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Another Year, Another 287,953 Words

Weleome to the firgt isgne of DUNGEON Adventures’ gec-
ond year of publication. We're very excited becausge this is the
firat issue that will be on 2ale at hobby shops and bookstores,
right next ta DRAGON? Magazine. A limited quantity of
hack issues from our first yvear are still available. See page 64
for ordering information.

Dion't forget to check your mailing wrapper (the one you
just threw away) to see when vour subscription expires, If
you've been with us since issues 2 or 3, it time to renew
your subseriplion.

We're also offering our subscribers an opportunity o
receive two [ree jssues of DUNGEON Aventures for each
friend they recruit as a subscriber. See the special card in this
issue for details, but remember that this offer is only good
until December 51, 1987, A subscription to DUNGEON
Adventures makes an excellent holiday gift, and you'll
recelve your own gift of & two-issue extension to your sub-
seription for coch person you sign up. If you are not a current
subseriber (or if you need to renew), Fou can etill take advan
tage of this offer by sending your own subseription order
along with those of your recruits (but you may not, however,
recruit yourself),

We'd also like to 1zsue a plea for move letters from readers,
The only way that we know we're giving you what you want
(or don't want) is if you let us know. Write and tell us what
you'd like to zee in future issues and what divections we
ghomld take. Editors get lonely, too, and we love to hear from
our readers.
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LETTERS

Drear editor:

I vead through the fivst two issues of
DUNGEON™ Adventures and was
amazed, The modules were inberesting
and smooth flowing, T am a dwarl fan
and could not resist introducing the
intrigue of “In the Dwarven King's
Court" into my campaign. [ thought the
art was great and the characters were
well thought out,

However, [ do thinl some improve-
ments in DUNGEON Adventurcs
should be made. First, the magazine
should be available in stores and not
through gubscription only. | do not like
suhzcriptions because the magarines
often get damaged. Some small teavs in
the cover greatly devalue the magazine
and make it less appeasling to enllactors,

Algo, I think it is reasonable to ask
vou to publish modules fram other TSR
products. Personally, [ would like to see
STAR FRONTIERS® and BOOT HILL®
game odules in the pages of
DUNGEON Advenlures. IL would nol
hawve to be a lot; maybe just one module
a month. Throw it out to the readers
and see if more people want this or not.

Finally, I would like to see more short
modules, They are casy to read and can
be played in one night of gaming,

Guerrine Suffi
Addison, llinois

Az of this isene, DUNGEON Adven-
tures should be available in book stores
and hofiby shops. Those of you

uifen recefte it by suhseripfion may heve
noticed it 15 several weeks aarly. Wo're
now on schedule to maotl out yorr eopies
50 that you receive them qf the beginning
uf the first issue monif. You should be
receiving this September/October issue
irs biefe Angust,

Most of the mail we've been getling hos
beer in support of moainfeining
DUNGEON Adventures” poliey of pub-
lishing only DE&ED® and ADED® game
modules. We haven't plonned any
ehanges to this pelicy,

We like to publish a variety of lengths of
moduley in each issue Josue #5 hod soven
maodndes; 1ezne #6 had six. Our goal iz to
publinh tuw fairly short modules, several
meditem-length ones, and one lorger
feature modile each izsue. OF these, we
try for at least ona D& D nduentyre ond
ore “special™: an Oriental Adventure ar
one set in the DRAGONLANCES,
BLACKEMOOR"™, FORGOTTEN
REALMS™, ur the WORLD OF
GREVHAWE™ settings, Of course, we
can only publish whut is sulmitted. At
the moment, we have plenty of AD&D
adventures of all types and levels, bud
ondy ¢ few DE&D end Oriental Adven-
turca modules ent hand, and none sef in
the ather worlds mentioned, If you're
interosted in designing a module for
publicetion, send o stamped, seolf
addressed envelope tor Module Guide
fines, DUNGEON Adventures, PO, Box
110, Loke Genepa WI 53147,

leontinued on page T}
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NIGHTSHA

BY MIGGEL D. FINDLEY

It’'s a wizard’s
privilege — and
curse — to change
his mind.

Artwork By Valerie Volusek
Carfography by Diesel

Nigel Findley's first moduls, “Caermor”
appeared tn DUNGEON™ Adventures
#2. A world traveler before the age of 10,
Niwel fas lived in such diverse places as
Venezuele, France, Nigerio, end Texos.
Reluctant to spend his days irradiating
fructt flies, fe abundoned o career in
genetics to become o wirtfer, You'll be
seeing more of his work in future issues,

Nightshade 15 an ADED® game scenario
for 14 chorocters of 1ot to 3rd lovel,
Characters need not be well equipped;
in fact, this scenario is probably more
enjoyable if the PCe are new to town,
poor, and ill-equipped. This adventura iz
desipned to be gprung on PCs any time
they are in a city and nothing else is
happening.

Adventure Background

While wandering the city streets late
one afternoon, the PCs are approached
by a foppish man with smooth, courtly
IMANNErs.

The man is Olias Sandhillow, a self-
described “noble of some little stand-
ing" who wishey to hire the PCg"
services for a trifling errand, It seems
that Olias has commissioned the wizard
Nightshade to concoel a polion — “T
should say a medicine, actually . .. for &
lady"” — and it should now be ready.
Claiming other engagements, Olias
requeats the PCa to pick up the medi-
cine for him. Would 50 gp — 20 now, the
balance on delivery — be sufficient?

Although this is obviously a lot of
money for a simple errand; Olias will
not elaborate no matter how hard he is
pressed, saying simply that he is willing
to pay for prompiness and effielency. If
the PCs accept his offer, he counts out
20 gp trom his purse and inotruets the
PCo to meet him at a nearby tavern,
with the merchandise, in three hours,
He alan tells them wheare Wightshade's
Place of husiness is located: *Across
town, just off Silver Square apposite
Cheap Street. You can't miss it

For the Dungeon Master

Olias Sandhillow has neglected to tell
the PCs certain things about the “tri-
fling errand”’ The facts arve that Olias
Sandhillow is a womanizer of some
note, belonging to the “love them and
leave them" school, His latest conquest
13 Jeasa, the voung (and very naive)
doughter of o highly-placed government
minister. Unoware of how such games
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MIGHTSHADE

are plaved, Jessa honestly believes that
Olias's allentions mean Chal he teuly
loves her, aml she wishes lo declare
their love publicly.

This is the last thing Olias wants, for
several reasons. For one thing, such a
declaration might lead to marriage
vows, which Oliag has spent hia whole
life sidestepping. More important is the
fact that Jessn 1a the daughter of o very
overprotoctive father who also happens
to wield much power, political and oth-
erwise, Should he find out that Qlias
hag degpoiled his daughter, he would
probably react by making life very
difficult for Olias. Even worse, it's not
unlikely that he would discreetly con-
tact the Aszasging Gaild,

(Mias has peranaded Jessa to keep
“their'" secret for the moment, hut, real-
izes he doesn't have long until word
reaches her father . . . and the streets.
Rather than have Jessa killed (the obvi-
pus, though cold-blopded, way gutl,
Olias has turned to g powerful wizard —
Nightshade — lo conveel a polion of
wrereese Lo make Jessa forget all about
him and their relationship. It is this
potion, a powerful extract of obliviax
(memory moss), that Olias has hired the
PCs to retrieve.

HNias hired cutaiders to make the
pick-up for two reasons, The first ia that
he docs not want to mect with Night-
shade again (for reasone that will
become apparent), The cecond is that he
expecte pomeone to try to stop the deliv-
ory. Even a noble of little standing has
engrnies; somehow, Oliag's have found
out about Jesza and would love to see
the word get out. They themselves must
avoid being implicated in any way, a0
rather than spreading the news person-
ally, they have decided to simply let
Jessa do the telling, which invalves
preventing Olias from silencing her.
They know about the commission with
Wighlshade bul also prefer nol bo deal
direclly with the wizard, Rather, all
they have to do is stop the delivery of
Nightshade's potion. To take charge of
this duty, they have hired an assassin,
Sequius, and a fighter, Melor,

Mote to the DM: Details about Olias’s
position and about his enemies have
been left vague to ease integration of
this zeenario into any campaign.

Although deceptively mild-looking (to
the point of seeming & wimp), Sequius
the half-elf iz a competent assassin,
hired to do a job — in thie casze to stop
the potion from reaching Ulias. He will

dao it ta the best of his ability but has no
loyalty bo hus enuployers. IC a fight goes
againat him, he will not fight to the
death but will run or smrender, e was
hired through intermediaries, so he
doesn't know the real identities of hia
employers.

Melor iz a hard, brutal-looking human
who dresses in black, Like Sequius, he
was also hired threugh intermediarics.
Unlike Sequius, Melor dossn’t have the
wizsdom to quit a losing battle, Asa
regult, he is 7% likely to fight to the
death.

Olias Sandhillow: AL 10: MYV 12"
Fa/T2: hp 25, #AT 1: Dmg by weapoan
type; 512,113, W10, D 135,012, Ch
15: AL CN; PP 35%, 0T, 26%, FT 25%,
WS 2 1%, HS 16%, HN 10%, OW 86%:;
lomg sword, dagger in boat, gold chain
(900 gp), gold ving (200 gp), 2 pp, 10 5p,
70 op.

Sequius; AC 6 MV 12"; Ad; hp 20
#AT 1; Dmg by weapon Lype; 3 12, 113,
W11, D15, C 12, Ch 16, AL NE, PP
oo0%, OL 29%, FT 20%, MBS 21%, HS
15%, IN 10%, OW 86%; scale mail,
hand axe, light crosshow, 12 quarrels,
six darts, 125 gp, 5 cp.

Melor: AC 3; MV 2"; F3; hp 22; #AT
1; Dmg by weapon type; 8 16, [ 12, W &,
D18, C 14, Ch 13; AL N; splint mail,
ghield, broad sword, two daggers, 166
Py 25 sp.

Crossing the Clty

The location given for Nightshade’s
establishment is a good hour away at a
brisk walk, giving time for six encount-
er rolls on the “City/Town Eneounters
Matrix’ on page 191 of the Dungeon
Meastars GFuide. Bach turn, roll an addi-
tirmal 1d10. A 1 indicates that some
member of the party has noticed a sus-
plelons character — namely, a shifty,
sniveling gnome by the name of Tris
(AC 8; MV 12", F1; hp 4; #AT 1; Diny by
weapon bype; 311, 19, W3, D 11, C 14,
Ch 8; shorl sword, lesther armor), wh
was hired by Sequius to follow the POs
but not to confront them. If he notices
that he has been spotted (85% chance),
Tris tries to escape and hide. If he is
caught and questioned, all he can say is
that he was hired to wateh the PCs; he
docen't know by whom or why. Tris
fighta only to save his own life,

When the PCs reach Silver Square, a
bustling tarmers’ market, they find that
“opposite Cheap Street™ is a blind alley
framed on three gides by two.story

buildings. Mo doors or windows open
unbo Lthe alley, and there is no sign of
Nightshade's place of business.

If the 'Cs decide to question people in
the market as to Nightshade's where-
abouts, they get identical reactions from
everyone: a guilty start of recognition at
the name, then a haaty declaration that
they “don’t know nothin’ about no
Nightshode" omd on attempt to get
away from the PCs, If the questioning is
performed by a PC with eharisma
greater than 14, he or she receives a
hasty warning to stay away trom Night-
ghade: “He's a bad "un, he iz Obvious.
Iy, Wightshade is widely known but also
widely feared.

Ones the POs have tnrned their atten-
tion from the alley, a figure appears,
standing at the mouth of the alley,
watching the PCs across the market.
The figure is tall and very slender,
wearing a long black cloak with the
cowl drawn up. Allhouph Lhe face iy in
shudow, it will be vbvious Lo Lhe PCs
that it is watching them, Nobody else in
the market seems aware of the figure {if
asked, they lie and deny secing the
figure at all). When the PCs notice the
fipure and move toward it, it turns and
walls slowly inte the blind alley, Just
before the PCs reach the mouth of the
alley, the figure literally vanishes . . .
but a deor i now vieible in the right-
hand wall of the allev, As soon azs the
door is noticed, & previously invisible
windew sbove the door opens and a bald
man in a purple robe leans put, calling
down kindly, “Well, at last, at last. I've
heen expecting vou, Come in, come in
Go straight down the stairs, And hor.
ry'? With that, the man shuts the win-
dow. As soon as it closes, the window
vanishes, leaving nothing but a blank
wall, The door, however, remains.

Nightshade's Resldence

The lavge shop on the right of the alley
belongs o an armorer. According to all
natural laws, the door in the wall
should open right into that shop, The
fact that it doean't aaya something
either about natural laws or about
Nightshade's power. It is obviously
impeasible for the wizord's residence to
be on the other side of that door - '
unless it actually exists on another
plana,

Unless otherwize mentioned, all
walls, eeilings, and floovs in Night-
sghade’'s home are of fine marble. Doors
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NIGHTSHADE

are of heavy, brass-bound oak. If the
PCs are ever lucky enough to gain entry
Lo Mighlshade's residence again, the
DM may decide thal ils layoul and
contenls are lotally different (the intent
is to inject a sense of wonder inlo Lhe

POs lives)
Ground Floor

Unless otherwize stated, all doors on
this level are closed but not locked, and
open into the main hall.

1. Main Hall. The door from the
etreet opene onto a large hall, well lit
but with ne obvious light sources. The
center of the floor is open, locking down
into another hall 15° below, There 12 no
balustrads to guard the drop. Acrogs the
hall from the door, a stairway leads
dowm, again with no balustrade to
guard the npening. Six doors and an
open doorway lead from the hall. Stand-
ing facing the opening into room 8 is
the tall, black-cloaked figure that disap-
peared in the alley, The figure does not
mwve ur otherwizse respond to the PCs
unless it is touched, in which case it
turns and atlacks, throwing back its
cowl to reveal its true identily, a ghoul
(ACE MYV 9" D 2; hp 14, #AT 3; Dmg
1.3/1-3/1-6; SA paralyzation; 8D
immune to sleep and charnt spells; AL
CE},

2, Trophy Room. The walls are
draped in blue cloth ond hung with a
profusion of mementes of Mightshade’s
travels: strangely wrought weapons,
weird works of art, ornate robes, and
the ke Although they can be freely
revoved from the walle, those items are
protected against thieves, TIf 2 PC tries
to carry one from the room, he or she
triggers a symbal of stunning cast on
the doorway. Thisz effect oceurs gach
time someone tries to take an ftem out
of the room.,

I the venter of the room is a large
stome wilh Lhe hill of & broad sword
protruding from i, The sword can be
withdrawn by anyone with a strength
greater than 12, The sword isa frowd
siward +1, cursed (as described on page
166 of the Dungeon Masters Guids) and
is the only item in the room that does
not trigger the symbol on the doorway.

3. Meditation Room, The walls are
draped in gray cloth, Just inside the
door; facing the blanlk west wall, ig a

NIGHTSHADE’S
RESIDENCE
L)

4
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Lower Floor

comfrtable armehair. When someone
sits in the chair, soothing musie issues
from an unknown souvee and confinues
until the chair is vacated. The musie is
g0 soothing that the chalr's oecupant
musl save vs. wands or fall asleep (as
per the spellsivep) for 4-40 rounds
unless awakened by a companion,

4, Room of Silence. Nightshade
sometimes uses this room for studying
his spell books in complete peace. The
walls are draped in black cloth. Against
one wall i a finely carved oak table and
o comfortable chair. On the table are

two extinguished candles in gold candle-
sticks (worth 250 gp each), a quill pen,
an ink pot, and a bookrest. Each candle.
stick has a permanent silerce 168" radins
spell cast upon it feourtesy of & eleric
who owed Nightshade a favor),

5. Alchemical Laboratory. It is here
Lhat Nightshade endeavors to concoct a
pulivn lu cure, ur at least ameliorate,
his affliction {see room 10 [ur o deserip-
tion of Nightshade's praoblem).

The walls arve draped in cloth Lhal
seems to be white. If the ohserver
moves, however, the cloth appears to be
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woven from threads of many brilliant
colors, Apainst the south wall, a
marble-lopped Lable is covered with the
tools of the alchemizst’s trade; beakers,
burners, flasks, and retorts. All are
empty except for one flask half full of
Nightshade's latest attempt — an oily
gray-green liquid with an unpleasant
odor and worse taste,

This attempt has been as unsucceasful
as all the others. Tnstead of o eure,
Nightehade has mannged to concoct a
potion of delusion. If a PC so much as
tastes the liquid, he or she must eave
v, poison or believe that the potion has
had a magieal effect (roll on the Potions
Table on page 121 of the Dengeon Mas-
ters Guide: alternatively, the IM can
aelect 8 anitahle effect), The PC only
helienas that the potion hag had thia
effeet; other than the delusion, the
potion has no magical power. The haak-
er containg enough potion for four doses.

8, Summoning Room. Nightshade
uses Lhis room to summon the various
olherworldly creatures reguired by his
research, The walls are draped in red
cloth, and the floor is inscribed with a
pentagram within a magic cirele, Off to
the side is inscribed a thaumaturgic
triangle {in case something poes awry,
this is Nightahade's “fallout shelter").
In the southeast corner of the room iz a
brozicr in which a fire burns,

Anyone entering the room immedi-
ately feels an overwhelming sense of
looming presence, of being watched. The
teeling springs from the fact that cer-
tain unearthly powers want some woarn-
ing when Nightshade iz about to
gummon them so they can take preean.
tians. Dther than heing very disconcert-
ing, thir has no ather effect on PCs, wha
may move around the room freely.

7. Display Room. The walls are
draped in vellow cloth. Against the east
wall of the room is a pedestal on which
stands a small pold statue with a
demonic face. The slatue, which repre-
sents a mythical demon-god whom
Nightshade believes might be able Lo
cure him, appears to be worth about
2,000 gp. In fact it is made of fools gold
and worthleas.

8. Musion Room. This room has no
door, merely an open portal guarded by
the ghoul deseribed in room 1. Both thie
room and the ghoul serve Nightshade as
a form of burglar alarm. Although the

room can be entered without touching
the motionless ghoul, anvone curious
encugh to gvercome his fear of entering
the wisard’s home sheuld be unable to
bypass the ghoul without investigating,

The walls are draped in shimmering
silver cloth. In the center of the room,
facing the portal, 15 a chair on which
sits a black-cloaked fipure identical to
the ghoul in room 1. In fact, the chair
and figure are en ilusion which can be
diepelled by touch. IF the illusion ia
dispelled, a dagger with a worked silver
hilt (the itemn on which the dweomer
was originally cast) becomes vigible on
the tloor, The dagger is real and is
warth 160 gp.

Lower Floox

9, Lower Hall. The lower hall is as
well 1it as the upper, hut again no hght
anurees are vigible. The door to the weast
opens outward onto a forest scene, Tha
view through the door is real; the door
opens onto a forest glade about 20 miles
from the city, If a PC steps through the
duer, he or she will be in the forest
glade. Charseters still within the room
can see their [riend oulside, bul the
person outside can no longer see the
door, Seund does not pass in either
direction across the threshold, While
PCa atill within the room can easily
show a wayward PC the location of the
doorway by sticking arms, spears, ete.
through, without such aid a PC has only
o 50% chance of finding the way back
through alonse.

10. Nightshade’s Room. The double
doors open onto a richly carpeted room
with a 16°-high ceiling, The walls are of
even richer marble than the other
rooms, here veined with gold. The room
iz lit, again with no ohvious source. This
time, though, the light is richer in reds,
reminiseent of a sunset.

In the eenter af the room is a large
table. Seated behind it is a bald man
dressed in a purple robe — Wightshade.

Nighishade: AC 10; MV 12%; MU10;
Lip 28, #AT 1; Dmg by spell and weapon
type; 59,117, W14, D 12, C 10, Ch 11;
AL CN; wand of magic missiles, dagger,
potion of emnesio; spells: comprehend
lenguages, dancing lights, magic mis-
stle, shocking grasp, darkness 15° radi-
ug, deteet evil, fools gold, scare, blink,
fireball, protection from normal missiles,
fearn, fire shield, Bighy's interposing
hand, feeblemind.

Nightshada iz a handsome man with a
ghaven head and piercing gray ayes.
When he moves, it 12 with the power
and grace of a lion. His age i3 impos-
sible to discern — voung enough to
remain physically menacing, vet old
enough Lo have wiloessed much of his
share of life. His voice is usually quiel
but can take on the harshness of a whip.

Despite his earlier friendly greeting,
it is with this whiplash voice that
Nightshade greets the PCa when they
enter. “What in the name of Hades are
you doing in here? Out! Out, before [ do
something you'll regret!” This kind of
emotional about-face is the hallmark of
any dealings with Nightshade.

Although a powerful spell-caster,
Nightshade once lost a duel of magie
with a rival, and the effects of that loss
are still with him. Nightshade is under
a curse that visite wildly fluctuating
mnndd npon him. At one moment he can
be friandly and avunenlay, the next
withdrawn, the next hostile, Each time
a PC addresses Nightshade, rall 1d100
and consult the Encounter Reaction
table on page 63 or the Dungeon Mas-
ters Guide to determine Nightshade's
mod {disregard resulis of “immediate
atlackh”;, Nighlshade will nol engage in
anything more than verbal hostility
unless physically assaulled), All modifi-
cations for charisma, ete. are ignored. I
the POs have disregarded Nightshade'’s
instructions to come directly downstairs
{and Nightshade will know if they hae
entered any of the rooms on the ground
floor), modify the rcaction voll by =6, It
ig with this unstable personality that
the PCs muet negotiate for Olias's
potion,

Everything that Olias told the PCs
about the srrangement with Night-
shade iz true. Nightshade did agree to
eoncoct the potion (in fact, it is com-
plete, out of sight within Nightshade's
robes), and Olias did pay in advance.
Getting Nightshade tn admit this and to
hand over the potion might he difficult,
however, because of his moed swings.
When discussing the potion or his bar-
gain with Olias, treat any “negative”
reaction as denial (that Olias evey
approached him, that Nightshade con-
cocted the potion, that Olias paid in
advance, or whatever is appropriate),
Treat any “uncertain” reaction as
squivocation (for example, “Well, maybe
he paid me, and maybe he didn’t. Olias,
you say? I'm not surc I remember
him.").
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The DM should remember that these
mood swings are intended to encourage
role-playing from the players, not to
frustrate them beyond the point of
edjoyment. Temper all die rolls with
good judgment,

The potion — if the PUs ever receive it
— iz in a small leather flack. Anyone
who drinks the potion must save v,
spells or permanently lose all memory
of everything that happened within the
preceding 1-4 weeks (including all mem-
arized gpells) and become confised (as
the spell) for 1-8 turns. If the saving
throw is made, the person lnses all
memaory of everything that happened
within only the preceding 1-4 hours
(including all memorized spells) and
becomes confused for 1-4 turns.

Concluding the Adventure

Assuming that the PCa receive the
potion from Nightshade, they must still
return across town to deliver it to Olias,
If the PCa did not notice Tris, the
gnome, while on the way to see Night.
shade, then Melor and Sequius plus five
(-level men-at orms (AC 6; MV 12"; FO;
hp B (x2), 3 (x8), 2; FAT 1; Dimg by weap-
on type; broad swords, studded leather
armor, shislds) ave waiting amony the
crowds of the market when the PCa
emerge from the alley. It the PCs
noticed Tris and scared him off before
reaching Nightshade, then Melor,
Sequins; and comrades cateh up with
the P(Cs 1-3 rounds after they depart
from the magician’s place of business.
In either case, the assassin, the fighter.
and their cohorts follow the PCs until
the time and location is right to make
Lheir move (there is a 25% chance each
turn thal one of Lhe PCs notices they
are being tailed).

Since physically assaulting the PCs in
the street would attract unwanted
attention, Melor and Sequius bide their
time. If the PCa pasa through a deserted
ares (for example, a shortcut through
on alley) or if there are few passera-by
on the strect (remember that night will
prabably have fallen by this time), they
make their play there. Otherwise, they
gend their men-at-arme to lead, shove,
or otherwise move the PCUs into a con-
venient alley,

Onee the PCo are in a suitable loca-
tion, Melor draws his sword and trieg to
intimidate them inte handing over the
potion. Sequius stands hack, kesping 2
good fleld of fire for his light eroashow,

Neither Melor nor 3equius will initiate
violence; they would much rather com-
plete their mission without complica-
tions, If necesaary, however, they — as
well az the men-at-arms — will fight.

If the PCs win through to Olias with
the potion, he pays them the remainder
of their fee. If they return without the
potion, he angrily derides them for their
incompetence and demands the return
of the advance he paid them.

A number of interesting conzequences
can arige from this adventure. If the
FCs were successtul in delivering the
potion to Oliag, hiz enemies will cartain-
ly try to find rnother means of gpread-
ing Jlersa's story or another way
entirely of destroying Olias. If the PCa
were unsuceesaful, Olias must find
another method to silence Jessa. In
either case, the PCs could become
involved, either hired by Olias or on
their own behalll, Over Lhe long term,
this could drag the POs into the polili-
cal machinations of the game world (il
the DM 50 wishes).

On a more personal level, Melor the

NIGHTSHADE

fighter (if still alive)l might decids he
wants vengeance on the PCs for any
wotnds or dishonor he sustained. In
fact, if the PCa were success{ul, both
Melor and Sequius might decide Lhal
their reputations would suffer if they let
low-level country bumpkins walk all
aver them without some kind of retribu-
tion. Thia could develop into a long-term
vendetta lasting for game years.
Nightshade himeelf can be the focus
for future adventures, While the PCs
knew where he might be found, the
final decision on whether he {5 found is
Mightshade's. While he might be availa-
ble if the PCs need necromantic help in
the future, it is more likely that Night-
shade will contact them for some errand
nr ather (to fetch a mimic’s brain, per-
haps, or 8 giant squid’s eye), Wight.
ghade’s arbitrary nature gives the DM
considerable freedom. Even though the
low-level PCs now know a high-level
wizard, if they goto him for assistance
the DM would rather they not have,
HNightshade can refuse or simply not let
the PCa enter liks abode, 9

LETTERS

leontinued from page 2)

Dear editor:

I have been playing ADE&D for five
years, and I got tived of being the good
guy paladin years ago. So I changed to
the aseasein, even though the agaasain
must be of evil alipnment. There isn't
one module that is made specifically for
evil PCa. Maost dungeons can be altered,
bt they don’t really conform to an “evil
campaipn’ If there are publishad mod-
ules made for evil PCs, could you please
tell me their names. If not, mavhe T
could see some in later fzsues of
DUNGEON Adventures. Remember,
aszassing are people, tool

Tim “Zprath"” Innes
Nuvaly, California

Although there is o small end dedi-
cated minority fhat enjoyvs playing evil
characters, it is not DUNGEON
Adventures’ policy to publish modules
that promete the cause of cvil. While
we sertainky don’t want to tell individ-
ual DMs what to do in thelr own cam-
paigng, our company standards do not
allow ug fo publich advenfures that
Fequire ane ar rore evtl-aligned PUs.
The incluston of such characters is
aften disriptine in e compaign rened
does not faster cooperation and good
rofe-plaving.
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Merle tells us he is spending his vaca-
tion working on more D&ED® game
modules to submit o DUNGEON™
Adventures. He has aloo designed a
boardgame and is looking for a
publisher

Toriles of the Purple Sage — Pari 2 com-
pletes a D&l Expert Set wilderness
adventure which began in DUNGEDN
igaue #6, This module wazs designed for
a party nf 2-8 characters of 4th-10th
level, including a eleric no lower than
Gth level. Each PO should have twa ar
three magieal ftems, including magical
weapons and armor. All PCs should he
outfitted for a long-term wilderness
adveniure,

This advenlure Lakes place in the
Koown World of the D&D pame, as
outlined throughoul the DE&ED pame
rule books and medules, The DM may
find it useful to consult the Companion
and Masters Sets, as well as most of the
H-series of Expert Bet modules, Expert
Set moduls X9, The Savage Coast,

would be especially helpful, as Thrtles of
the Purple Sage could ensily serve to
continue that module's direction and

plot line, adding previeusly undeseribed
areas to the Known World. The DM may

also place the areas and events of this
adventure within an existing eampaign
setting, as long as the geographical

arear of the campaign match those set

forth here.

Mozt of the statistics for monsters and
NPCs whose names are set in holdface
type appear in the Combined Monster

Stulistics Table at the end of this adven-

ture. The information on tortles should

be supplemented by information from
L= either module X9 or the Creciure Cole-

Iogue; the value of tortle eggshell as

armor-making material should not be
BY MERLE AND JACKIE RASMUSSEN dverlonkad:

For the Dungeon Master

T h ro u g h 1.h e g qte‘ If you have Part 1 of this adventurs hut

¢ have not yet played it, you can use the
information in Part 2 as a supplement,
Sto n es ] l nto 1.h e to expand the PUs expluratifr?uf‘Rich-
land Trading Post and the three lost
unknown. ruins
If yon have played through Part 1, the
PCs are most 1ikely vasting up from
their cross-country trek to get the tor-
tles aafely to their egg.laying prounds.
They should be continuing their inter.
rupted plans to find the mouth of the
Artwark by im Holloway Great Northway and claim the reward

Cartography by Diesal offered by various kingdoms for its
discovery. The best place [ur Lhe PCs to
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start is at Richland Trading Post on the
Tall Grasse Coast. The PCs may have
stopped there to hire a guida while
escorting the tortles to the Bylot Hills,
and the trading post is briefly described
in Part 1. In thig part, it is completaly
detailed and includes a description of
the Lawful Brotherhood Clerie Cutpost
that shares the grounds. FCs again
have the nption to hire a goide; they
may also use the cleries’ Ubrary to
research the history of the area for clues
to the location of the Great Northway if
they failed to receive directions from
the tortles.

If, however, the PCs were move
inlrigued by the tortles' mention of the
mysterious “Portals to Everyland” and
decide to first unrave] the mystery of
the ancient gate atones, they may set off
for one of the loat, ruined cities in the
aren. Again, a stop at Richland Trading
Post allows them to gather information
and perhaps hire a guide.

If you want to play Part 2 without
Part 1, the best place to start is at Rich-
land Trading Post. The ¥Ca may be
there in the course of their travels, may
have been shipwrecked along the Tall
Graes Coast, or may head there from
any city in response Lo rumaors of trea-
gure-and lost cities on the Grass Plains.

Cif eourse, if the PCe know nothing
abaut tartles, the DM shonld still give
them every opportunity to discover clues
to the operation of the gate stones (per-
haps in the library at Richland Tradiog
Poat or from a tortle reziding there), If the
PCs Lrek 1o ihie Bylot Hills, they may be
able to gather broken pieces of tortle
eggshell now that the baby torts have
successfully hatched and been taken
home — the eggshell being valuable not
only as srmor-mahking material (s por
the Creature Catalogue) but nocessary for
the operation of the pate stones,

During the PCs’ travels, use the wil-
derness rules from the Expert Rulebook,
The DM chould roll 1d8 twice per game
day, at dawn and dusk, for wandering
monsters, On a roll of 1.3, nse the Wil-
derness Encounter Tables from the
Experd Rulebook (pages 30 and 35), On a
roll of 4-6, use the Great Northway
Wilderness Fneounters (see end of mod-
ulel. The DM may want to use module
X9 eneounters as well.

Richland Trading Post

Richland Trading Post is simple in its
layout, consisting of a small cluster of

GREAT NORTHWAY 1 hex = 24 miles

" Bylot Hills

1

Csploliete Ve N S T

O Mud, %
Water Cove

tradivg post )

G ;

near this gite many years ago. He huilt
the tower tn stake his claim to the land
and later granted permission for clerics
of the Lawful Brotherhoed to build an
outpost on his property. The combina-
tion of a fortified tower and helpful
cleries attracted explorers, Lraders,
advenlurers, and craflsmen, and a
beoming ecomany soon grew about the
amall outpost.

buildings surrounding a rectangular
palisade. Within the fortlike stockade,
an octagonal tower rises from a man-
made hill. f the PCr arrive by hoat,
they first zee the post’s S0'-long dock
and a trail leading to the south edge of
the zettlement.

The trading post is pepulated by an
exotic mixture of merchants, advenlur-
£r4, artisuns, prospeclurs, nalives, cler
ivs, und thal odd race of shelled beings
— the tortles. The establishment was
founded and is controlled by Trader
Jack, an ex-mercenary, ex-adventurer,
and ex-pirate who was shipwrecked

Lawful Brotherhood Cleric Outpost

The cleric outpoat at Richland Trading
Post belongs to the Lawful Brotherhood,
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Outpost Timetable

Time Activity
Midnight Worship in temple
1:00 an.  Back to bed

6:00 aM.  Worship in temple
6:30AM  Breakfost

700 an. Work or reading
900 aM.  Worship in temple
10:00 Am. Meeoting in outpost hall
11:00 AM.  Worship in temple
Noon Lunch

123U PM.  Siesta

200 Bh Worship in temple
Zu30PM Work

4:00 PM Warship in templa
430 PM. Work

6:00 . Supper

T:00 EM. Worship in temple
T30 EM. To hed

which 1z responsible for the spiritual
and bodily well-being of the trading post
residents and puests. To these ends, the
brothers mainlain a templs, school, and
infirmary, and are instrumental in
producing needed goods and feodstuffs,

If the PCs enter the trading postin a
friendly, nonviclent manner, they are
welcomed by the cleries and provided
with food and shelter in the Brother
hood’s hostel. The cleries will alzo heal
wounde if the PCz agk politely and
perhaps give a emall donation to help
earry on the Brothers’ good works.

