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This week, I received a letter from one of our readers who is
serving with the U.S. Army in Germany. Thomas J. Broadfoot
points out that some of our published adventures seem inconsis-
tent with the “Ideas to Avoid” section of our module guidelines.

“I am amazed to find adventures that go against what your
guidelines say to avoid,” Thomas writes. He goes on to cite
“Ransom” (rescue a kidnapped child; issue #42); “Isle of the
Abbey” (fight an evil cleric and his undead legions; issue #34);
and “The Siege of Kratys Freehold” (orc invasion; issue #33).
Thomas adds, “It seems to me that all of the adventure themes
I mentioned are ones that are listed as not acceptable. So what
gives?”’

I've heard it said that all fiction (and adventure modules are
a form of fiction) is variation on a dozen or so basic themes. So,
if there’s nothing really new under the sun, how do we produce
a magazine containing adventures that are fun to read and
enjoyable to play?

One way is to encourage new writers to submit adventures.
Our module guidelines are designed to help the person who has
never submitted anything to us before. We want you to have
the best chance of submitting an adventure proposal that
strikes a chord, tickles our fancy, rings our bells (and all those
other trite phrases, which have their uses in the proper place).
One way for a new author to do this is to write something out
of the ordinary. If today’s mail brings half a dozen orc infesta-
tions and one old man plagued by singing mushrooms, which
one do you think has the best chance of publication?

Our guidelines don’t say that we’ll never publish another
module featuring an orc raid, a kidnapped princess, or an evil
wizard. Guidelines are meant to guide, not lead around by the
nose. If you're a new writer (new to us, that is), your chances
are greatly improved if you send us an imaginative proposal
that avoids the standard plots of fantasy literature and gaming
adventures. If you can take well-used concepts and turn them
into something new and different, feel free to prove us wrong.
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LETTERS

Please let us know what you think about
this issue of DUNGEON® Adventures.
Although we can’t print every letter we
receive, we read them all and seriously
consider your comments and sugges-
tions. Write to: Letters, DUNGEON
Adventures, PO. Box 111, Lake Geneva
WI 53147 USA.

Email to tsr mags@genie.geis.com.

Lights! Camera! Action!

After recently resubscribing to
DUNGEON®™ Adventures, I read Matt
Muleahy’s and Mark Krzeminski’s let-
ters in issue #44. I think I can give both
a little advice, because I've encountered
similar problems.

First off, Matt has to realize that most
stupid people do not play role-playing
games (too many brain cells tied up at
once with the dice, miniatures and all).
What Matt cannot identify is what
motivates his players. If he learned
that, he could manipulate his players!
Just because players don’t follow the
written plot doesn’t mean they’re stu-
pid. Matt’s distress comes from the
conflict between what he would like to
have happen and what the players are
making happen.

My own example comes from the pag-
es of DUNGEON Adventures #13, “The
Moor-Tomb Map.” T wanted to use the
town as a base setting for a larger com-
bination of adventures, and while I used
the map as the story hook, I wanted to
expand the role of the bandits. My goal
was for the PCs to become the rescuers
of Moorwall, local heroes.

My own noble pursuits were immedi-
ately at odds with the players’. The PCs
were there for the money. Instead of
burying the bodies in encounter 2, they
looted them to make sure the bandits
hadn’t missed anything! When the

bandits ambushed the PCs on their way
out of the tomb with the treasure, in-
stead of dumping the loot, escaping, and
waiting to jump the bandits at a better
place and time, they fought on the
beaches of the lake and several PCs
died. When the bandits attacked
Moorwall, the PCs thought it would be
a fantastic opportunity to backtrack to
the bandits’ hideout and loot it while
the bad guys were busy burning the
town to the ground!

In other words, the Knights of the
Round Table were really the Dirty
Dozen, and I was forced to put on my
sunglasses and drawl, “What we have
here is a failure to communicate.” I had
forgotten the carrot and the stick philos-
ophy to better DMing. I wanted rescuers
getting free ale for the rest of their lives
in a grateful little town. What I got
were a few survivors rejoicing that they
didn’t have to split the treasure with
their fallen comrades! Their biggest
worry was where they were going to
spend their money, now that the town
was leveled.

My advice to Matt is to find out what
motivates his PCs. If they're after
money, use that as a hook and keep it in
front of them like a carrot. If the PCs
tend to wander off on their own all the
time, make nasty things happen to
them. After a while, they’ll realize the
world is a dangerous place and life is
better if they stay with the group. Keep-
ing them motivated makes them want
to go down the paths you'd like, and you
don’t have to use the stick as often.

This comes back to Mark’s letter.
Mark, a DM is like a movie director.
You control the cameras that let the
players see your world. You have close-
ups, wide-angle shots, and focus shots.
Sometimes the soundtrack will let the
players hear events going on around

them that they cannot see. You control
the whole thing. If all movies were
filmed in wide-angle shots, lacking any
detail, nobody would go to the movies.

If your PCs like your dungeons, you
must have good ““focus shots” that pro-
vide detail. You don’t let the PCs wan-
der all over a dungeon, do you? The
confines of the story keep them chan-
neled. The same applies to forests and
cities. Keep your “cameras” focused,
lead the PCs where you will, and let the
“soundtrack” remind them that they're
in a much larger place with events
going on all around them. Let the PCs
wander right where you want them to!

To both Mark and Matt, the key to
manipulation is getting other people to
act on your ideas, making them think
they’re their own ideas. They have fun,
the illusion of free choice, and vou get
what you want. Decide on your desired
outcome before beginning, and make
sure you keep that end in mind. Players
get trained after a while to wait for
clues, but keep up the details so that
nobody gets bored.

As a final note, Dougal and Radcliffe
(from “The Moor-Tomb Map”) success-
fully conquered the outlying lands, and
one day annexed the castle that the PCs
had so painstakingly built with their
fabulous wealth. As DM, I had a lot of
fun doing that, and the PCs learned
that bandits are easier to kill at 3rd
level than at 10th level. In the AD&D®
world, there is no such thing as finan-
cial security.

Chris Champagne
No Address Given

Buried in a plot

A small thread of letters has appeared
through the last three issues of
DUNGEON Adventures. The general
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theme of this thread deals with the
inclusion of plot in modules. This start-
ed in issue #41 with Adam C. Chunn
advocating more modules that lack a
solid plot. Issues #42 and #43, respec-
tively, contained letters by Gary Lai
and Paul F. Culotta arguing to the con-
trary. I shall continue this by support-
ing Mr. Chunn'’s position.

Mr. Chunn’s letter could be loosely
summarized as saying, “Please include
modules that are more heavily detailed
in terms of setting than in terms of
plot.” And I am asking the same. I am
not asking to get rid of plot-filled mod-
ules; they have their place as do setting-
filled modules.

Both Mr. Lai and Mr. Culotta stated
that a DM has only to remove the plot
from an adventure to get what Mr.
Chunn needs. I disagree. In most plot-
driven adventures, the setting is devel-
oped in such as way as to best suit that
plot. When this plot is removed, the
setting becomes shallow and next to
useless. The DM has to spend an inordi-
nate amount of time developing the
setting to make it useful, and would be
better off starting from scratch.

Mr. Lai and Mr. Culotta, each in his
own way, argued that non-plot adven-
tures are easy to design. I agree that
plotless adventures are easy to create.
But I am not really interested in plot-
less adventures (and I feel that Mr.
Chunn is not interested in them, ei-
ther). What we want are detailed set-
tings to help our own campaigns and
place our own plots in. I personally feel
it is more difficult to create a believ-
able, viable, living setting—one that can
exist and function on its own, without
the crutch of a specific plot. (As a side
note, this may also address part of Chris
Roberts’ problem of linear story lines;
see issue #43. With a full, living setting,
the DM would find it easier to have
multiple or non-linear story lines.)

Finally, Mr. Lai and Mr. Culotta
stated that the purpose of DUNGEON
Magazine is to provide quality plot-
filled adventures. I would like to expand
that definition. I feel that DUNGEON
Magazine should provide quality tools
for the DM. Tools that can intellectually
stimulate both players and DMs. Tools
that help save the DM’s time and en-
ergy, allowing the DM to host a quality
game-playing session. Tools that include
thought-provoking, plot-filled adven-
tures and inspired living, detailed
settings.

