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DARGON'S
pUNGEON

The 1st Edition black and white cover to Dargon’s Dungeon, drawn by Liz Danforth in 1978.
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Dargon’s bungeon: 2nd Edition
a creation of the Flying Buffalo Bullpen

Dargon s Dungeon was

originally published by
Flying Buffalo in 1977 and
was the 5th solo in the se-
ries. Back then, it was not
unusual to have the author
of the solo (or his friends)
include illustrations with the
book to be used in the solo
once it was published. The
solos were printed and coil
bound right at Flying Buffalo
as Rick Loomis had bought a small prlntlng press.

DARGONE
BUNgEDN]|

The end result was sometimes not too pretty and
the quality of those illustrations left much to be de-
sired. Once Liz Danforth became the art director
for Buffalo, those poorly done drawings were soon
replaced.

By 1980 the distributors let it be known that they
expected the covers of games and books to be in
color, and so Flying Buffalo began to update and im-
prove the books with professional typesetting, bet-
ter written adventures and color covers. At that time
Mike Stackpole was the head writer; Paul O’Connor
was also there to write things like Grimtooth’s Traps
and articles for our Sorcerer’s Apprentice magazine.
Liz Danforth was the art director and lead editor;
and Pat Mueller was the Typesetter and lead graphic
designer. | was there as the staff illustrator and also
did paste-up work along with Niki Canotas. We all
worked in one large room called productions.

Often our jobs would bleed into each other. Mike
would give suggestions for an illustration or | might
suggest a Trap idea to Paul, or Pat Mueller would
come up with an idea for a new path in a solo that
was being worked out and so forth.

It was under this situation that Dargon’s Dungeon
got its turn for an upgrade. As with some of the oth-
er older solos we’d published, the adventure didn’t
really have a full story to go with it. You just went
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from random room to room, fighting whatever the
author had decided to put in that room. If you got
to the end alive, you won. If you didn’t, well you
could always roll another character and try again.

Mike Stackpole gave Dargon’s a storyline, and with
Liz and Pat came up with the elaborate Magic Ma-
trix system, which gave magic-using, player-char-
acters the ability to cast a variety of spells. Paul
wrote some additional side adventures and added
a bit of sardonic humor to the adventure, while Liz
oversaw the editing and chose the artists to do the
cover and interiors. Liz was so busy with manag-
ing things that often outside
artists where hired to do the
solo art. | remember seeing
the cover when it was mailed §
in and thinking how cool and
exotic it looked.

Because so many people had
worked on Dargons’ and it
was substantially changed |
from the original solo, it was
decided not to give anyone official credit for author-
ing it. Thus the idea of the adventure is credited to
Bill Hart and the writing and editing credits are joint-
ly shared by Mike, Paul, Liz and Pat.

The end result was a truly fun solo with a detailed
magic matrix and the ability to bring in a group of
characters rather than just one. Many fans enjoyed
Dargon’s Dungeon immensely, but it eventually
went out of print some time in the early 1990s.

And so now, in 2020 | have scanned all the pages
cleaned it up and have the privilege of making it
available to all of you once again.

Put together a group of three characters and enter!

Steve Crompton
Manager/Art Director Flying Buffalo
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B INTRODUCTION H

When Dargon, a seventeenth-level wizard, grew tired of conducting esoteric magical research for
the Wizard’s Guild, he created a dungeon to amuse himself. His labyrinth became known as the
“Four Paths of Darkness”, and it occupies a feared and shunned region of many a delver's memory.
Exactly how many adventures transpired within those mysterious walls is unknown, but Dargon
eventually grew tired of his original complex, and set about to redesign it.

The time it took to construct the new dungeon was measured in months, leaving delvers the
world over ample time to wonder what new horrors the wizard was preparing. Eventually, Dargon
felt satisfied with his work, and once again the doors of Dargon’s Dungeon stood open to
adventurers and thrill-seekers everywhere.

The entrance to the new dungeon stands high upon a sheer and forbidding cliff wall, accessible
only by the narrowest of trails. After an afternoon of strenuous climbing, you arrive before the large,
rune-covered door to the dungeon. You pause to take stock of your situation. You've been told that
a few of the original traps and rooms have been retained from the original dungeon, but that Dargon
has added new rooms and dangers to offer challenges to even the most skilled of adventurers.
Steeling your nerve, you lead your party through the ominous portal.