The cleries follow a strict schedule of
gleep, worship, and work. One to four
minutes hefore each worship time, the
clerics and acalytes gather in the chapel
[area A5A). Sometimes clerics are
excused from worghip for speeial studies
or work, or as punishment. Any excep-

tiona to the Outpost Timetoble are
cxplained in the area descriptions.

Cleric Spells and Statistics

The Lawiul Brotherhood requires its
members to memaorize certain spellsin a
particular order. Only the Prior knows
all 11 spells. Noviees have naot learned
any. These spalls and the order in which
they are learned are glven below.

Number

of spell Memorized spell
1st level: cure ight wounds
lat level: light
Znd level: bless
2nd level: hold person
Ared level: continual light
1st level: pratection fram eutl
drd level: cure disease
nd level: sifence 15 rodins
dth level: cure serious wounds
ard level: remove curse
4th level: protection from ewil

10" rodius

All Lawful Brotherhood clerics have
AC 9 (unless they decide to armor them.
gelves for combat), #AT 1, Dmg by weap.
an type (maceg), MV 120 (40", and are,
of course of lawful alipnment. Their
remaining statistics are as fallows:
Patriareh: 0% hp 32: Save 09; ML 11

FLeamee OF; hp 28; Save C8; ML 10.
Bishop: CT; hp 26; Save CT; ML 9.
Elder: C6; hp 21; Save C6; ML &
Curate: C5: hp 18; Bave C5; ML T,
Vicar; Cd; hp 14; Save G4, ML 6,
Priest: C3; hp 11; Jave CF; ML &.
Adept; OF; hp 7; Save C2; ML 4.
Acaolyte: C1; hp 4; Save C1; ML 3.

i
_c,.nm-qa:ch.h-mmr-

Outpost Cleric Posgitions

Official position

Prior

Burszar

Hostellar, Cellarer

Almoner, Chamberlain

Sacrist, Communer

Dean of Order, Precentor

Refectorian, Steward, Chancellor,
Sub-sacrist, Sub-pricr

Secretary, Master of Novices, Chapel
Keeper, Granator

Movrice, Servant®

{See text for details on each position and location.)

Title Level Spells known
Patriarch a 1-11
Lama 8 1-8
Bishop 7 17
Elder 51 15
Curale o 1-4
Viear 4 1-3
Priest 3 1-2
Adept 2 1
Aeolyte 1 None

* Includes any tcocher, doctor, gardener, stable hand, animal keeper, or other
position listed as belonging to a servant of the Brotherhood.

Area Descriptions (DM Map 2]

moveral areas of the trading post are
patrolled by sentries. A sentry is nearly
always (except by the DM's discretion) a
low-level fighter of unexceptional ahili-
ty [AC B {chain mailk F1: hp 58 MV
a0’ (30°); #AT 1; Dmp hy weapon type
(long sword); Save F1; ML T; AL any,
but usually lawiful).

1. Dock. The solitery wooden dock
juts 50’ out from shore into the crashing
surf. The decking ia supported by huge
wooden pilinga driven deep into the
occan floor. Only the PCs' versel (if they
arrived by water) is currently tied to the
dock. A ghort, well-worn trail leads from
the landward end of the dock toward a
cluster of buildings just outside the
south wall of the trading post.

Vegsals are free to tie up to the unat-
tended dock on a first come, first gerved
hagis at no charge. Any hostile actions
are spotted by the sentries atop the
palisade. An immediate signal is given,
and all inhabitants of the trading post
arm themselves against attack, The
galehouses are clesed, and anyone
trapped outside the walls iz left to the
attackers’ mercy.

Craftzmen's Workshops (areas 2-11),

Talented artizans toil in these shops to
produce what the trading post needs.
Each room contains supplies, Loels, and
[inished goods of one craft, Finished
goods sell al standard prices, and the
craftsmen also do work for hire.

The particular details of each of theae
wark areas have been left for the DM to
develop as appropriate to his campaign,
All eraftapeople are normal humans and
sharc much the some stotisties (AC 9
normal human (HD 1); hp 1-8; MV 120
(407 #AT 1; Dmg by weapon type; Save
as normal human; ML 8; AL any). It
degired, 0-3 (1d4 — 1} apprentices (nor-
mal humans with 1.4 hp) may he added
to each shop: these are moot likely chil-
dren or other family members learning
a particular trade.

2. Cobbler. Shoes and boots can be
made to order in 2-6 days. The cobbler
alao does repairs and stocks a selection
of ready-to-wear footgear in a wide
range of eizes but little choice of style.

3. Saddler and Bridle Maker. Sad-
dles, bridles, and saddle bags are availa-
ble here. The leather worker van alsu
mend tack.
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4, Armorer. Any weapon listed on
pege 19 of the Expert Rulebook iz avail-
able here, The armorer makes edged
weapong, shields, barding for horses,
and chain mail and plate mail armor at
hia frorge.

4. Wood and Stone Carver. Decora-
tive and utilitarian items of wond and
stone (bowls, trays, statues, ete) are
available here. Gemstones and jewelry
can be appraised, but the artisan will
not purchase them,

G. Tanner. The lealher worker does
her own tanning (a smelly procedure
about which her neighbors constantly
complain}. She sells tanned hides to the
cohbler (area 2} and saddler (area 2) but
hkeeps the best skins for the leather
armor she makes and sells.

7. Metalsmith, This craftsman works
in copper, silver, gold, and platinum,
(Coins and metal ore can be exchanged
here for gold pieces of equal value, leag
a 5% exchange fee.

8. Blacksmith. The ring of metal on
metal prests all travelers as they
approach the trading post. The black-
gmith shoes horses and makes useful
items such as fireplace pokers and poi
bk,

9. Fuller. This textile worker proc-
esses cloth by shrinking and pressing it
to increase its weight and bulk.

10. Cooper. The barrel maker 1a
almost as round as his wares, He pur-
chases formed barrel hoops from the
blackzmith (area 8).

11. Turner The turner operates a
foot-powered lathe to produce decorative
items such as table legs, candle gticks,
and even wooden flutes.

12. Parter's Lodge. Thia raom is
currently vacant. Any prisoners taken
by the clerics of the Lawful Brotherhood
will be locked in this room.

13. Well. The well is a simple stone
structure &' in diameler and 3' high.
The water is pure and abundant,

All persons who are listed in téalics
below are clerics of the Lawful Brother-
hood. Their statistics are listed by their
positions on the Outpost Cleric Posi-

tiona table. Certain 1st-level elerics are
given less desirable jobs to test the
strength of their vocation. Statistics for
theze Ist-level clevies are listed under
“Aeolyte” on the Outpost Clerie Posi-
taons table.

14. Schoolmaster's Lodging. The
achoolmoster sleepa in room 14A at
night. During the day, he is in tha
achool {area 16} Cne room {148} is
vacant, reserved for visiting clerics.
Lawful PCs who decide to leave their

parky will be allowed to stay here.

15. School. This wood-and-stone
structure is detailed below.

15A. Scriptorium. The first floor of
this two-story building i a writing
room. Here, manuscript pages are writ-
ten, copied, and illuminated (adorned
with ornomental designs, miniature
paintings, or lettering in brilliant colove
or precious metals), A section of the
scriptorium is partitioned off os a locked
geeretarial office which containg blank
parchment, sandboxes (for erasing),
pens, ink, and 5 gp worth of gold leaf. A
lncked stronghox in the office eontaing
143 pp.

In the seriptorium, 10 stools face 10
desks with slanted tops. Ome to four
adepts sit in the writing room each day
during work periods, The Bursar, in
charge of all money and supplies, mans
the secretarial office. He carries two
keys: one to the downstairs office and
another to the strong room upstairs.

The room above the scriptorium is a
library. The books are kept in 10 book-
cages with four ghelves each. Each shelf
holds about 25 volumes arranged by
subject, which include: temple founders’
writings, history and lives of famous
cleries, Brotherhood law and civil law,
and the writings of many faimous peo-
ple. Six wooden tables and 24 chairvs are
placed ahout the room for reading and
studyving. There are more candles for
lighting than in any ather ronm.

Cme section of the library i5 8 locked
strong room that contains anclent
books, a seroll, a map, a flat wooden
box, and a locked strong hox, The scroll
vontains three fourth-level clerical
spells: ey dead, creade wuler, and
dizped rmugic. The stronghox hiolds 5 pp.
The map shows the Savage Coast posi-
tions of all Lawful Brotherhood cleric
outposta. It does not show the Great
MNorthway's mouth. The flat wooden box

containg the torn halves of bool
receipte, which show who borrowed
books that have not yet been returned.

One fo four adepiés read in the libravy
between T:00 and 9:00 AM. every morn-
ing. The Chanceflor is in chavge of the
lihrary and the secretarial office. He is
in the Iihrary every day and carrviea
keys to the seevetarial office and the
stromg room.

A PC who takes 1.4 days to search the
bookshelves finds important informa-
tion in the section on history and lives
of famous clerics, One text mentions
Akobaan Lhe Merchaol, whe sailed pasl
the Savage Coast and found the moeuth
of the Great Northway. Other texts
describe the effects of the devastating
earthquake that moved the Great
MNorthway's mouth north from the Tall
(Grass Coast to the lands at the end of
the Savage Gulf. Later, Lowful Brother-
hood members found peaceful, hard
working farmere ivrigating crops along
the muddy river's banks. The Brother-
hood decided to discourage profit.
seeking explovers from reaching these
innocent natives and divected each
outpost to take appropriate action to
prevent civilized parties from eontact.
ing the defenseless riverbank dweallars.

156B-G. Novitiate. This area contains
a dormitory (158} and classrooms (15C)
fior the novices and privatle quarters
(15D} for their teacher, the Musier of
Novices: The Master and novices are
present at all times; the novices rarely
leave the novitiate before they become
adepts.

The novices each possess a change of
underwear, one tunic, a pair of slippers,
o pair of boots, o pair of leggings, one
blanket, two pairs of white socks, a
leather belt, two handkerchiefs, needle
and thread, writing materials, and 1-3
personal books,

This building also containg a school.
room {15E) for ordinary pupils with
ladgings (15F, 15G) for twa feachers who
remain within the huilding 90% of the
time. The young male natives and tor-
tles (usually 2-8 of each) who study here
live in the Almonry (area 17B),

16, Hostel, These travelers' accommeo.
dations are buill around an open courl-
yard, The building contains stables for
beasts of burden (164, 16D3), four small
bedrooma (16C-F), and a dining area
(180G} for visiting travelers, One locked
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rogrmn (16H} is used for stoving mer-
chants’ poods. Visitors are requested to
lodge at the hostel during their atay at
the trading post. No camping 1s allowed
within the grounds.

The Hostellar is in ¢hargo of the hoa-
tel and the distinguished guests’ house
(aren 37). He visits travelers during
working hours unless he hae been sent
on an errand. The Hostellar carries a
key to the strongbox at the distin.
guished guests’ house.

17. Multi-Purpose Building.

17A. Cellar and Starage Area. Ina
locked cellar below ground level, large
casks fillad with wine, ale, and heer are
piled helow rausages and cheeses that
hang from the rafters. Dried fruit and
salted fish are packed away in boxes
stacked against the walls. A locked
strongbox contains 2-12 pp and 1-6
gemstones worth 100-1,000 gp each.

On the main ooy, a locked storape
area contains furniture and supplies
that the PCs may buy at cost from the
Commaener. For a complete list of nor-
mal equipment available, see page 10 of
the Expert Rulebook. The Commoner
supplies the clerics with any extras to
what is provided for all. He covrics
three leeys: one to the cellar, one to the
stronghox, and one to the storage area,

17B. Almonry. This room is tor pil-
grims and poor travelers. 'The young male
natives and tortles who study at the
grhool (axea 15E) sleep here at might. The
Almoner is in charge of eollecting alms
and administering the almonry school. He
keeps accounts and maintains the almon-
1y during the day. The Almoner carries a
leather pouch containing 1-100 gp. He
will accept any donations and will give 1
gp to any PC who begs.

17C, Bath and Latrine,

17D. Infirmary. This area serves as a
place where medicinal leeches are
applied to bleed the sick, and a= addi-
tional surgical apace. If PCa refuse to be
healed by the clerica but still seck medi-
cal attention, they ore brought here,
The doctor from building 19 comes to
apply 1-4 blood leeches to the patient.
The blood lesches cause 1-4 hp damage
per day they are applied.

In addition to eight beds, a search of
the infirmary can reveal five normal
dapgers of varions sizes, one oil flasgk, a

50" length of rope, a large sack, a tinder
box, a brazier, a dull sword used for
cauterizing wounds (1-4 hp damage per
application, but the wound is ecared
closed), six filled watersking, and six
wincekine holding a quart of wine each.
A flask containing 4-24 medieal leaches
in water is used for trensporting the
laaches. They die if left out of water for
more than 24 hours.

17E. Meeting Hall and Dormitory.
This aresa has a large hall below and &
dormitory ahove. All cleries except
novices gather in the meeting hall eve.
ry day from 10:00 to 11:00 A.8 to dis-
cuss the clerie outpnst’s husiness, The
meeting is led by the Sub-pricr. The
room's walls are lined with chairs.

The dormitory walls above are lined
with box beds, wooden frames criss-
erossed with ropes holding down-filled
mallresses, Al gach bed's foot iz a
locked stronghox containing a cleric’s
personal belongings and any clothing
not currently being worn,

Each cleric has two tunica, one change
of underwear, seven paira of white
soclta, two pairs of slippers, two pairs of
boots, one pair of leggings, a scapular,
two eowls, two head caps, a leather belt,
several handkevehiefy, two blankets,
needle and thread, weiting materials, a
holy symbol necklaee, and a key to his
own stronghox. Some clerics have their
awn personal books (3-6).

The clavies ave only in the dormatory
during siesta and at night, The Dean of
Clrcer Twho can he anywhers) makes
aura all clerics attend worship and their
other duties.

17F. Refectory and Wardrobe., This
twoestory srea has 3 dining hall below
and a clothes storage rom with laundry
ahove: In the dining roumy, lung benches
stand beside equally long wooden
tables. Meals are served on wooden
plates. The Refectorian 1s in charge of
the dining hall and directs the adepis
whao wait on tables during meals. Most
clerics are here during meal periods,
sither cating or scrving,

Upstairs in the loundry, elothes are
washed by hand in copper tubs. The
Chomberloin supervises the Inundering
and pressing of clerics’ clothes. He car-
ries a leather pouch containing 2.20 pp.

176G, Kitchen. The flaor of this room
is covered with hlood-atained sawdnst.
A wall rack holds a numher of large

knives (treat as normal daggers) and
meat cleavers (treat as hand axes). The'
eonter of the reom is dominated by a
large, blood stained chopping block, 3
tall and 3 equare,

The kitchen contains many dishes,
pote, pans, and waterskins full of vari-
ous fluids, especially wine and ale.
There are 1-12 normal rations worth of
vegetables, firuit, bread, chesse, oggs,
and fish, The red eoals of a large conk-
ing fire glow nn the hearth.

The Celfarer is in charge of maat,
supplies, and victuals. He carries a
leather pouch that eontains 10 pp.

18. Physic Garden. Flants used for
making medicines are grown in this
garden. To determine exacltly what
herbs are grown and how much is avail-
able, rell 1d5 Lhree limes and reler o
the Rare Spices Table in Part 1, on page
48 of 1ssue #06.

19, Physician's House. This building
contains both the doctor's quarters and
rooms for very sick patients, There are
no patients here now, but the doctor (a
servant of the elerics) is cither inside or
at the infirmary (area 17D). In addition
to the doctor's personal belongings, the
building containg, a lantern, a hand-
gizad stesl mirror, a bulb of garlic, three
wooden stakes, a mallet, a water skin
holding a quart of water, and one bunch
of wolfshane.

20, Cemetery. This walled enclosure
containg a burirl groond marked by
simple stones and seulpture. Wo undead
creatures dare to enter the cemetery of
a lawful cleric outpost.

21. Grain Fields.

22, Well, This structure is identical to
area 14,

25, Duck and Goose House, Twenty
ducha and 18 geese live in pena sur-
rounding a central building. Each pen
contains o briek lined pool of water, The
fowl are heard during the day from
several yards away, At night, thess
noigy birde ave chased inside the small
round house and shut in. If the house is
digturbed at night, the poufltry keeper 15
alerted by the honking and hissing of
the geess.

24. Poultry Keeper's House, The
pecftry kesper is present here at all
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times. Rach morning he releases the
fowl from hoildings 23 and 25 into thair
pens and eollects 4-48 chicken, duck,
and goose eggs.

25, Hen House, Thirty-gix hens and a
few ruoslers live in pens surrounding a
central buildivg, The hens enber Lhe
small, round house at dusk to roost on
their eggs. The fowl are heard during the
day from several yards away. At davwn or
if disturbed during the night, the roosters’
crowing can be heard across the trading
post. If the roosters crow, the pouliry
heoper is alerted.

26A. Horse Stable. Two to 12 mares
used a= riding horses, 1-8 donkeys, and
1-6 mules are stabled here. Six two-
wheeled carts are stored beside the
mules. Half the overhead area is floored
for use as a hayloft.

26B. Servants’ Quarters. Two stahle
kands live here and are almost always
to be found in the harn.

26C. Cattle Stable. This is the home
ol 2-12 vxen, Six yokes are stored here

wilh six plows. Above the stable is a
hayloft,

27. Gardener's House. The gerdener
tends crops in the vepetable garden
{area 28B). When not in the garden, he
i5 in hiz house.

28A. Grape Arbor A wooden frame-
work supports vines bearing both green
and dark purple grapes.

28B. Vegetable Garden. Neat vows of
vegetables grow inside this walled enclo-
sure. Familiar vegetables — carrots, cab-
hage, turnips, and parsnips — grow in
this garden. Vegetables which may be
strange ta the PCr also gprow here: toma.
toes, potatoes, squashes, PEPPers, o,
and string beans, These plants should
only be described to the PCs, not named,
to envourape a little puesswork.

29. Ovchard, This area contains
pruned and trained fruit trees: apples,
pears; peaches, plums, and currants.

30. Ditch. The ditch aurrounding the
bailey iz 20’ wide and 10' deep. Rain
water has colleeted to a depth of 5.

31. Palisade. The sharpened logs
from which the palisade is constructed

stand 20/ high.

32. Catwalk. A 5 wide walk 3" from
the top of the palisade, runs completely
around the bailay. Tha eatwsalk i acees.
sible via two ladders at each of the
three gatehouses. During the day, four
sentries patrol the catwalk at random
intervals. At night, eight sentries are
posbed.

33A. South Gatehouse (Water
Gate), The drawbridge over the ditch
can be hoisted by two men using a
windlass in the gatehonse. A metal.
sheathed porteullis can be dropped
quickly across the opening by chopping
its supporting rope. The gatchouse juta
past the palisade eo ite roof con be used
as a fighting platform. Two ladders
inside the bailey stand against the sides
of the gatehouse allowing sccess to the
catwalk, fighting platform, drawbridge
windlats, and porteulliz support rope.

33B. West Gatehouse (Sallyport).
Sap the South Gatehonse (33A),

33C. East Gatehouse (Postern), See
the South Gatehouse (3340

d4. Bailey, The courtyard inside the
palisade is divided by dirt streets and
muddy allevs, Eleven buildings stand in
the bailey:

35. Temple.

356A. Chapel. This chapel is for both
the novices and the clerica. The Chapel
Kreper ie in charge of this worship area
and maintains the area. The chapel
containg one holy symbol worth 100.600
gp and eix holy water vials. The bare
stone is mot decorated, although numer-
ous wooden altars stand on the floor
throughout the building.

The Precentor i3 in charge of temple
music and ceremanies, He files musie
and rehearses the choir. All clevies and
novices are present during warship
periods.

35B. Sacristy. The sacristy is where
ceremonial clolhing, banners, and
standards are stored belween wurship
services, In the locked sacristy are sev-
en vestments embroidered with gold
thread (worth 25 gp each) and templs
ornaments of gold, silver, and precious
stones (worth 1,000-6,000 gp).

The Sacrist looks after temple mainte-

nanee, lighting, and cleaning. He iz alag
in charge of etoring eeremonial robes,
hatg, tlags, and standards. He carrvies a
key to the sacristy and iz’ in the vestry
during work periods. The Sub.sacrist
helps the Sacrizt in performing his
temple duties. He assiata in the vestry
when the Sacrist is there.

35C. Vestry. The vestry is where the
chief clerics go before and after the
ceremony to change into and out of
their robes. There is a locked stronghox
in the vestry conlaining 2-12 pp.

36. Commercial Bailding.

36A. Trading Hall, During daylight
houra, this large chamber ia filled with
neisc ond activity, Anyone who has
anything to sell or buy comes here to
trade. Long, wide trestle tablea divide
the hall and hold the trade goods, Piles
of pelts, precious stones, spices, and
manufactured goods fill the air with a
strange mixture of odors. The moed in
the hall is generally jovial, and food
vendors walk through the crowd hawk.
ing their tasty wares. Nearly any stand-
ard tnols or goods can be hought, sold, or
traded in this hall, usually at s fair
market price. Livestock and captured
wild animals are traded at the watering
trough (area 38) outside the hall.

Al night, the hall transforms into a
dining hall for a free feast given by
Trader Jack for all non-clerical trading
post visitors and inhabilants, (Clerics
have their own kitchen and dining hall
in building 17.) By midnight, everyone
finds a quiet corner to sleep where
newly-purchased goode and unsold mer-
chandise can be guarded,

Most business is transacted in this
trading hall, including the hiring of
mercenaries and gpecialiste. Hired sol.
diers, alchemists, armorers, animal
trainers, engineers, sages, seamen,
spies, and wilderness guides move
through the erowds locking for work. If
any memhber of the party mentions that
they are lonking for partienlar goods ov
gervices, it will not be long until snme-
one approaches them with information
on where their needs can be fulfilled.
Everybody helps evervbody and few
guestions are ashed.

If the PCs need to hire a guide, they
may choose among the three currently
available (see Part 1, pages 54-55, issue
#8). Of courae, if a guide was previoualy
hired and proved acceptable, he may he
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hired again. If an unacceplable guide
returned to the trading post and the
FPCs catch sight of him, there may be
trouble:

36B. Guard Quarters. Two of Trader
Jack’s finest mercenaries armed with
swords stand guard here day and night
to kkeep watch over the trader’s wares in
the next room (36C).

36C. Wores. Valuable commodities
purchased by Trader Jack are stored in
this locked chamber. "The room containg
a crogshow with 30 quarrels in a case,
ane long how, one ghort how, 20 s1lver
tipped arrows, a light catapult, fiva
pitch shots, a silver dagger, barding for
one horse, chain mail armor for one
human fighter, plate mail armor for one
human fighter, a grappling hook, one
holy symbol worth 25 gp, a vial of holy
waler, a sel of thiefs tools, a saddle with
bridle, and a locked chest. Inside the
chest are & sword +7, 10 arvows +1, a
suit of deather armor +1, a potion of
deminution, a scroll with a levitate spell,
a ring of animal contrel, a wand of
enemy detection, and o bag of devouring.

38D. Granary. This roem is a store-
house for brewery grain, The Granotor
locks after the supplies of wheat, barley,
and rye.

37. Priory (Distinguished Guests’
House) These quarters for guests of
gquality are eurrently vacant, PCs may
stay here only if they are of the 8th
level of experience or above,

Thiz dwelling is richly decorated and
finely furnished, It has glass in the win.
dowsa, earved wooden ceilings, and four
tapestries (worth 250 gp each) hanging in
each of the bedrooms. The house contaimns
a amall chapel (3TA), twa bedehamhbers
[ATE, 37TC), a wineg cellar (37T, huttery
[37E), wardrobe (37F), storerooms (376,
office (ATH), study (371), and parlor (37.JL
A holy symbol (made of tortle shell) hangs
in each room. The buttery contains silver-
ware worth 1,007 sp, In the chapel are
yvestinenls embroidered with pold thread
{worth 20 gp). A locked steougbox contain
ing 4-3G pp is kept in the office.

It is nearly impossible to see the Praor,
He s in charge of all clerics at the out-
pozt and decidea what each does. He has
a sounell of senior clerics to advise him
and two agsistanta to help in hia work.

ol
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The Prior's Secretary runs errands,
writes letters, and serves as the Prior's
personal assiastant. The Priov's Stewoard
orders supplies, supervises household
servants, and checks on the condition of
rooms, furniture, linen, and clothing.
The Prior, Secretary, and Steward are in
the house at all times, exeept the Secre-
tory when running an ¢rrand.

38, Well and Watering Trough,
Livestock and captured wild beasts are
tradad here during the day At night, all
animals are placed in appropriate
barns. Wild animals ave locked inside
cages in the kennel (428)

3%9. Food Services Buildings. This
area, maintained hy priests (Ard-lavel
clericsl, supplies the Lawful Brother-
hood and much of the surrounding area
with food and drink. It is further
detailed below.

A9A. Wine Press, The vintnerisa
priest who presses prapes during work
periods.

J9E. Buttery, This buttery 13 a store-
room for liguors.
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39C. Brewery. The brewer is a priest
who Loils here during work periods.

39D. Kiln, The petier is a priest who
throws clay pots and fires them in the
kiln.

30E. Fruit-Drying House. Grapes,
apples, apricots, peaches, and plums
hang to on racks in this building,

39F. Kitchen. See the deseription of
area 17z

38, Mill. The millwright ie a priest
who grinds grain during work hours.

S30H. Pantry. Thig 12 a storage room
for provisions, glassware, plates, and
eating utengils.

391. Bakerv. The baker is a priest
who toils here during work periods,

40. Barn with Threshing Floor, This
large building iz stacked to the rafters
with dry fodder and grain to be
threshed,

41. Bheepfold. The shepherds’ quar-
ters are here among 4-24 sheep, The two
shepherds are 1st level eleries and are
always here.

42A. Kennels. Usually, 2-12 dogs can
be found in this kennel.

428, Wild Animal Storage. At night,
a captured wild animal hronght for
trade is caged in the one empty kennel.
To determine which wild animal is here,
roll on the Great Northway Wandering
Encounter Tables for Animals, under
any type of terrain heading.

42C. Stables for Servants’ Horses
and Oxen, The grooms’ quarters are
here among 2-12 riding horses, 2-12
draft horses, and 2-12 oxen. The two
grooms are almost always here.

43. Goat Sheds, The goatherds’ quar-
ters are here among 4.24 goats. The two
goatherds are servants of the clerics and
are always here.

44. Pigaties. The swincherds’ guay-
ters are here among 4-24 pige. The two
awineherds virtually live with their
porcine charges.

45, Cow Sheds. The cowherds’ quar-

ters are here among 4-24 cows and
calves. The two cowherds are here
unless they are delivering milk to the
kitchens (17G, 39F, 56B).

46. Stables for Mares and Foals,
This stable is empty at present, except
for a few minor tools.

49. Motte. The motte ia a human-
made carth mound measuring 840 in
diameter at its base and standing 80'
high. The earth used to construct the
motte wae dug from the surrounding
moat. The motte’s top ie flat and mea-
sureg B0 in diameter,

4%, Moat. The moat iz 40¢ acroos and
ia dug 20" helow ground level. Kainwa-
ter has collected in the moat to a depth
of 15'. The moat completely surrounds
the motte and connects with the ditch
swrrounding the bailey.

48, Plank Bridge. A 8" -wide plank
bridge stretches 45" avrvss the moat,
connecting the bailey to the base of the
motte and the timber stairn

50. Timber Stair. A 10'-wide wooden
staircase climbs the side of the motte
from the end of the plank bridze to the
door of the keep’s gatchouse.

51. Secret Entrance, At the base of
the motte facing northwest, a concealad
entrance and tunnel lead to the
dungeon level of the keep (56} Even if
the maat i filled to the top, this open-
ing is still 1" ahove water level, Th uze
the secret entrance, the moat muat ha
crossed.

52. Pallsade. The sharpened logs
from which the palisade is constructed
stand 20' high.

58. Catwalk. A 6wide walloway 3'
from the top of the palisade runs com-
pletely around the keep, The eatwalk is
accasaible via two exterior ladders at
the gatehouse. During the day, two
sentrics patrol the catwalk at irregular
intervals. At night, four sentries are
poeted,

54. Gatehouse. This gatehouse has
no drawbridge. A metal-sheathed port-
cullis can be dropped quickly across the
apening by chopping a supporting rope.
The gatehouse juts past the palisade so
its roof can be used as a fighting plat-

form. Two ladders atand against the
gides of the gatehovse allowing accesq to
the catwalk, fighting platform, and
portcullis support rope.

Trader's Keep (areas 55-59).

This stone=walled tower replaced a
wooden structure built by Trader Jack
when he first landed on the Tall Grass
Coast. The roof of the keep is 30" above
the top of the motte; the countryside can
be viewed from a height of 110/, Six
arrow loops pierce the tower walls &'
shove the pround. Six grilled windows
are set into the tower walls 15" above
the ground. Four stained-glass windows
are 25" above the ground. Three chim-
ney pots stand atop the chimney on the
narth gide of the tower. The edge of the
roof is crenellated with merlons and
emhbrasuras. See the inset map for
detalls of the tower's four levels.

Dungeon Level

The stene walls and Nloor of this level
are 10" thick.

556A. Well Room. A spiral stairway in
the northeast corner of this poorly lit
chamber leads to the basement level
(68} A concealed door in the northwest
corner connects with the secret door at
area 51 via o long, downward-eloping
tunnel. In the center of the room 15 a
fregh-water wall 150 deep,

66H. Prisoner’s Cell. The door to thiz
eall 12 unlocked. Ingide the cell ie a
tortle who ig actually a guest of Trader
Jack. His modest accommaodation was
ane of two left in the keap for visitors. IF
thiz part of the adventure is run hefore
the PCs are hired by the tortles (or if
they have declined to help), he is pack-
ing his purple garments to leave for
Tazak and the centennial pilgrimagy (o
his ancestral egg-laying grounds. He
can be hired for 3 gp per day to guide
the party directly to Yazak.

55C. Prisoner's Cell. This cell ia
currently empty but can be used by
guests of Trader Jack. Adventurers who
break any rules or offend Trader Jack
are imprigoned in this dark room.

Basement Level

56A. Entryway. The entrance to this
ghort hallway iz guarded hy a metal-
sheathed portcullis which can be
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dropped across the opening hy chopping
its support rope. Doing 20 might trap
would-be attackers in the gatehouse
between portculli or inside the entry-
way, where large wooden doors barred
from the inside block their passage.
Arvrows or boiling waler can be poured
onto trapped invaders through three
murder holes in the ceiling from the
guard room (57B) above.

688, Kitchen. Thia room's floor is
covered with sand flecked with blood. A
rack on the wall holds a number of
large cleavers (treat as hand axes) and
carving knives (treat as normal dag-
pgera), In the room’s center ig a large,
wooden, blood-stained chopping block
about 24’ tall and 3" gquare,

The kitrhen contring food preparation
utensils and eating implements of all
kinds, Waterskins full of wine and ale
hang from wonden pegs on the walls,
and a dead duek and chicken are sus-
pended by their necks from the rafters.

The door to 56A can be barred from
the inside, A spiral stairway connects to
Lhe dungeon level below and Lhe greal,
Liall level above. An arrow loop pierces
the wall near the spiral stairway.

560C. Armory. This door is locked.
Any type of armor or weapon listed in
the Expert Rulebook can be found in
this chamber The room is lit through
two arrow loops.

56D. Storage. The door is not locked.
Large supplies of food, drink, wood, and
household gupplies ave stored in this
chamhber. There are 1-12 normal rations
here, The raom i it throngh three
arrow lonps.

Great Hall Level

A szpiral stairway connects this level
with the solar level above and Lhe buase-
ment level below,

57A. Great Hall. The great hall is
richly decorated and finely furnished.
There is glass in the metal-grilled win-
dowsa and the ceilings are of carved
wood. A large oak trestle table stretches
40" across this fireplace heated chamber,
Eighteen carved wooden chairs sur-
round the impressively set table. The 18
silver plates are worth 10 sp each, and
the five utensils and goblet cet at each
place are worth 10 ap more. Five heant-
ful tapestries (worth 150 gp each) hang

from the ceiling beama, Between the
two doors on the aouth wall is an unfin-
iched map of the Great Northway lands,
Richland Trading Post is shown along
the west eoast. The ring- and tortle
shaped earth mounds (see Part 1, pages
68.59, iszue #6) are shown as water
holes. The Great Northway and the
locations of ruined cities ave not shown.

678. Guard Ronm. This room ia
directly above the entryway (A6A) A
porteullis windlass stands to one side of
the room, Unless the tower has been
recently attacked, the metal-sheathed
porleullis hanys supported by a rope in
Lhis roeim. A door resched by squeezing
around the suspended portcullis leads
outside to the roof of the gatehouse,
which serves as a fighting platform.
Three fist-sized murder holes pierce the
floor of the guard room and allow the
entryway to be observed or defended.
The guard room is illuminated through
two grilled windows.

Solor Level

A spiral stairway connects this level
with the ronof level above and the graat

hall level below. This level is richly
decorated and finely furnished. There is
stained-glass in the windows, and the
ecilings are decorated with wood cary-
ings. A holy symbol and a tapestry
{worth 250 pold pizces) hang in each
chamber.

It ig nearly impossible to see Trader
Jack without an appointment. Ho is in
charge of the entire trading post {except
for the cleries) and decides what every.-
nne else does. Arsisting Trader Jack are
his secratary (see area HEF] and steward
(see area 58A) The secretary runs
errands, writes letters, and serves as
Trader Jack’s personal assistant. The
utewadrd orders supplies, supervises
lipusehold servanls, and checks on the
condition of rooms, furniture, linen, and
clothing. Trader Jack's secretary and
steward are in the keep at all times
except when running errands. Trader
Jack is currently at home, but he often
goca exploving for months at a time,

584, Study. Outpoet business ie con
ducted in this office. During daylight
hours, Trader Jack’s steward (AC O;
Fa; hp 18 #AT 1; Dmyg by weapon type;
MWV 120 (40'); Save Fd; ML 6; Al M)
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can be found delving into paperwork. At
night, the steward eleepe here. He
always carries an ornamental dapgper.