Modules of setting have a place in
DUNGEON Magazine. These modules
would be much more than just maps,
encounters, and caches of loot. They
could include local histories, broad NPC
descriptions, and motives, local geo-
graphical descriptions, ete. In essence,
POLYHEDRON® Newszine already does
this with the “Living City”” DUNGEON
Magazine could also do this, allowing a
wider variety of small but highly de-
tailed settings.

Thomas L. Whitten
South Haven, Michigan

Where’s Willie?

I have a few questions that I think
need answering. First let me say that
I've been reading your magazine since
issue #28, which brings me to my first
question. What happened to Willie
Walsh? It seemed for a while he had an
adventure in every issue, then all of a
sudden nothing.

Second, why does it say “Adventures
for TSR role-playing games” below the
magazine name when you publish ad-
ventures for only two of TSR’s games?
Shouldn’t it read ‘“Adventures for the
DUNGEONS & DRAGONS® game?”

Third, I recently purchased the
AL-QADIM® boxed set and the book.
Will DUNGEON Magazine ever publish
adventures for this setting, or doesn’t it
get enough support?

Prescott Delke
No Address Given

We have several Willie Walsh adven-
tures in inventory, and I know that one
or two are still being written. I'm sure
Willie will pop in here to let us know
what he’s been doing lately.

Our past experiments with publishing
adventures for TSR’s TOP SECRET®
and MARVEL SUPER HEROES®
games were not rousing successes. We
might consider an AMAZING
ENGINE™ adventure if we receive one
that fits our general fantasy theme. We
will definitely publish an AL-QADIM
adventure soon.

Never Follow the Script

I am writing in response to letters in
issue #44 from Matt Mulcahy and Mark
Krzeminski. Matt writes that he doesn’t
know what to do with “stupid” players.
Well, Matt, here are a few suggestions:

First, remember that they’re not re-

ally stupid. In 15 years of playing
D&D® and AD&D games, I've yet to
meet a stupid person with enough inter-
est to try the game. Your players are
quite smart, they simply don’t come up
with the same solutions that you do,
with your DM’s omniscience.

Second, given that, decide what type
of campaign you want to run, and run
it. If you want a fast and loose, mostly
fun campaign, silly mistakes and odd
remarks should be allowed to the play-
ers. If you are running a more serious,
high fantasy campaign, inform your
players of that fact and then simply let
them live with their mistakes. If a play-
er announces his character’s presence to
a potential enemy, as the player in your
letter did, he should experience the
results in a direct and no-questions-
asked manner. Smart people learn from
their mistakes; stupid ones don’t. That
character may be dead, but the next one
will be wiser.

Similarly, if players simply refuse to
pick up on obvious clues, let them. The
trick is to not be so focused on the ad-
venture or module at hand that you feel
it has to end where the designer intend-
ed. If they just don’t get it, let them
wander off into another story where
they might do better. You'll be less frus-
trated and have a better time.

Third, and perhaps most important,
switch roles. Let one of them be the DM
for a while. Not only does reading or
constructing a few modules and running
them allow players to understand some
of the conventions of the game (secret
doors, cryptic notes, etc.), it gives them
an empathy for the effort that you go
through in order to run an adventure.
In addition, this will give you a peek at
the other side. Playing a character well
and solving someone else’s clues isn't as
easy as we DMs sometimes think it is.

Finally, always remember that role-
players are the most devious, contrary,
and just plain frustrating set of people
you could ever hope to meet. In my
experience, if there is a way to do some-
thing completely the opposite of what
the DM would imagine, they’ll find it.
Never expect them to follow the script
closely, because they rarely will. Any
adventure that forces them to perform
certain actions not only removes the
most interesting element of the game,
but leeches most of the fun out, too.

Consequently, you as DM must be
prepared to handle wacky alternatives
that you would never have dreamed of.

DUNGEON 7
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Your reward should be knowing that
you skillfully guided the players back
on track without their ever suspecting
that they were off of it. Remember, you
are telling a story, so imagination is
your biggest asset.

To Mark, I suggest two things to in-
crease your powers of description. The
first is to read everything that you can
get your hands on. Read novels, travel
articles, vacation brochures. Notice how
the authors paint a picture with the use
of only a few well-selected words. Read
the section on description in the
RAVENLOFT® boxed set. Nothing in-
creases the ability to communicate and
use language better than reading.

Second, describe things that you have
seen, either in your life or in film. De-
scriptions of things that you have expe-
rienced offer the greatest ease of
memory and the best “feel.” Every
haunted house that I have ever de-
scribed in my games has been one of the
houses that I grew up in. If I needed a
large house, then when the players got
to where my attic was, I just started
with the basement of another house,
mentally stacking one on top of the
other. This is the oldest and best trick in
the storyteller’s arsenal: If it sounds
like you've been there, it will feel like
the players are there,

As for describing people, try describ-
ing three things about each person: one
facial feature, one item of clothing, and
something about their physical attitude.
(““You are approached by a woman with
deep-set, violet eyes. Her scarlet cloak
swirls about her as she approaches, and
you notice that, although she is unarm-
ed, she moves like someone sizing up an
opponent in the arena.’) This formula
usually is enough to let the players
form their own mental image of the
person they have seen or met, but re-
member, it’s just a formula. Never be
bound by formulas or rules within the
confines of a role-playing game.

I hope that these suggestions will help
you both in your games. Good luck.

Scott C. Nolan
Fairfax, Virginia

Disturbing Implications

I enjoyed Timothy Ide’s “Train of
Events” in the November/December
issue but was disturbed by the implica-
tions. Like many DMs who use this
magazine to insert adventures into an
ongoing campaign, I find a module

involving steam engine technology to be
logistical suicide. That is tantamount to
saying that those dwarves are standing
right there on the edge of the Industrial
Revolution. That is saying a lot.

The Dungeon Master’s Guide has a
table showing what items are available
or unavailable to adventurers within
the temporal/historical framework of a
particular campaign. The latest time
period shown is the Renaissance, which
is as it should be, and yet the railroad
adventure puts a nineteenth-century
spin on things. There would be nothing
to confine the technology to that moun-
tain range, and nothing to stop an evil
archmage who learns of all of this from
marching in with an army of human-
oids (armed with arquebuses, no doubt)
and wresting the technology from un-
willing dwarven hands.

As associate editor of a magazine
dealing with fantasy fiction, and as an
author who writes it, I feel constrained
to respect the expectations of readers
and keep unnecessary anachronisms
and inconsistencies to a minimum. I let
my group create a special set of charac-
ters specifically to run through that
adventure, so that I would not have to
worry about the technological repercus-
sions for my own carefully developed
campaign world. While I enjoyed this
one-shot adventure and liked Mr. Ide’s
concept, I probably would not appreciate
similar anachronisms in future adven-
tures. What'’s next? Lasers?

Tim Scott
Chicago, Illinois

The True Spirit

I took great exception to the letter by
“The Rez” [issue #45], in which he as-
serted that there are three levels of
players: those who enjoy combat, those
who are facile at combat, and those who
enjoy role-playing. To me, this is entire-
ly incorrect and represents everything
that is wrong with the “new school” of
gamers. In fact, there are three elements
of gaming: combat, role-playing, and
problem solving (the last being too
much ignored these days).

Quite often a gamer meets people who
tell with a pompous air how they have
“gone beyond mere hack and slash”
gaming and are now brilliant role-
players. I tried putting a group of these
clowns into an old 1st edition module
and they died quickly. Almost every
“classic” 1st edition module was de-

signed so that players could not “merely
hack and slash,’ because the monsters
were too powerful to just walk in and
kill. The characters had to think a great
deal to survive, but these guys were not
used to thinking.

Today at tournaments they only grade
role-playing. After all, the adventures
have become such that you would have
to be an idiot not to figure out the mys-
teries, and a fool not to survive the
combat. Instead, you are led by the
hand along some predictable and convo-
luted plot, so you have nothing else to
do but role-play to your heart’s content.
Thankfully, there are enough good mod-
ules (and quite a few good DUNGEON
adventures) that are actually challeng-
ing enough to sustain the people that
this game was invented for.