Beyond is a small room, occupied by a glowing black sphere which floats before you, throbbing
dully. With a chill, you realize that you are rooted to the ground — and the globe closes rapidly on
you! You try to scream, but your throat is paralyzed. A voice echoes within your head.

“Welcome to the Four Gauntlets of Chromatic Doom, oh foolish one . . .”

The sphere engulfs you. For the first time, you wonder if this trip was such a good idea.

Read the Rules of Play before continuing.

[J0J RULES OF PLAY U0

[J You will need the Tunnels & Trolls rules (Fifth Edition, preferably), a pencil, paper, and as many 6-sided dice as you
can get your hands on.

[J Three humanoid characters, from 1st — 3rd level, with no more than 90 (combined total) combat adds, may
adventure inside Dargon’s Dungeon. Up to 4th level magic is allowed.

O To play, read the description of the situation your characters are involved in. Then, you must react — either by choosing
one of the options provided, or by casting magic and using the Magic Matrix (located on page 38 of this booklet) to determine
the results. Don't read paragraphs before you are told to, or you will spoil the adventure for yourself.

[0 When you are told to roll for a Wandering Monster, roll 1d6. If it comes up a 1, you have encountered a Wandering
Monster — consult the Wandering Monster Chart on page 40 of this booklet. If you return to a room, that room will
house a Wandering Monster and nothing else, even if you did nothing the first time you went through. The only
exception is the main entrance room.

[0 When a magic user must rest to regain Strength spent in spell-casting, you must roll once each turn you wait, to see
if you are found by a Wandering Monster.

O Keep track of combat turns as they pass during melee; if a combat lasts more than 5 combat rounds, another
Wandering Monster will appear as reinforcement for the first one.

[0 Occasionally you may face a situation where one party member might hold off an attack so the rest of the party can
escape. This is permitted only if the “hero” can survive at least combat round alone against the attacker. He must have a
CON of at least 1 after facing and fighting the opponent, even if he lost that round. If the character who made the stand is
killed in one combat round, the attackers didn't even slow down, and the rest of the party must face them.

O A % beside a paragraph number means that paragraph is referenced in the Magic Matrix (page 38 of this booklet).
When casting magic, choose the spell before consulting the Magic Matrix. (Note: the Too-Bad Toxin spell is not effective
inside of Dargon’s Dungeon. A few other spells were never judged useful in the context of the dungeon: Detect Magic,
Knock Knock, Hocus Pocus, Omnipotent Eye, and Hard Stuff).

{J Begin your adventure by going to 26A.




1
* The color of the path darkens into deep brown. You follow it until you find yourself in a
1 A field, surrounded by piles of organic fertilizer. The stench is overpowering, and you
begin to feel somewhat ill. If you beat a hasty retreat to the northeast, go to 21E.If you run off to the
southwest, go to15B. If you think there might be something of value hidden here, you're free to dig
around in the dung heaps at 6E.

* Decide which character is grabbing for gold. When that character disturbs the fluid, the
1 B gargoyle springs to life. His talons close over that character’s upper body, and forces his
or her head underwater.

The gargoyle has a Monster Rating of 70. For every combat turn it is still alive, the character
underwater must make a L2-SR on CON to avoid drowning. (If you can breathe water, that's not
good enough — this isn’t really water!). The character being held under must take hits directly against
CON equal to the number by which the saving roll is missed. The person in the water may not fight
or cast magic, so if you're alone, write this character off. The gargoyle, however, can hold someone
down and fight at the same time! If you destroy the gargoyle, you find 100 gold pieces in the bottom
of the basin, and get 70 e.p. Return to 6B and leave this room. Or, you can abandon your “friend” to
his fate and flee — your choices can be found at 6B, you coward!

* If the archer in question can make a L10-SR on DEX (65 — DEX), go to 10B. If your archer

1 C misses, and the centaur’s aim was true, figure damage against his target. You may try to
blast either of the next two arrows out of the air by repeating the procedure above, each time
randomly selecting a new target for the centaur (don't forget to include the archer). If you want to
fire directly at the centaur with either missiles or magic, go to 9C. To close and attack, go to 9C.

