Orthus favors her. Esker has 8 acolytes who vie for her attention. They
help out around the temple and generally do all the heavy lifting and fetch-
ing that Esker asks.

The library is made of books that Esker found, bought or scavenged
from travelers over the years. She spends most of her time translating and
poring over them, seeking to increase her power. She tells her acolytes
that carrying and translating tomes is good practice for being a priestess
of Hecate, and the limited power they’ve each been granted suggest she’s
not wrong.

Orthus (Hell Hound of Hecate): HD 7; HP 41; AC 4[15]; Atk
bite (1dé); Move 12; Save 9; AL C; CL/XP 8/800; Special:
breathes fire, magical abilities, speech.
Magical Abilities: at wil—detect magic, read magic;
3/day—suggestion; 2/day—hold person; 1/day—ESP.

Esker, Kobold Priestess of Hecate (CIr5): HP 22; AC 3[16]; Atk
heavy mace (1dé) or light crossbow (1d4+1); Move 6; Save
11; AL C; CL/XP 6/400; Special: spells (2/2)
Spells: 1st—detect magic, detect good; 2nd—hold
person, speak with animals
Equipment: +1 chain mail, shield, heavy mace, light
crossbow, 2 crossbow bolts coated in giant spider
venom, 18 crossbow bolfs, potion of extra healing,
giant spider venom (save at +1 or die), unholy symbol
of Hecate, 3d10 gp

Kobold Acolytes (Cir1) (8): HP 5x3, 4x2, 2x2, 6; AC 6[13]; Atk
morningstar (1d8) or light crossbow (1d4+1); Move 6; Save
15; AL C; CL/XP 1/15; Special: none.
Equipment: ring mail, morningstar, light crossbow, 10
crossbow bolts, crossbow bolt coated in giant spider
venom (save at +1 or die), unholy symbol of Hecate,
2d10 sp.



Hecate, Goddess of Evil Magic

Alignment: Chaotic

Areas of Influence: Chaos, Magic, Knowledge
Symbol: A half silver disk representing the setting full
moon

Garb: Fashionable togas of the most expensive cut
and material, generally in black.

Favored Weapons: None

Form of Worship and Holidays: Clerics and magic-
users who venerate Hecate do so beneath the full
moon with sacrifices of blood and magical items as
the moon sets.

Typical Worshippers: Magic-users, Women, Wali
Hecate, Assassins, hags, witches, and crones.

Hecate is the goddess of Chaotic magic. She appears as a
beautiful woman flanked by numerous hell hounds, her favored
creature. The setting moon is her symbol. She requires sacrifices
on the full moon. Her priests are normally accompanied by hell
hounds sent by their goddess to guard her temples. Clerics of
Hecate have a special rapport with the beasts, allowing a chance
to control them as they would undead. Hecate is a jealous goddess,
capricious and quick to anger. One of her greatest priestesses,
Akbeth, is imprisoned in Rappan Athuk. Hecate resides in a
floating castle in the Nine Hells.

Area oF-12: Salish’s Surgery

Salish keeps this room very clean. The walls, ceiling and floor are
made of iron plates that have been polished to a dull sheen. An iron table
stands in the middle of the room, above a small grate that allows any
fluid to drain away. On the floor are some suspiciously dark stains no
amount of scrubbing can remove. Shelves along each wall contain various
foul-smelling chemicals that could only be identified by a team made up
of an embalmer, a physician and a poisoner.

Salish is a chain devil, a six-foot-tall blue-skinned humanoid clad
in a leather apron. Four long chains buckled to the back of his apron
are usually wrapped around his waist and shoulders. These chains come
alive when Salish is working or fighting, and the fine knives attached to
the end of each make him an expert at slicing people open, alive or dead.

Salish offers a truly devilish deal: For a fee (usually 1000gp paid up
front), Salish attempts to restore life to any corpse that’s been dead for less
than a week. The first stage is to repair the body. In some cases, this is as
simple as some stitching. In other cases, Salish informs the associates of
the deceased that he requires “spares.” Sometimes an arm or leg (or even

a heart or brain) is too far gone for Salish to salvage (Referee’s discretion).
The associates need to gather these “spares” from wherever they can. Sal-
ish doesn’t ask any questions about where the parts come from.

Once the body is rebuilt to a state that Salish is happy with, it is carried
into the next room. This room is off-limits and locked at all other times,
as it contains Salish’s pride and joy, a binding circle a full 15ft across. The
symbols describe the outer planes and the Hells. The symbols speak of
deals with devils and the oldest concept of barter. After placing a body in
the circle and balancing a gold coin delicately on the corpse’s forehead,
Salish begins chanting and the circle begins to glow.

Roll 1d100 to determine the results:

1d100 | Results

The deceased sits up suddenly. He is fine except
for a lingering weakness (-4 penalty to attacks)
that fades after 2d4 days. He remembers nothing
of his resurrection except for a few flashes of the
Astral Plane, and being grabbed and dragged
toward a bright light.

If the deceased required no replacement
parts, then he awakens as above. Otherwise,
the deceased awakens with a momentary
glow in his eyes. He gains one racial trait from
the race that his “spares” came from, and
loses one of his own racial traits. (The Referee
should have some fun with this.) He remembers
nothing of his resurrection except for a few
flashes of the Astral Plane, and a fight among
the dead.

The deceased awakens slowly. He remembers
nothing at all of his resurrection, except for

a deep sense of loss. He has forgotten one

3 important person, as if he never knew them as a
partner or friend. Even if he is reacquainted with
this person, he feels only a disquieting sense of
something sold far foo cheaply.

The deceased’s body heals completely,
including any scars and stitches. However,

he remains dead. Salish howls in pain, and
screams at those present to get rid of the body
4 immediately. He never has anything to do with
the deceased from this day onward, referring
fo him as "marked” but refusing to explain what
that means. The body can be resurrected by
normal means. Characters may be able to
convince Salish to refund their gold.
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1d100 | Results

The deceased sits up in a state of panic. He is
alive, but terrified. He speaks of being “dragged
to the forge” and "“having been sold.” As he
talks, his body begins to blacken and flake, unfil
after 66 seconds he is just a pile of ash, babbling
5 in fear fo the last. He can only be restored by

a resurrection or a wish. Salish is unapologetic,
stafing that the deceased must have made an
enemy in death, or suffered some unfortunate
fate. He refunds their gold, however, without
being asked.

6-100 | No effect.

Salish, Chain Devil: HD 4; HP 42; AC 2[17]; Atk 4 chains (2d4);
Move 12; Save 11; AL C; CL/XP 9/1,100; Special