I would say that, if you play with a
group where 1) you never actually had a
character die, 2) you never had to sit for
more than an hour making plans or
solving puzzles, 3) you were never
forced to retreat, 4) your DM ignores the
rules that make your life harder, such
as item saves for things you carry and
for treasure you hit with spells; weapon
speeds; declaration of intent; casting
times and material components, then
you are probably playing with a group
that does not exemplify the true spirit
of the AD&D game.

John Nowakowski
Las Vegas, Nevada

PC Jewels

After reading Matt Mulcahy's letter
(DUNGEON #44), I wondered why it
was ever published. Three possibilities
came to mind: 1. As a warning to his
players (commendable but a bit public
and harsh). 2. As a lesson on bloated ego
and condescension to other DMs. 3. The
editors would prefer the gaming com-
munity to respond instead of sounding
off themselves.

There is but one generalization 1
stand by after 13 years of DMing a
campaign that, for varied periods, has
included 63 players from different cul-
tural, social, and economic back-
grounds: Anyone who shows up for their
second session is worth developing, and
is certainly not stupid. Stupid people
never come back.

It appears that Mr. Mulcahy has
forgotten the primary rule of good gam-
ing, that “the play’s the thing.” It is
understood, at conventions and tourna-

8 Issue No. 46



LETTERS

ments, that a DM is primarily a judge,
with all the restrictions that one-shot
competitive gaming entails. An ongoing
campaign, however, greatly enlarges
the DM’s role and allows considerably
more latitude in handling gaming situa-
tions. Furthermore, a campaign with
inexperienced or first-time players
moves the DM’s already varied roles
(author, actor, psychoanalyst, etc.) into
the realm of purveyor of near-mystical
experience. Those first sessions are the
rites of passage into our hobby, when
the whole thing is alien and fantastic,
before gamespeak and chronic account-
ing set in. The DM has an obligation to
stretch himself for those first-timers,
not write denigrating letters about
them.

Look closely at the situations Mr.
Mulcahy complains about. His bard
pulls a Kermit the Frog entrance into a
lair of hallucinating humanoids. I can
count on one hand the number of times
a role-playing hook that incredible
jumped into my lap. Forget the instruec-
tions that say the party shouldn’t enter
the lair at “fix”" times. The DM should
react to opportunity and wing it, which
is the true challenge and joy of DMing.

Earlier, this same bard had become
enamored with a book of bad poetry
(this PC is a jewel) owned by a halfwit
gnome archaeologist. Any DM who
can’t get a memorable session (or three)
out of that relationship and teach young
spell-casters the value of divination
spells should find a different hobby. It
makes no sense to criticize players for
behaving humorously (intentionally or
not) in silly adventures—or in extremely
grave situations, as most heroic litera-
ture is filled with comic relief.

Mr. Muleahy asks for advice:

1. Play with people whose company
you enjoy and whom you respect.

2. When DMing an inexperienced
party, run an NPC for direct input. I use
halfling thieves, as they are less likely
to be completely trusted, can disappear
and reappear believably, make timely
saves when necessary, and lead the
party into situations that serve the plot-
line. Specific-mythoi priests who can’t
turn undead and have obtuse goals are
a good second choice, though they can
easily end up as crutches unless their
temples are kept at great distances.

3. Leave yourself an exit from a dead-
end adventure. [ always keep a complex
encounter stashed that will lead the
party into an entirely different adven-

ture. That way, if my ranger/druid de-
cides not to help that beached whale,
the session can head in a different direc-
tion without a huge lull. Later, I can
determine the repercussions of his
inaction.

4. Apologize to your players, and re-
member that this hobby of ours is for
fun. We all compete constantly just to
maintain our lives. Fantasy role-
playing offers us a chance to be more or
less than ourselves.

If you use this letter, please print my
full address. If that bard is ever in
Paris, I'd like a chance to play with
him.

Emett H. Barfield II1
38 rue Marx Dormoy
75018 Paris, France

Magic Overdose

As a subscriber to your magazine, 1
felt I should drop a line or two to give
my opinion on a few things.

First of all, your magazine is a huge
time-saver for me, since I rarely have
the time, determination, or inspiration
to write a module half as good as the
ones you publish. Not only that, but the
quality of your publication, both aes-
thetically (I don’t know who makes
those maps, but he/she does a great job
of it) and substantially, is excellent.
[Almost all our maps are drawn by
Diesel, our staff cartographer.)

Another thing I would like to point
out is the abundance of written props in
your adventures. I should remind DMs
and editors alike that not everyone in
the AD&D world can read or write. [We
figure that most mages can read, and a
party without a mage is in trouble even
without the complication of not being
able to decipher written clues.)

My last comment is one that concerns
all of your writers and editors. I admit
this may be a question of opinion, but I
think there’s an overdose of magic. I can
only suppose all writers are familiar
with the second edition rules on creat-
ing magical items, and know it’s not
something you do on a whim. It takes
an 11th-level spell-caster to create a
magical item, and I'm sure there aren’t
hordes of those (remember, that’s
375,000 XP). Heck, I admit that magic
may be fairly common in fantasy worlds
such as these, but a magical item is not
something you can buy at the general
store, or pick up at the town market.
Even if it was, not many people have a

few thousand gold pieces to buy a new
sword. I'd like to see a more rational
placement of magical items in future
adventures. [Check out Ted Zuvich’s
adventures in Volkrad, a low magic
world, in issues 27, 33, 37, and 44.]

Hey, are there any English-speaking
gamers or clubs in the Paris area? I've
been DMing a solo game for the last
year or so, but it would be fun to have
some more players (or even become one).
I'll play any RPG. Please print my full
address.

Edward Rostaing

20bis rue Henri-Martin
92100, Boulogne-Billancourt
France

Sense of Wonder

I am completely sick of seeing rules
error quotes in the letters section of
DUNGEON Magazine. I speak from
experience when I say that nothing
takes away the mystique of a gaming
session faster than when someone says,
“Excuse me, but according to the Play-
er’s Handbook, page . . " That is so
frustrating! I usually reply to those
kind of observations with, “Yeah, so
what’s your point?” It is rarely the
place of a player to dictate anything to a
DM. If I want to have a 40’, fire-
breathing, telepathic, telekinetic,
magic-resistant cockroach in my cam-
paign, then I'm damn well entitled to it!

I'm so familiar with the game system
that nothing anyone can do strictly by
the rules holds my interest as a player
for any length of time. I love it when a
DM surprises me with a singing troll
(**Song of the Fens,” issue #40) or a
dancing mushroom band (“Old Man
Katan,” issue #41).

I was prompted to write when I was
angered by David A. Dwyer’s correction
of a certain magical effect in “Khamsa’s
Folly” [module in issue #40, letter in
issue #43]. What are you thinking,
David? The entire point of magic is for
the players not to know exactly what'’s
going on all the time. Who cares if there
is no specific rule for the flinging of
images across space and time by a pow-
erful sorcerer? The rules are only guide-
lines for your own creativity, and if you
can’t see past them, you shouldn’t be
running a campaign.

Tim Goodness

2004 NE 85th Street
Vancouver WA 98665-9770
Q
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BY TED JAMES THOMAS ZUVICH

If the drought doesn’t
get you, the goblins will.

Artwork by Tony DiTerlizzi

Ted says: “I got the idea for this adventure
while hiking near the real Dove Dale, in
England’s Derbyshire Dales District. I
apologize for the liberties I have taken with
the local geography and inhabitants.”

“Dovedale” is a D&D® adventure for 2-3
player characters of levels 1-3, or one
elven PC of levels 4-5, for a total of at
least 4 levels. The adventure demands
the use of stealth, so if there are multi-
ple PCs, at least one of them should be a
thief or a halfling. All the PCs should
be either Lawful or Neutral.

“Dovedale” emphasizes role-playing,
humor, and creative negotiating. This
adventure is short and relatively simple
to complete.

For the Player Characters

Read or paraphrase the following to the
players:

The Dovedale district is one of the
many small farming areas nestled in
the foothills of a long mountain
range. The district takes its name
from the narrow wooded valley
known as Dovedale. The like-named
Dovedale River flows out of the dale
and provides water for the many
farms in the area. The Dalewold
forest skirts the northwest edge of
the valley.