In your hand you hold the card called “The Ten of Swords”. It shows a body lying face down
1 D with ten swords protruding from its back. Suddenly you feel a stabbing pain near your spine, and
bright arterial blood warms your back as it flows from the ten deep stab wounds which have appeared
there. Your comrades lose sight of you as the mist swirls about and you die. If there are others in the party,
go to16D; your corpse will wait for them there.

* 1 The chest has a complex lock mechanism that reminds you of a little door. A wizard would

E suspect that a Knock Knock spell might actually take effect. If a magic-user wishes to cast a
Knock Knock to open the chest, go to16E. Those without access to magic must attempt a L2-SR on DEX.
Choose one person to try this — if you make it, go to 16E. If you miss the roll, go to 30E.

1 You search the area and you locate two magical items cleverly hidden away. (Roll for these
F on the chart in the back of this booklet.) You also find the loot the merman had stolen in the
past — 400 gold pieces. Any weapons and armor stashed here have corroded, and are worthless.

You gather up your booty and join your friends, who have headed off to the northwest at 6B or
southeast at 21E.




2 Each surviving character — who was not immune to fire — has been cleansed. Fire can no
A longer harm those who have walked this bridge, if the character involved can make a
saving roll on 1Q at a level dictated by the GM as appropriate. (If someone casts a Blasting Power, for
example, a saving roll on the caster’s level would be appropriate.) While concentrating (i.e. the
combat turns spent, shown by making the 1Q roll), the character cannot do much more than move at
a walk, and he cannot defend himself or attack anything.

Those previously immune to fire are not cleansed and receive no additional benefits.

From here you may continue east to 13A or west to 23B, whichever direction you crossed the
bridge to reach.

2 An incredible amount of power surges into the room, and everyone’s skin begins to tingle.

B Each character must make a L1-SR on ST. If a character misses the roll, add the number

missed by to ST; if the roll is made, add the roll of a six-sided die to ST. Mark on each character card

that the character has entered this room — if he or she ever enters it again, this strength will be lost as

well as another one die of ST points. (Where do you think this room gets its power from, anyway?)
From here, you may go out the west door to 32B, or out the east door to 21E.

The door opens easily from the inside, and you
2C step out. A freezing wind blasts you in the face
with powdery stinging snow. Squinting, you look out from
your aerie over the narrow valley where last you saw the
frost giant. If you decide you'd rather go down the loose
rock slope again, return to 4B. Otherwise, go to 18A.

2 You enter this room and halt in your tracks. You
D see a mummy standing inside a circle of gold
coins and a few gems. The mummy makes no move
towards you, as long as you do not enter his circle of riches.

If you attack this mummy with weapons, go to 19A. If
you set the mummy afire (by magical or mundane means),
go to 36A. If you leave this room, you may go west to 21E
or east to 16A.

2 Your fortune was as poor as those who preceded
E you. A cockatrice has chosen this area to spawn,
and its deadly gaze fell upon you before you saw it. You
have been turned to stone, and you are now a truly lifelike
statue, well and cunningly made, worth more than 1000
g.p. to one who collects such items. Now, however, you
will decorate the back hallways of Dargon’s private rooms...




3 This is a small room. Inside, you find two simple chests set side by side. They are made of
3A oak and bound about with silver, and they radiate magic.
If you would like to open the chest on the right, go to 1E. If you want to open the left chest, go to
13E. If you want to open both at the same time (one person can reach both), go to 6D.
If you wish to leave the chests, you may head west to 27B, southeast to 35C, east to 23B, or

northeast to 11D.
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You avert your eyes in horror as the priest atop the pyramid lifts a gleaming obsidian
3 B dagger high in the air and then plunges it into the breast of his captive. The priest rips the
still-beating heart from the chest of the sacrifice and holds it high. A shaft of sunlight strikes it, and a
blood-red glow washes over the priest. It fades, but a jade cat-face on the gold pectoral plate he
wears begins to pulse. He speaks a word in a tongue you fail to understand, and the warriors behind
you stir, then rise to advance upon you again.
You are in a delicate situation. You should kill the sorcerer/priest — but the warriors will attack
you from behind if you ignore them. You can fight by going to 14C, or flee by going to 8B.