I PCs ask to see Trader Jack, the
steward politely tells them that the
trader sees no one without an appoint.
ment. Onece an appointment is made,
the PO will he given a lime o return to
this room to meet and talk with Trader
Jack — usually in 14 days.

38B. Parlor. This sitting room sports
an overstuffed divan upholstered in
animal skin {worth 100 gp),

58C. Chapel, In the chapel hang
vestments embroidered with gold
thread (worth 25 gp). Chapel crnaments
of gold, silver, and precious stones are
worth 100-600 gp.

58D, Bedchamber A1 canopied
bed almost fills this ruom.aﬁsudcr Jaclk
slespe here on four animal skins worth
200 gp apisce. Precious stones and spices
totalling 1,000.4,000 gp adorn the room.

BRE. Bath. The room's air and water
are heated by a lavge fireplace. Warm
water ia poured into a wooden tub used
for bathing. There is nn soap, hnt plenty
of coarze towels hang alomg the walls.

58F. Wardroom. Trader Jack’s pex-
sonal secretary (AC 9; F3; hp 15; #AT
1; Dimg by weapon tyvpe; MV 120' (40'F
Save F3, ML 5; AL N7 can be found in
this room day and night unless helping
to run errands for his master. The room
also containg several unlocked chests
holding five animal-skin robes worth
200 gp each, jewelry worth a total of
500 gp, and rore apiccs worth 50 gp, The
aecretory weors o hand oxe on his belt.

59. Roof Level, A spiral stairway
connects this level to the solar laval
below. Trader Jack (AC 9; F9: hp 41;
#AT 1; Dmg by weapon type; MV 120
(407); Save F9; ML 11; AL N; two-
handed sword) spends much of his fres
time behind these battlements survey-
ing Richland Trading Post and the sur-
rounding wilderness. He often keepa
watch for message pigeons returning to
Lheir rooftop loft,

Whenever a party of explorers sels oul
for unknown lands or seas, Jack sends
several of his pigeons aleng with them.
He instructs adventurers to tie messages
to the pigeon's legs and releasze them from
time to time to inform him of their prog-
rese. It is through such intellipence-

gathering operations that Trader Jack
has amassed much practical information
about the Great Morthwoy Lande. Trader
Jack hae aleo bean known to rescue lost,
captured, or dying parties after receiving
a plea for help via pigeon messenger, If
tha FCs make an appointment to spealk to
him, Jack requests that they take 28
pigeons along to inform him of their prog-
ress. If the POs refiise his veqnest, their
atay in Richland may ba a short one. 6
they do not use the hirds as instroeted,
the PCs will not be welcomed to Richland
in the future,

The Lost Ruins

When the PCs leave Richland Trading
Post, they may elect to explore any or
all of the three lost ruins located on the
Creat Northway Lands map. Dravya
lies beside the Empty Valley River,
Bylot nestles among the Bylot Hills,
and ¥Yazak stande alone on the steppes
that bear its name.

Remember to use the Wilderness
Encounter Tables from the Expert Raule-
book and the Great Northway Wilder
ness Encounters {gec end of this module)
as the PCs travel along the 1all Grass
Coast and over the Yazak Steppes and
Bylat Hilla. There is alan a 25% chance
per day that, if they have not hired a
reputable guide, the PCs will become
lost and wander aimleasly (see Expert
Rulebook, page 41).

All three of the lost ruins are laid out
in the sume pallern. Use the Losl Ruiny
Map as a guide to the cenlral seclion of
each ruin. Specific areas feature differ-
ent encounters in each ruin, however.

POz feel only a slight sensation while
teleparting via the gate stones and may
not realize they are in a different ruin
because the loyouts are almoat identical.

If an area's contents differ only slight-
ly fromn ruin to ruin, a peneral descrip-
tion is given first, followed by specific
features of that avea in each ruin. Head
the boxed description plus any appropri-
ate specific deseription each time the
POz enter a numhbered area,

1. Gate Stone. The various gate
stones are shown as 1A, 1B, 1C, 1D, 1E,
and 1F on the Lost Buins Map.

A 20'-tall carved gate stone bloclks
a 1h'.wide strest, The masgsive round
atone hag & hnman.sized hole hored

through it.

This artifact is known as a "Portal to
Everyland!® Anyone passing through the
opening in the correct direction while
holding the proper key iz instantly trans-
ported to an identical gate stone in a
distant location. Correct device operation
ig only discovered by experimentation or
talling to local “shell folk® (tortles or
snappers). A fragment of tortle eggshell
tat least 25% of  single shell) must be
held in a hare hand o activate the tele.
port deviee. As the traveler steps throngh
the gate stone, the eggshell fragment
disintegrates into powder. Eopshell frap-
ments not held in a bare hand are unaf-
[ected, so adventurers may travel up to
{our times with a single eggahell by plac
ing the remainiog fragnenls o sack or
bag while teleporting.

The gate stones were used by messen-
gers of the ancient Dravs, the race who
built the cities that are now the lost
ruins, Shell folk were once a subservi-
ent race to the Drovs and were forbid-
den to use the gote stones. To the shell
folk, wha regard speed ag a virtue, the
gate stones becama a symbaol of great
power, Mot all shell folk remember how
the gate stones worked, though they
gtill revere them.

The first gate stone was created by a
powerful Diravish magic-nger centuries
agnn the city of Yazak. (Shell folk
claim he had a tortle or snapper appren-
tice, depending on which clan vou talk
to.) During the earthquake which
destroved the Dravish cities and shifted
the Great Northway’s course, the secret
to operating the gate stones was losl.
Watives who later discovered the gate
stones did not realize their magical
powers but knew they were important
to their anceators,

Dravva Gate Stones
Clinging vincs hang from the gate
gtones at 1A, 1B, 1C, and 1D, blocking
their openinge and trailing into the
street, These gate stones have com-
pletely lost their magic. The vines are
actually strangle vines that can pull a
P from the ground, These pate stones
can he avoided hy moving throngh the
rubhble to aither side of them.

The magical pate store at 1E iz a one-
way teleport devica. Moving southeast
through the gate stone while holding a
fragment of tortle segushell teleporis the
PC to gate stone 1B in Yazak. Nothing
happens if the PC moves northwest
through the gate stone or does not held
a tortle eggshell,
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gate stone at 1F while holding a frag.
ment of tortle eggshell teleports the PC
Lo gale stone 1C in Bylot, Nothing hap-
pens il the PC moves in the reverse
direction or does not use an eggshell,

Bylot Gate Stones
I"Cs whe try to pass through the open-
ings {in either direction) of gate stones
14, 1B, 1E, or 1F are atruck by a severe
electric shock, a sign that the magic of
these gote stones has begun to fade and
“go bad” The curront appeoare ae light.
ning radiating from all sides of the
paszapeway. The victim suffers 1-20 hp
electrical damage even if he dossn't
completely pags through the opening,
with or without tortle eggehell.

FCs who pass through the gate stones
in apite of the shock have a 5% chance
tn hie teleparted BN milas away in the
straight-line direction they tonk
through the stone (if, of courze, they
carried tortle eggshell). Otherwise, the
gate stone does nothing,

Moving west-aouthwest through the
gale stone al 1€ while holding torlle
eggshell feleports the PC to gate stone
1I" in Dravya. Moving southwest
through the gate stone at 1D sends the
PC to gate stome 1A in Yazak, Nothing
happens if the PC moves in the opposite
direction through the gate stones or
gﬁels]nut hold a fragment of tortle egg-

ell.

Yazak Gale Stones
The gate stones at 1C, 1D, 1E, and 1F
produce the zame lightning effect as
thoze at Bylot. Moving northwest
through the gate stone at 1B teleports
the PC to gate atong |E in Diravya,
Traveling northeast through gate atone
1A sends the PC to gate stone 11 in
Bylot. WNothing happens if the PC moves
in the opposite direction through these
gate stones or does not hold the
reguired piece of tortle eggshell.

2, Crumbling Mowoliths, There are
two upright, erumbling monoliths — 2A
and 2B — in each lost ruin.

This 30-high, square, crumbling
monolith supports a motionless,
human-sized figure standing on top.
Gritly loeholds spiral once around
the pillay.

The tweholds allowed the ancient
builders to clean and maintain the
herces' statues atop these monoliths. If

the PCs attempt to climb a2 monolith,

roll 1420 If the value i= less than or
equal to the PC's Dexterity, he climbs
the monolith safely. If the value is
greater than the PC's Dexterity, he falls
15" onto the atreet for 2d6 hp damage.

Drovya Monolifs
Greenish-brown metal statues of
ancient Dravish heroes dressed in
armor stand atop these pillars. Birds
oceasionally land on the human-aized,
hollow statues, which are securely mor-
tored to the crumhbling monoliths. If the
mortar 16 chiseled away, or if the dark
corrocion iz scratehed from a statue by
force, copper-colored base metal
appears. Each statue iz made of pure
copper, weighs 300 pounds, and iz worth
200 pp.

Byint Maonanliths
The PCs sense they are being watched.
Suddenly, the figure on top of the pillar
bends down and begins beating a loud
drum. The figure is a pagan lookout
sipnaling other Neutral Alliance mem-
bers. After beating the drum for two
rounds, he altacks Lhe PCs wilth his
long bow and 20 avrows. The pagan
carries no personal treasure.

Yazak Monoliths
The Pz senze they are being watched.
Suddenly, the figure atop the pillar lifts
an animal horn to its lips and begins
trumpeting. The figure ia a dervish
lookout signaling other Lawful Alliance
membarzs, After trumpeting his horn for
two rounds, he attacks the PCs with his
light erogsbow and 30 quarrels. The
dervish carries no personal treasure.

3. Marble Columns. There are two
upright marhle columns — 34 and 38 —
in each lost ruin.

This 20"-high, round marble
eolumn supports a motionless,
human-gized figure standing on top.
The column is of polished stone and
has no teeholds,

Bylot and Yozak Columns
The stone statues are soulptures of
ancient Travish leaders dressed in
flowing rohes. An oceasional bird lands
on each statue’s head.

Dravya Columns
The stone statues depict ancient Dray-
ish leaders as do those in Bylot and
Yazak., However, the instant a PC touch-
es the marble, the column topples from

its eroded hase. The PO wha touched the
marble and anyone within 30° must
make a 3aving Throw vs. Death Ray or
suffer 2-20 hp damage.

4. Walled Lairs, There are eight lairs
(A4 H) in the ruined buildings sur-
rounding the central earth mownd in
each city. Some have been empty for
years, Others were recently vacated by
their occupants. Some of the laira con-
tain armed creatures.

Nol all the buildings Lhat surround
the central mound appear deserted,
Some have solid voofs and a mulli-
tude of footprints leading from their
dark doorways.

Dravya Lairs
Near 4A and 4B, the PCs senze they are
not alone, Suddenly, a reptilian snap-
per head polies out of a doorway, aim-
ing o long bow in the adventurery’
direction,

Long white strande blow from the
open doorway of 4C. Four aranea have
Just diglodged the webbing as they
charge through the opening.

Crawling slowly out the doorway of
41 iz a large red-and-green-striped
snake, ita eyes 8 whirling blend of a1l
the colors of the rainbow, This creature
iz a semi-intelligent hypnosnake. It
attempts to cateh the PCs off puard so it
can surprise them with its hypnotic
gaze before devouring them, If a party
of advenlurers atlacks Lthe hypnosoake,
it curls ita lail around to slash while it
attempts to make eye contact with one
of the PCs. It continues to attack with
tail and gaze until killed or the party
fleea, unleas it fails a morale check. If
the adventurers attempt to fight it
without locking at it, the hypnosnake
uses its bite and tail for combat. If the
adventurers fles, leaving any of their
party members asleep, the hypnosnake
immediately beging to devour one of the
gleeping individuals: Thia takes six
rounds, during which the snake does 1.6
hp damage to the sleeping individoal it
ig swallowing. Onece awallowead, the
unfortunate PC continues to take 1-6 hp
damage per round until dead. After six
hours, the body is digested and unrecov-
erable. The hypnosnake has a very
efficient digestive system and manages
o consume virtually everything it swal-
lows, including magical items, weapons,
gold, and jewels, If the hypnoanake is
defeated and its lair is searched, two
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opals and two rubies, worth 1,000 gp
each, are found,

From deep in the shadows near 4E,
the PCa detect movement, Something
human appears to be conjuring a apell
(elder clerie of the Chootic SBister-
hood: AC 4; C6; hp 8 36; MV 120 (409,
#AT 1; Ding by epell or waapon type;
Save C6; ML &; AL C; Spelle: couse
light wounds, eause fear; hold person,
silerce 15' radius, couse divease; staff).

Ag a member of the PCs’ party steps
out of the shadows near 4F, a robed man
appears; “He' iz actnally a magicnger
of the Chaotic Sisterhond who has cast a
poivmaorph self apell to appear as a
mermber of the Lawful Brotherhood. She
tries to convince the party that sheisa
brother who has become lost while on a
mission belween cleric vutposts. I Lhe
PCs allack her, she defends hersall with
gpells (necromancer of the Chaotic
Sisterhood: AC 9; MUS; hp 20; MV
120" (40'); #AT 1; Dmg by spell or weap-
on type; Save MUS; ML 10; AL C; dag-
ger; Spells: charm person, magic
migatle, recd magic, continual darknreas,
detect tnvisible, invieibility, fireball,
hightning belt, charm monséen, poly-
morph self.

Leaping from ecover at area 40, 2
human dregged in davk eolors stabs at a
PC%s back (pilferer of the Chaotic
Sisterhood: AC T, TT, hp L8, MV 120/
(40 # AT 1; Dmg by weapon type; Save
TT: ML 9; AL C; long sword; OL 45%,
FT 40%, RT 38%, PP 50%, MS 48%, G35
93%, HS 35%, HN 58).

From deep in the shadows near 4H,
Lhe PCs detect muvement. Svmething
human appeses Lo be conjuring o spell
(matriarch of the Chaotic Sister-
hood: AC 9; C9; hp 32; MV 1207 (40°);
FAT 1; Dimg by spell or weapon type;
Bave Of8; ML 11; AL C; mace; Bpells;
cause light wounds, darkness, profection
from evtl, blight, free peraon, silence 18°
radius, continiel darkness, cauae dis
case, ourse, cause sorious wounds, pro

tection from evtl 10 redius).

Bylot Lairs
The PCg hear the low growls and purrs
of large cats near area 44 This build.
ing 18 4 shelter for 1-10 sabre-tooth
tigers, the mounta of the [-10 rakastas
that lair in areas 4B, 40, and 40, Build-
ings 4E-4H are the lairs of 1-10 pagans.

Yazak Lairs
Buildings 44, 4B, and 4C are the lairs
ol 1-10 lupins, Howling, barks, and
growls come from area 40, used as a

kennel for the lupin’s dive wolves
{equal in number to luping), Buildings
4F-4H are the lairs of 1-10 dervishes,

B. Bone Pile

In the middle of a wide avenue,
only a few yards from the central
aarth mound, thousands of sun-
bleached human bones form a grisly,
20"-tall pile.

Dreeyn. Rone Pila
Snddenly, a forv.armed, manlike skele.
tom steps nut from behind a wall and
blocks the path to the earth mound. It is
armed with four normal swords. The
creature 15 a bone golem set to guard
the earth mound. If any PC approaches
Lhe mownd, raises o weapon, or begins
to cast a spell, the golem allacks up to
two PCs each round unti] it iz defeated
or the 'Os are driven off. The bone
golem haa no treasure and does not
retreat from combat.

Bylot ard Yazak Bone Piles
Gold glints from the tooth of several
gkulls atop the bone pile, If the skulls

are searched, 5-100 gp worth of artifi-
cial teeth are found. The ancient Dravs
apparently practiced dentistry,

6. Earth Mound. In the center of the
ruined city, a square, flat-topped pyra-
mid of earth towers above the rubble.
Weeds grow on its sloping sides, and a
pile of inlerwoven bwigs and branches
ot the pyramid’s top appears to be a
large nest, 50' akove street level, If the
pyramid is scaled, read one of the fol-
lowing passages:

Dravya Mound

As you approach Lhe lop of Lhe
pyramid, you can see through the
nest's inlertwined branches, Seven
3-long winged lizards resembling
green dragons lie sleeping on a large
pile of gilver coins and a few blue
gema,

The winged lizards are actually pock-
et dragons. Their hoard contains 1,050
ep, 7,860 sp, and seven topazes worth
245 pp cach.
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Yazak Mound

Asz yvou approach the top of the
pyramid, two huge brown birds ruzh
to the sky in a flurry of feathers and
dry twiga, The giant birds of prey
wheal tn attack with talons ready.

This is the nest of 4 mated pair of
giant hawks. Thers i3 no treasure in
their nest, it there are twn eggs fwice
the size of a man's head, ready to hateh.
The giant hawks defend their eggs to
the death,

Bylot Mound

As you approach the top of the
pyramid, you can see through the
nest's intertwined hranches. One
creature, with the shaggy head of a
lion and the gold body of a dragon,
lies sleeping on a large pile of silver
and gold coins,

Any PC within 120" of this dragonne
when it roars must make a Saving Throw
vi. Dragen Breath or fee in fear for dwo
rounds, The dragonne’s roar deafens any
creatures within 30", Deafencd creatures
suffer a —2 penalty to their hit rolls for 2-
12 rounds. The dragonne can roar once
every three rounds, but cannot bite in the
same round that it roars. This dragonne’s
nest containg a heard of 1,000 gp, 2,000
ep, and 5,000 ap.

If the PCs reach the pyramid top and
defeat or drive off the nest builders,
read the following:

From the pyramid's top, you sce
the rubble of a ruined eity stretehing
out in all divcetions. Six brick- and
debrie littered streete radiate from
the earth meound's bace to the city's
outer edges. You plainly see two
faint, unswerving paths leading out
of sight from the outer ends of two of
the strests, These long, 5" wide paths
are difficnlt to gee at ground level,

Mysterious paths, visible only from
high in the air or from the earth mound
taop, connect the lost roing. Only PCs
wha lonk down from the earth mound
top or fly at least 30" ahove the lines are
able to see them.

PCs who investigate the lines find
paths made by clearing away stones to
revenl Lhe soil. As the soil is Lhe same
color as the rocks, the paths are only

discovered when the difference in tex-
ture is noted from above. On the Lost
Ruins Map, the paths extend the streets
that lead away from the earlh moumd's
base in the directions marked A, B, C,
D, E, and F.

The paths are man-made, not magical,
and do not deviate from heing perfectly
straight more than a few yards in a
mile. The patha pass straight over all
terrain, vegetation, and barricrs. They
cut through forests, across rivers, up
hills, and over rolling grassland, The
pathe had a relipious significance to the
ancient people who scratched them out,
Sorne lines covrespond with the felepord
directions of the magical gate stones.
The paths are seen connecting the loat
riiing on the map of the Great Northway
Lands.

Drauva Paths
The paths extend to the east-northeast
and to the sputheast. The path to Yazak
(E} intersecls # ring-shaped sarth
mound about 150 miles from either city.
The path to Bylot (F) intersects a mouwnd
shaped like two semicircles about 400
miles from Dravya,

Bylot Palhs
The paths eitend to the southwest and
west-southwest, eonneeting Bylot with
Dravya (C) ond Yozak (D). Halfway
between Bylot and Dravya, the path
intersects an earth mound shaped like
two semicireles. A tortle-shaped mound
on the path from Bylot to Yazalk lieg
about 350 miles from either city.

Yozak Paths
The paths to the northeast and north-
west connect Yazak with Bylot {A) and
Dravya (B) Each path intersects an
earthen mound {see Dravya and Bylot
paths above),

Concluding the Adventure

There are many possible outcomes for this
adventure, all of which probably result in
the PCs returning to eivilization exhaust.
ed from trekking croas-country (perhaps
geveral times). If they survived the trip
but wers unsueccaaful in finding the
mouth of the Great Northway, they may
want to rest up, reprovision themeelves,
and search apgain. If the adventurers have
not yet explored the ruined cities, the DM
should encourage them to mount an expe-
dition to the Yazal Steppes and Bylot
Hillg, as the rewards of unraveling tha
myatery of the “Portals to Fveryland”
rival even those offered for a map to the

mouth of the Great Northwayw

Success at either venture brings great
rewards. If the adventurers return to
any civilized porl with a map showing
the mouth of the Great Northway, they
are commissioned to return and explore
the continent's heartland, and may be
sent to find the source of the Great
Northway in the land of Frosthaven. If
the PCa learn the secret of operating
the gate stones, they hove a tactical
advantoge for defoating the Chaotie
Alliance of aranea, snappers, and the
Chaotie Sisterhood. The secreat of the
gate stones’ operation is almost beyond
price; both merchants and sagea will hid
against each other for this valuable
knowledge, If, in addition, the PCs
return with large pieces of tortle apg-
shell, they may sell tham for a gond
price in any sizeable town or city. o

Quick Fix
non

Thyatis
» Qn P

The region shown here appeared
on Map 1, page 42, of issue #6.
"Empire of Thyatis” is only a
generic term for the geographical
area, not a statement of political
reality. The countries in this
region are independent, sovereign
nations, not under the Thyatian
Empire's control, The Empire
controls only the shaded area on
the map and claime mogt of the
larga izland to the east (the Isle of
Dawnl}.
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Great Northway Lands Encounter Tables
Koll 146 and refer to this table to determine which monster table to cheelk,
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Clear, Graaaland
Animal

Animal

Flyer
Tribea
Unusual
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1
2
3 Drogon
4
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8

Barren,
Clear, Grassland

Caecilia

- Dog, normal

. Horse, draft,

Horse, war

Purple worm

Rust monster

Clear, Grassland

Lupin
Native

MNomad*
Cre
Pagan®
Rakasta*

"Ibrtle

Hills,

Valley, Barren
“Animal
Dragon

Flyer

Tribe

Tribe

Unusual

Woods
‘Bear, black
Dennpqﬂa

‘Davil awine

Dog, normal
Owl bear
Rust monster

Wouds, Jungle

Dervish
Lupin
Native
Pagan
Phanaton
Rakasta
Tortle

* Excopt in Yazak Steppes. Roll again.
¥ Hxeept in Bylot Hills and Dry Flats. Roll again.

Flvers
id1o

Eom-1m ok s -

All Terrains

- Dragonfly, black.

Dragonfly, red
Dragunfly, whitse
Hawlk, normal
Hawk, giant
Pocket, dragon
Pocket dragon

Swimmers

1d6

b= =T R SR T

Dragons

o R R L =P

River/Lake
Amosba, giant
Amopeba, gant
Gray ooze
Gray ooze
Hydra, sen
Termite, frash

Clear/Barren,
Grasslands
Chimera

Drugon, blue

Dragon, gold
Dragonne
ydra, flying
Wyvern

Unusuals
1412

pefangl=gt- . i 0 B R R

Swomp
Amideba, giant
Ampoeba, giant

ecapus, marine

Liray ooze
Gray noze
Termite, swamp

Woods/Jungle
Chimera
Dragon, gold
Dragon, green
Dragonne
Hydva, flving
Wiyvern

River Swamp Ocean
“Animal Dragon Dragon
Dragon Flyer: _Flyar :
Swumncr Swimmcr Swimmer
Swimmer Swimmer Swimmer
Tribe Tribe Tribea
River Valley, Hills
‘Amoeba, giant Caecilia
Dacapus, marine Tiragonne
Giray onze Thog, normal
Gray onze Haorse, draft
Rat, normal Harse, war
Termite, fresh Rust monster
Valley,
River, Swamp Barren, Hills
Cay-meén Dharvish**
Cay-men Lupin**
Cay-men ‘Mative
Tortle Nomad
Tortle Ore
Tortle Pagan
Ore Rakasta
Ore Tortle**
All Terrains
Dijinni; lesser
Doppleganger
Efreeti, leasar
Golem, amber
Golem, bone
Golem, bronze
Invisible stalker
Living statue, erystal
Living stalue, iron;
Living statue, rock
ypnosnake
Shadow
Ocecan
‘Amocha, giant
Decapus, marine
Fish, piant rock
(xiant, storm
Gray ooze
Termite, salt
River/Ocean Swamp
Chimera ‘Chimera
Dragon, gold Dragon, black
Dragonns Dragon, gold
Hydeu, Oying Dragonne
Hydrva, sea Hydra, Oying
Wyvern Wyvern

Jungle

Dragon
Tribe
Tribe
Trike

Jungle
Caecilia
Centipade
Diragonna
Purple worm
Rat, normal
Rust monster

Ocean
Bnapper

Snapper
Snapper
Snapper
Enapper
Bnapper
Snapper

Hills'Valley
Chimera
Dragon, gold
Dragon, red
Dragonne
Hydra, flying
Wyvern
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THE
MATCHMAKERS

BY PATRICIA NEAD ELROD

Some matches are
made in heaven,
but not this one. ...

Arhwork by Valerle Volusek
Cartegraphy by Disesl

Patti Eirod and her husband are cur-
renitly researching o rysteryw'suspense
novel set in Victorian Indie and Londun.
Ehe i also working on a suspense story
et in the 1930s, a how-to book on arcane
orafts, and the design of her own role-
pPloying game. In off moments between
writing projects, she admiis to plaving
couch potate while watching her favorite
Doctar Who epizodes,

The Matchmakers is an ADED® gamae
adventure suitable for 3-6 characters of
1st-Ard level and of chaotic or neutral
alignments. Tt is nat. recommended for
those of lawful or avil alignmeants,
Female PCs and a thief would be help-
ful but are not absolutely necessary.

Adventure Backaround

The city of Povero is a busy and prosper-
ous seaport. Its sheltered bay amd mod-
erate climate make it ideal for nearly
year-round shipping, a real boon to
merchants. The governing body of Pov-
ero is a couneil of elders who work with
the heade of the local guilds to maintain
order and to zes that business in the
city is conducted in a professional
manner,

The alders are appointed for lifetime
terms hy the landowners and registered,
taxpaying citizens. The city charter’s
many checks and balances prevent any
gingle individual from gaining too much
power, Most of the time the systam
works smoothly and the citizens like it,
but there are always troublemakers
who like to slir things up te their own
advantage.

Of the merchant princes who coimn-
mand great influence in Povero, there
are three main families; the Savelles,
the Holbing, and the Folbres. The
Savelles ond Holbins have been rivals
for several generations and have
engaged in much spirited competition.
Though their business dealings are kept
in strict line by the city charter, these
two families often secretly indulge in
minor vandalism and juvenile practical
Jjokes_ kept at a fairly harmless level for
fear of serinus reprisals from the coun.
cil. If the Holbins discover their house
gates painted shocking pink on one day,
they may respond by decorating the
Savelle chimneys with chamberpots the
next. Such antics provide plenty of
entertainment and gossip at the local
public houses, and each family has its
share of supportera among the common

paople.
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The Folbres, headed by the young and
vary handsome Aldron Folbre, have
been in Povero tor a mere 20 vears and
are gtill congiderad newcomers in some
quarters, but they are very rich. Aldron
ig & gerionus and amhitious husinesaman,
a comhbination that has brought him
considerable profits since he took over
the family business on his father's
death. Though some say his wealth is
coming too easily, he is a very likable
person and is on friendly terms with
members of both the Savelle and Holbin
families. One of his best friends is the
young heir, Richard Savelle, and the
two are often seen together hunting,
hawking, or engaging in any of the
other activities that amuse rich fops.

A Call for Help

The player characters may arrive in
town by whatever means is convenient
to the campaipn, During their explora-
tions, they eventually pass a dark, dank
alley where they hear the unmistakable
sounds of a fight. Like any city, Povero
has its share of thieves and ruffians
looking to fatten their pockets or Rimply
to cause trouble,

If the PCsinvestigate, they find a
well-dressed gentleman in a vicious
battle with some ruffians (see below).
The PCs should want to join in the
fighl, for the gentleman s oubnwn-
beved; as soon as he glimpses the new-
comers, he urgently cries for aid.

When the ruffians are aware of the
party'a arrvival, they require a morale
check. Should they fail, they atop fight-
ing their lone and cosy prey and tey to
eseape. If they fight, the PCs will face
NPC thugs equal in number to the size
of the PCs" party, plus an extra 14
thugs (ACE; MV 127; F1; hp & each;
FA1'1; Dmg by weapon type; statistics
unremarkahble: AL any but pood; one
eluh and dagger apiecel

The gentleman, Aldron Folbre (AC 6;
MV 12" (corrently 9% F2: hp 16 (cur-
rently 12 #AT 1; Dmg by weapon type
(currently unarmed); 5 18, I 18, W 11,
b 14, C 13, Ch 16; AL LE; leather
arimorn, ring vl protection +2, skilled
with long sword, light evoasbow, and
dagger), looks upen the party as his
reacuers and iz certainly grateful for
their aid; whether it was active or not.
He is a bit breathless at first and rueful
at being eaught out away from his nsual
bodypuards, promizing he will not make
the same mistake twice. &t the very

o
least, he must invite them to be his
guests at the nearest public house for a
fortifying drink and a bite to eat. Folbre
hag been slightly injured in the fight,
and some nasty bruises on his legs and
arma from the ruffiang’ eliube are mak-
ing themsalves felt.

Limping a hit, he leads them to the
Admiral’s Arms, a public house where
he is greeted with friendship by the
innkeeper and shown to & private rogm
where he and Lthe PCs are well served,
During the ensuing inlroduclions aod
conversation, Folbre determines whethe-
er the PCs are new in town and in need
of employment. He is taking their mea-
sure, deciding if they are right for a
special job he has in mind. He may be
reluctant to ask them to doit, They
helped him onee for nothing; would they
be willing to help him again, thie time
for a suitable finaneial return? He
warne that they may not like what he
has in mind, because technically it calls
for some breaking of the law — though
he maintaines that, in this case, they'd
only he hending it a little, If the PCs are
interested, he nutlines the prohlem and
hig plan to solve it

The Course of True Love . . .

If the PCs are intrigued and urge him
vn, he tells them about the rivalry
belwesn the Savelles and Holbins, and
how much they hate each other, That is
but a complication to the greater prob-
lem, though. His best friend, Richard
Savelle, has fallen hopeleaaly in love
with Maater Holbin's beautiful and only
daughtcr, Elissa, and she with him,
Their familics, of course, absolutely
refuss to allow them to marry and, in
faet, Master Holbin hag arranged a
more advantageous and profitable
match for Klisgza Her loathing for the
fat old merchant they've chosen for her
meand nothing: after all, hugineas is
business.

Richard is too emotionally involved to
think straight and has come to his
friend Aldron for help in rescuing his
beluved, Folbre wos al o loss for a solu-
Livn wnlil his meeliog wilh the PCs.
Sinee they are strangers in town, they
have no business interests that would
be affected by the rivalry, and if they
helped him in the fight, they are not put
off by a little risk. His plan is to have
them “kidnap™ Elissa Holbin so she and
Richard can be married.

Elizea iz well puarded, so it won't be

easy; but Folbre is willing to offer the
party 1,000 gp each for one day's work,
plus another 500 gp if they can do it
with a minimum of violence. Should
they ask how he will profit from the
union, he explaine that onee the two are
legally married and present thamselves
a8 such before the town elders, the two
families will have to stop their feud,
whirch iz adversely affocting trade.
When the fend ends, profits will go up
and everyone, including himsealf, will
henefit.

If the PCs agree and ask how he plans
to kidnap Elissa, he replies that he has
no plan; he is a businessman, not a
Laclician, However, in anlicipation of
some golution, he has written out a
description of the girl (curly blond hair,
blue cyes, 5'4", prefers to wear blue
gowns) and assembled interior diagrams
of Holbin House and various places in
the eity where it moy be posaible to get
close to Elisza. One of his gervants is
cousin to a maid at Holbin House, and
through her he has obtained a schedule
of Klisea’s daily routine. He places this
information at the party’s disposal and,
within reszon, finances their venturs,
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over and above the reward he has prom-
ised. He is willing to purchase any sup-
pliea the PCa require — rope, horses, a
wagon, forged documents, uniforms, etc.
— or he can tell them where to purchase
these supplies, but they'll have to get a
receipt to be reimbursed. He may seem
an eccentric romantie, but where money
is ¢oncerned, he 15 no fool.

Using the maps and schedule, the PUs
can figure out for themselves where and
whan to kidnap Eligsa. They can sneak

Daily Schedule for Elisen Holbin
7:00 AM.  Rises, bathes, dresses
(room 13).
Hrealkfasts with family
[room 7).
Takes walk shout |,
grounds accompanied
hy ome maid and six
layal men-at-arms.
Spends time in parlor
(room ) or atrium
{ropm 11) with other
WOLLEDN, Sewing or
veading.
Telps supervige lunch
preparation in kitchen
{room &)
Eats lunch with family
{room 7).
Takes short nap in her
room,
Riges, takes corringe
to market area for
shopping, usually
accompanied by her
mother, two maids,
and the six men-at-
arms (patehonze
guards admit no one
hut family memhbers
onto the Holbin House
grounds during this
Limme),
Relurns from city,
changes clothes in
room,
Eats dinner
with family {room 7).
Family goes to parlor
{room B) for evening
wine, goseip, musie,
and games,
Has avening bath in
room, retires for the
night,

Hi00 A,

900 A M.

10700 A

11:00 A

Noon
1:00 rmM.

2:00 P,

600 ML

T:00 PML
£:00 rM.