The farmers of the Dovedale dis-
trict have a problem: It is midsum-
mer, and the river has suddenly dried
up. A small trickle of water remains,
but not enough. Without water, most
of the farmers’ crops (which rely on
irrigation) are doomed to fail. The
locals are convinced that the abrupt
drop in the river is yet another evil
plot of a tribe of wicked goblins that
live in the steep, winding dale. It’s
only a matter of time, they say, be-
fore the goblins issue a long string of
unreasonable demands in return for
restoring the river.

The farmers spend much of their
time standing around and grousing
that someone should do something.
However, none of the farmers have
volunteered to go sort out the goblins.
The local farmers’ cooperative has
offered a 100-gp reward to anyone
brave enough to go up the Dovedale
and force the goblins to restore the
river. You have learned that interested
parties should apply to Mrs. Cogs, the
leader of the cooperative.
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The farmers’ complaints are partially
correct; the goblins really are responsi-
ble for the river drying up. However, the
inconvenience to the local farmers is
merely a side effect of the goblins’
scheme. The real reason why the gob-
lins sabotaged the river has to do with
the goblin chief’s passion for fishing.
For the last few years, Chief Gravel-
beak has been trying to catch the trick-
iest fish in the Dovedale River: Salvel
the Talking Trout. So far, the quick-
witted Salvel has avoided capture.

Gravelbeak’s continual failure to
catch Salvel finally drove him to con-
sider desperate measures. Gravelbeak
(using impeccable goblin logic) reasoned
that it would be easier to catch Salvel if
the river did not have as much water in
it. So the goblin chief and his misfit
family laid their plans and captured the
source of the river: Unda the River
Fairy. Normally, Unda (a nixie) main-
tains the spring that is the source of the
Dovedale River. When Unda was taken
away, the spring dwindled and finally
died out. The mighty Dovedale River
quickly withered to a slow, anemic
trickle.

Running the Adventure

If “Dovedale” is being used as a first-
time adventure, the DM could give the
PCs backgrounds as brave young per-
sons from the surrounding area. The
PCs could be inhabitants of the village
of Ashbourne, or one of the PCs could be
one of Mrs. Cogs’s numerous children
(see area 4). If the PCs have back-
grounds as locals, each has heard 1-4
rumors associated with Dovedale (see
sidebar, page 13). More than one PC
may know the same rumor.

If the PCs are wanderers in search of
adventure, start the adventure in
Ashbourne. The phrasing of the intro-
duction should lead the PCs to contact
Mrs. Cogs, the leader of the farmer’s
cooperative. She will supply the PCs
with some information that should
spark the PCs’ interest in talking to the
locals about the Dovedale goblins. The
PCs should spend some time talking to
Ashbourne’s citizens, asking the local
sheep farmers about their experiences
with the goblins, and inquiring at the
Inn-on-the-Peak. Ferreting out these
bits of information and scraps of old
legends will provide an abundance of
role-playing opportunities. PCs who

skip this chance to gather information
on their foes will regret their mistake.

The adventure begins in earnest once
the PCs have finished gathering infor-
mation and finally venture into goblin
territory: the twisting canyon of the
Dovedale itself. The PCs have a chance
to gather additional information when
they encounter Salvel the Talking
Trout. PCs who rush right into the
goblin lair will have difficulty complet-
ing the adventure.

Dovedale District

1. Ashbourne. Ashbourne is a small
fortified farming village located about
three miles southeast of Dovedale. Be-
cause of its proximity, Ashbourne is
considered to be part of the Dovedale
area. The Dovedale River flows past
Ashbourne. The village has a farmer’s
market, a bakery, a dry goods store, a
brewery, a church, several passable
inns, and a couple of boarding houses.
Some of the villagers may have old
family armor and weapons for sale, but
such items will cost at least twice the
prices listed in the Rules Cyclopedia
(pages 62 and 67).

The DM can use the description of any
small village to flesh out Ashbourne.
The village of Grinley Crossing, de-
tailed in “Pearlman’s Curiosity”
(DUNGEON® Magazine #32), would
serve admirably. In this case, “Dove-
dale” can be used as a logical precursor
to “Pearlman’s Curiosity.”

The text below outlines two NPCs who
live in Ashbourne. The DM should pre-
pare several additional NPCs for the PCs
to question while they are in Ashbourne,
along with a listing of which rumors each
NPC has heard. If the PCs ask around for
information in Ashbourne, they can hear
1-4 rumors per day.

If the PCs spend more than a few
hours in Ashbourne, a bum accosts
them in the village square. The bum is
Ian McNeill, the town drunk, who begs
for money to buy a drink. If the PCs
talk with Ian, he tells them about his
encounters with Salvel the Talking
Trout (see rumor #7). Ian hints to the
PCs that he knows a great deal about
the Dovedale goblins (he does not, but
that will not stop him from making up a
few stories), hoping to get them to buy
him a drink. The inhabitants of
Ashbourne rib Ian fiercely about his
“speaking fish” stories.

Ian McNeill, town drunk: AC 10; HD

1-1(M); hp 3; MV 120'(40'); #AT 1,
Dmg by weapon type; Save NM; ML 4;
ALN;S7,110,W6,D8,C9,Ch12;
XP 10; dagger.

Ian’s one great talent is his ability to
make up whopping great fibs without
forethought or preparation. His stories
are sufficiently entertaining that the
townsfolk provide him with enough
money to maintain his self-destructive
habit. Ian’s widely renowned talent for
making up stories is the main reason
why nobody believes his tales about
Salvel the Talking Trout.

Fionna of Ashbourne, Mayor: AC
10; HD 1 (M); hp 7; MV 120'(40"); #AT 1;
Dmg by weapon type; Save F1; ML 9;
ALL;S12,113,W13,D9,C 12, Ch 14;
dagger, short sword, spear, long bow.

Mayor Fionna is a strong, dynamic,
red-haired, 40-year-old woman who
doesn’t take lip from anybody. She is
apt to thump troublemakers on the
head first and sort out the details later.
Besides being the mayor of Ashbourne,
Fionna is an officer in the local militia.
She can provide clear directions to Mrs.
Cogs’s farm, and the PCs will hear ru-
mor #8 from her.

2. Inn-on-the-Peak. The Inn-on-the-
Peak is a quaint country inn, catering
primarily to the local sheepherders and
farmers. The inn sits on the top of a
small hill amid a small stand of oak
trees. A narrow country lane bordered
by 3’-tall stone walls winds its way
through the trees to the top of the hill.

The Inn-on-the-Peak is famous for two
things. The first is the rich, dark,
musty-smelling beer that Hal the inn-
keeper brews in his cellar. This beer is
known throughout the region as “Hal’s
Old Singular”” Second, the inn’s exten-
sive rose gardens are reputed to be the
most beautiful gardens for hundreds of
miles. In the summer, the Inn-on-the-
Peak attracts a number of rich visitors
from Ashbourne, who come out to sam-
ple the rustic life, get pampered and
well fed by Hal’s excellent cook, and
spend a few evenings walking in the
inn’s beautiful rose gardens.

But the rose gardens are suffering
this summer. The inn’s well is fed by the
Dovedale River. Now that the river is
dry, the well has also petered out.

The Inn-on-the-Peak has a total of 12
warm and comfortable rooms. At any
time, 3-12 (1d10 +2) of the rooms are
filled. A room rents for 10 sp per night
(including meals). Each room is fitted
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with two large beds with straw-stuffed
mattresses and goose down comforters,
a small hearth for a peat fire, a dresser,
a mirror, a closet, a writing desk, and
several comfortable chairs. Hot baths
are available at an additional cost of 1
sp. Boarding for horses or similar
mounts costs 4 sp per night.

The inn’s large common room serves
as a pub. A warm, fragrant peat fire
heats the room. The pub has a low ceil-
ing, which creates a dim interior where
pale blue pipe smoke wafts among the
hand-carved rafters. Anyone who stands
taller than 5’6" had better learn to

duck. Overstuffed wing-back chairs and
couches are spread throughout the
room, along with tables for chess, back-
gammon, and checkers. During the
evening, 11-30 (1d20 +10) locals gather
in the common room.