* You draw the card known as “The Devil” from the table; the mists swirl wildly about you.
3C When they clear, you are standing in the middle of a sun-drenched arena. Crowds call
from the stands. Across the sand from you stands a demon; he is your foe.

The demon has a Monster Rating of 40 (5 dice + 20). He may hold a magical item. (Roll once on
the Magical Treasure Chart in the back of this booklet. The demon holds this treasure; if it is a
magical weapon, you must deal with it in the fight accordingly.)

If you survive the battle, you may keep the demon’s magical treasure. You also receive the
adulation of the crowds. A woman as dark as night and as alluring as death presents you with a gold-
and-amber bracelet worth 2000 g.p. Return to your own world by going to16D; wait there for the

rest of your party.

* 3 D Roll two dice and multiply the result by 5. This is the merman’s Monster Rating. If you kill
him, go to 1F.

You were far more fortunate than your companions. You saw the cockatrice before it saw you.
5 E In its rage, it has turned itself to stone, and is now a beautifully realistic statue of a lizard-like
creature. A collector would probably pay 1000 g.p. for it, so take it with you.
You also stink to high heaven. Cut your CHR by 3 until you have a chance to take a bath. (If you have
an elemental in your service, it's now trying to kill you.) Go northeast to 21E, or southwest to 15B.
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* In the center of this room you find a pit. Delicately balanced across a slender iron beam

4A over the pit, you see a plank with a box set on each end — a teeter-totter device. It is
painfully obvious that the removal of one box will cause the second to fall into the deep pit. The box
on the right is made of gold; the box on the left is crafted of silver.

From this room you may go south to 13A, or north on the blue path to 6B. If you're more
interested in the boxes on the teeter-totter, you can try to take the golden box on the right by going
to 20B. You can try for the silver box by going to 29D. You may attempt to take both at the same
time by going to 15A.

4B The tunnel ends abruptly, and you are standing in an opening that looks down and out
over a vast dark jungle. A red gravel path leads down from your perch, into a long wide scree
slope of loose shale and rock that looks more than merely treacherous.
If you want to return, go back to 2C. If you want to try to go down the slope, go to18C.

* 4C The giant is a huge target at far range; you will need to make a L3-SR on DEX to hit him.

His CON is 40, and the exchange of missiles is simultaneous. You are a large target at far
range, and so the giant must make a L6-SR on DEX to hit you (his DEX is 42, and he must roll a 5 on 2 dice
to hit you; if the target size is smaller, recalculate the SR required according to the rules). If more than
one character is present, randomly decide who is the giant’s target. Fight until one side or the other is
slain — the giant’s snowballs each deliver 3 dice + 100 adds. If any among your party remain alive, send
them to 12C. If you close and fight at the end of any combat round, go to 28C.

The chest springs open and a small earth elemental (MR 25) hops out. It stands before the
4 D character who released it, and pledges to serve him from this time on, until either of them
dies. However, you know a little bit about elementals, and realize that if your Charisma ever drops,
the elemental will try to kill you. The other chest has vanished.
From here you can go west to 27B, southeast to 35C, east to 23B, or northeast to 11D.

You awake to find yourself stripped of all clothing and armor. You are seated in a circle which is
4E divided once down the middle. Your left hand is extended, and grasps the left hand of someone
who appears to be your mirror image. You suspect this spot may be a nexus of adjoining universes — in
another universe, your analog entered the area at the same time. Now, only one of you may leave.

Hanging in mid-air behind you, just out of arm’s reach, is a sax; another hangs behind your analog.
To reach your sax, you must drag your analog over to your side of the circle. He will be trying to drag
you to his side. This is a contest of Strength against Strength.

Your double has your ST rating. For this combat, treat ST as a kind of “Monster Rating”, and take
damage off Strength. The first one whose Strength goes to zero or below is exhausted by the fight,
dragged to the other side and killed with the sax. If you are the survivor, go to 7E.




You hold the card called “The Chariot” in your hand, and stare at it. Suddenly you find
5A yourself in a real chariot, flying a blazing trail across the sky. The horses are huge brutes
and no one is at the reins. In fact, you are the only one in the chariot!