10:00 B

into the house to snatch her, wait out.
side and follow her when she goes Lo Lhe
market, or devise some plan of their
own, Folbre, however, wants the gixl
kidnapped before midnight tomorrow,
for that iz when she is to be lawfully
betrothed to the old merchant,

Aceording to local custom, because of
the contracts signed and the money
involved, & betrothal is as legally hind.
ing as a marriage Should the kidnap-
ping occur after the betrothal, Elissa's
wedding to Kichard could (and would) be
easily annullad. He askas the PCs to
bring Elissa to The Dancing Maidens, a
gecluded park within the city, one hour
before midnight, where they will be met
by Richard Savelle and a holy man ta
perform the marriage ceremony,

Folbre can answer the PCs' general
questions aboul Povero, but it is up to
them to come up wilh a succesalul plan.
If it works, the DM can award experi-
ence points for solving the kidnap prob-
lem and give a bonus for using a
minimum of viclence or no violence at
all, Folbre stresses the importance of
avoiding violenee, aa it will be for their
own good should they get caught. He
promises to help them in any way he
can if they are so unlucky, but they will
have a much harder time with the law
if they kill or maim anyone, especially
Elisza.

While Folhre has heen partially truth-
furl with the PCs and eorrectly ontlined
Elissa's and Richard’s predicament, he
has lied about his intentions nnee the
PCs bring Elissa to the city park. PCs
with ESP may learn he has something
v hide, but at the moment his surface
thoughts are entirely concerned with
the immediate job, Ses Lhe seclion on
“The Dancing Maidens" for more
information.

POz casting divinatory spells in
Folbre's presence receive a cold recep-
tion from him. He considers such a
maove to be poor manners indeed and
reacts accordingly, withdrawing his
offer of employment and himself as
well, getting out of the range of the
spell. He is, after all, a gontleman; he
finds such open distrust from the party
to be highly insulting. If such a situa.
tion arises, the DM must keep Folbre’s
reaction understandably reasanahle,
enough to possibly cause the spell to be
miscast, but not 50 much as to make the
party suspicious. He behaves much the
same a8 they would if their positions
were reversed,

.. . Never Did Run Smooth

The parly should learn that Elissa (AC
10; MV 127, gero-level human; hp 4;
#AT 1; Dmg by weapon type (unarmed);
E8111,W11, D13, C8 Ch 16, AL
LG} livea a highly insulated and con-
trolled life. Strangers approaching her
ond asking her to quietly come along
with them would alorm and frighten
her. Folbre warns that she is unaware
they are trying to help her, and it i5
important that she be kept quiet, at
least until they have 4 chanece to
explain the sitnation to her. Onee she
understanda she will zoon be reunited
with Richard, she will he fully coopera-
tive. Folbre asks the party not to men.
tion his name to Elissa. Since the
kidnapping is illegal, he naturally
wants to keep a low profile. If she asks
wha sent them, the PCs may say they
are [rom Richard. Folbre is of the opin-
ion that, though very prelly and chacm-
ing, Elissa is not overly smart, and il
would be best not to burden her with
information she doss not need.

If the POa pull off the kidnapping
successfully, they may encounter one
major problem that neither they nor
Folbre could have anticipated — they
may have enatched the wrong girl!
Eligsa’s cousin Trea is visiting Povero.
The two girls are the same age and are
the daughters of twin sisters, =0 Folbre's
description of Eligza also fits Trea. Trea
i4 in the wrong place at the vight time
(on a 80% chance, wherever the FCs
decide tn perform the kidnapping) and
might be kidnapped in place of her
cousin, unless circumstances would
dictate otherwise. Since Folbre declines
to actively help the PCs because of his
injuries, he isn't around to tell them
they gooled.

Trea (AC 10 MY 12" ; sero-level
human; hp 4; #AT 1; Dmg by weapon
type (unarmed); 593,115, W 16, D 12,

C 9, Ch 18; AL CG) assumes she is
being kidnapped for ransom and is very
frightened, just as Elissa would be. She
gereame for help (unless silenced) and
tries to escape. If the party bothers to
tell her why ghe ig heing carvied off, ghe
iz smart enough to keep her mouth ghut
until ghe feels gshe ean trust the PCs
with the truth of her identity. When and
if ahe finds out who hired the PCs for
tha jab, she lares no time informing
them of Folbre's true character. Traa
pays maore attention to business matters
than her cousin does and knows that an
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alliance between the Savelles and the
Holbins 1s the last thing that Folbre
wants; it would be financial suicide for
him, Ehe correetly gucsses he hos some-
thing more sinister in mind, but she
cannot confirm her suspicions. Trea has
met Folbre on geveral social occazions
and does not trust him,

Diepending on their alignments and
braing, the PCs must do some serious
thinking to get thamselves out of trou-
ble: They have no real proof of Folhve's
involvement with the kidnapping. They
are strangers in the city, and he s an
estublished and respected citizen. If
they opl Lo run, Trea asks them to stay
and help, malching Folbre's payment
offer since she is vich in her own right.
She fears that even if he is thwarted
thia time, he may try to stir up more
miachief later on, But her primary wish
is to see her cousin happily married to
Richard.

Whatever their course, the PCs arc in
a very hot spot for Trea’s abduction if
they anger her and she chooses to prees
charges. The honest citizens of Povero
take a dim view of kidnappers, duped or
not. Falbre may also he after them tor
hungling the joh, to keep them from
talking. If they attempt to go to the law
to et things atraight, they find tha
guard house thick with Falhre's men,
all of them prepared to draw their
swords now and ask questions later.

Once Lhe news of Elissa's {or Trea's)
kidnapping gets out, the cily’s reaclion
will be one of shock and outrage —
especially if anyone is harmed. Patrols
will be everywhere, checking out any
suspicious charactera (and all new-
comers to the town), If the DM wishes,
the Holbins may even go o far aa to
enlist the services of yet another party
of adventurers, perhape close friends of
the tamily, to recover the missing girl.
The DM should arbitrate this as neces-
aary, though cloge encounters with the
city puards need not be played out in
detail if the PCs are careful (city
guards: AGH; MV 9°; F1-4; hp variahle;
#AT 1. Dmg by weapon type; statistics
assumed to be 12 in all categories; AL
any; chain mail armor, long sword,
dagger, club each). Note that one puard
in six is either secrelly in Folbre's pay
or 5o favorably inclined loward him as
to actively support any of his plans
which are not obviously evil,

The City and Bay of Poverg

The town of Povero ia described in
general here. Tt resembles an early
Renaissanes Italian port city. Specific
encounters in the city may be drawn
from the Dungeon Masters Guide, pages
180-184, though the DM should alter
them as nocessary to fit the environ-
ment and circumstaness. Refer to the
map of the eity of Povero to locate the
areas describad below.

1. Fishtown ia a suburh of Povera,
and the harbor for the city's great. figh-
ing fleat. The many boats here leave at
dawn and return before dark with their
catch, The fish are either salted and
dried for inland shipment in the pro-
cessing sheds or hawhed [resh in Lhe
city market. Doats may be hired lLiere
at almost any time of the day or night.

2. The Warehouse District is the
heart of all major shipping for the area,
It is a busy place, with ships constantly
arriving and departing, loading and
unloading their carpgoss. The sailors off
these ghips enjoy their free time to the
fullest in the warren of inns, grog shops,
and gambling and tattos parlors that
linga the crooked and smelly strests, The
eity guarda do what they ean to kesp
the peace. They maintain several small
helding jails where sailors can slesp it
off if they have had too much of a good
time. Any sailor taking an unscheduled
nap in the street is likely to be “recruit-
ed for a long and sobering ses vovape
by one of the roving press gangs thal
frequent the area. PCs who become
separated from the party may become
the target of these press gangs, Parties
that stick together and put up a bhold
fromt arc ueually ignored.

3. The Market Area is linked to the
warshouse distriet, but i far more
regpectable. This distriet supports more
merchanta per gguare yard than any
other place in the city. Almost all the
trade and shipping business is conduet.
ed here, hy striking deals in the street
or in the many taverns, inns, and coffes
houses that ahound here. Mast af the
citv's shops are located here as well,
along with a massive open-air market.

4, The Municipal District. The city
elders meet here to do the work of run-
ning the local government. The city
guard and watch headquarters, the

main jail, and the public courts are
localed here ds well,

5. Shore Street is about 50’ wide and
paved with brick all the way from
Fishtown to the Dancing Maidens. It is
the main thoroughfare through Povero
ond almost always clogged with carts,
wagons, horses, and pedestrians.

6. Bay Road iz paved from ite inter
gection with the Great East-West Road
(7} to its terminus in the warehouse
district. It, too, is usually clogped with
traffie,

7. The Great East-West Road is
unpaved, but it is an important over-
land route, running roughly parallel to
Shore Street (51 for about 10 miles, then
swinging away from the coastline
toward Lhe mountains to the north,

8. The Dancing Maidens is a large
public park set aside for the use of Po-
vero's citizens (see the map given for
this area).

Holbin House

Situated on a hill to the east and slight
Iy north of the city, Heolbin House iz a
two.story study in loeal luxury. Sevaral
acres of grounds surreund the house, all
walled in and given over to a small herd
of gnats whase job if ia to keep the grass
short and to provide milk (16 goats: AC
Ty MV 15"; HD 1+2; hp variable; #AT 1;
Dmg 1-3; 3A male goats charge for +2
“to hit" bonus and +1-2 hp damage on
atlack; AL N). Two male goats are
present, and are known Lo allack stran-
gers within 30 yards on a 40% chance
per round.

A large pond 300 yards south of the
house iz home to a flock of geese that
make a terrific honking and hizsing
fuse whenever anyone approaches (2-16
geege: AC T; MV 3"/18%; HD 1; hp
variable; #AT 3; Dmg 1/1/1-2; 8A pre-
vent raturn attack 50% chance (as per
swan, Monster Manual IT; SD surprised
1in 1d8; AL N). The noise of their calls
hag a 20% chance per round of drawing
the attention of people at Holbin Houze,
who may fear a dog has gotten onto the
grounds,

The brick wall surrounding the
grounds 18 10’ tall and 1’ thick, with
two wrought 1ron gates, one at the main
entrance ol Bay Roud and the other at
the postern off Uhe Greal Easl-Wesl,
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Roud, Bulh gates are lovked sl night,
e e | HOLBIN HOUSE Lower
assumed to be 14 in all categories; AL LEVEI

LG; leather armor, long aword, and
dagger each) resides in each gatehouse
ot oll times,

The grounds are well kept, full of fruit
trees and berry bushes, There is a gar-
den near the kitchen (see the Holbin
House map, room 8) and a barn, stable,
and amithy just off the heating plant
{room 1). The blackomith does not live
an the estate but epends his days here,
shoeing horees and maintaining Mra.
Haolhin's carriage. His son acts as gronm
and driver to the horses whenever the
carriage goes out. One man-at-arms
rides up front with him; the rest trot
behind. Treat both the blacksmith and
his son as typical sere-devel hirelings
(AC 10; MV 12%; hp 3 each; #AT 1; Dmg
by weapon type; statistics unremarka-
ble; AL LG).

The house is surrounded by a 30
wide, square-shaped porch paved with
atone. The roof extends out on lofty
pillars to cover the porch. There ia
always shade available somewhere on
the porch, 2 very important consider-
ation in the warm and humid climate.
Epecific contents of each room of the
houge ave left for the DM to decide; the
Holbins are quite wealthy and thewr
posaeasions are of the finest quality, bhut
they are not ostentatious, and thieves
will find the fast-grab pickings not as
good as they might hope. Very few
weapons will be in evidence, though
some items (letter openers, table knives,
walking canes, ele.) might double ws
weapons in a pinch,

Decause of the many possible plans that
I'Cs could develop in order to kidnap
Elizza from her home, apecific locations
for the inhabitants are given only in
genernl detail, On the day the PCa arvive
at the house (if, indesd, they do so), only
Elizea (and pessibly her cousin Trea), her
mother, tour maids, the blacksmith and
son, the gateleepers, and six men-at-arms
are present; Flisoa's father is away on
buginess for the day, and the other ser-
vantr have heen given time off prior to
the betrothal. The maids and Fhssa's
mother are zerc-level WPCa (AC 10; MV
12*; hp 2 each; #AT 1; Dmg by weapon
type (unarmed); statistics unremarkable;
AL LG, but the men-at-arms are not (AC
S MY 12, Flihp 9, 802, 7,6, o; #AT
1; Dmg by weapon type; AL LG; leather
armor, short sword, club each),

1 square = 10'

The DM mugt remember the 50%
chance that Trea 1s also present at the
Hnlhin Honse. Tt might be sssomed that
Trea and Elissa are having a tiff aver
last night's chess game, which Trea
won, and are thus not seen in each
other's presence during the day until
nightfall, when the quarrel is resolved.

Lower Level

1. Ileating Plant. During the few
months of the year that are cold, this
heating plant keepa the houae toasty
warm. A series of pipes run under the
house and between the floors from this
point. Hot water is pumped through,
keeping the house comfortable without
the constant feeding of fireplaces. Only
part of the plant iz in use at this time of
year, to provide hot water for the
kitchen and baths and to circulate
water in the fountain (room 11). A great
deal of coal is kept here, as wall as
many tools, but little elze of value.

2. Porch. The north and east sides of
the purch are furnished with a2 number
of chairs and tables scattered alout,
along with several large tubs of plants
and a set of wind chimes.

3. Formal Dining Hoom. The eight
tables in this room are designed to fit
together in various arrangements,
depending on the number of dinner
guests. At this time of year, thers i3 no
real aocial season, 80 the tables are
govered with long dustsheets, and the
438 dining chairs are lined up against
the walls. The family members take
their meals in the long gallery (room
Th The dining voom is nol closed off
though, for the servants often use it as
a short cut to other rooms. Two cabi-
neta in this room each display 12 rare
and valuable antique vases and
glasses, cach worth about 50-600 gp
but being extremely fragile (save ns
glass or eryatal). No silverware is usu-
ally kept here.

4. The Grand Hall. This very largs
roorn lined with paintings and tap-
eatriea ia where parties and receptions
are held. Four stont pillars help snpport
the second floor, and two staircases
leading up form a frame to the atrium
doors. Numerous portraits line the
walls, #ach picture being worth 100400
#p toa collector,
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HOLBIN HOUSE
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h. Parlar This iz the most comfortable
room in the house, The family spendas a
lot of time here, as evidenced by tha
comfortable padded chairs, game tables,
musical instruments, and sewing pro-
jects. When the ladies are not in the
cowrtyard (room 113, they are usually
found here. The contents of this rovm
may be improvised by the DM, the most
valuable portable items here are the
musical instruments, particularly the
three silver flutes (300 gp each) and the
platinum-stringed lap harp (750 gp).
Several lutes, carved jade chess pisces,
and small wall hangings moy alse be
found. The knitting needles could be
used as weapons (as knives doing 1-3 hp

damage).

6. Conservatory. A year-round hot-
house for Mra. Holbin's prize flowers,
this room is warm and humid even in
winter. The hot water pipes that run
above floor level along the lines of
tables keep her delicate plants in good
Ligalth. No valuables are here, though
aome items (like smiall lrowels aod
clippers} could serve as minor weapons.

7. The Long Gzallery. Running the
hack length of the house, this is another
leisnve area and containg the back
gtairs and an informal dining tahle and
chairs. When the family is not. here, the
servants nse it to enjoy their free time.

8. Kilchen. This room has all the
modern convenivnees: running water, a
large stove, and long preparation tables.
The head housekeeper and cook have
keys to the pantry and keep a strict
watch on it, Only Master Holbin has the
key to the small wine cellar, the trap-
door to which is located in the pantry
floor. Servante on duty spend their time
here, polishing silver, repaiving house-
hold linens, taking their meals, ete., 50
the housze’s bell system is located here.
& row of bells is attached to the east
wall on either gide of the pantry door,
one bell for each room inside the house,
Anyone pulling on a room’s hell rope
sUTMMONS & servant in 3-6 saepments if in
a downatairs room, 5-8 segments 17
upstairs. Valuable items here include
the silverware, good china, wine
ilassus, rare foods and spices, and other
obvious possessions, The knives hers
are perfectly serviceable as weapons,

8. The Master’s Office. Holhin kesps
leng hours and often brings his work
home. This room is furnished with a
large desk and chair, 1 smaller desk for
his secretary/scribe, and lots of shelves
full of bound paper vecords, As nobed
earlier, at the time the PUs arvive, Mas
ter Holbin {and his male secretary) are
away on business.

10. Library. The booka that fill this
room are mastly about business and
economies, though a few express the
ladies’ tastes, Thore ave several comfort
able chairs and tables and strategically
placed o1l lamps. The library doubles as
# display room for Mra, Holbin's knick-
knacks and other dust eollectors. The
DM should custom-design s variety of
unusual items that could he found here;
few of them should be magical unless
they are only of curiosity or display
value, Sume of the trinkets could be
fairly expensive (up Lo 1,000 pp value),
but none are especially gaudy.

11, Courtyard, Sometimes called the
atrium, this open court is the showpiece
of the house. The courtyard extends
upward to the open shy above the sec-
ond floor. Four wide windows, usually
open, overleok the court from the
upstairs halls. The courtyard also
makes a good shorteut to other rooms,
g0 some member of the housshaold ean
almost always be found passing
through. In the warm menths, the
sound of water from the large central
fountain is soothing and eooling, The
place is green with many kinds of orna-
mental plants growing in pots and
hanging from baskets. In each corner
stands a low marble bench. The foun-
tain edge 18 1° high and 1' across, Mrs.
Holbin's two pel parrots live here dur-
ing the warm months, Both talk and
love to show off for visitors, whether
invited to or not, Any strangers enter-
ing this area after the house has gone to
sleep awaken the birds, who greet them
loudly and try to perform for a reward.,
Anvone trying to attack the birds
causes them to emit alarmed squowks
and fly up to the second floor for safety.

Upper Level

12, Roof of the Heating Flant. Made
of baked red tiles and slanting slightly
away from the house, the roaf of the
heating plant is a 10"-jump below the
roof of the main house,
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13. Elissa's Bedroom ia furnished
with a large bed, two large wardrobes,
and several chests to hold her elothes. A
formal gown hangs from a wardrobe
door — her betrothal dress. Numerous
pieces of jewalry may be found in the
jewalry box under the bed (up te 15,000
gp worth, as determined by the DM).
The contents of this room, ag well as the
other bedrooms, may be elaborated
upon hy the IM as desired, within the
houndaries of what one might reagona-
bly find within a wealthy merchant

family’s home.

14, Trea’s Bedroom is held for her
frequent visils e Povero, I contains
one wardrobe on the east wall and a
large chest at the foot of the bed, which
is against the north wall, The room
shows signs of current occupation (shoes
dropped on the floor, an open wardrobe
door, ete.). A amall portrait painting in a
frome shows the two cousins side-by-
gide — the only visible clue that there
may be more than one “Elissa” The
jewelry box in one chest holds up to
4,000 gp of jewelry, as determined by
the DM, Hidden in the bottom of the
small chest i8 a silver dagger in an
arnate sheath: a gift from a warrior-
marchant friend of Trea's.

15. Master Bedroom. In addition to
the usual bed, wardrobes, and chests,
this room contains Mrs, Holbin's small
wriling desk, sel belween the two win-
dows. Various pieces of jewelry are scat-
tered throughout the bottom of one
chest (up to 15,000 gp worth), as Mra.
Holbin iz not very organired. Several
intereasting mementoes are visible in
the room, all of which may be designed
by the DM,

18. Spare Bedroom. Although they
must vacate the room for special guests,
the butler and his wife (the head house.
keeper) ugually gleep here. fgide from a
300.gp watch and a 500-gp necklace in a
wardrohe, there is little of immediate
value here (the butler and maids have
invested the majority of their monies in
merchant intereats and local banks). A
belt purse in one chest holds 22 gp.

17. Conservalory Roof, This slighily
peaked room is shinilar (0 e heating
plant roof, except for its two large glass
windcows that catch the sun’s rays. Any-
one standing at the windows of rooms 16
or 16 can easily see down inside room &,
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18, Maids' Bedroom, Four of the
junior maids share this room. It is
crowded with beds and chests, Though
eramped, it has a fine view of the
grounds. The contents of the chests are
g0 varied and jumbled that anyone
gearching through them will soon real-
iza that little of value can be found
here, One valuahle random item will
turn up per turn of searching, but each
such item will be of a value less than 30
£p (e.Z., a purse with 12 sp and 2 cp, an
ornate copper ring worth 5 sp. a paste-
jewelry broach worth 2 sp, a rare gold
coin worth & gp, a brand-new and rather
risgué set of undergarments worth 8 gp,
etc.). The total value of the small, porta-
ble items herein is 500 gp,

19, Benior Maids’ Bedroom. Two
maida share this room and must share
the adjoining bath with the other four
maids. The same note regarding valu-
ables in room 18 aleo applies here,
though discovered valuables will be
worth 100 gp or leas. A total value of
1,000 gp applies to the small, portable
contents of this room, No weapones (save
for a hronze latter-openar) may he found
here,

20, Guest Bedrooms. Four guest
rooms line the south wall, each fur.
niched with a bath, wardrobe, chest,
wnd bed, None arve currently cocupied as
the house party seasom 18 overn

21. Storage. This large walk-in closet
helds all the upstairs linens, The floor
in thia room aqueaks very loudly when
wallted upon, alerting everyone at this
end of the houae {on upper and lower
floors) to the presence of someons in the
closet, Unlees there is good reason to
suspect something is amiss (e.g., the
floor suddenly squesks at 3 AM.), the
noige ia ignored.

22. Roof. Twenty feet above the
porch, the haked red tiles slant down-
ward to divect rainfall away from the
housge.

Poverc's Market Areg

Elissa regularly visils a number of
shops in Povere, since she and her
mother are very serious shoppers. Last-
ed below are the stores she is most
likely to patronize, in the order she
uanally visita them. Remember that
Trea may alao be shopping in the area

(50% chanee), and frequents many of the
same establishmentes, although they
will never be in one shop at the sama
time.

If encountered in the market, Kligsa
will he in a downeast mood: her mother
iz picking out things for the upcoming
hetrothal and wedding, and Elissa is
genarally depressed about the whala
affair and iz thinking wistfully of
Richard. Trea. on the other hand, isina
fairly good mood, though saddened
about her cousin's predicament. Trea,
like Elissa, will have six male body-
guards (in her own employ), but has no
other companions.

All NI'Cs encountered below, unless
otherwise noted, are zero-level humans
(AC 10; MV 12"; hp 1-4; #AT 1; Dmg by
weapon type (unarmed); AL variable, but
usually good or neutral, as appropriate).

1. Migtress Bobbin's Dress Shop.
This exelusive and very expenaive
dregsmalker is open to ladies only. Male
PCs are refused entry by the very formi-
dable receptioniat, Miss Dremank, The
Halhin men-at-arms refer tn her ag Miss
Dreadful, but only behind her hack.
Fifty years old and utterly fearless, she
has all the endearing qualities of a
rampaging brachivsaurus and a power-
ful voice o boot, Pemale PCs are made
welcome willy varying degrees of polite-
ness, depending on the richness of their
attire. The inner room contains several
racks of ready-made clothing to browse
through, but moat of the business is in
custon-made garments, A shop helper
hovera noar any shoppers to bring fabric
samples or tokee measurements. When
Elizea shope here, her bodyguards muat
remain outside. If they hear any sort of
vislent commeotion within, they’ll come
rughing to the rescue, in apite of Misg
Diremonl.

2. The Gray Whale Puh. Flissa her-
self wonld not think of entering A com-
mon tavern, but the pub is located just
down the street from Mistress Bobhin's
Dress Shop and is something of a temp-
tation to her men-at-arms, who will
have had a long and thirsty trob
through the city. Thev often take turns,
twe at & time, to get refreshment. The
pub might also make a good chservation
poat for POs staking out the dresa shop.
The rear door opens onto an alley that
winds behind a row of shops to join the
stroet just opposite the dressmaker's
shop.
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3. Bizarre World is a large, high-
shelved, narrow aisled store speeiulizing
in highly priced imported items: spices,
perfumes, bolts of rare cloth, and other
luxury goods. Because of the value of
the merchandise and rarity of many
items, the staff here ave always on the
lookout for customers who bohave suspi-
eiously, especially etrangers, for fear
they may be thieves: The stors employs
two guards for each of the front doors
[AC B: MV 13": F1: hp 8 each: #AT 1;
Timg by weapon type; AL LN: elub,
dagger). It is their husiness to refuse
entry to suspicious characters, or cap-

ture and hold them should they be dis-
coverad in the store. If necessary, the
guards give chase while shouting for
assistance from Lthe city guard, The 10"
wide rear door is usually open for the
receiving of goods and for venlilalivn. A
number of full and empty crates are
piled up here, and at least five husky
workera apend the day hauling goods in
and out of the doors, They are likely to
notice someone who docan't belong
there, though a PC disguised os a mer-
chant will probably go unguestioned,
Any uproar here brings the front-door
guards within 1-4 segments,

4, Esmerelda’s Lacy Unmentiona-
Lles Shop is another expensive estab-
lishment where men are strictly
forbidden. In anticipation of hur upeom-
ing hetrothal and marriage (whether
ghe likes the groom or not), Elissa is
building up her troussean. Her party
may spend o lot of time here as she
picks and chooses fluffy finery, and is
measured and fitted for delicate gar-
ments. Tha bodyguards, of course, must
remain cutside. The back door opene
onto a short alley just off the east-west
road north of Shore Street,

h. The Teeny Tiny Tea Shoppe.
Elissa's party often stops here for a
light snack of swant cakes and tea —
and a lengthy gossip session should
they meet someone they know. Men are
not excluded here, but few ever venture
inside, For some reason, they find the
small buildiog and its frilly, kminine
decor oppressive. Elissa’s bodyguards
remain outside. One of the men-at-arms
is involved with the shop’s serving girl,
She often slips out to bring them left-
over cakes, and a fernale PC could poasi-
bly take her place in the shop at this
tirne,

6. The Reader’s Rest. Povero is
renowhed far and wide as a center of
learning because the majority of its
eitizena are able to read (printing
prasses are ald neaws in this rather
advanced town). This ia the largest
bookstore in town, selling a variaty of
popular hooks at low cost. Many of these
are ool Lrue books, but thick, cheaply
boeund pamphlets covering many sub-
jects, from romantic tales fit for young
ladies of quality to spicy advenbure
yarns for young men. Bave tomes and
heavy hooks of lore are not to be found
here. Most books are 5 sp each.

7. The Open Market. These two
blocks ore erammed with hundreds of
small booths, tradesmen, and peddlers,
all hawking every kind of item and
service from shoe repair to tooth extraec-
tion. Kligaa's party may browse hera,
searching for bargains. Their body-
puards are egpecially alert in the mar.
ket hecanse of the pressing crowds and
the rigk of thieves and cutpuraes, Vio-
lent crime, while known to ocour, is rarve
encugh that it is rarely anticipated;
Lhefl is the crime of most people’s con-
cern here, The open market should be
played out as & place of greul confusion,
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with dozens of competing colors, actions,
noises, and smells, ond constont contoact
with people who accidentally brush
apainet each other as they wallk
through the marketplace. Encountors
with rakes (as per the DM@, page 192)
could lead to a geuttle and a subsequent
encounter with puards and constables.

The Dancing Maidens

This famous landmark is easy to find.
Any native of Povern, and most of the
tourists, can direct the PCs there. The
ancient stone cirgle's origin and purpose
have been long forgollen in the passing
centuries, but it atbracts many curious
visitors. Quick to take advantage of the
possibility of tourist income, the city
elders set aside the area around the
circle as a recreation apot. It ia honey-
combed with gravelled walks, rustie
stome tables for outdoor cating, and a
wandering herd of sheep that keep the
grase short,

At the conter of the park stands the
civele itself, The four long earthen
mounds that roughly surround the
stones are covered with long grass and
stand 10° higher than the rest of the
gronnd. Standing atones are seatterad
ingide Aand nutside the ring of barrier
mounds. The large stones are 20° tall,
the smaller ones are 1{) tall. Fallen
stones are &' high. All are massive and
roughly cut; 1 monk or thief would have
litlle trouble climbing even the tallest if
o inclined,

For the last bundred vears, this monu-
ment has been the favored spot for
young ladies of Povero to have their
weddings. The locals love a good party
and, whether invited or not, usually
drop by to wateh, so rich or poor, a bride
can be sure of a festive wadding. Follow-
ing an ancient custom, the unmarried
ladies of the city, young and old, link
hands and are led by the bride in g
dance that resembles a lively pame of
follow-the-leader. In time to music,
singing, and laughter, they skip in and
around the stones in 8 random pattern
that must circle each stone at least,
once. This dance is supposed to bring
woed luck and health to the happy coup-
le and Lo insure thal all the olher girls
find husbands, hence the name of the
circle: the Dancing Maidens, Since
many of the young men of the city turn
out to watch the dance, it creates a fine
opportunity for the unmarricd of both
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sexes to observe each other, so perhaps
there is some validity to the old tradi-
tion after all,

There is no Leeasure buried io Uhe
rmcnds o amnong e stones, though
town gossip may hint otherwise, No one
has actually dug here for treasure, as
such an action would be conaidered
vandaliam of a public monument. The
park is an eerie spot at night, after it
officially elozes at dusle, With the un-
even bleating of the sheep in the dis-
tance and the moaning of the wind az it
weaves among the stones, the circle can
be very lonely, indeed, Treagure hunters
may find the place to be very creepy,
ezpecially when the sea mists cloge in
and the gilent. stones loam oot of the
hlack and gray light like acensing
ghnats.

Richard Savelle appears to be waiting
for the party with a holy man and two
witnesszes for Elisza's wedding. In truth,
Lhe four men are Aldron Folbee himsell
and three digpuized members of his own
leval bodyeuard (AC 6, MV 12 I'2; hp
T each; #AT 1, Dmg by weapon type; AL
NE; long sword, dagger). Also present,
but hiding among the stones, are sev-
cral more of Folbre's guarde, their num

ber equal to the mumber of PCs present,
plus 1-4 more (stats as above, plus light
crossbows) Folbre'’s plan is to cul down
the parly as quickly as possible, then
murder Elissa with a dagger belonging
to Richard Savelle, whose name and
coat of arms decorate the hilt and blade,
ao that her beloved will be blamed for
her death,

Folbre, despite his considerable charm
and eivilized bearing, iz quite sociopath
ic and beare no guilt for anything he
doea to further his own business caroer
(hiz own men secretly refer to him as
YThe Serpent”). He gently helped his
own father along to the next plane of
existence in order to take over the fami-
Iy trade, and he quickly estahlished
himself as a figure of respect in the
ares. Gaining the friendship of Richard
Savelle was one of his crowning
achievements. Folbre invited young
Savelle to supper and slipped a sleeping
powder inle Bichard’s altev-dinner wine,
He then borvrowed Richard’s distinctive
dagger and cloak, and is now wearing
the colors of the House of Savelle, In the
dark, with his hood pulled close, he
atvongly resembles the prospective
bridegroom.
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If the murder occurs and anyone later
attempts a speck with dead apell on
Elisea, she will mistakenly implicate
Richard in the crime {Trea, if slain,
would still know the truth), The uncon-
seious Richard was brought to the park
by cart. He will be conveniently found
next to Elissa’s body, again wearing his
cloak, the bloody dagger in his hand,
with no memory of how he got there and
na alibi.

The DM should remember the possi-
bility that the PCs arrive with Trea, not
Elisga. If this oecurs, and Folbre recog-
nives Lhe girl, he tries to have all the
PCs and Trea murdered, then goes
ahead with his plan — making ithe
appropriate adjustments, of course. The
murder of one Holbin girl is just as good
aa that of another, he thinks. In fact,
when his devious mind has a chance to
mull over the implications, he realizes
that framing Richard for Trea's murder
will bring the added bonuses of forever
alienating Elissa from her lover while
gplitting the Holbin ¢lan with ascusa-
tions and recriminations.

Falhre plana to 2ay that Hichard got
vary drunk at dinner and began to rave
about the injustice of forcing a heantiful

GET OUT
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young girl to marry a decrepit old man.
¥IF I can't hawve her, I'd rather see her
dead, were his last words to me before
he stormed out of my house!' Folbre
will report, *but 1 shrugged it off as
frustration pver Eliszas betrothal. I
never dreamed my poor friend would go
to sueh a horrifying extremel”

Folbre hopes that the shocking and
brutal erime will spark a territie civil
distnrhance hetween the two Families,
perhaps even a small civil war. He
knows both sides well and is certain of
their volatile reactions. By carefully
remaining neutral in the conflict, he
plans to emerge as the leading mer-
chiant prinve of the cily. Indeed, if he
works thinga right, he may even be alle
to rewrite the city charter, thereby
placing himeelf in charge of all Povero!

Concluding the Adventure

This only clerie in Povero copable of
caeting a raise dead spell ie of chaotie-
neoutral alignment and has not been on
speaking terms with the Holbins for
years. No ameount of pleading will per.
suade him to rorse the dead girl. The
cleric might comgider a brihe, bt his fes

would be exorbitant as his purpose is to
beggar the entire Ilolbin family to set-
tle his grudge against them. If popular
opinion turna against him, he slips out
of town in the dark of night and cannot
be troeed.

If the Holbins send to other towns for
a high-laval clerie, Folbre’s minione
waylay the messengers in order to buy
time for his scheme. As travel 1s slow
and unecertain in the wilderness outside
of Fovero, it could be montha before a
cleric is found, too late to save the girl.
By then, Folbre may he in charge of the
city.