The PCs can hear 1-4 of the rumors
and legends about Dovedale per evening
spent gossiping in the inn’s pub. The
pub patrons repeatedly mention the
100-gp reward in a pathetically trans-
parent effort to encourage the PCs to
explore the dale.

Old Man Krimble: AC 10; HD 1-1
(M); hp 4; MV 90'(30"); #AT 1; Dmg by

weapon type; Save NM; ML 8; AL L; S
8,110, W12, D 10, C 10, Ch 10; dagger.
Krimble is a stooped and weathered
old graybeard, conversant with most of

the lore about the local area. He is a
regular feature in the inn’s taproom. If
the players are beginners and need a
little prodding in the right direction,
Krimble can suggest that the PCs inter-
view some of the local farmers about the
goblins. This will provide the PCs with
the opportunity to learn more of the
information contained in the “Rumors
and Information” sidebar.

Hal the Innkeeper: AC 10; F2 (M);
hp 10; MV 120'(40"); #AT 1; Dmg by
weapon type; Save F2; ML 9; AL L; S
12,111, W11,D 9, C 13, Ch 14; short
sword, club.

Hal is a thin, wiry, hard-working
middle-aged man. He is an officer in the
local militia and a well-respected busi-
nessman in the Dovedale area.

Shep, old sheep dog: AC 7; HD 1 (S); hp
7; MV 60'(20'); #AT 1 bite; Dmg 1-3; Save
F1; ML 7; INT 4; AL N; CC/30 (Dog).

Shep is a retired sheep dog. He is very
old and suffers from arthritis, so he
moves quite slowly. He spends most of
his time lying in front of the fire in the
common room. From his position by the
fire, Shep keeps up with local events
and happenings.

If the PCs have a speak with animals
spell, they can talk with Shep, who will
relate the tale of how he and his fellow
sheep dogs tangled with a pair of dire
wolves that live in the Dalewold forest.
Shep also knows that the goblin chief is
named Gravelbeak, and that Stinkfoot
is the only other goblin who can ride the
dire wolves. At the DM’s discretion,
Shep may know a few further details.
Anything that the PCs learn from Shep
is in addition to the rumors related by
the other patrons at the inn.

Years ago, Gravelbeak’s great-
grandfather bullied his family into
building a secret tunnel leading into the
Inn-on-the-Peak’s beer cellar. It took the
goblins several years to finish building
the tunnel, but the result was worth it.
The Dovedale goblins have been pinch-
ing beer from the cellar for generations
now. They are very careful to control
their greed; they steal only from kegs
that are already open and take only a
gallon or so at a time. The losses are
barely noticeable, small enough that
Hal would never think to mention them
in casual conversation. Hal has attrib-
uted the losses to spillage, and perhaps
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a little bit to the cook and the stable
hands sneaking a few pints on the side,
which he does not mind.

If the PCs ask Hal if they can search
his cellar (perhaps after they find the
beer kegs in the Goblin Beer Cellar,
area 9), Hal will let them in. The PCs
have normal chances to find the secret
door, which is carefully blended into the
brick wall behind one of the many wine
racks in the cellar. The tunnel exit is
hidden under a large stump in a copse
of trees on the north side of the hill.

3. Tor’s Cloud Peak. Tor’s Cloud peak,
elevation 1,370, serves as a local land-
mark. The peak is one mile northwest of
the Inn-on-the-Peak. Dozens of sheep
graze on the lower reaches of its grassy
slopes. Tourists often climb to the summit
during the warm summer months, dodg-
ing the sheep as they go. From the top of
the peak, the view of the surrounding
countryside is spectacular.

There is a 1-in-10 chance per day of a
freak storm striking the top of Tor’s
Cloud. Roll 1d12 to determine the hour
of the day when the storm strikes, Each
storm lasts 1d6 + 1 turns. The storm
delivers a deluge of hailstones, rain,
and fiercely howling wind. Anyone
caught in the storm takes 1-3 hp dam-
age per turn. There is no shelter on the
peak, and getting down to safety takes
four turns. Someone with climbing skill
can get off the peak in three turns.

If any of the PCs has danger sense
skill or mountain survival skill (see RC,
pages 83 and 85), the DM should secret-
ly make a check before the PCs go up
the mountain. If the skill check suc-
ceeds, and a storm is going to strike the
peak that day, tell the player that his
PC feels apprehensive about climbing
the mountain.

4, Mrs. Cogs’s Farm. Mrs. Cogs owns
a large, prosperous farm on a hilltop to
the west of Dovedale. She is a hard
worker, an excellent cook (her pies al-
ways win blue ribbons at the annual

fair), and the leader of the local farmers’

cooperative. Her farm boasts a large
house, several barns, many acres of
grazing land, and several hundred
sheep. Mrs. Cogs has six children, who
help her run the farm: Ben (6), Bridgett
(7), Kathy (10), Kevin (12), Parsival (16),
and Petra (16).

Mrs. Cogs: AC 10; HD 1 -1 (M); hp 6;
MV 120°(40'); #AT 1; Dmg by weapon
type; Save NM; ML 9; ALL; S9,19,

Rumors and Information

The PCs can hear the following rumors
in the Dovedale area. In some cases, only
a particular NPC will know the informa-
tion, as noted below. Each NPC will
repeat rumor #1 and also knows one
other rumor from the list.

1. A tribe of nasty goblins lives in the
Dovedale. That's why everyone avoids
the place. There are at least [30/50/90] of
the monsters.!” (Partially true; there are
only nine goblins,)

2. “If you find the goblin's chimney,
you’re right near their front door. I heard
that from my grandpappy, who used to go
play checkers with the goblin chief.”
(True. Old Man Krimble (area 2) makes
this claim. He has told this story many
times over the years. The other locals
think he is merely bragging.)

‘3. “A good fairy maintains the Dovedale
River. Without her, the river would cease
to flow. She lives near a beautiful spring
that’s the source of the river” (True)

4. “The goblins have a secret lair in
Dovedale.” (True)

5. “Without water, our farms will wither
and die. Without traffic on the river, .
Ashbourne will become much poorer, and
the Inn-on-the-Peak will be unable to
maintain its famous rose gardens’” (True)

6. ‘A big, hairy spider shouted at me
while I was gathering mushrooms in the
Dalewold. It leapt out from behind a tree
and yelled, ‘Put that down!””’ (False. Mrs.
Cogs’s youngest daughter, Bridgett,
makes this claim, but she has an ex-
tremely active imagination.)

7. “Speaking-Fish Weir is located right at
the mouth of Dovedale. It’s called that
because Ian McNeill swears that a talking
fish lives there. Of course, everyone knows
that Ian is utterly daft” (True. No one in
the Dovedale area believes Ian, but he'’s
telling the truth. Ian has talked with
Salvel the Talking Trout several times.)

8. “Ben Cogs is a quiet child, but he's a
troublemaker. He'’s always filching things,
lying, and pulling mean tricks on the other
children. Just last week he pushed Susie
into a mud puddle and stole her lunch.
Whenever Ben does something bad, the
shameless lad refuses to take responsibili-
ty”" (False. Ben Cogs is a well-behaved and
truthful young man. Ben gets in trouble
because Grabbo the goblin disguises him-
self as Ben and pulls pranks on the locals,)

9. “I came across the goblin chieftain
fishing on the river one evening. We
kicked back for a while, swapped some
fish stories. That goblin chief, he’s quite
a skilled and knowledgeable fisherman.
(True. A farmer tells this story at the
Inn-on-the-Peak.)

10. *“The goblins have a secret entrance
to their home, on top of Tor’s Cloud
Peak” (False)

11. “Freak storms sometimes hit the top
of Tor's Cloud Peak. It can be sunny and
clear one moment, then the next minute
the wind starts whipping ice and rain
down on your head. The storms have killed
quite a few people over the years, mostly
foolish tourists.” (True. If the PCs grew up
in the Dovedale area, they automatically
know this piece of information.)

12. “The storms on Tor’s Cloud Peak
are caused by an insane air-elemental
trapped in a rune circle on top of the
mountain.” (False, unless the DM wants
this rumor to be true.)