The chariot begins to dive towards the earth. If you make a L2-SR on your DEX and on your ST,
you will be able to guide the chariot to a safe landing. If you miss both saving rolls, the chariot
- smashes into the earth, completely out of control, and you die. If you miss only one of the saving
rolls, take the number you missed by in damage to your CON: the horses over-reacted to an inept
move and spilled you out of the chariot. Your armor may take damage (but cannot be doubled).

If you landed the chariot safely, the horses turn and nicker, and you see an awesome intelligence
in their eyes. Into your mind comes the knowledge that this chariot and these steeds are yours to
command three times (and three times only), out of respect for your ability. You can summon this
chariot three times to get you out of trouble during any adventure. You must be in some place
where two horses and this chariot can teleport into (at least 8 x 15 feet of unobstructed space). Then
you (that is you the player, not just your character!) must stand up and say in a clear strong voice:
“Swing low sweet chariot, Coming for to carry me home!” The horses and chariot will appear, and
you alone can climb aboard. The chariot will deliver you to your home. No magical weapons,
treasure, or anything gained during that trip will go with you. However, nothing will stop the chariot
from rescuing you and carrying you home, once you've summoned it.

For now, the chariot and its steeds vanish. Go to 16D and wait for the rest of your party.

Your Luck returns to what it was before your escapade in
5 B this room. You retrieve the paired dirks from the body of
your analog. These dirks are balanced well for throwing, and are
magical. If you use them as missile weapons and miss the Dexterity
saving roll to hit a target, you can try to make a Luck saving roll at
the same level to see if you might hit by luck instead of skill. (If you
missed the DEX roll, but made the LK roll, you would not get any
DEX adds for that missile attack.) In all other respects, these dirks
are like any other daggers you have ever seen. Go to 20F.

As you close, the centaur has time to shoot at the lead
5C character (the one with the highest Speed rating). The
centaur will not release the arrow until his target is at pointblank
range. Determine the saving roll for the centaur (his DEX is 30) and
see if he makes it. If he does, the arrow does 6d+62 in damage.
Once this has been figured, go to15€ and fight him at close range.
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GA “For you, a warrior, | have a choice. | can give you an item which is defensive, or one that is
offensive.” For the offensive gift, go to 12A. For the defensive gift, go to 20A.

In the northeast corner of this room you see a large stone basin. It collects the fluid which
6 B pours from the mouth of a stone gargoyle that is perched on the side of the basin. If you
would like to inspect the basin and the gargoyle, go to 22B. If you would rather leave, you can go
north to 17A, south to 4A, southwest to 11D, or southeast to 29A.

It is not healthy to drink liquid mercury. Dargon knows you'll suffer debilitating,
GC degenerative diseases for the rest of your natural life, and mercifully strikes you dead. Any
surviving party members should return to 23B and make a new choice (although they are free to
drink from this lake, if they wish!).

* Although the chests have unusual locks, an attempt to open both simultaneously will

6 D bypass the mechanisms. As the lids open, you find you have released an earth elemental
from one chest, and an air elemental from the other. These two beings immediately attack each
other. Wind and sand blast furiously about the room.

Any character not in armor must take 2 dice worth of hits from the sand-blasting. Those in armor
take only 1 die worth of hits, as the sand and grit penetrate every cranny in your armor and cause an
aggravating chafe. Both chests are destroyed, and the elementals tear each other to pieces. You can
scavenge for silver fragments; you'll find about 25 g.p. worth.

You can go west to 27B, southeast to 35C, northeast to 11D, or east to 23B.

6 E Each character who searches must make a L2-SR on LK. If all succeed, go to 14A. If not
everyone makes the roll, those that missed should go to 21€, and those who made the roll

should go to 35E.

You awake to find yourself naked, paralyzed, and seated inside a circle. Facing you, from
6 F the other side of the circle, is someone who looks exactly like you. From tales you've heard,
you deduce that this is a dimensional nexus, and you will have to battle to the death against your
analog in order to leave this place.

In the center of the circle, hanging in mid-air, is a haladie dagger. One of its curving blades points
to your heart — the other is aimed at the heart of your analog. Because neither of you can move, you
must force the dagger forward with your minds.