If they have managed to avoid being
implicated in the kidnap plot, the PCs
may wanl Lo bry lo run the cordon of
Folbre's thugs o order lo bring back a
cleric and atone for their part in this
sad tale. If the adventurers attempt to
denounee Folbre to the city magistrates,
it i3 posaible that, aa strangers, they
will not be believed, unlesa Trea can
teatify on their behalf, If the PCa are
ingtrumental in preventing the murder
or finding a clerie to reize the dead girl,
the Holbin family provides a rewnrd at
least equal to the amount promized by
Aldron Folhre. (9]
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SAMUR
STEEL

BY DAN SALAS

Treachery, betrayal,
and a flower of ice

Artwork by Jim Holloway
Cartegraphy by Dlesal

Dan Salos is a student af Bridpewater
State College, studving biology and
wrifing, He is o fon of BE. Howoerd's
Conan tales aa well a5 maréial arés and
sumarat films Dan's first writing sales
have been to DRAGON® Magazine and
DUNGEON™ Adventures. He tells us he
plana to submit many more works as faat
as he can write them.

Samuret Steel ie an ADED® pame Ori-
antal Adpentures module designed for
4-8 player characters of levels 3.5, Any
Uriental PC race or class is suitable,
though at least one ninja or yakuza
ghonld be included, Gajin POz are not.
recommended. This adventures is com.
patible with the campaign setting In
A1, Swords of the Daimyva.

Adventure Background

In wour search for adventurse, you
have taken ship to Hinomata, the
southernmost island of the country of
Kozakura. After a short, uneventfial
voyage, the ship anchors offshore,
and vou take a rowboat to the beach.
Ahead, you can see that the sand is
flanked by two large hills of rock. On
the right hill, a stone wwer vyer-
looks a small fishing village and the
thick fovest al Lhe intevior of the
island. The rowers drop you off and
then take the boat back to the ship,
leaving you alone on the shore,

Defore the I'Cs have a chance to move,
10 fierce warriors march down from the
village, There are nine samurai {(AC
10; MV 12", 2nd-level samurai; hp 14;
#AT 1; Dmg by weapon type; AL LN;
katana, wolkizashi) ond onc lieutenant
(AC B MV 12" 2nd-level samurai; hp
14; #AT 1; Dy by weapon type; AL LN,
katana, wakizashi), Thesze soldiers in
brown kimoncs head divectly toward the
party but do not draw their swords
unlezs threatened or attacked, The
samural form a halfairele nut of aword
reach, hlocking the PCa from the
village.

The Heutenant steps forward, bows
his head, and says, T am Kinnori Sato,
in the service of Lord Shimada Oda.
Lord Bhimada is now residing within
the walchlower Lhal puards Lhis village.
I musl therefure ask your business
here”

If answered poorly or rudely, the lien-
tenant says, T must ask you to give up
your weapons, Pleage place them on the
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sand " Weapons are confiscated from
ohedient PCa, but the adventurers are
given no further trouble. This demand
cannot be denied. The samurai back it
up with drawn swords if they must, If
the PCs atlack, the samural lght with-
out hesitation. Thirty more samurai
{same statistics) hear the sounds of
fighting and arrive at the rate of 2-8
every third melee round. Any PCs cap-
tured alive (not a likely ocourrence) are
ticd and left in the nearcst grain store-
houge. There they wait 1-4 days for a
trial before Lord Bhimoda, who rorely
gives any sentence except death.

If given fair or innocent-sounding
answers, of if the disarming occurs and
both gideg ave otill talking, the lisuten.
ant says, “I am ordered to say that yon
are temporarily vestricted ta thia vil.
lage. No one is allowed to leave without
the permissinn of Lord Shimada. This is
only temporary and is not meant ag a
personal insult to you." He then points
to building % (see the map of Yorumura
Yillagel I suggest that you take roovms
ab Jongbicd Inn,” he says, ““Youw will lnd
it guite comfortable”

The lientenant then leads his men
back toward the village, leaving the
PCs.alone on the beach.

For the Dungeon Master

Ibasuido Provinee ie on the northwest-
ern penineula of the island of Hinomeoto,
One of its estates is administered by
Lord Shimada Oda (AC 10; MV 107,
Yth-level samurai; hp 65; #AT 2 Dmg
by weapon type, 514,114, W 15, D 10,
C 14, Ch 12, Co 10; AL LN; katann +3)
He is a man of fair ability, but recently
his performance has been weakened hy
the influence of his newest concubine,
She is a beautiful young woman named
Korihana (AC & MV 12%; Znd-level
ninja/2nd-level bushi; hp 10; §AT 1;
Dimg by weapon type; 5 10, 1 14, W 12,
D16, C 12, Ch 18, Co 20; AL LE; profi-
clencies: music, singing, dance, noh,
etiquette, katanal

For months, she has been hinting at
treachery and corruption in the cstate.
Her lies are deecptive enough to make
Shimada a nervous man. She points out
imaginary political plots, warns of
asseazsination attempts, accuses officers
of disloyalty, and much more, Overcome
with fear, Shimada has been executing
and banishing his bast samurai. His
goldiera terrorize the peasants and
interrogate suspects; The astate iain

turmaoil. No protests have yet reached
the shugodal — the military governor of
the province — to end this misery.

Korihana is #n espionage agent under
the orders of another daimyo of Thasuido
Provinee, This man is Teshio Noboru.
Ile plans to disrupt Shimada’s estate
completely. When Bhimada’s incompe-
tence 15 revealed to the shugodai,
MNoboru hopes to take contral of the
eatate. His plans are going well. The
ligs of o pretty womaon orve proving to be
more affective than the efforts of the
best ninja could have bean,

Now Shimada has taken up residence
in & new home on his eztate. He has
come to the small fishing village of
Yorurmura, bringing 150 of his samurai,
Im Yorumura he feels aeoure, ag it iz a
amall avea where all of his people can
be easily watched. OF courae, hiz favor-
ite concubine is with him, canging move
and more damage.

Shimada is unaware that three more
enemy agents are operating in Yoru-
mura, One is Lhe Innkeeper of Songbicd
Tnn, Rokan (AC 9; MV 9"; Srd-level
ninja/drd-level yakuza; hp 12; #AT 1;
Dimg by weapon type; 5 12, 116, W 10,
D15, C 14, Ch 18, Ce 9; AL LE; profi-
ciencies: tea ceremony, landscape gar-
dening, animal handling, katana,
ninja-ta, shuriken, kiscrul, The sccond
agent iz the inn's servant boy, a 14 year-
old named Nezumi (AC 8: MV 12%; 1at-
level ninga/lst-level yakuza; hp 3; #AT
1; Dmg by weapon type; 511, 1 10, W
10, D16, £ 10, Ch 17, Co 12; AL NE;
proficiencies: animal handling, cooking,
ninja-to, shuriken). The last agent is the
village blacksmith, Hanzo (AC 9; MY
12" fth-level yakuza: hp 36; AT 1 at
+1; Dmg by weapon type +2; 8 18,1185,
W 12, D15, C 16, Co 6; AL NE; profi-
ciencies: painting, blacksmith, weapon-
smith, katana. dagger, jitte, pain touch
maneuver), These men serve mainly as
raessengers between Horihana and
MNoboru, since her delicate position does
not allow her many chances to contact
her employer.

These agents trust no one and try to
leill any outaidera who know of their
plans. Any PCs who offer to join the
congpiracy are immediately treated as
enemies. This is especially true for
ninja and wu jen PCs, who are consid-
ered extremely dangerous to the politi-
cal plot.

The PCa find Yornmura an unhappy
community. The peasants show the
necesgary respect, but their misery is

clear, Not only have Shimada’s soldiers
been cansing trouble, but now the
tyrant himself lives here!

By Shimada's commeand, no fishing
boats are permitted away from the
beach, since this might allow trailors to
leave and arrive in secret. Unable to
fish effectively, the peasants wander
through the village or mope in their
homes. Samurai patrol the streets,
traveling in groups of 8-6, with a cumu-
lative 10% chance per soldicr that ene
of each group is a lieutenant. They do
not bother anyone witheut reason.

The PCe have entered a delicate situa-
tion, and their own actions determing
the encounters that occur. Read the
following encounters thoroughly; none
of them gtands completely alone, and
they should vin together in 8 congigfent,
BEYiEs.

“The Mission" explains the situation
to the PCs, telling them what they must
do and providing hints for how to pro-
ceed. They are warned not to speak
where unseen ears mizht hear I (hey
discuss their plans in the inn, there isa
good chance that the innkeeper or his
asspciate 1s listening, leading to the
“Poigoned!” encounter; the innkeeper
attempts to poison the PCa and deliver
them ag prisoncrs to Hango, In eaptivi-
ty, they are tortured for information but
are also given a chance to escape.

Tha PCs should be suspicious of Han-
zo. 1If they go to explore his house, use
“The Haid” encounter. This sets the
gtage no matter how the PCs intend to
proceed.

Heturning to the village, they hecome
involved with “The Wote," which gives
them a reason to suspect — and explore
— the innkeeper’s home. “A Warm
Reception™ explains the innkeeper’s
reaction to them on their return, “Accu-
sation of Treason” deals with Kori-
hana's treachery against the PCs, And
finally, “Escape™ sets up & possible last-
resort atternpt by the PCs to get out of
Yorumura with their heads still
attached.

The Mizsion

Shortly after checking into the inn (or
as they explore the village if they decide
to do that first), the PCs are approached
by a handsome, middle-aged samurai
who wears the colored vest of an officer,
He i alone. The samurai aays, "Rrcnse
me for interrupting you. My name is
Tgesu Yaemon, in the service of Lord

38 tssue No. 7



Shimada Oda, I would like to speak
wilhh youw on & matler thal is of greal
importance to all of wa” If the PCs
agree to listen, he says, “MNot here.
MNever speak of important matters
where unseen sars might hear”

He leads the party to the ahrine of the
sea dragon (area 6), takes a quick look
arpund, and then tells hia story:

" Ag yvou may know, Lord Shimada is
living in that watchtower” He points to
area 1, which iz vizible over the roofs of
the peasant homes. “He was a good
man, but recently he has become a
tyrant and has ordered the deaths of
many of his own samurai, He's come to
this village becanse it is easy to defend,
sinee ha is fearful of attack.

“Lord Shimada trusts only one person
— his concubine. Her name 18 Korihana,
the ‘Iee Flower She's very pretty and
everyone likes her, but I've noticed that
Lord Shimada becomes danperous only
afler hie has spenl Lime wilh her T'm
couvineed Lhal she is responsible for his
corruption.

“T've told you this hecause very soon
she will begin to see you as a threat,
She'll accuae you of being apies and will
suggest that you all be killed. There are
too many somurai in this place for cven
the best fighters to handle. Seven other
gtrangere have died in this way, and all
were as strong as you.

"I aveid this, [ suggest that you
gather evidence against her and present
it to Lord Shimada. 1f you go to the
tower, he will grant you an audience, If
you can econvines him that she is digloy.
al, yonn'll find him to he generous. Tf you
cannot . . . then T wish you the hest”

He suddenly points to the peasant
house nearest to area 2. 4 pretty young
woman dressed in flowing white robes
stands there in conversation with a tall,
ugly brule dressed like o peasant. No
one else is pear them,

“That is Korihana" Yaemon says in
surprise. “And the village blacksmith,
Hanzo. What buginess has he with the
daimyo's concubing?'

After a few moments, Korthana walka
back into the village, while Hanzo
croeses the sonds toward his house (aren
B} next to the rocks. He gives the party
a long, eold stare, but doss not stop
unless approached.

Yaemon savs, " Yesterday, when Hanzo
delivered two dozen new horseshoas to
the watchtower, he asked a lot of ques:
tions ahout the tower's history, From
the conversations that ware ralated to

SAMURAI STEEL

me by the soldiers, the blacksmith
lewrned aboul the tewer's layoul and
the position of of the guards. He also
seemed to be studying every detail of
the place that could be seen from the
outside, I'm not sure of his intentions,
but I know that he came to the tower to
do more than deliver horaseshoes,

Yacmen glaneea over his shoulder
nervously, then quickly says, “I've told
you what vou need to know fo save your
lives. If you try to escape from the vil-
laga againet Lord Shimada's erdere, his
men will hunt you down. If you stay,
you'll be executed if you can't prove the
comenbing’s treachery. Act fast, but be
caraful. Never disenss these things
where Unaeen eara might hear”

If the PCs ask, “Why can't yon take
care of this matter yourself?'" or “Can
we expect any help from vou later?”
Yaemon savs, “Today is my last dav
here, My lord has accused me of treach-
ery because Korthoana koows thal I
suspech her!” He will ool, however, give
thiz information without reason.

When the players have no more ques-
tions, Yaemon says, “Excuse me, but |
must go now. Good luck” He then
walks through the village toward the
wnmhtowgr, never to be seen in Yoru-
murs again.

Poisoned!

The DM should pay close attention to
where the PCg digeusg their plang. Any
time important matters arve spoken of in
the inn, there i a V0% chance that
MWeznmi overheara the conveérsation and
reporta it to Rokan. Cheek this every
time the players get careless.

If Rokan learns that the PCs are sus-
picious of Korihana and Hanzo, he
abtempts to peison them. Wegumi —
smiling a5 always — appears at the door
ol Lhe POs' room carcying o Lray, 2 pol
of hot tea, and enough caps Mo all, He
says, "“Dusiness has been poor lately,
and my master wishes to show his
appreciation.” He fills the cups, includ-
ing one for himself, and invites all to
jein him. [t 13 bad manners to refuse the
offer, and the DM might went to punish
those who are 50 rude with o penalty of
=1 honor point,

MNezumi has already taken s poizon
antidote and is not affected. The slaep
potion in the tea takes effect after one
turn (no saving throw) and lasts for five
honred, T even one PO doeg not drink the
tea, the POa ara left alone in their

rooms. & slow poison spell will delay
the potion's effects, and a neutralize
porsor spell will negate themn, The DM
should try o avoid letting the playvers
suspect the presence of poison i the
plan fails. This can be done by saying
that, one by one, the 'Cs become very
droway and begin to drift off to sleep,

If the PCs realize the boy's treachery
ond become active, he sereams, “Mur-
derers!” and escapes through the near.
eet door or window, At his first chance,
he enters the crawl space under the inn
and tries to got to the trap door under
room 95 (see Songhbird Inn map). Then
he climhbs up into the room and enters
the seeret corridor, where Hokan is
waiting for him. They gather weapons
and artack the PO at the first
opportunity,

If Rokan's plan goes well, all tha POs
drink the poisoned tea and ave cap-
tured. They awaken in the house of
Hunze, in a room in hiz cellar (room 6N
on Lhe map of Hanzo's House), They are
all stripped to the minimum of clothing,
with ankles roped together and hands
tied behind their backs, Their outer
clothes lie in & pile in one corner of the
room, but their weapons and equipment
are on the main floor in room &F {on the
for side of the guard dog, of courael).

Hanzo enters the room as soon as the
last PC awakens. He asks a few ques-
tionz, ineluding “Who are you working
for? “"How much do you knew?" and
“Are there any other spiles?’ He
addresses his questions to the entire
party at firct, but if angwered rudely or
not at all, he approaches the PC with
the highest combination of strength and
constitution scorves, applies a pain touch
maneuver (Oriental Adventures, page
104}, and asks his questiong again.

A PC who resists must save vs. paraly-
zation. Modifiers are a cumulative —1 per
previgus pain euch received, =4 for
unimportanl information (DM judg-
menl), amd +4 for inporbaol or personal
information. Those who fail must give an
answer. Anyone attempting to lie muast
save va. paralyzation again, with the
same modifiers in addition to —3 for good
PCs, -2 for lawtul PCs, +3 for chaotic
PCs, and +8 for evil PCs (o.g., lawful-
good PCe save at —5, chootic good PCs
get no additional modifiers, ete.). All of
thess modifiers ave cumulative,

Hanzo checks the bonds of each pris-
oner and then goes to room 5B on the
main floor, where he sits and meditates
until tha PCz foree him inte action. He
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leaves a paper lantern in the room with
the prisoners, and it remains lit for
another four turns.

The PCs are now alone and may
attempt. tn escape. The DM might allow
them to use the ninja capahility ereape
{Origntal Adventures, page 214, reduced
by half for non-ninjas. Or, the DM could
allow a bend Bars/lift gates roll for a
chanee to break free. What happens
vnce e PCs are [ree is determined by
their own actions, Refer to the encounl-
ers in Hanzo's house and the map on
page 42,

The Raid

If the PCs decide to look for information
in Homzo's house on their own uze Table
1 to determine hie location when they
arrive. If Hanza iz not located on Table
1, uso Table 2.

"Ity determine Hanzo's reaction to the
PCg, remnember that he iz an intelligent
man but i3 friendly only when he must
he. He can be hostile to those who don’t
seem to dererve his hard-waon respect. TF
Hanzo diseovers armed intruders in hia
home (or escaped prisoners from the
cellar), he releases the puard dog from
rovm 8F and attacks immediately, using
Lhe ketune of gualily frem room 5B and
trying every deadly trick he knows.

The Note

If the PCs decide to return to the inn
from Hanzo's house, they encounter
Korihann in the village. As soon as they

Table 1
Chance of
Hanzo's
Time Location  Presence
Day Smith shop  80%
{500
Early Bitting T0%
evening room (5B)
Night Bedroom 80%
{(502) fazlecp 40%)
Table 2

idé Location
1.2 Dog's room (5F)
34 Kitehen (5E)
5.6 In village
(return in -4 tnrna)

come in gight of the inn, they ses her
walk past its front gate, She does not
ses them, and dropa a small seroll case
to the ground st the pate. She continues
on, walking casually throngh the vil-
lage for two farms hefore retirning o
the watchtower. If she is attacked or
otherwise bothered, her shouts bring.a
dozen samurai to her aid in 2-4 rounds.

Two rounds after Korihana drops the
seroll vase, Nesumi comes out of the
inn, rebrigves the case, and goes back
inside through the entrance to Rokan's
private rooms. If the POs de not take
any action to grab the scroll or inter-
rupt the ninja's plana, Nezumi goes to
room 95 and hands the seroll to Rokan,
After that, the boy goes to room 5H to
sleep,

Rokan opens the soroll caee and reads
the note inside (this takes four rounds).
He then talkeg the note to the closat
{room 9L} in his bedroom and places it
in the concealed eompartment there.

The note reads: "“I'he hare will soon be
ready for the catch. Let the iron-forger
know that in seven days he may inform
our employer of Shimada’s weakened
state.” It is signed, “The Flower of Ice.”

A Warm Receplion

The PCs ure given no more trouble at
Hongbivd Tnn, Ifthey return from Han-
zo's house, Rokan realizes that they are
tao strong for him {even if he learns of
their mission after they raid the black-
smith's house). Rokan doean't want to
tolee any more chanees with such a
powerful group and waits patiently for
the “Accusation of Treason” cncounter
to ocenr,

If the PCs foree a fight or try to search
Holkan's house the two ninjafvakuza
fight to the death, They try to uge the
aggshell prenades from yoom 98 and
prefer to attack fram behind rather
than fight openly.

Aecusation of Treason

The PCs have been warned of a time
linid by Teesu Yaemon, and Che DM
should allow no more than four gams
days before Korihana turns against
them. Remember that she works in
cooperation with her three fellow
agents, and anyone who stirs up trouble
againat them quickly draws her
unwanted attention, If the cnemy
agents know of the party’s suspicions,
don't let more than two days pass before

Korihana decides that it 1s in her best
interect to eliminate them. She works
on Lord Shimada’s foars until he iz
convinced that they are spies, The PCs
gea the results of her treachery when
Shimada sends a dozen samural to
arresat, tham.

This proup (see samurai /tafs on page
37}, led by one lieutenant, enters the
inn during daylight. All PCs at the inn
are held there, and all others are
politely “escorted” back to the inm, The
soldiers throw open the doors of the
PCs" roons, and the lisulensnl reads
aloud from a scroll; “Lovd Shimada Oda
has proclaimed that all persons whe are
not recognized as servants of the Shima-
da eatate shall not be granted permis.
gion to move freely about Yorumura
until he passes judgment on their loyal-
ty. By tomorrow morning, all foreigners
shall know their destinies!

If the PCsa demand to ges Lord Shima-
da, they are granted an audience the
next morning. Use the "Judgment of
the Diaimyn' section. The PCg can save
themaslves only by convineing Shimada
of Korihana's treachery TF they fail to
do this, he orders that they be taken
awayv and executed.

If the PCs choose to remain at the Inn,
six samurai are pested in room 9C and
another six patrol the perimeter of the
inn in groups of two, Al sunset, they are
replaced by fresh puards. During Lhe
night there 15 a 30% chance of the
guards becoming drowsy, Chances for
aurprise and atealth are doubled against
guards in this condition.

The PCs have one night to maolee their
eseape. In the morning, 20 more somu-
rai arvive to escort the PCs to the beach,
where they will be axecuted,

Escape

The PCs may decide at any time to
escape from the village, Tn addition to
the puteome of any encnunter af area 12
on the Yorumura Village map, the DM
must decide if the party should be
allowed to escape. Have they given the
adventure an honest try? Have they
acted intelligently? Or have they been
avrogant, uvnoooperative, and rude?

It is the DM's option to place a mirror
of mental prowess (Dungeon Masters
Guide, pape 150) in the watchtower,
Lord Bhimada can use thia magical item
to scarch the weoda for cacaping PCs,
This meons thot mony patrols will be
directed toward the PCs" escape route,
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even bevond the two-mile limit normal-
Iy patrolled. The resulting endless and
unavoidable series of encounters will
exliaust amd demoralize the PCs.

Yorumura Village

The map of Yorumura shows the water
line at high tide. On either side of the
beach, twa large, rocky hills rize thirty
feet above the water. The tree line
shows the cdge of a thick forest, but
there are aleo trees and shrubs among
the buildings of the village.

1. Watchtower. Once a mere outpost
station, this eight-sided tower 13 now
the home of Lord Shimada. The strue-
ture ia four atories tall, houses S0 samu-
ral warriors, and 18 furronnded by a
15%-high stone wall. The southeast, gata
opens onto two paths, and a secret door
in the western wall opens onto the bare
hill. Guards patrol everywhere within
Lhe walchiower and its grounds. In the
tower's stable are 20 medium war
horses. Pasted to the front door of the
tower is a charm of profection from thefi
(Oriental Adventures, page 134),

When guests stand before Lord Shi-

mada, dozens of loyal samurai are
always nearby. Fifty more soldiars can
be gathered within elght rounds to fight
for their lord, If anyone attempts to cast
spells in Lord Shimada's presence with-
out his permission, the spell-caster and
his companions are attacked by 2-5
samural in the first round, followed by
many others.

No map of the tower is provided, as 1t
is extrémely unlikely the PCa will have
the opportunity to explore this building.
If necessary, the DM can detaial the floor
plan, placing samurai barracks on the
ground floor, storercoms and workrooms
on the middle floors, and Lord Shima-
da’s quarters and audience chamber on
the top floor.

2. Fishing Raats, These craft wera
used regniarly by the villagara until
Shimada's arrival. Wow the boats ait
abandeoned on the beach, tied to posta in
the sand. Each bnat romtains nets,
hooked spears, a1 «her fishing tools.

3. Storehouses, Grain and rive are
stored in these three waterproof shacks,
Since Yorumura has only a fishing
industry, it trades with other villages

for its supply of farm poods. Each store-
house holds 4-40 koku (Oriental Adven-
tures, page 87, “Barter Units),

4. Peasant Houses, These 22 huild-
ings are the homes of the villagers. All
are built with wooden frames, wooden
outer wallg, paper inner walls, and
thatched roofs. Many of them have
partial verandas, like front porches. The
average household consists of four or
five people, including a father, a mother,
and a variety of children and elders,

. Hanzo's House. This is a medium-
sized peasant home with a covered
smithy beside it. While appearing nor-
mal from the outside, it is a dangerous
Duilding [illed with desdly traps.

Hanzo lives alone here, He is an uply
brote whom the lshermen lear amd
distrust. Skilled at the forge, he pro-
vides services for Yorumura as well as
other nearby villages. He was once a
vakuza in another province, but he
presently workas for Lord Toshio Noboru
in the plot ogainst Lord Shimada. Han-
2o allowe no one ingide his house except
a few trusted NPCs (and prisoners).

See the detail map of Hanze's House
to locate the following rooms.

5A. Veranda. This normal-looking
veranda iz flaored with hare wooden
planks. This is a nightingale flanr,
dezlgned to erealk loudly when weight is
placed upon it. For every 5 that a per-
son walks across this floor, there is a
90% chanee of causing noise, Stepping
on a board causes one syueak, and lift-
ing weight off & buard causes another
equeak, Thus, each step taken causes
two squeaks. All chances to move silent-
Iy are halved, and only magical spells
can completely silence the floor If Han-
2o is in area 5B, 5C, or 5F, there iz a
cumulative 20% chanece per squeak that
he ig alerted to visitors or intruders.

5B, sitting Room, Thiz is the largest
room of the house, Here, Hanzo reloxes
after a hard day at the forge. Under the
enshions arranged in the center of the
room are a dagger and a jitte, both easily
reached by Hanzo if ha is seated there

Om the northeast wall, in a rack dis-
plaving Hanzo's work, hang three finely
crafted daggers with ornamental hilts
(worth 2 tael each), three beautiful
katanas (worlth 18 ch'ien each), and one
katane of guality (10 to hil, worlth 60
ch'ien). All have black wooden scab-
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bards. The katena of guality appears no
better than the other swords, though
Hanzo knows which one to grab first in
AN BMArgency,

A, Bedroom. This room contains
little more than a hed mat in the center
and a tray with empty cups hesida it,
The eastern wall is painted lavishly in
the same style as the guest roms of
Songbird Inn. A paint set, complete
wilh brushes and ink, sits in the north-
east corngr of the reom.

A dagger and a jilte are hidden under
the pillow. Under the bed matting is a
note written in ITanzo's crude stvle
which reads: “Has Korihana noticed the
new arrivals to the village? They don't
look harmless, and they make me ner-
vous. Tell Korithana to have Shimada
get rid of them. You yourself should he
prepared to have them “vanish' from
your inn” Hanzo intends to pass this
note to Rokan, but the blacksmith hae
not yet had the opportunity to de a9,

1f Hanzo is sleeping here, he can ba
awalened by squeaking noizes from the
veranda, If he is awake when intruders
enter the houge, he stands next to the
wall near the door, whera he con sur.
prige anyone coming into the bedroom,
At the fivst opportunity, he attempta to
get the katana of guality from room 5B.

5D. Cluset. This storage area is filled
with # jumble of clothing, worn-out
sandals, baskels, amd vlher junk. Hid-
den under a pile of blankels in Lhe cen-
ter of the closet, an unlocked wooden
door covers a small compartment. Tnsids
iz a scroll case containing & letter,
stamped with Lord Moboru's official
scal, granting free travel threughout
his estate. There ia alao a bag with 153
taal, 47 yuan, and 232 fon.

5E. Kitehen. This room ie the hest (or
worst) display of Hanzo's bad habite.
TInwashed cups and bowls cover the big
wonden table in the middle of the room.
The shaives are eluttered with dusty
elay containers, some empty, others
holding apices, tea, and pepper. The
cooking hearth on the northwest wall
has not been cleaned for weeks. Hang-
ing over the small fire pit is an iron pot
filled with & cold, slimy, green liguid,
Nothing of value can be lound here.

5F. Dog's Room. Once a family living
room, this is now the bedroom of 1Ian-
zo's favorite pet, a guard dog (AC &;

WOV 127 FIO 242 hp 16; #AT 1; Dmg 2.
#: 5A leap attack at +3 to hit, victim
must save vs, paralyzation or be
knocked onto hia back for —3 to hir,
while the dog i3 at +2 to hit: AT W)

This animal attacks evervone except
Hauwzo, und it fights to the death. Only
Hanzo can give Lhe command to stop its
attack. Anyune whoe enters the room
either awakens the animal (30%) and is
attacked in the next round, or finds Lhe
dog already awake {70%) and is leapt
upon during the first round after the
door is opened.

In the south corner of the room are a
chevwed upon sitting eushion, a water
bewl, an empty food dish, and a 10" long
rope that Hanzo uses for a leash when
taking the dog outside.

&=, Lavatory

AH. Shrine. Hanzo rarely prays but
has set up this room to confise
intruders. In the east eorner iz a statue
of the Fox God, surrounded hy candles
and incense sticks, Lying under the
small statue are several sheets of folded
paper conbaining, in Korihana's amall,
neat handwriting, deseriplions of Shi-

mada's paychological atrengths (such as
his dedication to bushido) and weol:
nesses (such as his paranocia and fond-
neszg for heantiful women), This
document has been given to Hanzo se
that he can smuggle it out to agents
who will pass it on to Lord Noboru.

Directly in fromt of the statue is a
kneeling fipure, its back tn the daor,
wearing the black outfit of o ninja. The
figure is actually a wood and straw
inode] stuffed with baps of sleeping
powder, Consider the figure to be AC 10,
Any sharp olject Lhal hits the fipure
releases a cloud of the puwder into the
room. Blunt objects have a 50% chanoe
{plusa the attacker's bend bursilift putes
percentage score) to tear open a bag.
The eloud fills half the room in the first
round, the whole room in the second
round, and lasta for another four rounds
before diesipating. Anyone who
breathes tha powder must save ve. poi-
gon or fall unconscious for 2-5 turns.

A seeret door leads to room 51,

4T, Secret Hoom. This room is kept
dark at all times, Tn the north and west
corners, twa large holes in the floor lead
to room 3L in the callar helow.
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From the hole in the western eorner, a
ladder leads down. A rope aliached Lo
the ceiling above hangs down the mid-
dle of the hole, Doth the ladder and the
rope allow passage between the room
and the cellar The rope is atrong and
safe, but there are tiny metal blades,
sharp as razors, st into the backs of the
ladder’s runga, These blades can pene-
trate ony unprotected hand that gripe
the rungs. Bach time someons climbs
halfway down the ladder, theve iz g 00%
chance that he is cut for 1-2 hp damage
and must save va. poison or logs 2.5 hp
more.

The hole in the northern corner also
containg a rope and a ladder. The ladder
is safe, and the rope appears to he
gecurely tied to a ceiling beam. It actu-
ally continues npward through the false
paper ceiling of the room and is
attached to a crossbow hung from the
Lrue veiling. Whenever the rope is
pulled, the bow swivels downward to
point in the divection of the pull, Hard
vanks or full body weight on the rope
causze the bow to fire, inflicting 1-€ hp
damage, Use the “to hit" chart as if
Hanzo were firing the weapon.

5.J. Smithy. Hanzo forges weapons
here when he is not busy on more mun
dane work such as horseshoes and com-
mon tools. Except on the eoldest days,
he keeps the doors open wide while at
work. Against the southeast wallis a
large hearth and anvil. In the middle of
the room stands a heavy wooden table
cnversd with hammers, tomgs, pieces of
serap iron, and work in progress. A
dapger is nailed by its scabbard to the
underside of the table. One of the unfin-
ished pieces is a katana of quality with
nu hill attached (=1 to hit). It only
needs to be combined with the proper
grip to become +1 to hit.

SK. Storercom. This cramped room
sontains materials used by Hanzo in the
smithy: empty buckets, piles of scrap
metal, broken tools, long bars of ivon (to
be hammered into swords and daggers),
and bent horseshoes. Under an over-
turned bucket is a bag containing
47 taeal.

SL. Pagsageway, This area iz com-
pletely dark without the use of artificial
light. The flanr and walls are lined with
erude woaden boards. This room and
corridar contain several trapa; only
Hanzo knows how to avoid them:

1. Rope with erossbow trap {(see roam
ol

2. Trapped ladder (see ropm S

3. Sword trap: Anyone who walks on
this section of corridor has a 75%
chance of triggering a floor mechanism.
A katana punches out a amall section of
the wall and stabe ot the person there
for 1.8 hp damage (roll to hit as if Hanzo
wore attacking). The sword ean be casi
ly detached from the mechanizm after
the trap has bean sprung.

4. Floor triggers: These two areas
trigger the crossbow trap at &, Anyone
walking over the triggers has a 76%
chanee of setting off the trap.

. Crosshow trap: As with the sword
trap, this mechanism hursts through
the wall, It consiats of 8 wooden pole
onto which two crossbows have been
nailed, The bows point in opposite direc-
tions down the corridor. Both weapons
fire immediately, for 1-8 hp dounage per
Liolt {roll to hit as il Hanzo were allack-
ingh The two bows and two bolts can be
recovered and used by survivors of the
trap,

5M. Snake Hoom. This room is emp-
ty except for a large woven basket con-
taining o peisonouns snake (AC 6; MV
15*; HD 2+1: hp 6; #AT 1; Dmg 1; 8A
poison, vietim must save vs. poison oy
loge 2-12 additional hp; AL N,

The snake cannot attack from inside
the bagket unlegs gomeone reaches in.
When Hanzo legves prisoners in voom
5N, he releaszes the snake before leaving
this room, The first persom to enter affer
the anake iz released muat roll for sur-
prise at = 2. A surprised person is
attacked from behind by the snake and
receives no dexterity bonus to armor
class, After that, normal combat Tules

apply.

BN, Prisoner Boom. This empty
room is used to detain captives. See
"Toisened!” for what transpires here if
the PCa are captured and become Han.
50's prisoners.

6. Bhrinc of the Sca Dragon., This
small pagoda surrounds the man-sized
etone fipure of a dragon, The fisher-
man recite short prayers here before
putting cut fo 2ea each day and also
on special occasions and holidays,
Anyone who makes an offering or says
A fincere prayer has & 20% chanee of
gaining four wisdam pminta (to racial
maximum) for 24 hours. Disrespectful

behavior cauzes a stream of slime and
seaweed Lo spray rom Lhe statue's
mouth to cover the olfender. The vie-
tim's charisma and comeliness scores
are cut in half until he or she takes a
kath.