13. “Them goblins, they’s fairly slug-
gish during the day, Gets up to most of
their mischief in the evenings and at
night.” (True.)

14. “Once or twice a year, a goblin rides
out of the Dalewold on a great slavering
wolf and steals one of my sheep. And it
seems like every time I turn around, those
nasty goblins are stealing my fresh-baked
pies and cookies off the windowsill.” (True.
Mrs. Cogs tells this tale.)

15. “There are three large stone columns
in the midst of the Dalewold. They've been
called The Three Giants for as long as I
can remember, but I don’t recall why.”
{(True. Mrs. Cogs or any other sheep farmer
within three miles of the Dovedale can
impart this information.)

16. “Long ago, in the time of my great-
great-grandfather, a powerful druid lived
in the Dalewold. She’s gone now, but her
influence on the land remains. If she
were still here, she'd sort those goblins
out in short order” (True)

17. “The Dalewold is a dangerous
place, with wolves and spiders and pan-
thers and bears running through the
woods. I'd avoid it, if I were you, espe-
cially after dark.” (Partially true; there
are wolves and spiders in the Dalewold.)

18. “I heard that the goblins are going
to demand a payment of 1,000 gp and 40
sheep in order to restore the river.
Greedy little bastards.” (False)

19. “The goblins must have a new
chief. The old chief, he never did any-
thing like this before” (False)

20. “There are wolves in the Dalewold,
that’s true. But I doubt that they have
anything to do with the goblins. That Mrs.
Cogs, she's a silly old woman and probably
just imagined the whole thing. Or maybe
she's just making excuses for that rotten
little kid of hers, (False. The PCs hear this
rumor from one of Mrs. Cogs's poorer
neighbors: a bitter, lazy old farmer)
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W13,D9,C 12,Ch 13.

Mrs. Cogs is a large, businesslike
woman with a no-nonsense attitude
about running her farm.

Parsival and Petra: AC 7; HD 1 (M);
hp 6 each; MV 120'(40"); #AT 1; Dmg by
weapon type; Save F1; ML 8; AL L; S
12, C 13.

Mrs. Cogs’s oldest children are members
of the local militia. The twins have leath-
er armor and are proficient with the short
sword, dagger, spear, and long bow. If this
adventure is being conducted as a solo
adventure, the DM may allow the PC to
recruit Parsival and Petra.

The PCs can get directions to Mrs.
Cogs’s farm from any NPC in Ashbourne,
although Ian McNeill’s directions might
be a bit incoherent. If the PCs climb to
the top of the hill to talk with Mrs. Cogs,
she invites them in for a chat and gives
them herbal tea and lemon cookies. Mrs.
Cogs talks with the PCs for a maximum
of three turns, after which she must get
back to work.

Mrs. Cogs’s farm is the closest farm to
Dovedale, so she is used to the goblins
and their conniving tricks. Mrs. Cogs
confirms that the farmers’ cooperative
has put up a 100-gp reward for restoring
the river. She emphasizes that the PCs’
mission is to restore the river, not neces-
sarily kill the goblins. The goblins have
a long history of coexisting with the
Dovedale locals, and in some situations
being friendly (see rumors #2 and #9).
The farmers don’t want to start a blood-
feud with the goblins.

Mrs. Cogs also tells the PCs rumors
#14 and #15. At the end of their conver-
sation, Mrs. Cogs informs the PCs that
some of the local farmers gather in the
evenings at the Inn-on-the-Peak; the
party might be able to get some more
information there.

If given a chance, six-year-old Ben sol-
emnly swears to the PCs that he is not
the one who keeps doing bad things. Ben
explains that one of the goblins living in
the Dovedale looks exactly like him. The
goblin does bad things (such as stealing
pies from windowsills and pushing
smaller children into mud-puddles) and
then Ben gets blamed for it. Ben claims
that he has spoken with this goblin sev-
eral times and tried to get him to stop,
but the goblin just laughs and runs away
to pull yet another prank. Ben has tried
to explain this to others, but no one be-
lieves him. If Mrs. Cogs catches Ben
telling this story to the PCs, she scolds
him for fibbing and sends him to clean

out the cow barns.

Mrs. Cogs’s farm is similar to the
other farms in the area, which are
spaced several miles apart in an arc to
the south and west of Dovedale. None of
the other farms are quite as well off as
Mrs. Cogs’s farm. The local farms in-
clude: Hanson, Bistern, Llam, Shar-
plowe, Thorp, Baley Hill, Raven’s Tor,
St. Bertram’s Well, Hillend, Blore Hall,
and Standlew.

5. The Dalewold. The Dalewold is a
forest located on the northwest edge of
the Dovedale. This stand of oaks, elms,
maples, and poplars covers several
square miles. Sparse undergrowth fills
the open areas beneath the forest cano-
py. The Dalewold teems with animal
life, especially sparrows, robins, grouse,
quail, and rabbits. The forest also has a
bountiful supply of berries and mush-
rooms, including truffles, tuffets (large
toadstools), and chanterelles.

For every hour that the PCs spend
wandering in the Dalewold, an encount-
er takes place on a roll of 1 on 1d6.
Consult the “Dalewold Random En-
counters” sidebar on page 15, but use
discretion. Some of these encounters can
be extremely deadly and are unsuitable
for beginning PCs. The PCs have a 10%
chance per encounter to stumble into a
monster’s lair, in which case the ‘“num-
ber appearing” in the encounter should
be maximum. Lairs are not assigned
any specific location in the Dalewold.
Low-level PCs should not stumble
across a monster lair.

6. Speaking-Fish Weir. When the
PCs reach this point, read or para-
phrase the following to the players:

A weir of large, loosely piled boul-
ders stretches across the Dovedale
River. It looks as if it might be possi-
ble to cross the river by stepping on
the tops of the moss-covered stones.
A 50'-diameter pool has formed be-
hind the weir. In normal times, the
pool would be much larger and
deeper, but the water has retreated
to show cracked mud along the
banks. Now that the river has been
reduced to a trickle, the pool is only
2' deep at its deepest point. Colorful
gravel lines the bottom of the pool.
Rushes and willows, many of them
drooping in the artificial drought,
grow along the banks. Two 6' tall, 2’
diameter stone pillars stand at the

top of the pool, one on either side of
the river. A narrow footpath winds
its way through the grass and reeds
up the side of the pool and along the
east side of the river. The footpath
goes right by one of the stone pillars.

The stone pillars are carved with
pictographs and symbols indicating that
the Dovedale is the territory of Gravel-
beak the Goblin Chief. When a PC gets
within 10’ of the pool or one of the stone
columns, Salvel the trout sticks his
snout out of the water and squirts a
nonblinding stream of water at one of
the PCs. This is Salvel’s way of attract-
ing attention.

Once Salvel has the PCs’ attention, he
introduces himself, apologizes for get-
ting the PC wet, and asks who the PCs
are. By the time he talks to the PCs,
Salvel will have used his detect evil
ability; if the PCs are evil, he will not
speak to them. Salvel then asks the PCs
what they are doing in the Dovedale. If
the PCs tell Salvel that they are going
to seek the goblins, restore the river, or
similar comments, read or paraphrase
the following to the players. This mate-
rial is presented as a monologue by
Salvel, but it’s more likely to be a con-
versation between him and the PCs.

Your comment about the awful state
of the river appears to have piqued
Salvel’s interest. His shimmering
scales glint in the dim sunlight as he
swims closer.

“The river is low because the goblins
have captured Unda the River Fairy,’
says the fish. “If you want to restore
the river, you'll have to rescue her
from their secret lair. The goblins
captured Unda about a week ago.
They've kept her alive; I would have
felt it if she died. They're trying to
catch me, too, but I've managed to
avoid them so far. I've been trying to
find someone to go into the goblin lair
and rescue Unda, but you're the first
likely prospects that I've encountered.