Your double has the same IQ rating you do. For this combat, treat IQ as a kind of “Monster Rating”, and
take all hits off 1Q. The first of you to have your IQ reduced to zero or below cannot prevent the knife
from plunging into your heart. If you are the survivor of this bizarre contest, go to 30C.
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7

Both characters grabbed their respective boxes at the same moment. Their screams make
7 it clear that the boxes are stuck to the plank — and the characters cannot free their hands
from the boxes! The heavier character falls, and the teeter-totter pivots. The lighter character is
thrown high into the air, and smashes down against the edge of the pit, as the lower man completes
an abbreviated arc which slams him into the pit wall.

Figure the weight of the heavier person (including armor, weapons, pack, etc.) in weight units.
Divide this number by 100, and the result is the number to use as a “Monster Rating” to be delivered
directly against each character involved. (If the heavy character has a total weight of 1500, this would
result in a “MR” of 15, and 2d+8 is delivered as damage against each of the two characters. Armor
can take damage, but warriors cannot double armor).

If either character is dead, and/or the third party member has brought no rope, go to 12B. If neither
character is dead and you have some rope, go to 30B. If there is no third party member, go to12B.

The green path leads you into a room that is a perfect cube. Each wall, the ceiling, and the

7 floor are made of a seamless, silvery metal. In the north wall is a panel with a single

unmarked button. To the west is a door that leads to 32B, and to the east is a door that leads to 21E.

If you don’t leave the room, and you press the button on the panel, roll 1 die. If you roll a 1, go to
35A;a 2, goto2B; a 3, go to13C; a 4, go to18D; a 5, go to 34B; a 6, go to 24D.

“Ungrateful dogs!” she cries, and casts a Mind Pox upon you before you can raise a defense.
7C As the spell wears off, you find that during your incapacitation she slushed the floor, and
stood you in the quicksand up to your neck. The ground has hardened around you, and you are in a
gentle basin filled with wine which laps at the bottom of your throat. Hanging above you, just out of
reach of your teeth, are bunches of grapes.

“Such is the manner in which | deal with ungrateful guests,” she sneers. “1 ask little and offer
much. | hope now you will enjoy my hospitality!”

Those of you who may be immortal will find yourself here forever, unable to drink or eat
although wine and food are all about. The mortals are more fortunate, for they will simply die . . .

* Roll 1 die and add 1. This is the number of ulogulos that have jumped you. You have

7 D time for magic, but missiles will require twice their usual saving rolls to hit, because of
the gusting wind and bad visibility. (Each ulogulo presents a “large” target at “pointblank” range —
doubled — meaning a L4-SR on DEX to hit.)

Each ulogulo has a Monster Rating of 15. If you kill all that have attacked within two combat
turns, take 10 e.p. for each one killed (to a maximum of 50 e.p.) and go down to the frost giant’s
valley at 15B, or to the south door at 16C.

If any beasts live at the end of the second combat turn, more may arrive. Roll 1 die; if you roll 1,
2, or 3, that number is the number of additional attackers. If you roll 4, 5, or 6, no more come — yet.

If you kill all the ulogulos, you can go down into the valley at 15B, or to the south door at16C.

7 The second sax has vanished, but yours is gripped firmly in your hand, won by the strength

of your body. Your Strength returns to what it was before the battle. This dagger, a fine sax,
will never leave your grip unless you wish it to, and it is unbreakable. In all other respects, it is like
any other sax you have ever seen. Go to 20F.




Mercury has splashed into your eyes. If this is the first time you have missed the second
8A level saving roll on Luck, you are only partially blinded. From now on, cut your attack by %
(you'll only do 75% of your normal damage, rounded down). However, if you were fighting in
complete darkness, you would be as bad off as everyone else, so you wouldn't have to cut your
attack. If you do not have a Too-Bad Toxin cast on you within two weeks of leaving this adventure,
you will be permanently blinded. Return to 33A and continue your battle.

If this is the second time (or more) you have missed the roll, you are completely blinded. Cut all
your attacks in half (round down) until you can get a Too-Bad Toxin cast upon you. If you do not
have the spell cast within a week of leaving this adventure, your eyes have been destroyed and
nothing will restore normal sight. (Magic-users take note: spells which require line-of-sight aiming are
now beyond your abilities.) Return to 33A and continue as best you can.

* The undead warriors lurch to cut you off. Try to make a first level saving roll on the

8 B average of your Dexterity and 1Q. If you make it, you dodge between two warriors and
flee. You can go back to the scree slope where you left the tunnels by going to 11C. If you wish to
leave the adventure, you can walk the red-lighted path you saw earlier by going to 16A.