7. Alarm Post. Here & wooden frame-
work stands atop a stone platform.,
Haonging by ropes from the frome are a
man-sized bronze bell and its hammer, o
heavy log. This bell iz for emergency
uze only, except when an important
samurii wighes to speak to the whole
village. When the peaganis hear the
bell, they come guickly out into the
streets. Samurai go to the alarm bell to
ape who rang it and why

8. Military Camp. This temparary
settlement was set up for the extra
soldiers accompanying Lord Shimada.
Five tents houss 100 samurai. Only 20
neen are here in Lhe Jday Lime, 40 at
night. The rest patrol the village and
the forest. Quartered at the eastern
edge of the camp are 11-20 (1410 +10)
medium war horses for the officera.
MNearby are weapon racka full of spears
and bowa.

9. Songbird Inn. This well kept
building containe eix guest rooms, quor:
ters for the etalf, and Hokan's private
rooms, A stable shares the inn's east
wall Since the inn is built above
gronnd level and atands on support
posts, there iz a crawl space between
the ground and the oilding. Thia
cramped space is open on all sides and
is easily reached from the sutside.

The Songhbird Inn's rates are average:
5 fen per night's lodging, 3 fen per night
per horse stabled, 2 fen for a hot bath, 5
fen per common mesl, and 4 yuan per
iar of sake.

Rokan is the owner and innkeeper. He
comstantly smekes an iron pipe, so he is
always armed with a kiseru. Ile over-
sees the work of two servant girls, Kiku
and Yoshi, and the boy Nezumi. The
girls know nothing of their employer’s
profession or the political plot. Nezumi
keeps a close eve and a keen ear on all
gueets, and everything he learne is
reported to Rokan,

Aristocrats oceasionally vigit the inn
because Rokan is known for his skill at
the tea ceremony. Upon request, he will
perform the ceremony for a lord of dai-
myo eank ar higher; otherwise, he rare.
ly does a ceremony except for himself
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and Mezumi. At this time there are no
lords in the area except for Shimada,
whon is fop wary to leave the watchtower
unless ahaolutaly necessary,

Attached to the inn ig the ouwmer’s
modest home (rooms 90-17). It is anly
slightly larger than the other peasant
homes, and in most waya is very simi-
lar, However, Rokan's ninja activities
demand ecertain modifications such as
traps and hidden comparlments.

A, Front Gate. This enlrance
through the picket fence that surrounds
the small courtyard iz covered by a
small wooden roof supported by the
tollest poats of the fence. The gate ia
wide open.

9B. Veranda. The front porch iz cov
ered by the overhanging roof of the inn,
“"Hongbird Inn” is written in simple
latters aver the double doors at the
center of the veranda. A smaller door at
the weat gide of the porch leads divectly
to Rokan's private quarters.

9C. Front Hall. Here visitors are
greeted by Wezumi, He welecomes puests
with a smile, offers a hot bath (room
9, and explains the two guest room
sizes (three-bed and fve-bed), He does
not give prices unless asked. Al nighl,
this hall is lit by a lantern hanging on
the west wall near the secret door.

9D, Business Office. Hokan keeps
his business papers and documents, as
well as any possessions which the
guecta wisgh him to hold for them, ina
locked cheat under the desk. There are
also 36 fen in the chest. A pen and ink
set iz om the desk. Rokan spends time
here writing and organizing hig records,
He can be found here 20% of the time
during daylight honrs,

9E. Lavatory

9F. Bathtub Room. In this room, &
large wooden tub is kept full of het
waler. Clean towels hang on a rack on
the southern wall. During a puest’s
bath, one of the servanl girls comes in
with a bucket every ten rounds to pour
in more hot water,

90, Servant Girls' Rooms, These
two rooms contain bedding and amall
closets. Under cach pillow is a bag con-
taining 2-12 fen. Each girl sleeps in her
own room at night (60% chanee of being

SONGBIRD INN
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wsleep), bul sinee business haz
decreased lately, (here is un 80% chance
that one of the girls is away [rom Lhe
inn, visiting relatives in the village,
during the day. Check only when the
servanta are needed. Their duties
inelude washing, cleaning, and serving
food,

The northern room belongs to Yoshi
(AC 10; MV 12": zero level peasant; hp
2; #AT 1; Dmg by weapon type; 38,111,
W ld4, D12, C8 Chis, Co11; AL LM}
The other room is cccupied by Kilon (AC
1t MV 147 zero.level peasant; hp 3;
#AT 1; Dmg weapon type; 512, 110, W
10, T 14, € 14, Ch 12, Co 14: AT, NG

9H. Nerumi's Room. Rokan's gide.
kiek, the hoy Nezumi, sleeps here. Hig
room is similar to those of Kiku and
Woshi, except for & hidden compartment.
beneath his bed, under the woven mat.
ting of the floor. It contains two ninja-to,
nine star shurikens, o 50'-long rope
with knots at regular intervals, a grap-
pling hook, and a bag with 14 Lagl.
There is also a trap door beneath the
bed that npens to the crawl space under
the building. There iz a 059 chance
that Mezumi is in his room at night, less

10% per oceupied guest room. I hare, he
iz asleep §5% of the time.

81, Slable, There are stalls here for
five horses, Nesumi feeds any horses
stabled here for 2 fen per meal. He will
also wash a horse for 4 fen.

3. Feed Storage Shed. This tiny
shack contains hay and grain for the
horees, although the grain may be used
for human consumption in times of
emergency. There is nothing clse of
value in the ched.

YK. Three-Bed Guest Rooms. Thase
rooms are modest but clean. All but
thoze rented to the PCs are unoceupied.
{ne hed mat lies inside each room, and
up to twn maore can be added by Neazumi
if necessary. A paper lantern sits at the
head of the first bed. Food and deinks
are delivered to these rooms hy the
servant girls.

One wall of each room is decorated
witll svenes of forests, mountains, riv-
ers, waterfalls, and clouds. Painted in
black ink by wide brush strokes, Lhe
scenes are done in typical Oriental style
— aweeping pancramas with progres.
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sively higher and higher sections of
landscape fading back inle Che illusion-
ary distanve,

9L. Five-Bed Guest Room. This
room 15 similar to the smaller guest
rooms, but up to five bed mats can fit
comfortably inside.

oM. Hitchen. Twin fireplaces against
the outer wall dominate thig room, Iron
pote hang from the opposite wall, above
shelves stocked with Kitchen tools,
knives, and jars of spices. A small pils
of firewood lies between the two fire-
places. In the center of the room, on 2
large table, sit stacks of plates, bowls,
and trays.

Tf grests order fond, Nezumi comes
here tn prepare the meals. One or both
of the servant girls takes the food on
trayvs to the Tuest rooms,

oM. Storage Room. All Lhe equip-
menl necessary Lo run the inn is stored
here: brooms, wash cloths, blankets, bed
mats, pillows, extra tools, dishes, and
lanterns. In a locked chest at the back
of the room are jars of sake and bottles
of poison. Only Nezumi and Roken
carry the keys to unlock the chest.

80, Rokan's Sitting Room. Bokan
likes to emolte hie pipe hore while gaz-
ing out the door scross the veranda He
can be found here 30% of the time duar-
ing the day. This room containg fitting
eughiong and a low tahle on which are a
pen, ink, and sheets nf rice paper Stuclk
to the underside of the table with a
small nail is a folded piece of paper
bearing the seal of Lord Toshio Noboru.
The paper gives written permission Lo
travel freely Lhrough Nobora®s estate
sl Lo reguest an immediate audience
with the lord,

Um the wall across from the veranda
door, 2 wooden rack holds six small jara
of liguid. Three contain atrong salke.
One is a potion of climbing, another iz a
potion of extra healing, and the lost is a
potion of heroism, If Rokan is cornered
in & fight here, ha attempts to drink the
last potion as soon as possible,

9P Shrine. This 18 where Rolcan
prays for the succeas of his missions. He
can be found here 20% of the time at
night. A painting of the Tiger God,
flercely poised for battle, hangs on the
east wall. Surrounding it are pieces of
paper inscribed with philosophical

phrases of inner strength and endur-
ance, Candles and incense burn at each
zide of the painting while Rokan kneels
in prayer In this state of mind he can-
not be surprised, sinee all his senses are
arouzed and alert.

#0. Hallway. At night, this area ig lit
by a paper lantern hanging near the
goutheast corney, except when Eokan
has gone to his bedroom to gleep. There
ig nothing of value here.

8H. Lavatory

95. Bedrnom. Rokan launches his
missions of esplonage from this room,
though lately he has had little need to
leave his room at night. He can be
found here 80% of the time at night, If
Rokan is here, there isa 40% chance
that he is aslesp.

The roum appears simple, containing
only a bed mat, a lantern, and a narrow
cloth curtain which hangs from ceiling
to floor in the middle of the east wall.
Behind it i3 a mirror of foar (Oriental
Adﬁen&uma;t)fage 1356}, Anyone who
standa dircetly in front of the mirror
and who elearly states that he is look-
ing to see what is behind the curtain
must make g saving throw ve. spells or
flee in panie for 1-6 rounds. Thoge who
fail the save loge 1 honor point per
round of terror, doubled if their coward.
e iz witnessed hy anyone who was nof
affected by the mirror

Beneath the bed mat is a hidden eom-
partment similar to the one in Nezumi's
room. It containg nine star shurikens,
one ninjus-to, 1 50'-long rope, & grappling
hook, a black ninja outfit, five eggshell
grevades with Mashpowder (save va,
paralyzation or be blinded for one
round), two eggshell grenades with
pepper (save va, petrification or receive
a —4 penalty to hit for 2-5 rounds),
threes eggshel]l gronades with dust (save
vs. poralyzation or be blinded for 1.4
rounds), four signal rockets, a set of
thieves' picke and tools, five oil flasks, a
tinder box, and a bag with 182 ch'ien.
At the bottom of the compartment iz a
trap door that opens to the crawl space
beneath the building.

9T. Secret Passageway. These dark,
narrow corridors arve used by Rokan and
Nezumi to move guickly and secretly to
certain areas of the inn, Anyone enter-
ing the corridors musl briog a light or
walk in darkness, since Rokan and

Nezumi know the way and do not need
lights. At the end of the corridor past
the secret door to room 95, a rack of
weapons hangs on the wall, It helds
three knives, two ninja-to, nine star
shurileens, and five eggshell grenades
with flashpowder.

The secret entrances to the passapges
are easily found by Rokan and Nezumi
but not by anyone else. The chanece to
find each secret door is 1 in 12 for peo-
ple who are meraly looking at the wall
(within 10 of the door), or 1 in B for
anyrme searching more elosely.

9U. Closet. This small area contains
Rokan’s clothes and footwear. A con-
cealed compartment under the floor
mats contains the documents of vwner-
ship for the inn and a beag of 56 cli'ien.

10, Rokan's Garden,Thiz simple
grove is filled with evergreens and
maples. The floor of the garden ia cov-
ered with green moss, forming a velvety
carpet. When not tending to the inn or
to his scoret activitics, Rokan works
here alone.

In the center of the parden, at the end
of a path of flat etones, is the teshouse
where Hokan performs the tea ceremo.
ny. A small well and dipper at the build-
ing's entrance allow puests to wash
their hands before entering the tea-
honge for the ceramnny.

11. Guard Posts. Eight samural and
one lieutenant lounge in each of these
small covered platforms, They stop
travelers and pulitely demand writlen
permission to pass, stamped with the
seal of Lord Shimada, No one can pass
without this seal. Anyone arriving at
the village without official papera muat
wait 1-2 hours while a messenger ia
sent to Lord Shimada and returnz with
written permission.

Anyone who resists the guards faces a
fight to the death, Unfortunately for
intruders, there are always samurai
patrols within hearing range. A noigy
battle or schouts will be heard, and five
soldisrs arrive on the seene every 3.0
rounds.

12. Wandering Patrols. Small
groups of soldiers (four samurai and one
lieutenant) constantly patrel the woods,
Every five rounds, there is a TO%
chanee of encounlering a patrol. These
scattered groups normally travel no
farther than two miles from Yorumura.
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The soildiers drive off all intruders,
first with polite demands, then with
drawn swords. Anyone attempting to
leave Yorumura is escorted back to the
edps of the woods near the village, If
Lhiere is o loud fight, more palrols arrive
at the rate of one patrol every 3.7
rounds,

Judgment of the Daimyo

Whenever the PCs bring their evidence
to Lord Shimada, use Table 2 to deter-
mine his decision on the aecusations
against Korithona, Add and subtract all
the modifisrs that apply, then roll per.
centile dice, Homember that Bhimada is
an important man, and the PUs are
expected to use their best manners.

If Shimada does not believe the accu-
sations, there i a 75% chance that
Korihana immedintely demands retri-
hution — the death of the PCr — for
their “lies!" The PCs are immediately
escorted out to the beach for execution.
If, for some reason, she does not demand
Lheir deaths, Shimada has mercy on
these [oolish strangers and orders theic
imprisonment in the watchtower, where
they are held until the problems in
Shimada's fief become so evident that
the Bhogun must intervene (2:5 weeks),

YN/
T

.

If the PCs convines Shimada of Kori-
hana's treachery, she leaps up and
attempts to flee. Samurai quickly sur-
round her and cut her down while Shi-
mada watches silently,

T reward Lhe party for revealing the
political plot, Shimada offers military
positions to bushi, kensai, and samurai
PCs. These positions carry the title of
lieutenant and command over 20 1st-
level soldiera. Of courae, those who
aceept must take an cath of loyalty and
thereafter serve Shimada without
question,

Everyone is given papers of free travel
in Shimada's estate, stamped with Shi-
mada’s seal. Two cach strings of 100
tael each are offered to each PC. And, of
rourge, the PCo have Shimada‘s eternal
gratitude and approval, which is no
small thing in thiz dengerous land.

Shimada will certainly want venge-
ance against Nobhara if it 38 known that
Noboru was the cause of the trouble.
This could lead to an assault on
Noboru's home, an assassination or
kidnapping attempt, or a mission of
sabotage to cripple Noboru's estate. The
PCa are welcome Lo male Lheir own
suggestions, 0

==

Table 3

Besechanee. __.o.ooonococno.l 05

Maodifiera:

Spealker PC's charisma reaction
adjustment . ,......... */— KA%

Speaker PC's successful etiquette
BIBCH i i e g s e + 5%

Per shukenja PC in party ., .. . +10%

Per known ninju PC in party . .= 10%
Per known yakuzs PC in party .= 8%
PCUs show Shimada:
Official papers with Noboru's
geal, . ..... PP TT . 5 |]
(found in Rokan’s or Hanzo's house)
The note from Hanzo to Rokan, +15%
(found in Honge's housc)

Korihana's message ......... +T5%
(from “The Note™}
Korihana's notebook . ... ..., +00%

(found in Hangze's house)
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THE JINGLING
MORDO
CIRCUS

BY VIC BROQUARD

A carnival of

laughs, thrills — and

terror.

Artwark by Paul Juquays
Caortography by Diese!

Vic Broguard, e data-processing profes-
stonal with 22 years experience, teaches
at Ilinots Central College in East Peo-
rie, Hllinots, Vic hos authored several
computer texthooks and two fantasy
novels. He has been o DM for over five
yeers. This module resulted from a
degire to challenge high-level characlers
asg well ag breathe a bit of fresh air into
the usnal compaign dungeons.

The Jingling Mordn Circus is an
ADE&ED® game module designed for 6-10
characters of 10th level or higher. A
proper balance of character classes is
vilal Lo Lhe ullimate suveess of the par-
ty. Because of the very powerful WPCs
in the module, lower-level parties must
be exceedingly clever and resourceful to
successfully handle the circus and its
malevalent crew,

The DM should be prepared to impro-
vise the reactions of the various circua
personnel depending upon the actions of
the PCs. Be forewoarned that the use of
mind-reading spells and divinatory
equipment by PCs could complicate the
DM job greatly: improvigation will
almost certainly be requived in thege
cases; and the DM should prepare notes
an information that comld he gained in
these events. For the most part, cirens
personnel are concernad only with the
management and operation of the fair,
and their thoughts and actions will
reflect Lhis,

For the Dungeon Master

Every long campaign needs some relief
from continual dungeon exploration,
Three days ago, colerful posters began
appearing in the PCs' town, announcing
the imminent arrival of the Jingling
Mordo Circus. Just when boredom was
taking hold, the PCz have some excite-
ment to look forward teo, with not a hint
of danger or adventure. Encourage
them to relax and enjoy themaoelves at
the Jingling Mordo Cireus!

Max Mordo, a neutral-evil 20th-level
magic-uger, is the owner and operator of
the Jingling Mordo Cireus. The circos is
run on a fairly honest basis, in spite of
Mordo's alignment, because a semi-
honest circus is & convenient cover for
his real operations — assassination and
kidanapping the weslthy,

The cireus is fun to run, Aller all, whe
wears full dungeon pear to a city circus?
If your I'Cs so insist, let them do it, but
be aure they arve gawked at, laughed at,
and ridiculed, eapecially by amall chil-
dren. If they don't change their minds,

48 Issue No. 7



THE JINGLING MORDO CIRCUS

don't worry — Max will notice them and
take a personal interest. With proper
reteresing — and perhaps after a few
houre of eirens fun — the PCs may lower
their guards.

The module consists of the eircus
lagout with general descriptions for
each area. Numerous NPCs are
described, and overall puidelines for the
major actions are provided. However,
the play of the module will be guided
predominantly by the activns and reac-
tions of the PCs. Thus, there is lremen-
dous room for the individual DM to
tailor the action to his own campaign
(zee the DM Teiloring section)

Darkside Operations

The Mordo Circus must be run on o
fairly honest basis, because a semi
honest eireus is a convenient cover for
Mox's nefarious “darkside™ operations,
A traveling cireus aleo gives Max mobil-
ity to travel about the countryzide,
arriving in towns where the “pickings"
are good, and leaving just a= quickly
when his schames have paid off.,
Because of the nature of Morda's opera-
tiom, the circus must move frequently
and far, and he dnes all ha can to keep
suspicion away from his carnival.

Mordo specializes in kidnapping.
spending the first days of the circus's
stay in a town spying on the locals and
deciding on the besl {usually the weal-
Lhiest) vietim, On occasion, Max han-
dles assassinations of important people,
but he demands 10 times the going rate
for a regular assassination, He requires
all of the money in advance, but alao
guarantees the results.

Max is currently holding four victims
whaose ransoms have not yet been paid.
Two remain at the entranes to the big-
top tent (ares 2) — the stone gergoyles
are polymorphed human fighters. The
migerable umber hulk in wagon 27 ig
really a female high elf, and the roper
in wagon 26 ig 4 human magic-usear,

Through his network of advance men
and zpies, Max has heard that a bi-
annual festival and market in the PCs'
city will attract merchants, nobles, and
adventurers from far and near. A stop in
this town will be profitable bolh fur the
circus receipls and for Max's kidnap-
ping scheme,

A prime kidunap victim is either person-
ally wealthy or is an asseciate of a
wealthy peraon. The first choice for a
victim {from the DIM's point of vicw)

ghould be the MNP henchman of a
wealthy PC in the party. A second choice
would be a wealthy merchant whaom the
PCa have hean hived to protact. The POs
showld have some compelling reason to
become involved in the investigation, no
matter who 18 kidnapped.

Since the town is generally of good
alignment, and since Max Mordo seems
to cooperate fully with local law enforce-
wwient vfficials, the investigation should
be a real challenge for the PCs, If the
PCs do not selve the mysterious abdue-
tion, Mordo may attempt to kidnap
others or even move on to another city.

There are several ways the kidnap-
ping can be carried out, given the avail-
able spells and numerous assassing. The
DM con be as inventive as he likes, but
here is one commeon scenario:

The cernergtone of the operation
depends on the four £u-Zu tribesmen —
small, wiry jungle natives who are
extremely accurate with blowguns.
They use a powerful jungle poison that
causes nearly instantaneois uncon-
arinnaness. (Sea tha Circur Peraonnel
section for full details.)

Omnece Mag and his associates have
reached a decision on the victim, Max
and the assassin-clowns (Rox, Len,
Ham, and Carl) put dust of diseppear-
ance on the Zfu-Fu bribesmen, They then
arcange for a crowd to separate the
victim from his friends, and the jungle
natives attack with their blowguns,
injecting the powerful sleep poison. If
the attack is unsuceesaful, or if Max
decides that the victim cannot easily be
hit by the darts, he encaks up bekind
the vietim, costs o dime sfop, and person
ally injects the drug.

At thie point, the assassin.clowne
cateh the falling vietim, slide a ring of
invigibility on him, and carry him off to
their elown digguize wagon (B4). They
laugh and smile as they ga, and no one
questions four elowns miming the earry-
ing of an invigible burden. Onece ingide
their wagon, the assassing strip the
vietim of all magical items and wealth.
The hapless victim is then polymorphed
into a draft horse and hidden in area 36.
Even if the captured NPC relains his
own personality, his escape is made
imposaible by the hobbles around his
forelegs {and injections of drugs if he
resists), His valuables are stored in a
secret compartment in the bottom of one
of the other eages, If the PCs become too
curious ahout the horses, they ore
chased out of the area by cireus person-

nel or accused of trying to steal the
horsez. If 8 polymorph spell accidentally
kills a victim, Max uses a wish to bring
the vietim back to life (to-avold making
o0 many enemies).

Meanwhile, one of the assassins dons
the victim's clothes and disguises him-
self as the character, Prelending Lo be
drunk, he parades around the circus
just long enpugh to be seen by many
workers and townspeople, but he avoids
the PCs. Then, he makes a grand exit of
the circus, shouting drunkenly at Ted,
who runs the main gate, that the circus
is boring and a waste of good money. If
the PCs loter question Max and the
other eiveus personnel, all are able to
honestly say that they saw the inebri-
ated character leave the cireus grounds,
Any other questions are answered as
vaguely as possible to avoid telling a
detectable lie. Thus, it should be diffi-
eult for PC clories to determine that the
truth i= not heing told,

The imposter heads into town and
enters a seedy inn, drawing as much
attention to himself as possible to create
numerous witnesses. After taking a
room for the night and promising the
innkeeper 20 zp to awaken him al
dawn, Lhe disguised assassin enlers the
roonn, slams the door, and guickly
changes disguises. After leaving all of
the victim's normal gear in a disheveled
mess and adding a touch of blood here
and there, the assassin leaves quietly
through the window. In the morning,
the innkeeper reports his missing guest
to the authorities, who suepect foul play
after examining the room.

After a brief investigation, the (all-
too-busy) local constables declare the
victim was probably vobbed and mur.
deved, the body carried off and dumped
in a nearby swamp (or equivalent in the
DIM’s campaign). At this point, the FCs
ghold he eneouraged to take up the
investigation themselves,

Later that day, a beggar boy arrives at
the inn with a ransom note. He honestly
savs that a seedy person (one of the
dssassing in disguise) paid him o deliv-
er Lhe nole. This scrawled missive is
addresaed to the friends and associates
of the victim, and demands the payment
of a huge sum that the DM knows could
be raised {such as 500,000 gp or more!)
for the return of the kidnap vietim. The
PCsz are directed to leave the ransom,
converted to gems and jewelry, in the
pame room from which the victim waz
apparently abducted. The note contains
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all the normal warnings — come alone,
do not notify authorities, o tricks or
the victim will be slain, and so on.

From the time that the victim is
abducted, the PCa are seried upon by
Max or Hank, who use erystal balls to
diseover what actions the PCs are con-
templating. Thue, Max usually lnows
what the PCs intend to do and is ready
for them. Later in the adventurs, espe-
cially if the PCs take paine to conceal
their plans, the DM can decrease Max's
level of knowledge. He can scry the PCs
ag 1f they were “'personally known
glightly” (DAMG, page 141) if he has met
them an the fairgronnds, giving him an
85% chance of success,

To recover the ransom, Hank teleports
into the room and out again as fast as
he can. He is covered with dust of disap-
peararce and scries the room carefully
just befors he teleports (lreat scrying as
“personally well koown,” sinee he will
have studied the room beforshand),

If the ransom is paid, Max returns the
hapless victim to the inn reom just as
the circus leaves town, The victim is
returned to his normal form, but Max
doce not return any magical iteme or
valuables. Further, the vietim is sound
asleep and cannot be awakened by nor
mal means until the evening of the next
day, by which time the civens iz long
gone, Even when awakened, the vietim
ig little help to the investigation as he is
under the influence of & wigh spell that
hag caused him to sleep and forget ave-
rything that has happened since he was
nabbed at the circus. These effects can
only be undone by another wish.

If the F'Cs become too much of a
threat, or if the characters parade
daround the circus in full magical plate
arimor or Lhe like, Max handles them
personally. Aller a crowd separales vne
PC from the others in the party, an
innvisible Max casts a éime stop and
personally injects the sleep drug or hits
the PC with his sap, Next, the PC is
stripped of all magical items and valu-
ables, Finally, Max teleports the aleep-
ing wietim, dressed only in undes-
garments, to onother town and deposita
the PC in the sewers. Max is then in
axcellent humeor for daysl In fact, he iz
highly likely to continue serying on the
victim for amuserment.

If Max particularly dislikes a FC, he
will alan use energy drain on him —
perhaps daily. Rowdy POs are very
likely to be challenged to a drinking
contest by one of the assassing, When

the PC passes out, he is taken to a local
i gl deposiled willy greal Ganfure in
a room o sleep it ofl, Cuce ile assassins
leave the PC, Ilank fefeports into the
room, confiscates all magical items and
valuables, leaves a ransom note for the
goods, and teleparts back to the circua.

Arninventive DM ean think of other
posgsibilities. Juat keep in mind that
Max is evil, coldly caleulating, and
takes few chances, He alwave poes
along with normal police investigations
in an attempt to throw suspicion off his
trail. He will never permit a battle to
rage at the cirens. By nsing his spells,
he will always attempt, to move the
battle to seme neutral area,

If the PCsinvestigate the civens, the
DM must decide what information they
are able to learn, Given enough time
and nieans, and perhaps enough eities,
they should be able to learn the truth,
but du nol Iet thermn launch & war on the
civeus. Stress the large number of iune-
cent visitors, innocent performers, and
the like. Max 15 50 sure of himself that,
if directly challenged, he suggests a
meeting on some neutral field of battle
to settle the matter. He will use all
manner of troachery, of course, but
never riek the eirous itself, If and when
the showdown ecomee, Max gives his
henchmen all the magical items that
are stored in the seeret compartments
under the wild animal cages,

Maw and eompany have been guccess.
ful in the kidnapping and acsaggination
huginess for many vears. He does not
often make miatakeas, and thia means
that the DM can be ruthlass.

Did Tailoring

Before starting the module, the follow-
ing details must be worked out for your
CRInpaig.

Decide upon an inerary of widely
separated major cities that the circus
will visit. The circus should be set up at
the edge of a city of predominantly good
alignment. Next, prepare a seedy inn
and an innkeeper MPC for the kidnap-
ping scetion. You may use any cxisting
inm In your compaign or design o new
one. Then, make some tentative plans
about who the kidnap vietim will be and
the amount of the ransom. The vietim
ghould not be one of the player charae.
tere: a henchman of one of the wealthier
PCs is the suppested target.

Fotiona and aerolla have heen inten-
tionally omitted. Thess should he added

to fit vour campaign and style. Max
Mordo and associates do not have too
many serolls, bul Lhose that they do
have should duplicate their higher-level
spells. Among these would be spells
such as polvmorph other, flesh to stone,
stone to flesh, maze, delayed blast fire-
ball, teleport without erron, disinfegrate,
and time stop.

The nasassing would have potions to
aid their clandestine actions. Some
poizons have been included; more could
be added. Additionally, the foes may
have such potions as invisibility, ESR
huran conlrol, speed, and gpeeially
made potions that can reutralize poisan.

Moaone of the magic-users or illusionists
have haan Fiven weapons, becausge they
are mainly involved in perfarming the
shows or running the circus, but you
may azsume that each carries one con-
cealed dagger. In combat, they use their
spells or magical devices. If needed, you
should decide whal olher weapons are
available in your campaign selting,

No apell books are explicitly men-
tioned. Assume that each spell-caster
has a set of traveling spell books that
include all of that character’s memo-
rized spells plus any others that are
indicated. None keep their larger mas-
ter epell bocks at the eiveus.

Pereonol treasure chesta usually con-
tain only ¢oins and gems, You may work
up move specific details ag desived, Keep
in mind that there will be a large amount
of coing put aside from the cireus reve-
nues, and also gems and jewelry taken in
FANSOT payments.

Additionally, yom can add finishing
touches to the wagon descriptions. TF
desired, vou can add further details to
the House of Horrors (13) and the Fun
House (11), Even the actual circus lay-
out can be modified.

The Wagons

The Jingling Mordo Circus travels in 78
large wagons, each pulled by two draft
horses. The circus is set up at the edge
of town in a large cirenlar formation,
800’ in diameter, as shown on the map.
The poat-and-rope fence around the
entire circus perimeter ie continually
monitored by security guards. Each
avent and wagon is numbered and its
contents described. You may add finish-
ing touches to suit veur own campaign
or even alter the basic layout.

Each wagon is raughly 7' wide and 12
long, althomgh some of the wild animal
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cages are larger. Some of the exhibitg
are merely transported on the wagon,
such as the Slide Ride (wagoen 6). Other
wapons have lentlike exlensions, as the
Foud Station (wagon 14) and Lhe House
of Horrors (wagon 13}, All wagons num-
bered 54 and higher are private quar-
ters and are always kept locked. Each
circus employee carries the key to his or
her wagon, and Max Mordo has a mas-
ter set of keya to all wagons, as does
Honk, Mordo's second in commond.
Other wagons may be either locked or
unlocked. Another post-and-rope fence
separates the public areas of the circus
trom the private sector,

Overview of Personneal

Max NMarda owna and operates the Jin.
gling Maordn Circus as a front for a vari-
ety of clandestine operations. Hank, his
right-hand man and longtime friend,
assists in running the big-top show as
well ay Lhe darkside operations.

Five operations leaders report directly
to Max. Brother X handles all of the
physical security for the circus. Sister
Selba runs the healing operations. Bobo
is in charge of daily operations, includ-
ing the workers and travel arrange-
ments. Bubur is the ringmaster and
runs all the big top nctivitics; at other
times, his erew becomes involved with
Max's less-than-legal operations on an
az-neoded baeis, The clandestine activi-
ties are supervised by Mag, who doubles
as the circus’s financial manager. Mag's
group alzo seouts shead for likely towns
and eities for the oireus to vimt,

For physica] secnvity of the sivens,
Max has made arrangements with a
lawful:neutral monastery of the Azure
Brotherhood, For the monks, the circus
is an advanced training ground. They
are here to learn to recognize and han-
dle pickpockets, gate busters, robbers,
and the like, Also, the monks are being
trained to identify the personality traits
of both good and evil individuals. None
of the monks yet know about the clan-
destine operations of the circus, though
they are gencrally aware that the circus
is managed by men of evil nature.

The brothers maintain a stoic life-
style, never apeaking unless abeolutely
necessary. Their order also views names
ag unneaded, go the higher-level monks
have forsaken their given names and
are known only by shetract symhbols.
Henee, the leader of the monks at the
circus is known only as Brother X. The

brothers are fanatically diligent in their
efforts to guard the circus. If they
observe any shady action by a fair-goer,
they move swiflly Lo inlerrupt it Those
thal Lthey apprehend are promplly Lurn-
ed over to the local authovities, Though
suspicious of their employers, the
monks do their best to carry out their
assigned puard duties.

Furthermore, the monks earn sxperi-
enee in their order for cach erime that
they spot and handle. When a monl:
gaine enough experience to warrant a
“promotion,” he returns to the meonae-
tery and 8 new recruit is sent to take
hig plaee.

Max has also worked out a8 mutually
beneficial arrangement with the Sisters
of the Holy Cross. This order of femsale,
lawful meutral clerics runs the circus’s
first-aid station. The Siaters believe
that magical curing should be shaved
with the masses, and they are always
searching for new ways to use their
Lulenls amony the commmon people, They
provide aid to anvone in need, regard-
less of alisnment. In return, Max makes
healthy monetary donations to the
Sisterhood and permits them to recruit
potential new sisters at any time. The
sistera are friendly and attempt to con-
vert any female whe will listen to them,
Like the monks, they know nothing
about Mordo's clandestine operations.
Though they do not entiraly trust the
management staff of the circus, the
Sisterhood has found this arrangement
to be highly beneficial.

The daily operations staff is super-
vised hy Hoho and ig divided into two
subgroupa. Fivat, there are normal
hands who do the daily chores and per-
form in varions shows or run events,
These are all neutral and fight only to
protect the circus and their jobs. Second,
there are several evil NPCs who super-
vise Lhese normal haods, Some of (hese
bosses only fight to protect the clreus,
while others actively participate in
darkside operations.

The big-top staff is run by Bubur, the
ringmaster. Theae magic-usera and
illusioniata are showmen first and
dorlkside helpers ns the need arises.

Finally, there ie the dorkside opera
tions gtaff, headed by the assacsin Map,
They do the actual dirty work: kidnap-
ping, assassination, and worse, Heview
the Cirens Personnel section for exact
details,

Most personnel have assigned work
statinns and can he fonnd reating in

their wagons when not on duty. How-
ever, there are several NPCs who may
be encountered wandering about the
vircus (see Wandering Encounters sec-
Livn fur more information).

Statistics for all circus employees
can be found in the Circus Persennel
sechion.