“If you go up the river, past the
three stone giants, you’ll find a tall
weeping willow that the goblins have
chewed on. The entrance to their
tunnels is in a shallow cave near
that tree. I've managed to find out
that much, over the years, by watch-

ing them from the river”

Any PC with fishing (hunting) skill
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can identify Salvel as a rainbow trout,
although he is an unusually large speci-
men. If the PCs ask Salvel more ques-
tions, he knows a few things that may
make the PCs’ task somewhat easier.
For instance, Salvel knows the names of
some of the goblins [DM'’s discretion],
which may be of some use to the PCs.
Salvel’s information is accurate, for the
most part, although he does not know
that the real reason the goblins kid-
napped Unda was to make it easier to
catch him. If the PCs ask why the gob-
lins chew on the tree, Salvel responds
that he thinks it has something to do
with cleaning their teeth.

Over the years, Salvel has teased
Gravelbeak fiercely. Salvel’s favorite trick
is to wait until Gravelbeak gets in an
awkward position as he wades along the
river. For example, Salvel may wait until
Gravelbeak has both his feet on slippery
rocks. Salvel then swims up, leaps out of
the water, slaps Gravelbeak on the face
with his wide silver tail, and then swims
away while Gravelbeak splutters and
desperately windmills his arms in an
attempt to maintain his precarious bal-
ance. Salvel takes great delight in teasing
Gravelbeak and his family.

Salvel the Talking Trout: AC 6; HD
2+2* (S, 3' long); hp 12; MV swim
180'(60"); #AT 1; Dmg 1-2; Save F4; ML
9: INT 13; AL L; XP 35; New Monster.

Salvel can detect evil in a 50’ radius.
He can also spit a stream of water up to
30’ that hits as a 4-HD monster. Anyone
struck by the jet of water is blinded for
1-3 turns. Salvel speaks fish, Common,
and goblin.

In this region of the world, some ani-
mals can speak and understand speech,
The long-departed druid mentioned in
rumor #16 granted some of the animals
in the area the power to speak. The
power has manifested itself in at least
one fish in every generation ever since
that time. The talking animals in the
area tend to be the leaders of the nor-
mal animals.

7. Small Cave. Small caves riddle the
Dovedale’s 200'-tall limestone walls.
This cave is only one example. Caves
are located 30'-40' up the side of the
cliff-face. The narrow and twisting
caves go back about 30, but humans
can go in only about 20 before the stone
walls close in. The caves are empty
except for some rather barbaric goblin
graffiti (written in Common; goblins do
not have their own written language).

Dalewold Random Encounters

01-20 Jumping spiders, large (1-20):
AC 8; HD 1+1* (2’ diameter); hp 4 each;
MV 60(20"), web 120'(40"); #AT 1 bite;
Dmg 1 plus poison; Save F1; ML 7; INT
0; AL N; XP 25; RC 206 (modified Giant
Crab Spider).

The spiders normally scuttle along in
the trees and drop on their prey, trailing
a safety-line of webbing behind them.
The spider’s poison does 4d4 hp damage,
at a rate of 1d4 hp per round. A saving
throw vs. poison ( +2 bonus) for half
damage is allowed. The spiders have
scattered their treasure in the bushes
near their lair. The treasure consists of:
two suits of chain mail (20 gp), two short
swords (5 gp), two daggers (2 gp), a lan-
tern (8 gp), 4 gp, 10 sp, 27 cp, a white
cotton bonnet, a pair of children’s shoes,
a silver spoon (2 gp), and a small wooden
bowl (2 cp).

21-35 Baron Ironbeak, talking owl:
AC 6; HD Y2* (S); hp 3; MV 9'(3"), fly
120'(40"); #AT 1; Dmg 1; Save NM; ML 8,
INT 10; AL N; XP 6; New.

Baron Ironbeak may trail the PCs if
they enter the Dalewold at night. As
long as the PCs do not make any hostile
moves, he remains friendly. If the PCs
bribe him with a mouse or other tidbit,
Baron Ironbeak tells the PCs that one of
the goblins flies around at night on a
giant bat.

35-40 Greet the Spring’s Warm Wind,
treant: AC 2; HD 8* (L); hp 49; MV
60'(20"); #AT 2 branches; Dmg 2d6/2d6;
Save F8; ML 9; INT 11; AL L; RC 209.

The treant of the Dalewold is an 18'-
tall maple. All encounters with the
treant occur at a distance of 30 yards or
less. Because the treant closely resem-
bles a normal tree, it surprises on a roll
of 1-3 on 1d6. Blunt weapons inflict only
1 hp damage per hit (plus magic and
strength bonuses). The treant can ani-
mate any two trees within 60’ to move at
30'(10") and fight as treants.

The treat approaches the PCs if they do
not light a fire while they are in the
Dalewold. The treant knows about the
dire wolves but is not bothered by their
presence because the wolves behave
themselves while they are in the Dale-
wold and never kill more than they can
eat. If the PCs talk with the treant, it
can confirm that a powerful druid used
to dwell in the Dalewold (if the PCs have
heard rumor #16).

40-55 Stirges (1-10): AC 7; HD 1* (S);
MV 30'(10'), fly 180'(60'); #AT 1; Dmg

1d3; Save F2; ML 9; INT 1; AL N; XP 13;
RC 208. :

A successful hit means the stirge has
attached itself to its victim, sucking for
1d3 hp damage until the victim is dead.
A flying stirge gains a bonus of +2 on its
first attack roll against any one oppo-
nent due to its speedy attack. The stirges
have a lair in a small cave deep in the
Dovedale. The PCs can find the lair if
they spend 1d6 +2 days searching for it.
The stirges have two crystals in their
lair, which they picked up because they
glittered. The crystals are garnets, and
would be worth 100 gp each if cut and
polished. :

55-70 Horseflies, giant (10-30): AC 6;
HD Y (S); hp 1 each; MV fly 120'(40");
#AT 1 (per 10 horseflies); Dmg 1-2 plus
confusion (per 10 horseflies); Save NM;
ML 10; INT 1; AL N; XP 6; New.

These giant flies weigh about two
ounces each. They attack men, cattle,
horses, sheep, and just about anything
else that moves. The horseflies swirl
around in a great cloud, causing confu-
sion in their victims. There must be at
least 10 horseflies to confuse or damage
one character. Characters who become
confused suffer a —2 penalty on their
attack rolls and saving throws, and
cannot cast spells (save vs. spells for no
effect).

For example, if 13 horseflies attack a
group of 3 PCs, the horseflies can confuse
and attack only one of the PCs per
round. As soon as the PCs kill 4 of the
horseflies, the remaining nine cannot
attack effectively. Do not use more than
20 horseflies when running this encount-
er unless you are confident that the PCs
can think of some clever way to escape.
The horseflies do not have a lair.

71-80 Boar, wild (1-6): AC 7; HD 3*
(M); hp 21, 17, 14, 13, 11, 9; MV 920'(30')
#AT 1 tusk; Dmg 2d4; Save F2; ML 9;
INT 2; AL N; XP 50; RC 162.

Wild pigs hide in the brush and charge
out at their victims. A pig that has 20
yards to charge before reaching its prey
can inflict double damage. If the PCs
come across just one wild pig, it is a bad-
tempered boar (hp 21) that attacks imme-
diately, charging from ambush.

81-00 Sparrows (1d20 +20), robins
(1d20 +20), grouse (1d10 +5), quail
(1d10 +5), and rabbits (1d6). One of these
creatures pops out of the undergrowth,
startled by the PCs’ passage. The creature
may in turn startle the PCs,
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For example, “Fishbelly wuz heer;” “Hu-
munz tak baths,)’ “Reel goblins ride Wolfs,”
and “Elfs taste grate/les filing” The DM is
encouraged to think up other examples.

8. The Three Giants. Halfway up the
dale, the PCs come across three 25' tall,
10’ diameter granite columns. The rough-
surfaced granite columns are quite out of
place in the normal limestone formations
of the Dovedale. The columns are lined up
all in a row, and all of them seem to be
leaning slightly forward.

The three columns are really giants
transformed to stone. The columns look
exactly like natural stone columns;
there are no visual clues to their real
nature. If anyone uses a know align-
ment spell here, the columns radiate
Chaos. A detect evil spell reveals that
the columns are also evil. Unda the
River Fairy knows what the statues
really are and will try to stop anyone
who is so foolish as to try to return
them to flesh.