If you miss the saving roll, a warrior grabbed your arm, and you must fight one combat round
one-on-one with the ghastly creature. If you defeat it in the first combat round, you can break free
and leave. But for each combat round you do not break free, another warrior joins the fight. If you in-
capacitate all six zombie warriors, you can turn and see that the priests have fled inside the pyramid,
and have sealed the door behind them. You hear a hideous rustling and the warriors are re-
animating for another attack. Flee screaming into the jungle by running towards the slope of loose
shale (11C), or to the red-lit path out of this adventure (16A). This fight was worth 200 e.p.

As you follow the blue path north, you come
8C to a small room which contains a great throne \
of ebon stone. The throne radiates evil magic so A
strongly that even warriors can sense its malice. If you
wish to back away and leave this throne, you may go
north to16A, or return to the south by going to17A. If ; A
one of the characters in the party wishes to sit in the T ; ; i
throne, go to 22C. '
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9
9A Both characters deftly pluck their box from the teeter-totter. The gold box is worth 250
g.p., and the silver box worth about 150 g.p. Both are empty. From this room, you can
follow the blue path north to 6B, or south to 13A.

The white path leads you towards an open pit in the floor. Heat waves twist the image of
9 B what lies beyond. In the pit itself you squint your eyes against the heat and see glowing
coals and white-hot metals — the remnants of weapons and armor of those who failed to cross the
narrow rock bridge over the pit.

You jump back, startled, when a hollow voice from nowhere booms around you. “This is the path
of Purity. Those who pass are cleansed; those who fail are punished.” If you have come from the
east, you may return without difficulty to 13A. If you came from the west, you may return to 23B. If
you wish to cross the bridge, go to 35B.

* A L4-SR on DEX is required to hit the centaur with missiles. He will shoot an arrow at the

9 C same time you shoot your first. Choose another target randomly (don’t forget to include
yourself) and try for his SR to hit (DEX of 30). If the centaur does score a hit, his arrow does 6d+62 in
damage. If you hit the centaur, remember he has a CON of 30 and wears mail. If you kill him, go to
32C. If you want to close and attack him at the end of any combat round, go to 5C.

* If you can burn these down with a flame-device or spell, do so and flee to the rocky slope

9 D at 11C, or the red-lit exit at 16A. If you have at least a 4-die slashing sword or slicing axe, you
may leave unhurt also. Otherwise, you will have to crush down the thorn bushes as best you can — you
must make a L6-SR on LK or you will fall asleep. If you make the Luck roll, you can leave. If you fail the
saving roll, the thorns have penetrated your body somewhere, and you fall into a deep sleep. How long
you remain asleep matters little, because before you awaken, you too will have been sacrificed.

You hold the card called “Strength”. As you look into it, it changes into an exquisite goblet
9 E of gold worked about with jewels. The cup is filled with liquid, and you gulp it down. Roll 1
die. If you roll 1 — 5, you may roll the die again and add that number to your Strength. If you rolled a
6, you may roll 2 dice and add that number to your Strength. The empty goblet remains; it is worth
300 g.p. Go now to 16D and wait there for the rest of your party.

* The circle of wealth was composed of four hundred gold coins and three gems (roll for them
9 F on the Jewel Generator in the rules). To leave this room, you must break down one of the
doors by delivering 100 hits to it with reasonable weapons (swords are not reasonable, for instance).
For each combat turn you spend working on one of the doors, roll to see if a Wandering Monster
is teleported in by Dargon to harrass you for destroying his mummy. You won't be able to leave this
room until the Wandering Monster(s) are dead . .
If you break down the east door, go to16A. If you break down the west door, go to 21E.
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1 O You leap upward and catch your
fingers on the rim of the hole. Your

body swings, and your fingers almost slip. Quickly
you draw yourself up through the hole. As you
stand, you notice a wizardly-looking man
watching you. “I am Dargon,” he says. “Is there
something | can do for you?”

If you are a warrior, go to6A. If you are a rogue, go to22A. If you are a wizard, go to 34D. If you
are a wizard-warrior, you may choose either 6A or 34D. (If this character has ever been here before,
go directly to16A.)