Cally Events

You may begin the module in many
waye. One common approach is to have
cireus posters appear about town. Three
days later, the circus caravan arrives at
night and is ready to open for business
the next morning,

When the circus opens at 10:00 A M.
daily, at least 100 visitors enter; move
come and go thranghont the day. The
higgest evowds thromg the eirens in the
early evening. From time to time, huge
crowds gather near different exhibits,
and PCs are likely to become split into
small proups by the press of the crowd
when it moves vn. Criers announce the
stael of sach big-lop show at 11, 1, 3, 5,
and 7 o'cleck. Numerous continual light
spells provide sufficient illumination for
early evening activities, The circus
closes at 10:00 EM. Bundials and water
clocks keep the local time.

If the players decide to draw a map,
let them view the map of the eivens,
pince they can readily see cverything
that iz labeled.

Wandering Encounters

Each turn, check for 2 wandering
ancounter; one will occur on a roll of 1-4
on 1d6. If an encounter happens, roll
14100 and see below. The DM should
elahorate on thesa encounters as neces-
gary. Further encounters may be drawn
from the Character Subtable (page 175
or City/Town Encounters Matrix (page
191) of the DMG,

1-8. A minslrel, playing a recorder or
singing, wanders past the party. He's a
normal worker having fun,

8-13. A local, low-level thief attempts
to pick one of the PCs’ pockets. There is
a 65% chance that the attempt is spot-
ted by o monk sceurity guard, who
intervencs ot onee, atbcmpting to arrcat
the offender. If the PC makes any fuss
about the theft, one or more monks
arrive at once.

14-20. The PCs are involved in &
minor but annoying accident that may
divert their suspicions from Max Mordo.
The firat time this encounter is rolled, a

DUNGEON 51



e
THE JINGLING MORDO CIRCUS

circus wisttor claima that one of the PCs
is a wanted criminal and ealls tha
puard, necessitating explanations and
proofy of identity. If this encounter is
rolled again, a passing townsman slops
food on one of the PCs. There is no real
damage, but the PO clothies are now
messy, and tempers may Taic I this
encounter 18 rolled a third time, a PC
gets a solid bump from a stranger wlho
then assumes the BC is trying to pick
his pocket or start a fight.

21-25, A total stranger stops to chat
with the PCa, Although completely
harmless, thiz encounter ean be used to
distract the PCz and shift suspicion
from Max Mordo,

26320 A erier loudly announces the
gtart of an event such as the chariot
race, The next turn, there iz a 76%
chance that a crowd gathers or shitis as
a result of the annonncement. (For the
effects of this, see the crowd gathers!
shifts encounters below )

31-443. A clown hounces up to the PCs
und performs silly, distraciing anties.
There is a 50% chance that a crowd will
gather if the PCs go along with the
clown's actions, (For crowd ellecls, see
below.) The clown 15 either a normal
hand or one of the evil darkside workers
{60% chance of either); see the Circus
Pergonnel section.

41-46. A erowd gathers at a nearby
event. There iz much pushing and shov-
ing as the people all try to see at the
same time, Thiz ghould distract the PCs
and limit movement to one-zixth their
normal rate.

4752, The crowd around an event
shifia and moves off. The PCs are foreed
to move along with the erowd, and sev-
eral party membars are separated from
the proup. It is extremely diffienlt to
mave against the flow, slowing move-
ment to onetwelfth the normal rate.

53-566, From 1-6 normal hands are
changing shills, passing from work
areas to their privale quarters, They
stop and talk about the circus if asked.

37-61. The P'Cs encounter one of the
four worker bosses — Bobo, Doss Jake,
Eoss Jorg, or Boss Hagart (equal
chanee) — making his rounds to check
on how things are going. Any boss
entountered scoms fricndly, While the
latter three have nothing much to aay,
Bobo is very curious about the PCa and
their wealth. Each boss will be encoun
tered only once.

BLE5. There is an equal chanes of
encountering Brother X or one of the

monk seeurity captains, The monks nod
in respomse to g gresting and speak in
shovt gentences only if agked a direet
guestion.

88-71. Hank, Max's second in com-
mand, is encountered while on a homa
fide circus errand or while spying on
potential victims (equal chanee).

72-80. Mag, the assassin leader and
Npancial manager, is encountered while
running a financial erraod wnd carrying
a large sack of coins or while actually
spying on the PCs (equal chance),

8190, An assassin-clown — Carl, Rox,
Len, or Ham — approachea the PCs, The
nosassin-clowns act ailly in much the
same way as the real clowns, but their
job iz to epy on the PCg and examine
their gear, defenses, alertness, agility,
and protection devices, Each assassin
clown is encountered only onee,

9100, Max Mordo wanders the cirous
frequently, either observing the sverall
nperations or scouting and spying on hig
potential victims, He acts very friendly
and offers all kinda of asgistance — all
designed to throw suspicions elsewheare.
He can be encountered as many times
as rolled, anywhere in the elrens.

Circus Key

1. Main Entrance and Tickel Sales.
The rope guardrails lead one and all
toward this brightly painted wagon.
Mumerous advertizements of the rides,
sights, and events are plastered on every
available inch of the wooden facade, A
huge sign reads:

10 Tickets for 1 gp
1 Ticket fonr 2 sp
Admission: 1 Tichaert
Children Fraea

A man in a black-and-white.cheelkered
clown zuit is selling tickets from inside
the wagnon, while a man in o yellow and
green fool's costume standa to one side
and takes the tickets.

The ticket seller iz Ted, one of the
assassing, and the ticket taker 18 a nor-
inal hand (see the Circus Personnel
section for individual stalistics), The
ticket window is secured with slurdy
iron bars; and there are 2-5 securily
guards nearby in case of trouble, The
cashbox in the wagon contains nearly
1,000 gp in mixed coina. At night, a
seeurity guard sleepa in the ticket wag:
on. Ted lives in wagon 71,

2. The Big Top. The restangular, 100/

* 150" giant big top looms impressively
in the center of the circus. Several hun-
dred people can wateh each show, A
large sign at the entrance saye:

Big Top Shows epeny 2 Houns
Aamission: § Tickets

Th each side of the entrance, 8 stone par-
govle heckons all to enter. These two
gargoyles are actually vietima of Mardo's
kidnapping plots whose liege refusad to
pay their ransom. In a rage, Mordo polyv-
maorphed each into a pargovle, then turn-
ed them Lo slone, Every time Mordo
passes by this pair le chiuckles W himself.
If & detect rogic spell ia cast on e,
they radiate weak magic. A frue seetng or
irue sight spell réveals the statues for
what they really are: twin brothers, Axel
ond Jed (AC 10; MV 12", F7; hp 61, 80,
#AT 2; Dmg by weapon type; SA double
gpecialization in long awerd; 516, 10, W
10,015 015, Cho,.Cm 10; ALLN).IF
the brothers are resoued, each elaims a
fong sword +1, a shield +3, and chain
matl +1 feom Movrde's hoard, Theze prate-
ful WPCs may reward the party
appropriately,

Note the location of two seeurity guards
behind the tent; they keep unauthorized
persons from using the rear entrance or
sneaking in under the canvas.

Bubur is the ringmaster, coordinating
and annuuneing the events of the show,
which opens with a brained bear act,
Suddenly, five clowns enter and atlempt
to disrupt the act. An incoming charge
of elephanta perform next, lifting their
trainera high overhead, then “stepping”
on them, Mext, four gymnasta perform
amazing feats of tumbling and acrobat-
ice. They, in turn, are roared off stage
by the cat act. Two lions ond two tigers
roar continuously, claw the air fiercely,
jump through burning hoops, and seare
the audience by nearly escaping from
their trainers. The clowns add to the
pandemonium, but it iz all an act, for
the animals are actually very tame and
would not harm a hnman unless zeri-
ously provoked.

The great cats are follawed by a horsa
act and four trapeze artists who dazzle
the audience with their aerial feats. On
the ground, the clowns attempt to emu-
late Lhese [eals while dodging the gal-
loping hovses. The crowd allernalely
laughs and claps wildly, During breaks
in the action, the five clowns wreak
havoe with the crowd, opening cans of
giant paper snakes, squirting rubber
water bottles, and tripping over their
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enormons shoes to fall into the laps of
pretiy ladies mn the fivst row.

The elimax i a parody of war, 8 grand
hattle hetween the clowns and the spell-
casters {(Bomhast, Aaran, Samuel, and
Fred). Bombast casts dancing ights on
a few clowns and confuses them by
uszing a magic mouth spell. Aaron plays
the coward, using a spider climb spell to
climby up & pole enly Lo slip and fall,
casting feather fall and landing iu the
middle of the clowns, Samuel uses ven-
triloguism to confuse the clowns, and
Fred creates mirror images to elude
them. At the very end, clowns and spell-
casters alike disappear in Fred's large
fog eloud, accompanied by illusory fire-
works that fill the roof arca.

3. Roller Coaster, The ride beging
atop a high wooden scaffold reached by
narrow steps, A converted miner's wag-
on gite between the gnaking, descend.-
ing, wooden rails. The ride seems
breathtaking but not dangerons, and is
over very quickly,

The eost 18 two tickets per ride; a
normal hand i in charge. Only two
human-sized beings can ride at one
time, Each rider must roll his constitu-
tivn score or less on 1d20 or become
nauseated for 1d4 turns. If 8 second
check is failed, the PC becomes so ill
that he vomits or faints,

4, I"'ony Ride, For one ticket, a child
under age 12 can ride a pony for two
minutes. Six old poniea are chained to a
turnstile. A normal hand runs the ride.

5. Boat Ride. Six goily painted,
single-person boate float in a large
wooden tub that is fillad with 2' of
water, For one ticket, circus visitors can
paddle the boats around tor two min-
utes. It iz a favorite with childven and
thers are many here waiting their turn.
Omne normal hand takes tickets and
keeps the children from ramming aach
other with their boats.

6. Giant Slide. After climbing the 10'-
tall tower, one slides down the spiral
glide. There are mostly children here,
and one ticket allows unlimiled sliding.
One normal hand takes tickets and
prevents pile-ups on the slide.

7. Donkey Ride. This ride i the
same as the pony ride (arca 4) except
that the rider sits on o donkey instead
of a pony. It is run by one normal hand.

8. The Chariot Race. Several rows of
bleachers are positioned to the south-
west of a large dirt oval racetrack.
Races are held twice daily, in the morn-
ing and in the afternoon. Spectators are
raguired to pay one tickef to watch. A
large placard states:

Entry Fea: 50 gp per Race
Beart Bim and vWin 500 gp
Choose Your Chariot and Raoce

Anyone who pays the enley lee of 50 gp
can race. There are two chariots availa.
ble, each pulled by a team of two draft
horzea, A normal hand takes the specta-
tora’ tickets, while Bim (see the Circus
Personnel section for statistics) collects
the entry fee and races the challengers.

The roce is vigged. The rub rail on the
right side of each chariot containe a
secret button that unerringly fires a
pair of tiny needles into the horses.
Each needle is coated with a powerful
gtimulant that cauges a 50% increaze in
speed for two rounds. Since both char-
ints have this feature, and s opponent
dossn't know about the itton, Bim is
unconcerned which chariot ha uses.

If Bim is leging, he uges the poisoned
needles when he nears the homea
stretch. For two rolls, he gains +3 to
his die results, Once in a while, how-
ever, Bim will purposely lose a race
{wboul 1 in 20), just to appear honest,

A 1d6 die roll is used Lo delermine Lhe
distance covered each round, Bim
always rolls first. The winner is the
first to roll a total of 30, Dim has a
charioteer proficiency slot; thus, all his
ralla of 1 or 2 are considerad a 3. If the
challenger is a PC with riding proficien-
¢y, all rolls of 1 are considered a 2, If the
PC has no horse-handling proficiency,
the die roll iz unmodified.

There iz alge a chance that the chal-
lenger will erash, Roll 1420 sach time a
E is yolled by non-proficient racers. A
roll aboave the character’s dexterity
meaans that the PC has upset the chariot
while in a turn, cansing 2.16 hp dam-
age. Aszume that the horses, nsed to
such actions by inexperienced drivers,
escape unharmed.

Bim, who lives in wagon 71, races six
times sach in the moerning and after-
oo, Fresh teams of horses are provid-
ed for each race,

D. Ferris Wheel, A large metal sign
proclaims that this 30-high ferris wheel
was made by gnomes. There are six
seats; each holds two people. Two draft

horzes provide the power to turn the
wheel via a system of belts and pulleys.
The two-minute ride costs two tickets
and 1s run by one normal hawnd. It pro-
vidos am axcellent perial view of the
whnle cireus,

10. Flame Eater. A man in a lain
cloth stands beside twa flaming bra-
ziers. Periodically, he ipnites a8 brand
and proceeds to swallow it, All is done
wilh an exapgperated fair He is a pyro-
maniac normal hand with a passion for
showmanship. Mordo has given him a
chance at stardom and he is enthusiasti-
cally teying for fame.

11. Fun House. Laughing faces deco-
rate this wagon. A normal hand dressed
in o clown suit but ebviously resenting
the get-up bellows unenthusiastically:
“Fun Houee! A laugh a minute for just
two ticketal”

Umnee inside, visitors firvet gea them-
selves in numerous different kinds of
mirrors. They look bioated, then skinny,
then tall, then short. There are many
exatic barkgronmds reflected a3 well.
SJome of these are of unusual places like
tropical istands. Cther mirrors give the
appearance that the person reflected is
accompanied by strange animals. Still
others seem to alier the clothing of the
vnlooker, dressing him in rags or rich
finery, or even in Lhe gark of Lhe oppo-
site sex. The fun house contains several
programmed ilfusions. One has the
appearance of a pretty young woman
who approaches each visitor and gives
him or her a great big kiss, causing
everyone else in the vicinity to laugh.
The DM should ereate other illusions in
the same fun-loving apirit.

12. Bell Ringing Contest,

Rirzg the Ball
Bact Adolf and Win g Prize
1 Ticket paa Tag

A hnpge wonden mallet ia nsed to strike
a matal lever that knoeks a steel hall up
a 20"tall enlummn tn hit a hall. Adalf iz a
huge brute of & man. The prize on dis-
play is a small, stuffed black bear.
Contestants ring the bell if they roll
Lheir benef bors'lifi pofes strength roll,
Adoll (wlho las 1800 strenglh) rings Lhe
bell more often than anyone because the
contest 1s rigged. Adolf can step on a
foot-operated damper switch that slows
the ball, reducing anyone'a chance to
make the bell ring to one-tenth the
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usual value, No vne has won the prize
in the thres years that Adolf has run
the contest, but he claims that someme
won just last week. He goads and teases
everyone who passes by into trying his
or her strength. Once someone pays a
ticket and fails to ring the bell, Adolf
comtinues to insult that peraon’s
strength, ancestry, ond cven hair color
in order to coerce the challenger into
spanding more and more tickets in an

effort to ring the bell. Mordo givea Adolf

# bonus based on the number of tickets
he eollects.

Adolph sleeps in this wagon. For hig
atatistics, ses the Circus Personnel
aection.

13. House of Horrors. Thrtured faces
filled with terror and streaked with
dried blood decorate the door to this
exhibit. A large sipn advertises:

Huuse oL Horrors
Erxter AL Yoo Ooorr Risk!
3 Ticheos

The visitors enter a door in one end of
the wagon and exit from the opposite
end. Juat inaide the door, amall drops of
fake blood drip from the ceiling. As each
pereon cntors, there is a 60% chance of
getting splattered by the blood.

The solid wall of the wagon is covered
with dimly lit paintings of people under-
going various forms of torture. Securaly
attached to the wall are several forture
devices, including cheine and whips, a
rack, an iron maiden, a toe crusher, ete.

Ona side wall has heen folded sutward
to form an extension. This darkenad
extension houses all of the hideous
programmed {llusions, People are kept
from entering this extension by a gnard
rail, As people look into the darkened
extension, [ive programmed ilfusions,
complete with sound eflecls, porteny the
mast grim of deeds. In ene, a linn
devours a pleading human as his com-
panion watches in obvious pleasure. In
another, a vampire roba a protesting
vietim of her life eszence, The DM
should add other illusions as neccsaary,
remembering that the display is
axtremely revelting, All pood PCe who
view the illusions must roll 1d90; if the
result iz above both a PL% wisdom and
constitution scores, he becomes quite
nanseated and upset by the exhibit,

{In the floor hehind the vampire
seene, a concealed trapdoor opens to the
underside of the wagon. This parmits
Mordo's assassing to enter and leave

THE JINGLING MORDO CIRCUS

this wagon undetected. This exhibit iz
run by Able, a 3rd-leve] agsassin who
lives in wagon 73; see the Cirens Por-
gonnel zection for specifics on Able,

14. Food Station. Various tantalizing
aromas flood the air near this tent and
wapon, Wearby pienic benches ave filled
with penple eating and chatting. Any-
one can eat here, Treats and snacks as
well as eomplete meals are provided,
along with beer, ale, and wine. The
exact menu and cost are left to the DM
to tailor to his campaign, Prices should
be inexpensive, the food of average
guality, and the porlions small.

Tour normal hands cook the food and
wait on the customers. They arve led by
Zom, a 3rd-level assassin (see the Circus
Personnel section for his statistics) Fom
ean put o 24-hour delayed action poison
in any visitor's food, thus diverting
sugpicion from the eireus food station.
The men live in wapgon 82, and Zom
lives in wagon 71

15. Food SBtorage Wagon. This wag-
om holds the food before it is gold to the
public from wagon 14, The mventory
here is worth 500 gp.

16, Information Center Detween the
main gate and the big top, a black-and-
white sign says MPORMATION. Two normal
honds man this booth and provide circus-
goers with nformation on the locations of
exhibits, ticket prices, and time sched-
ulez. The hands live in wagon 64,

17. Kirat Aid Btation. This large
white wagon with its painted red cross
is centrally located. A large banner
across the fromt reads:

Fres Fieast-Ardy Clarnton
Compliments of the
Sisters o the Holy Cross

Four women dressed in white robes
wilh red crosses on the front run the
fivst-aid station, They seemn kindly and
sympathetic, and assist anyvone 1o need
to the best of their abilities.

The sisters are all lawful-neutral
elerics. They are donating their services
for the good of mankind, but mostly to
malke their order move widely known
and to gain recruits. While using their
powers to help those in need, they also
put in a good word for their holy order
and try Lo reeruit any likely candidates
for the gisterhaod,
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Their leader is Sister Selby, an 8ih-
level cleriv. The other sisters are Gth-
level, 8rd-level, amd lat-level clerics (see
the Circus Personnel section for their
exact statistics and spells). Their spells
are mostly healing or curing in nature.
All accident cases are brought here,
Sister Selba lives in wogon 54, and her
sisters live in wogon 57,

In an emergency, Sister Salba can
gend one of the others for the jars of
Eeoghtora’s ointment and the periapt of
wound elosure kept in her wagon.

18, House of Freaks. The “freaks”
are sitting an a little stage outaide their
wapon, A hearded lady, an incredibly
ugly gnome, a two-headed human, a
“snake woman,” and a mermaid are
present. They seem immune to the
stares of the crowd and do not speak,

The two-headed hwnan is actually &
small {7 tall) ettin (AC 6, MV 127; IID
5; hp 22; #AT 2; Dmg by weapon type
{ +6 for 1800 strength), 5D surprised
only on a 1; AL CE). The snake woman
and the mermaid are normal handa in
costumes. The gnome is just 0 gnome
{AC 10; MV 6"; HD 1; hp 5; #AT 1, Dmg
by weapon type; AL N All of these
“froals’ except for the ettin (who lives
in wagon 63) share the wagon and have
50 gp in assorted coins stashed inside,

18. Archery Contest. A halfling londly
bassts that he iz the world's hast shot
with a bow. He challenges everyone to a
flight. of arrows for one ticket. The prizes
are small stuffed pink elephants.

Winfred Bowlhottom is an archery
expert {see the Circus Personnel section
for hiz statistics). A flight of arrows
consists of Uhree shols willi a short bow.
Treal the target, a small red circle on a
large wooden backdrop, as AC § at 30/,
Only a terribly wild shot leaves the
area, Winfred needs an 8 to hit the
target, since it is at point-blank range
for him. Only nonmagical short bows
and normal arrows ore allowed. Win:
fred sleepe in this wagon,

20. Giant Boare. Thie cage i home to
two giant boars (AC 6; MV 12", HD 7;
hp 50, 40; #31' 1 Dmg 3.18: AL N) that
grunt and snort at all passershy. A
gecret compartment in the floor of the
eage containg three amulets af proaf
against detection and location that Max
uses as needed.

21, Botswanna (Golgalarka. This
wagon has a glassteel window and
strong iron bara, It is home to an unuau-
al animal that looks much like a fat,
brown, 5"long lizard with six tiny lega
and a long neck and tail. A huge eign
proclaime:

Botswarnna Golgalarka
Rane Tropical Cannivonoous Begst
Kills Pray by Scraaraing
Ol One in Captioity

The hotswanna gnlgalavka (AC 0 MV
15" : HT &: hp 60; #AT 1 hite; Dmg 1-5;
SA ultrasonic breath weapon: AL NG
can, three times per day, create a power-
ful cone of ultrasonic waves that reach-
es & maximum distance of 70' feet wilh
a 10" -width al that dislance, Most vie-
Lirms are nol aware of the attack, since
the sound is bevond the range of the
human ear. However, demi-humans and
keen-hearing humans have a 50%
chance to notice the lower harmonies of
the beam if no other sounds are present.
The sound stuns the victim for 10
rounds and canses cellular damapge
equal to the hit points of the polgalarka,
A suceesstul save vs. breath weapon
regulte in being stunned for one round
and taking only halt damage.

Thege animals feed on emall mam-
mals and are found only in dense tropi-
cal environments, They are 3° tall and
5" long. Tha golgalarka is an extremely

‘rare species; it is rumored that they

originally came from an outer plane,
Thev seem to have an ability to sense
alignments, and treat these of good
alipnment with respecl. This specimen
was captured by Mordo; it greatly
desires Lo be free and tries to communi-

cate with anyone it believes might be
able to free it

22, Giant Scorpions. Two giant
scorpions (AC 3; MV 16%; HD B +5; hp
86, 30; #AT 3; Dmg 1.10/1.10/1-4; SA
poison stinger, can attack up to thres
opponents; AL N} are on display in this
wagon. Metal bars and a fine meatal
screen proteet onlookers and seorpions
from each other.

Wagon 22 has o false bottom, Hidden
in the space hetween the falze and real
floor are a number of magical weapons
that belong to previous kidnapping
vietims. The entrance to this secret
compartment is within the cage; the
scorpions provide excellend prolection.
The cache includes: a drident +3, apear
43, sling of seeking +2, shield +3, axe

+2, long sword +3, and five long
swords +1.

23. Manticore. An old manticore
(AC 4; MV 12*/18"; HD 6 + 3; hp 45
#AT 3; Dmg 1-3/1-3/108; BA tail spilkes;
AL LE} livee in thie large wagon.
Strong barz and a fine wire geresn pro-
vide proteetion from its tail opiles.

This wagon also containg a secret
compartment, in the floory, whosa
entrance is within the wagon. The com-
partment contains magieal items taken
from Mordo's vietims: two human-sized
suits of chain mail +1, one set of
human-sized chain mail +2, elven-sized
chain mail +3, two shields +2, and a
sheield +4.

24. Sampson's Snap Elders, This
gaily decorated wagon is home to five
unuzual birds, Their cobalt blue heada
contrast sharply with their gray-brown
bodics, These birds look much like oddly
colored tiny storks. The inside of the
cage 18 2 miniature marsghland, and the
1'-tall birds strut about within their
world, & large sign on the wagon says:

Sampson’s Snap Eldens
Darger: Hernoma af
Spitting Foisorn

These marsh birds are Sampson’s snap
elders (AC 8 MV 1"/24"; HD 4; hp 18,
158 (x2), 17 (% 2% #AT 1 bite and 1 spit;
Dmg 14 per bite; 3A spits puison to 107,
bite injects poison; AL N} They hunt
their prey (Jarge insects) by spitting
puison, They ave exceedingly accurate
and have a bonus of +3 to hit when
spitting, The snap bite is done so rapidly
that the birds can make two attacks per
melee round, Both apit and injected
polaons are fairly strong; causing 3-18 hp
damaoge if a saving throw va. poison is
failed (holf domage if esuccessful), The
wagon has glasedeel walle to protect the
viewers from the poison. These birds are
wary of humans and generally avoid all
eontact, If cornerad or otherwise threat-
enaed, they fight tenaciously, preferring
tn spit firgt. The Sampson’a snap elder ia
raraly enconmtered in the wild. Mordn
acqnived these specimens as part of the
ransom for a droid.

28, Carnivorous Apes, This large,
reinforced wagon is home to two car-
nivorous apes (AC 6; MV 12%; TID 5;
hp 35, 30; #AT 3; Dmg 1-4/1-4/1-8; 3A
rending; AL N} that bellow threats at
all who stop to watch them.
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The apes guard & hidden compartment
in the wagon's floor. The false floor con-
ceals confiscated magical items and those
reccived in ransom poyments, ineluding
three cloaks of elvenkind, three pairs of
boots of elvenkind, and three cloahs of
protection (+1, +2, and +3). One of each
kind of item belongs to the elf warrior-
maiden caged in wagon 27,

26, Hoper One gide of this rather larpe
wagon hag & narrow mesh window,
Inside, an active roper (AC 0; MV 3";
HT 11, hp 60; #AT 1; Tmg 6-20; SA rix
poisonous tentacles; AL CE; MR 80%)
flails its six tentacles menacingly.

Since the roper is a falrly recent
acguisition, it has not vet realized the
utter futility of resistance, It looks
threslening and would be, if freed,
Actually, it is another of Max's viclins
being held for ransom. The roper is
Charles Dlake, a polymorphed human
magic-user (AC T; MV 12; MU 7; hp
25; #AT 1; Dmg by weapon or apell type;
84,116, W9, D17, C 14, Ch 10, Cm 12;
AL LN),

By now, Charles hos used all of his
memorized spells excopt o hold person
epell, He hag spent hie every waking
moment experimenting with roper
speech patterns and now feels certain
that he can casgt a spell that hag only
verbal components. When he seea a
character whom he feals might be ahla
to help him, he casts his holid parson
apell, hoping that the vietim will
become curious and discover his plight.
Treat the attempt as a normal spell but
limit the duration to 1-2 rounds, during
which the “roper” appears to be beg-
ging or pleading for aid.

Since he was aslesp when he was
captured, Dlake doesn’t know much
about his kidnappers. Ile awoke in his
present form and has used all his spells
in futile attempts to free himself.

If freed and restored to hia normal
form, Blake elaims a cloak of profection
+] and a sling of seeking +2 as his
magrical items. He ig enormously grate
ful if resecued and attempte to convinee
the PCs to let him join their group.

27, Umber Hulk. This strong wagon
eontaing a migerabledooking umbear
hulk (AC 2, MV 6", HTD 8+5; hp 45,
#AT 3; Dmg 3-12/3-12/2-10; 3A confi-
sion; AL CG) It mournfully stares at
the outside world and attempts to make
eye contact with passershy,

Anyune who stares ai the umber

hulk's four eyes must make a saving
throw va. spells or become confused for
3-12 rounds, Such victims become the
likely targete of pickpockets.

Should an elf walk near the cage, the
umber hulk becomes highly animated,
as if begging or pleading for help, It
these aetions don't attract attontion, the
creature attempts to tall to the elf
[Failing, of conras),

The umber hulk is really one of Mor-
do's most recent victims, a female high
elf named Fanaranaty (AC T; MV 12"}
F&/T10; hp 45; AT 1; Dmg by weapon
type; 316,110, W10, D 17, C 14, Ch

10, Cm 17; AL CG). She is being held
for a ransom of 20,000 gp. In her
present form, she is unable to speak
properly; thus, any speech yields only
very crude information.

Should the party experience great
difficulty in unraveling the module, the
DM can exaggerate Fanaransty's
actions. A krnow alignment apell shows
the umber hulk's alignment is not as
expected. If freed, the elf elaims a cloak
of elnenkind, hoots of efnenkind, a sat of
chain mail +3, a long sword +3, and a
shiefd +4. She rewards the party as the
DM wishes. If asked, she can tell the
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parly aboul svine of Morde’s kidoappiong
plots that shie has overheard.

28. Minotaur. This large wagon
houses a trained minotaur (AC 6; MV
12"; HD 6 +3; hp 40; #AT 2; Dimg 2-8 or
1-4/by weapon type; 8D surprized only
on a 1; AL CE; speaks enly minotour),
He was taught to continually grow] at
onlookere, to add to the execitement. (If
he ig guecceseful in ecaring the crowds,
he gets extrs vations.)

29 Owlbears. Two voung owlbears
(AC 5 MV 12" HO 542 hp 25, 20 #AT
A Dmg 1-601-6/2.12; 8A hug; AL IV Size
M, nof fully grown) are securely caged
in this rather large wagon.

30. Crocodiles, This wagon is land-
geaped with a miniature pond and is
home to bwe pormal erocodiles (AC §;
MV 6"/12", HD 3, hp 20, 15; #AT 2;
Drng 2-801-12; AL N)that generally
IENOTE EVETYONE.

31. Dragonne. This large, rugged
wagon houses o fierce deagonne (AC &/
2; MV 15"/9"; HD 9; hp 60; #AT 3; Dmg
1-8/1-8/3.18: BA roar; AL N Thres
inzide cape walls are partially sound-
proofed with heavy tapestries. The
viewing opening in the fourth wall
i{facing east) iz 5’ long and 2' wide. Tron
bars spaced at §" intarvals hlock the
apening. The dragonne paces its cage
continually.

When anyone is around, there isa 2
in 6 chance that the dragonne will roar,
Due to the sound baffling, enly those
people immedialely in front of the view-
g window have any chance to be
stunned. Evervone standing in this
position should roll 1420, Anyone wha
rolls more than his constitution score ia
stunned for 1d4 rounda. Stunned cireus-
goers are excellent marks for pickpock-
cts and the lilke. The rest of the people
at the cireus hear only a loud roar that
blends with all the other exotic sounds,

32. Private Wagon, Thiz is the pri-
vate quarters of 10 zookeepers. Half of
them are on duty at any given tims,
tending to the needs of the zon animals.
Their leader 12 Bogs Hagart, whao lives
in wagom 58 (see the Circus Peranmnel
section for their statiaties),

33-35. Food Wagons. Each wagon
holds food for the zoo animals,

36, Draft Horse Avea #1. This area
contains 60 draft horses (AC 7; MV
12"; HD 3; #AT 1; Dmg 1-3; AL N, each
hobbled and tied by the bridle to a
atake, They are used to pull the wagons
and porform heavy lobor There are 10
light riding horses (AC 7; MV 24"; HD
0 SAT 2: Divig 1-4/1-4; AL N) mized in
among their larger relatives. A security
guard is always on duty here, Any NPC
captured by Mordo's agents will be put
hers, polymorphed mto a draft horge

27, Draft Horee Ares #2. This area
enntaing 60 draft horses and is similar
to area 3.

38, Draft Horse Area #3. This area
contaings 30 draft horses and is similar
Lo area 5.

38-40. Food Wagon. Lach wagon
holds horse feed.

41, Animal Trainers’' Wagon. This
wagon houses the gear for 10 animal
traincre and their leader, Boes Jorg.
Several trainers are standing avound,
awaiting their next azsignment. They
are friendly to all civeus visitors,

Kach animal trainer io treated ag a
normal hand, except that they are
skilled at both training and handling
varinug animalg, thase that perform in
the circus acts and those on diaplay in
the wagons. These men periodically
check up on all of the animals, includ-
ing those on display. The trainers live in
wagons 52 amd 60, aml Boss Jorg lives
in wagon 58 (zee the Circus Personnel
section for their statistics).

42, Black Bears. This wagon houses
the two trained black bears (AC 7, MV
12"; HD 843 hp 18, 16; #AT 2; Dmg 1.3/
1-3/1.8; 8A hupe for 2.8 hp damage; AL N)
that perform v the bigtop shows. They
are alwoys here when not performing in
the ring. The bears will not harm people
under normal eircumstances, but their
cage iz locked at all times and a securify
guard stands beside it

48. Trained Horses. This wagon is
home to the two highly trained horses
(AC T, MV 18" HD 2+ 2; hp 12, 10; #AT
3; Dmyg 1-6/1-6/1-3; AL MN)that perform
in the big-top shows. They can be found
here when not performing in the ring.

44, Elephani Area. Two trained
elephants (AC 6; MV 12*; HD 1(; hp

49, 48; #AT 5; Dmg 2-12/2-12/2.12/2-12/
B8.12: AL M) are tethered here, exotically
decorated for their big-top performance,
They do not harm visitors and are very
docile. When not performing, they are
used for heavy labor.

435, Great Cats. This wagon houses
the trained cats: two lions (AC 5/6; MV
12", HD G+2; hp 27,22, #AT 3; Dz 1-
4/1-4/1-10; SA rear claws for 2-7/2-T; 5D
surprised only on a 1; AL N} and two
tigers (AC 6; MV 12": HD 5+5; hp 32,
27; #AT §; Dmg 8-5/2-5/1-10; BA rear
claws for 2-8/2-8; BD surprised only on a
1; AL N). They are part of the big-top
show and are caged here when not per-
forming. Their cage is kept locked, and
& security puard stands in front of the
cage at all times,

44, Performers' Wagon. This wagon
is home Lo Lhe six normal hands who
perform with and train the bears, the
great cats, the horses, and the ele-
phants. If not performing, they can be
found lounging around the wagon and
are very friendly.

47. Trapeze Artists® Wagon. This
wagon iz home to four aerialists who
perform amazing feats in the big-top
show,

48. Gymnasts' Wagon. This wagon is
home to four gymnasts who perform in
the big-top show,

49. Clown Wagon. This is a special
wagon for aix men who, at times, wan-
der about the grounds dispuised as
clowns, They do silly actions (or laughs
while they carry out their clandestine
orders. They are really the four 2u-Zu
tribesmen and the assassins Rox and
Len (see the Circus Personnel section
for particulars). Their personal quarters
are wagon T0 for the tribeamen and
wagon 89 for the agssassina,

50. Disguise Wagon. Thiz wagon 18
used as g disguise headquarters for four
men who wander shont the grounds
dressed as clowns. Although the spell-
easters Bombast and Fred are usnally
involved with the big-top action, they do
play clowns as needed. The assaszsins
Carl and Ham frequently pretend Lo be
clowns while they carry out Mordo's
nelarious schemes, See the Clicus Per-
sonnel section for particulars. Carl and
ITam live in wagon 69, Bombast and
Fred in wagon T2.
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51. Clowns' Wagun., This wagon is
homee to five oormeal haonds who wander
about the grounds dressed as clowns.
They attempt to do silly actions for
laughs, They are real clowns and do not
take part in Mordo's evil plota.

52-53. Food Btorage Wagon. Each
wagon holds food for the eireus people,
and the contents ore worth 1,000 gp.

Private Wagons Section

54, Sister Belba, Sth-level cleric who
runs the Firgt-Aid Station (wagon 17).
On a table are two unopened jars of
Kenghtarnt's aintment for real emergen.
cies. A properly laheled periapt af
wound closure lies heside the jars.

85, Ten workers. These are led by
Boss Jake.

56, Ten workers. These are led by
Hoas Jake.

57. Three low-level clerics that
vwork in the firat-aid station (wagon 17).
Their leader lives in wagon 54.

58. Boss Hogart, Boss Jake, and
Boss Jorg,

5%, Five animal trainers (wagon 41},
&) Five animal trainers (wagon 41).
61. Seven normal hands.

62. Food station personnel from

wagon 14 and three more normal hands.

3. The ettin whoe works in the freak
show (wagon 18),

4. Mun house and information
booth personnel (wagons 11 and 16)
and four more normal hands,

65. Ten sceurity guards (4th-level
monks),

66, Ten security guards {1th-level
monks),

67. Eleven security guards
(dth-level monks).

68. Seven security guard leaders
(Bth-level monks).
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69. Assassins Carl, Rox, Len, and
Huom. Wumerous disguises lie about
this wagon, Four locked amd poison-
needle-trapped chests contain 5,018 gp,
3,052 gp, 4,120 gp, and 2,310 gp. In
addition, one chest also contains 10
vials of poison.

0. Four Zu-Zu tribesmen. Their
wagon contains o quantity of blowguns,
tiny darte, and viale of special jungle

poison,

71. Assassing Zom, Ted, and Bim.
Zom runs the publie food station (wagon
14}, Ted 18 the ticket seller (wagon 1)
Bim runs the chariot race (area 5).

T2. Bomhbast and Fred. At times,
these spell-casters pore A8 clowna and
operate from wapon 50, Much of their
time, however, is spent assisting the ring-
master, Bubur, in the big top (area 2).

3. Able, ilie assassio who runs the
House of Hovrors (wagon 13). His quar
ters are littered with his private collec
tion of macabre items, ohjects too
gruesome to be on public exhibit.

74. Bobo, 18th-level fighter and basa
of oll the normal woerking men of the
eircus. The other leaders report to him.
Thus, he iz in charge of the day-to-day
running of the cireus, including get up
and take down activities, travel, and
the like. He has a large, poigon-neadle.
trapped chest that contains 12,000 gp.

Th. Samuel, 10th-Teval fllugioniat;
Hank, 17th-level magic-user; and
Aaron, 8th-level magic-uzer. All three
are normally found running the affairs
of the big top (area 2. Hank is Mordo's
righl-hand man. He owns a large, invisi-
ble, poison-needle-lrapped chest Lhal
containg 24,367 gp and a crystal dull,

76. Brother X, 12th-level leader of
the monks who provide security for the
cireus. He is normally found wandering
ahout the grounds, instructing his menlk
traineee. He keepe a simple locked cheat
containing the monastery’s earnings,
which currently total 15,348 gp.

T77. Bubuy, 15th-level illugionist and
the circus's ringmaster. He iz noymally
fomnd in the hig top (area 23, A peizon.
needle-trapped box holds a wand of
tiiusion with 4 charges, r wand nf
iliumination with 23 charges left, and a

wand of magic detection with 43 charges
remaining. A locked chest that has been
mude invisible by an after reality spell
hiolds 29,548 gp.

78. Mag, Morde's linancial manager
and 12th-level leader of the assassins,
He normally roams the grounds, keep-
ing an eye out for likely victims, He
keipﬁ 30,000 gp worth of various coins
ond gems in a large chest that is triply
booby trapped. There is the usual
poisoned-needle trap, which is encoun.
terad firet. He has also installed a poi
soned dagger that springs out whenaver
anyone attempts to either open the
chest or remove the needle trap. [f these
traps are bypassed and the chest is
opened, poison gas spews forth to fill the
entive wagon, A failed saving throw for
any of these pnisons means death; Mag
takes no chances. The chest alan can-
tains 10 vials of poizon and three
potions of neutralize poison. Mag carries
all his other magical items on his
person.

79. Max Mordo, 20th-level magic-
user and owner of the Jingling Mordo
Circus (see the Circus Personnel section
for his atatistics). Max usually roams
the circus grounds in search of victima
or to cheels up on his employees,

Jusat inside the door of this opulently
furniched wagon is one of three red
drapgon statues. Unless the passwords
“burn me"” are spoken immediately
upon entering, the statue breathes a
ball of fire, acting like a fire bgll ¢ast at
the 20th level with zero range. The
wagon and ita contents, however, have
been magically protected and are not
damaped. The statue can only breathe
fire once per day. It is worth 20,000 gp.
Consider the statue as AC 0, taking 50
hp damage before being destroyed.

I une curner behind the statue is a
staeffof the ragl with 106 charges, Three
boxes lie on a small table near the door.
They contain a wand of fear with 24
charges, a wand of flame extinguishing
with 43 charges, and a wand of frost
with 29 charges,

In the middle section of the wagon are
five large, locked cheste. Each is pro-
teetod by a commen poisoned needle
trap. The poizoned needles are not,
however, the main traps. Hidden beyond
the chests, behind a stack of ragsg, ia
another red dragon statue. If anyone
tampers with the chests without saying
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the usual passwords, it breathes a cone
of fire {as above),

Chesl 1 contains 50 pachets of dust of
disappeerarce, Ohest 2 contaans 20,000
gp in assorted gems, Chests 3, 4, and &
contain 10,154 ¢p, 11,539 ap, and 15,687
gp, reapactively.

Another small chest under Mordo's bed
iz trapped with a poisoned needle. Beside
it stonds the third red dragon statue, If
the chest iz touched in any way, the
gtatue breathes fire unless the passwords
given above are spoken within five sec.
onds. This chest containe 10 magical
rings. One 18 8 ring of wishes with twa
wishes left. The other vings include: pra-
tection +3, fire elementaf command, fire
regiztanne, Auman influence. animal con-
trol, invisifbifit: warmth, Xray vision, and
sustenance (the exact types can be modi-
fied by the DM}

On a small central Lable, hidden
umder & pile of cluthes, sits a crystel ball
witle ESE

Circus Personnel

Non-Combatants

The following are non-combatants
execpt in highly unusual cireumstances:
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10 animal trainers (wagon 41).

4 pymnasts (wagon 48},

4 trapeze artists (wagon 47.)

6 animal act performera (wagon 48},

10 zookeepers (wagon 32).

6 frealka (wogon 18),
Unless otherwise mentioned, treat them
as normal workera (gee below),

Daily Operations Staff

21 normal hands: AC 10 MV 127
zero-level humens; hp 4; #AT 1; Timg hy
weapon type; AL N, They earry 1.8 sp
each and have hidden daggers, hut fight
anly in self-defense.

20 workers: AC 10; MV 12%; F1; hp
8; #AT 1; Dmg by weapon type; AL N,
They carry long swords and 10 gp in
belt pouches, These workers live in
wagons 55 amd 56,

Bobo, leader of daily operations: AC
—1; MV 12%, I"12; hp 100; FAT 2, Dmg
by weapon type; 518,113, W12, D 10,
C 15, Ch 16, Cm 12; 8A double speciali-
zation in long sword; AL NE, He wears
bracers of defence AC B and o ring of
protection +3. He corries a long sword
+ 5, ring of tnvigibility, and a rod of
Iordly might with 15 charges remain-

ing. He carries 150 gp in a belt pouch
and sleeps in wagon 74, Bobo ia & huge
man who is quite vain about his strong
museles. Thus, he wears only ponts and
boots, displaying his broad bare chest
for all to admire, He does not take part
in the clandestine operations.

Bosgs Jorg: AC & MV 127; F4; hp 40,
#ATL 32 Dmg by weapon type; 3A spe-
cialized in short sword: 5 17, T 10, W 12,
1%, C 15 Ch 15 Cm 12; AT, M. He
waars hrocers of defense AC A, carries a
short sword +1, and has 200 gp. He is
in rharge of the animal trainers (wagon
411 and lives in wagon 58.

Boss Jake: AC 8; MV 12"; Fd; hp 40;
#AT 3/2; Dmg by weapon Lype; 3A spe-
cialived in shorl sword; 3 17, 110, W 12,
D12, C 15, Ch 15, Cm 12; AL N. e
wears bracers of defense AC 6, carties a
short sword +1, and has 200 gp. He is
in charge of the workers from wagons
55 and 56, and lives in wagon 68.

Boss Hagart: AC 6; MV 12"; F4; hp
40; #AT 3/2; Dmg 1.6 +5; SA specialized
in the short sword; 818,110, W12, D
12, C15,Ch 15, Cm 12; AL N. He wears
braocers of defense AC B, carvies a chort!
sword +1, and has 200 gp. He i5in
charge of the zoskeepers (wagon 32)
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and lives in wogon 58,

Ted: AC 4; MV 12" A3; hp 18; #AT 2;
Dmg by weapon type + peison; SA uses
dagger in left hand at =3 penalty and
short swerd in right hand at —1 penalty
to hit, attack from behind does domhla
damage, can assazsinate; THE, all other
gtatistics unremarkahle:; AL NE. He
wesrs brocers of defense AC 6, carries a
shart sord +1, and a hidden dagger of
verenm. His belt pouch containg 30 gp.
Ted runs the main ticket booth {(wagon
1t and lives in wagon 71,

Bim: AC 4; MV 12"; AS; hp 18; #AT 1,
Dmg by weapon Lype + poison; BA attack
from behind dees double damage, can
assussinale, D16, all other stats unre-
markable; AL NE, He wears bracers of
defense AC €, carries a dagger of venom
hidden in his right boot, and has 30 gp in
a belt pouch. Bim runs the chariot races
{area 8) and lives in wagon T1.

Adolf: AC 6; MV 12"; F3; hp 30; #AT
1; Dmg by weapon type; SA double
specialization with dagger; 8 18, L10, W
§8,D9,C16,Ch7,Cm# AL CE, He
wears bracers of defense AC 6, A dagger
18 hidden in his left boot, and his monay
pouch eontaine 100 gp, Adolf runs the
bell ringing contest (wagon 12},

Ahle: AC 3 MV 127 A3 hp 20; FAT
I; img by weapon type + poison; 3A
attack from behind does double damage,
can assagsinate; © 16, D 17, all vther
statistics unremarkable; AL NE. He
wears bracers uf defense AC § and car-
ries 1 hidden degger of venont. 1lis belt
pouch contains 110 gp, Able runs the
House of lorrors (wagoen 18) and lives
in wagon T3,

Winfred Bowlbottom: AC & MV
18", F4; hp 30; #AT 2 (with bow); Dmg
by weapon type; SA short bow special-
e 910,19, W12, D18 €13, Ch12,
Cm 12; AL CN. Winfred iz a halfling
who wears no armor and carries & short
bow. His belt pouch has 35 gp. He runs
the archery contegt (area 19) and sleaps
in the wagon there.

Fom: AC 4; MV 12%: A3 hp 18; AT
1; Dmp hy weapon type + poison; A
attack from hehind does double damage,
can assassinate; C 17, D 16, all other
statistics unremarkable; AL NE. He
wears bracers of defense AC 6 and car-
ries a hidden dogper of venore. His belt
pouch has 100 gp. When required, fom
wses o 24-lour delayed-action food poi-
son. He runs the food station (wagon 14)
and lives in wagon 71,

Seourity Forces

31 security patrol guards: AC 7;
MV 187 Md; hp 16; #AT 5/4 with open
hand, 1 with weapon; Dmg 1-6 or by
weapon type, AL LN, Each gusrd car-
ties 2 gp in a belt pouch. They all wear
identical light blue robes and live in
wagons 85-67.

T securily pairol captains: AC 4;
MY 22": M&; hp 00; #AT 372 with open
hand, 1 with weapon; Dmg 2-12 or by
weapon type; 8D heal salf for 3-6 hp; AL
LN. Bach captain carries b gp in a belt
pouch, They wear identical deep blue
robes and live in wogon 68,

Brother X, security patrol leader: AC
=d4: MV 2687, M12; hp 50; #AT 5/2 with
open hand, 1 with weapon; Dmg 4-16 or
by weapon type; 8D heal gelf for 7-10
hp; 515,114, W 15, D18, C 14, Ch 17,
Cm 14; AL LN He has a ring af profec-
tron +3, and an amulet of displonement.
Brother X carries [ gp in a halt pouch
and wears 8 eobalt bloe robe. He lives
in wagnn T6.

The Sisters of the Holy Cross

Sister Selba, their leader; AC 3; MV
12"; C8; hp 55; #AT 1; Dimg by weapon
type; 510,112, W 17, D 15, C 13, Ch
17, Cin 14; AL LN. She wears bracers of
defense AC 4 and a ring of spell storing
feare serfous wounds, ciere disease, cure
blirdness, and neuwtralize poison) Sister
Selba carries a quarterstaff +1 ond o
staff of curing with 14 charges remain-
ing. She also has three petions of exira
healing. Her belt pouch containe 320 gp.
Sister Selba’s epells inelude: cure ligh!
wopndes (), ceremony, slow poison,
hold perzon (x2), detect life, aid, cure
blindneszs, cure disease, death’s door,
Femaone CUFRE, clre Serinns wanndz (X2,
neutralize poisarn.

Sigter Sarah: AC 3; MY 127 Ch: hp
43: #AT 1; Dmg hy weapon type; S 11,1
11, W17, D15, C 12, Ch 15, Cm 15; AL
T.N. She wears bracers of defense AC 4
and earries both a steff of curing with
18 charges remaining and a guarter-
staff, Her money pouch holda 128 gp,
Sisler Barali's spells include: cuere light
wowrids (xd), prrify food and drink, slow
potson, hold person (x2), defect life, nid,
cire disease, death’s door

Sister Patrdcia: AC 5; MV 127; C3; hp
18; #AT 1; Dimg by weopon type; 88, 111,
W16, D 15, © 14, Ch 14, Cm 15, AL LN.

- Bhe wears bracers of defense AL 6, carries

a quarterstaff, and has 65 gp in a pouch.
Her opells include: exre fight wounds (xd),

slotw poison, hold person, aid.

Sister Mabel: AC 10; MV 12"; C1; hp
7: #AT 1; Dimg by weapon type; 513, 1
10, W 16, D 18, C 11, Ch 11, Cm 12; AL
LN, Bhe carries a quarterstaff and a
pouch containing 12 gp. Sister Mabel
cam use three cure lght wonnds spells.

Big Top Showmen

Bubuy the Ringmaster: AC ~11; MV
13": 115; hp 55; #AT 1; Dimg by spell or
weapon type; 810, 118, W13, D18, C
15, Ch 17, Cm 15; AL LE. He wears
bracers of defense AC 2, a ring of protec-
fion +3, a hat of displacement, a cloak
of protection +4, and a ring of Amaon
influence, He carries a ring of inuisibili-
iy, five packets of dust of disappearance,
a wand af confuration with 25 charges,
and a rod of ahsorption that ean absorb
a7 spell levels and can currently shoot
10 gpell levels. The wand and the rod
appear 85 canes appropriate for & ring-
master, He carries 100 gp in a bell
pouch.

Bubur is a showman, and he dresses
vnly in the finest black suit complete
with his magical stovepipe hat. He is 60
yvears old and looking forward to retire-
ment, If seriously threatened, he is very
likely to surrender to save his own ekin,
for who would darc harm the magnifi-
eent ringmaster? He lives in wagon 77.

Bubur’s currently memorized spells
include: ehromatie orb, color spray,
audible glamer, detect invigibility, detect
tllusion, alter salf, deteet magie,
improved phantosmal force, mirror
image, fog cloud, dispel itflugion,
wraithform, paralyzation, fean dispel
magic, confision, phantesmel killer
shadou monsters, advanced [Husion,
projected image, true sight, mirage
arcane, after reelity, shadow walk

Hank, Mordo's second in comnmand:
AC =11, MV 12"; MUIT, hp 65; #AT 1,
Dimg by spell or weapon type; 5 14, 118,
W 14, D 18, C 16, Ch 16, Cm 14; AL
NE, He wears brocers of defense ACE, a
ring of protection +3, a keadband of
displacentent, and a cloak of protection
+4. He carries a ring of intisibilily, two
packets of dust of disappearance, o
wand of palymorphing with 25 charges,
o wand of fire balls with 33 charges, a
holm of teleportation, and a belt pouch
comntaining 123 gp. He hives in
wagon 75,

Hank iz only 20 years old and afill
youthful looking. He wears a faney
hlack snit when agsisting in the hig top.
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Otherwise, he dons nondescript pants
and shirls, Hank is a coldly calculating
individual wlho is only using the circus
as & stepping stone in his career. For
now, he 15 content to learn as much as
Max will teach him, Together, they have
made several magical items, Under no
eircumstances will Hanl risk his neek
to save Max or the others, However, he
will nasist thém until the lost moment
before making a hasty exit. Depending
on the cireumestances, he may attempt
to take as much treasure as possible
when he departs, but he iz preparved to
loge it all to gave his own skin.

Hank's currently memarized apells
include: sleep, magic missile, charm
person, hurning heonds, read magie,
detect inuizible, ESE Enow alignment,
farget, stinking clowd, digpel meaeic,
fireball, hold person, lghtning bolt,
phantasmal force, charm monsten, confie-
sion, minor globe of invafnerebifity,
pulymorph othen, wall of fire, cluwdkill,
voree of cold, fiold monsten, wall of force,
feeblemind, disintegrate, control weath-
er; death spell, teleport without error;
delayed blast fireball, limited wish,
maze, mess charn. His spell books alao
include enchant an ifem and permanen-
oy apella,

Bombast: AC —5; MV 12"; MU10; hp
50; ¥AT 1; Dmg by epell or weapon type;
812 118, W12 D16, C 16, Ch 15, Cm
13; AL NE. He wenrs bracers of defense
ACZ, aring of profection +3, and a
eloak of profection +2. He carries a ring
of tnutsibility, a wand of flame exfin-
guishing with 27 charges and a helt
pouch eontaining 100 gp. Bomhast is 40
years ald and very fat. He generally
wears a partial clown’s costume and
lives in wagon T2,

Bombast’s currently memorized spells
include dencing lights. magic missile,
detect mogie, friends, invisibility, eudi-
ble gplurmen kv altgnmend; mogic
rreoedh, suggestion, phantasmel foree,
Teold persor, fean confustorn, feleport,
cone of cold,

Aaron: AC —8; MV 12"; MUS; hp 30;
#AT 1; Dmg by apell or weapon type; 8
10,117, W14, D 18, C 16, Ch 13, Cm
12; AL NE. He wears bracers of defense
AC 4, o ring of protection +2, and a
cloak of protection +2, He carriea a ring
of invisibilily and 45 gp in g belt pouch.
Aaron is 33 years old and generally
wears a partial clown's cogtume. He
lives in wagon 75,

His owrrently memorized spells
include; spider climb, magic missile,

detect magic, feather foll, mirror image,
wel, ropee frick, fireboll, plrendasel
foree (xB), podymorph other, wall of fire.

Samuel: AC —5; MV 12%; T10; hp 40;
#AT 1; Dmg by spell or weapon type; 8
10,117, W 12, D 17,C17,Ch 16, Cm
12; AL CE. He wears bracers of defense
AC 4 ond a ring of protection +6, ond
carries a ring of invisibility and 45 gp in
a belt pouch, SBamuel ie 20 years old and
very thin., He wears ridiculous costumes
that are totally out of place. Secretly, he
degires to be considered a funny, witty
man, but he fails utterly! He lives in
wagon Th,

His currently memarized spells
include: chromatic orb, detect invisible,
hynnotism, phaniosmal force, spook,
detect magic, improved phaniasmeal
foree. veniriloguism, fascinate, paralyvza-
tion, wraithform, suggestion, phanias-
mai killern emotion, chaos.

Frad: AC —2; MV 12; I5; hp 25; #AT
1; Ding by spell or weapon type; 59, I
17. W 10, D 16, C 15, Ch 12, Cm 10; AL
NE. He wears bracers of defense AC 4
and a ring of profection. +4, and carries
a ring of tnvisibility and 35 gp in a bolt
pouch, Fred is 31 years old and wants to
become o ringmaster with his own eir
cus. He is a pest, always tagging along
after Burbur and continually asking
guastions. Fred lives in wapgon 72,

His cwrrently memorized spells
include: chromatic arh, color spray, weall
of fog, phantosmal foree, mirror imags,
improved phentasmal foree, Blindness,
fear paralyzation, solid fog,

Clandestine Operations Staff

Mag, leader and financial manager:
AC -8, MV 12"; Al12; hp T0; #AT 1;
Dmg by weapun type + puison; S 17, 1
15, W 15, D 17, € 16, Ch 15, Cm 13; 3A
uses poisen freely, back slab does guad-
ruple damape; can assassinate; PP 85,
OL 77, I'T' 65, MS 83, 115 68, IIN 30, CW
99, RL 50; AL NE. He wears bracers of
defense AC 2, an earring of protection
+3, a nechiace of displacement, a cloak of
protection +3, and an amulet of proof
against deteetion and location. For spe:
cinl elandestine actions, he hoe a ring of
stlence, 18" radius that can be activated
twice per day and acts as the spell cast
at thae 10th level, He carries & dagmer of
venom in his right boot, 8 long sword +5
with poison on the blade, a ring of invisi-
bility, 10 packets of dust of dizsgppear-
andce, & wand af magic datection with 26
charges, and a belt pouch containing 100

gp. He lives in wagon 78,

Map is 43 yearsold and extremely
crafty and sly. No one, except Max Mor-
do, either trusts him or knows his true
opinions and feelings. He always
appears in public dressed as o wealthy
financicy, He i3 o fostidicus planner and
leaves nothing to chance. Emotionally,
he 18 totally cold-hearted and can tell
ligz with finesze.

Four Zu-fu Tribesmen: AC 6; MV
197 K'5: hp 50, 47, 44, 40; FAT 312 at
two needles per attack, Umg 3 + poi-
son; SA specialized in blowguns with
paigoned neadles, hit canses aleen for
LA2Z0 rounds, save At +8 penalty; S 14, T
9,W8D18,C13,Ch 3, Cm7; ALLE
Theyv carry 300 gp each and are treated
rovally. While on an expedition many
vears ago, Max discovered a tribe of
jungle natives that used a special poi-
son. Since Max charmed their chief, he
gets the best tribesmen., These Zu-Zu
folk are 4' tall, live in wagon 70, and
are fearless killers.

Cark AC —35; MV 12"; A10; hp 60;
#AT 1; Dmg by weapon type + poison;
SA stab from behind decs quadruple
damage; can assassinate; PP 70, OL 87,
FT 55, MS 67, H=S 54, HN 35, CW 96,
RLAO; 514,113, W14, D17, C16,Ch
15, Cm 15; AL NE. He wears bracerg of
defense AC 2 and a ring of profecfion
42, He carries a long sword +4 with a
poisoned blade, a ring of invisibilify, 10
packets of dust of disappearance, and a
belt ponch containing 58 gp. Carl prides
himsalf on his ahility to appear a0 com-
mon that he goes unnoticed. He lives in
wagon 62,

Rox: AC 2; MV 12"; AS; hp 45; #AT 1;
Dmg by weapon type + poison; SA stab
from behind does triple damsye; can
ussussinale; PP &5, OL 52, FT 45, M3
47, H5 37, HN 20, CW 92, RL 80, 8 13,1
12, W14, D16, C16,Ch 14, Cm 12; AL
NI, He wears bracers of defense AC 4
and carries a long sword +3 and two
packets of dust of disappearance. Rox is
tall with hard muscles. Although he
jokes about nearly everything, he is not
to be trusted. He has 42 gp in a belt
pouch ond lives in wagon 69,

Len: AC 4; MV 12"; A6, hp 35; #AT 1,
Dmg by weapon type + poizon; SA stab
from behind does triple damage:; ean
assassinate; PP 45 0L 37, K1 35, MS
34, H5 25, HN 15, CUW 88, EL 20; 5 12,1
I3, W15, D15, C15 Ch 13, Om 11 AL
NE. He wears hracers of defense AC 5
and earries a fong sword +2, a ring of
invizibility, and a belt pouch with 18 gp.
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Ile smokes a pipe almost continuously,
is very thin, and is quite sneaky. He
lives in wagon 69.

Ham: AC —1; MV 12%; AD; hp 60;
#AT 1; Dmg by weapon type + poison;
SA stab from behind docs quadruple
damage; con aseaseinate; PP 60, OL 57,
FT 50, MS 55, HS 43, HMN 25, CW 94,
RL 235,514,112, W12, D16, C16,Ch
12, Cm 10; AL NE, He wears bracers of
defense AC 2 and a ring of protection
+1. He carries a long sword +4 witha

poigoned hlade, a ring of invisibalify, and

a dagger of tenorm, which is in his hoot.
Ham is fat and jovial. He has 88 gp ina
belt pouch and lives In wagon 69.

Circus Owner

Max Mordo: AC —14; MV 12";
MU20; hp 75; #AT 1; Ding by spell or
weapon type, 315,118, W16 D18, C
16, Ch 18, Cm 15; AL NE. Ile wears
bracers of defense AC 2, a ring of protec-
tion +3, a top hat of displacement, a
cloak of protection +4, an amulet of
proof agairst detection and locafion, and

o ring of fwo wishes. He eorvics a steff of

power with 14 charges, a ring of inviet-
bility, five packets of dust of dicappear-
ance, a wand of polymorphing with 35
charges, a ring of human tnfluence, and
a belt pouch containing 100 gp. Max
also carries both a sap and several
sleep-poisoned darts that he vses during
fime siope. He lives in wagon 79,

Max is actually 45 years nld hut looks
like he is 60 due to magical aging from
spell-casting, He 13 overwelight hue
dresses only in the finest clothes that
money can buy. He hag a friendly per-
sonalily and & scheming mind thal is
ook withoul humor, Max values his
cireus of erime highly and will never
tolerate its destruction.

Hia currently memorized apells
include: sfeep, magic missile (x4), charm
perzon, burning hands, read magie,
detect invisible, ESP krow alignment,
forget, darkness 18" radius, dispel mag
i, fireball, hold pergon, lighining boli,
phaninsmal force, charm monster, confu-
sion, Evard's black tentocles, polymorph
other, Hary’s muemonie enhancer (cast
daily, giving three more magie missiles),
felekinesis, cone of cold, hold monsfer,
uiell af foree, feehlemind, disintegrate,
globe af invulnerability, project imege,
flesh to stone, telepart withonut error,
volley, limited wish, polymorph any
alifect, mass cherm, mind blank (cast
daily on himsell), erergy drain, time

stop, Hiz apell books also include
encirant an tfem, permanency, Wwigh, and

imprisonment spells.

Concluding the Adventure

It is guite possible that the adventurers
cannot defeat Max and his group, espe-
cially if the POy are disorganized or all
alb the minimum (10th) level for this
adventure, They may decide (sl Mazx is
too powerful an opponent for the
present and may wait to get him later
on when they have become more power-
ful. If the party takes this course and
stops investigating the cireus, Max lets
the matter drop and soon moves on to
onother town,

If the PCs cannot defeat Max but ean
clearly demonstrate the size and scope of
Mordo's evil operations with ohjective
proot; the lawiul-neutral monlks and cler-
irs abandon the circus immediately, Their
defection causes Max major problems tor
several months, I this proof is also given
to the lncal authorities and their aid is
requested, they respond by asking Max
and his elreus to leave town, Only the
largest cities have enough power to arrest
Max and make it stick.

If the adventurers are successful in
the final controntation, one of Max's
henchmen should eseape to return
another day. The most hikely candidate
ia Hank, Tn hattle, Hank stands back
and casts spells. If the hattle goes i1l for
Max, Hank teleports away, swearing
revenge. You can bring Hank back at a
later date, perhaps at a higher level
himeelf, to sesk that revenge.

The PCs mighl wish to confiscate the
circus as well, Lel themn, bul be sure Lo
give then major headaches Dguring oul
how to run such a large enterprise
smoothly {"“The ¢lephants are sick”
“Where do we get more food for the wild
animals?"? “Which town do we play
next?' "Whe's going to go there in
advanee and put up posters in the
town?") If the PCs eventunlly deeide
that the circus life is not for them, they
can attempt to sell the cireues and make
a protit. ]

DUNGEON 63



ADVEMTURES FOR 158 * ROLE-PLANING QAMES

Copies of certain back issues of DUNGEON™ Adventures are available thraugh Tha Mail Order Hobby Shap. Just take a look at the
list below and check off thase issues you'd like 10 arder. |1 you want more than one copy of a specific issue, write the number of
copies in the box naxt 10 the issue number.

ORDER FORM

ISSUES AVAILABLE
D #1 o  Dark Tower of Cabilar (400 4-7), Eddistone Point (ADD 1-3), Grakhirt's Lair (400 1-3), Elven Home (D0 1-3), Irfo
®  the Fire (ADD 3-5) $ 5.00 |
[] #2: Titan's Dream (ADD 5-8), Dwarven King's Court {ADD 3-5), Caermor (ADD 2-4), Keep at Koralgesh (DD 1-3) s 3.75

(Sorry, issuss 3 and 4 are out of print.)

|_| # 5 «  Roring Willew (ADD 7-8), Lady of the Lake (ADD 13, Stolen Power (400 1-3), Kappa of Paches Bridge (ADD-0A
*  2-5), Trouble with Mylvin Winbly (00 1-3), Eves of Evil (800 101}, | lireard's Task (ADD 4-7).

]:I #6 - After the Storm (AD0 8-10), White Death (800 4-7), Bristanarn's Cairn (ADD 8-12), House of the Hrothers (Al i
" §-10), Farbidden Maurntain (00 4-1, Tortles of the Purple Sage — Part | (DD 4-10),

Subtctal of all magazine costs
inoie & Wiscongin resldents, add 586 sales tax

375

3.75

@ | A | 4 (G0

Shipping & handling (see balow)

TOTAL AMOUNT DUE $

MAIL TO: The Mall Order Hobby Shop, PO, Box 756, Lake Ganeva WI 53147, Credit card orders only may also be placed by calling 1-800-558-5977
or through cur CempuServe Electronic Mall™ store (G0 TSR). Make checks or money ordera payable to: The Mail Order Hobby Shop, Payment must
b in U.E. funds anly, Be sure to add the appropriate shipping and handling chargea:

Oircdar under 520,00 — $3.00 shipping and handling Order $20.00 or over — $4.00 shipping and handling Allow 4-6 weeks for dellvery

Please PRINT all information plainly. Check OME to indicate method of payment
1 Check LI Monay-Order O MasgterCard O WisA
$£15 minimum credit card order

Narng

Streset Acduiress (Do NOT use PO Bux Mumile,) FRINT name ta which credit card i sswed

City Sata ar Provines Crardt Card Number ExXp, Lata
Purileg (T Cudy Country mhonmdﬂgnulurc

DURGECH b5 o Inpcenork gvwred by TR, b, 21237 TSA, Lo A Aighls Ressved.
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THE ADVENTURE

| he greatest
=i treasures for
any AD&D® or D&D®
game are found
in DUNGEON™
Adventures, the only
module magazine of
its kind. Begin your
quest today.

Fill out and mail the
subscription card in
this issue.

If the card is missing, write to:

Subscriptions
DUNGEON Adventures
PO. Box 110
Lake Geneva W| 53147
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| ON THE 3,651st
DAY, WE RESTED.

After ten Iung years of evolution, we've recreated the world. Behold, the FORGOTTEN
REALMS,™ a whole new world in the ADVANCED DUNGEONS & DRAGONS® game universe, i
the most populan role-playing garming system in history. FORGOTTEN REALMS, the lanad |
wherg many future AR&DT adventures will 1ake place

e FORGOT TEN REALMS ¥ adventure set ingludes an invaluable 96-page cyclopedia of
Realmslore for the players, four full celar maps of this new fantasy world, and the
indispensable Dungeon Masters Sourcebook of the FORGOTTEM REALMS.

And this year will see the release of the FORGOTTEN REALMS ™
Suurcebooks, FR1 Waterdeep and the Narth and FRZ Moonshae, and
the FORGOTTEN REALMS™ novel, Darkwalker on Moonshae,

Yes. it was hard work recraating the world. But
once they've discovered the FORGOTTEN
REALMS™ adventures, AD&D*
game players will never
1esl. (Release dale
ALIglIsT, 198T)
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DRAGOMS and ADLD are
régiatered trndemarka
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the TSR logao are trademarks
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