“Whoa, good archer! I'll not trouble you any more!” the centaur cries. “I was set here to
1 0 B guard a treasure that is both a danger and a boon, and I have been instructed to bestow
that treasure on any being who can shoot my arrow from the air.”

He removes his quiver, pulling out any remaining arrows first, and hands it to the archer. “Within
this quiver are ten arrows fletched with the feathers of Ghost Hawks,” he explains. You feel around
and find there are indeed arrows in the quiver, although they are invisible to the naked eye. These
arrows will fly the maximum distance your bow can send them, and will not be affected by any
intervening terrain except magic walls or spells like the Protective Pentagram. If you make your DEX
targeting roll, the arrows will hit your intended target, doing whatever damage your bow is normally
rated at. You must know exactly where your target lies. (If you know a monster waits on the other
side of a wall, that’s all right — but you can’t assassinate the local king by firing the arrow into the air
blindly, not knowing anything except that the king is within range!) The arrows will pierce armor as
though it did not exist, even magical armor.

That is the boon. The danger is that if you miss your DEX targeting roll by rolling a 3, the arrow
generates its damage directly to you. Once an arrow has been used, it is destroyed.

From here you can go north to 13A or south to 15B.

The jungle path is dark and wet. Every so often you catch sight of amber eyes burning
1 OC from beyond the jungle walls that enclose your path. The screams of jaguars and their
prey cause shivers beyond what the dampness might produce. Roll once for a Wandering Monster.
Finally, the jungle opens before you and sunlight falls again upon your shoulders.

In the clearing before you stands a grey stone pyramid. It has blocky stepped sides; intricate
stone carvings adorn each corner. Halfway to the top you see a small procession: a priest, six
warriors bearing a bound captive, and one lesser priest who holds a bowl of beaten gold in both
hands. More gold glints from jewelry worn by the priests and warriors.

To your left you can see a side path with a red glow around it, and you sense it is an exit from this
place. If you wish to go there, go to 16A. If you wish to rush up the pyramid in an attempt to save the
captive, go to 21B.
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1 Your mind slowly clears, and the first thing you see is a person who appears to be your
1 1 A twin. Your possessions have been stripped from you — you are naked and seated on a
very soft, bouncy, pink pad. Resting beside you is a nicely-balanced broadsword. You swiftly deduce
that you have somehow stumbled into a dimensional nexus — a point between universes — and the
person opposite you is your analog. You also know that only one of you can leave here alive.

Your analog rises to its feet, grabs up its broadsword, and begins to bounce on the pad. You also rise
and begin to jump. Suddenly your double leaps forward and aims a cut at your head. You dodge to the
side and bounce away to safety. This fight will be decided by your Dexterity as you bounce and fight.

You both have the same DEX rating. For this combat, treat DEX as a kind of “Monster Rating”;
damage comes off DEX. As you battle, the first whose DEX reaches zero or below has failed to dodge
a fatal swing and dies. If you are the survivor, go to 15E.

The throne writhes up about your limbs, nearly cutting off your supply of air. The sensations
1 1 B are so unpleasant you must make a second level saving roll on IQ to control yourself enough
to stay put. If you make the saving roll, go to 25C. If you miss, you panic and attempt to fight your way
free. Go to 35F.

* You must return up the steep slope of sliding rock and loose shale. This will be very

1 1 C exhausting. Make a L3-SR on ST as you climb. If you miss, take the number you missed by
from your Strength. You'll make it to the top regardless, but if your ST falls to zero or below, your heart
gives out at the top and you die of overexertion. You can rest at the top to recover your Strength (1
point per turn), but you must roll for a Wandering Monster each turn you rest. Return to 2C.

The floor of this room has been painted a pale blue. In
1 1 D the southwest corner is a doorway, and another is set
into the northeast corner. Against the east wall is a strange box-like
object; its purpose seems to be to dispense liquid refreshment.
Magic-users sense a dampening of certain spells they might know,
and suspect a Too-Bad Toxin would have no effect on the drinks
taken from this machine.

If you want to leave this room, you may go northeast to 6B. If
you would rather go southwest, go to 3A. If you want to buy a drink,
push 5 g.p. into the machine’s coin slot and it will dispense a cup of
liquid. They all look pretty much the same, so drink it and turn to