The columns originated over a hun-
dred years ago, when three evil hill
giants rampaged through the Dovedale
region. The greedy giants wreaked
enormous havoc on the ecology of the

area and used the Dovedale goblin tribe
as slaves. Finally, the giants’ excesses
incurred the wrath of the legendary
druid of the Dalewold. With the cooper-
ation of the enslaved goblin tribe, she
lured the giants out into the open and
worked a mighty enchantment that
turned the terrible giants into stone.

The Dovedale goblins know this story
and have passed the tale of their libera-
tion down through generations. The
Dovedale goblins have great status with
other goblin tribes because they man-
aged to throw off the yoke of the evil
giants, even though they did have help.
Chief Gravelbeak and his family will do
everything in their power to prevent the
columns from being tampered with or
restored to life.

The Three Giants: AC 4; HD 8; hp 56
each; MV 120'(40"); #AT 1 weapon; Dmg
2d8; Save F8; ML 8; INT 7; AL C; Size L
(12’ tall); XP 650 each, RC 179.

The giants throw rocks (range 30/60/
100) for 3d6 hp damage. Each hill giant
wears clothing made of uncured animal
skins. Each giant has a huge club, a
spear, and a bag containing 2d6 % 100
gp. These items were turned to stone
along with their owners. One of the

¥

giants can speak goblin, and another
can speak Common. If their enchant-
ment is ended, the giants are apt to
attack anything in sight.

9. Goblin Beer Cellar. This small
stone building shaded by tall elms lies
mostly underground. Only its peaked
shale roof sticks out above ground. A
well-worn footpath leads from the main
trail up to the building, where 3'-wide
stairs lead down to a stout oak door. A
huge iron padlock (made by Gravelbeak)
holds the door shut. No matter what the
weather, the interior of the beer cellar is
always cool and dark.

The cellar contains four 30-gallon beer
barrels and three five-gallon wine bar-
rels. Two of the oldest beer barrels have
marks indicating that they are the
property of the Inn-on-the-Peak; the rest
of the barrels are unmarked. The gob-
lins stole the two marked barrels from
the cellars of the inn when they first
completed their secret tunnel, years
ago. One of the marked barrels is emp-
ty, and the other is half-full of Hal’s Old
Singular (value 40 gp). The three un-
marked barrels are full of incredibly
vile goblin-brewed beer. Only one of the
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wine barrels is full (value 8 gp). Techni-
cally, the half-barrel of Hal’s Old Singu-
lar beer should be returned to the
innkeeper, since it is stolen property. If
the PCs return the barrel to Hal, he
gives them a reward of 10 gp. Less am-
bitious PCs could just tell Hal where
the barrel is and let him retrieve it.
Note that a full beer barrel weighs
about 275 lbs., and a full wine barrel
weighs about 45 lbs.

Gravelbeak has the only legitimate
key to the beer cellar. Strongarm,
Gravelbeak’s son and the goblin smith,
has a crude copy of the key, which he
made while Gravelbeak was out fishing
one evening. Strongarm’s key has an
80% chance of opening the lock. If the
key fails to open the door, it bends in
the lock and Strongarm must spend 1-4
days repairing the key before he can
make another attempt.

Strongarm and his brothers sneak into
the beer cellar from time to time and
have a few pints of beer when they think
Gravelbeak is not watching them. Gravel-
beak is well aware that his sons foray
into the beer cellar, but he feels that their
sneaky behavior is appropriate for young
goblins. Gravelbeak will not complain as
long as his sons do not overindulge.

10. Goblin Lair. The Dovedale gob-
lins are a very clever and talented clan.
They have inhabited the Dovedale for
as long as Ashbourne has existed, so all
the goblins are familiar with the area.
The goblins really like their home and
will do their best to defend it, including
killing intruders if they have to.

However, if the goblins are in control of
the situation, they will attempt to take
prisoners to be held for ransom, especially
if the PCs have backgrounds as Dovedale
locals. The goblins have managed to
coexist with their neighbors for many
years, and they know that peace (and
relative prosperity) will not last long if
they start killing lots of people.

As another option, if the goblins capture
the PCs, they could try to make the PCs
into soup. Everyone knows that leeks are
an essential ingredient in any proper
halfling (or human, or elf, etc.) stew. Un-
fortunately, the goblin pantry is fresh out
of leeks at the moment, so Chief Gravel-
beak will have to send his son Grabbo out
to steal some from one of the surrounding
farms. While the goblins are gathering
ingredients for their soup, the PCs could
get a chance to escape.

Remember that goblins are nocturnal.

This tribe normally sleeps from 8:00 A.M.
to 4:00 PM,, although they always post a
guard. The adventure assumes that the
PCs enter the caverns sometime during
the goblins’ sleep cycle. If the PCs enter
the goblin lair during the waking cycle,
adjust goblin responses accordingly.

10A. Willow Tree. If the PCs have
spoken to Salvel, read or paraphrase the
following information to the players when
the PCs reach this part of Dovedale. If the
PCs have not spoken with Salvel, roll to
detect secret doors for each PC. If the PCs
have heard rumor #2, they each get a +1
on the roll. If the check succeeds, leave
out any mention of Salvel when reading
the following to the players.

A large weeping willow on the bank of
the river spreads its branches over the
dry riverbed. The tree is visibly droop-
ing from the lack of water. Scars and
cuts mark the trunk and branches of
the tree where the goblins have
chewed on the bark. The goblins have
also decorated the tree trunk with all
sorts of horrible graffiti and carvings.
A rope swing hangs listlessly from one
of the branches.

Salvel’s words about the goblin
doorway appear to have been correct.
On the eastern wall of the dale,
about 20’ up, you can see the opening
to a cave. The trail leading up to the
cave shows signs of heavy use.

The swing will support anyone who
weighs less than 100 lbs. If any greater
weight is placed on it, the swing breaks as
it swings out over the dry riverbed, send-
ing whoever was on it plummeting to the
ground. The fall causes 1-6 hp damage.
PCs who take time to read the graffiti
carved into the willow tree can determine
that several generations of goblins have
carved their initials into the tree.

10B. Front Door. When the PCs
enter this cave, read or paraphrase the
following to the players:

doorway. The goblins take turns guard-
ing the front door. If the PCs approach
during the day, a goblin named Fishbel-
ly is asleep at the guard post. As long as
the PCs do not make noises louder than
normal speech inside the cave, Fishbel-
ly will not wake up, even if the PCs
open the front door. If the PCs nab the
sleeping guard, they can negotiate with
Gravelbeak to trade Fishbelly for Unda
the nixie. Gravelbeak will grind his
teeth, throw a terrible tantrum, and
curse for several minutes, but in the
end he will agree to the trade.

If the PCs make a loud noise, Fishbel-
ly wakes up (one round), looks out
through a crack in the rock to make
sure he was not dreaming (one round),
and sounds the alarm (third round after
the noise). Fishbelly then runs into the
maze (area 10D).

Anyone searching for secret doors in
the cave has a +1 bonus to find a small
stone knob set in a recess that only
human-sized (or smaller) hands can
reach into. Twisting the knob causes a
wide stone door to quietly swing open. A
small crack in the rock near the knob
goes all the way through to the interior
of the cave and allows the guard to look
into the outside portion of the cave
without being seen. The snoring sound
is much louder near the crack in the
stone. If the PCs manage to get the door
open without making a loud noise and
waking Fishbelly, read or paraphrase
the following to the players:

The false stone wall swings away on
silent hinges to reveal a semicircular
interior chamber. This narrow room
is warmed by a fireplace at one end,
beside which lies a neat pile of peat
bricks. Three small wooden chairs
are drawn up to the hearth, in which
a low peat fire burns. A goblin clad
in scale mail is asleep in one of the
chairs. A foot-long metal mallet is
slowly slipping out of his fingers. A
large iron triangle hangs from a
chain fastened to the ceiling.

Goblin footprints go right up to the
back wall of the cave and just stop.
When you stand still for a moment,
you can hear someone snoring. The
sound seems to be coming from be-

hind the wall.

The goblins have grown complacent
over the years; clearly there is much
traffic in the vicinity of their “‘secret”

10C. Chimney. The goblins have con-
verted this 150'-tall rock spire into a vent
for their cavern system. It is possible to
climb to the top of the spire; thieves may
add 10% to their chance to climb walls,
since there are many handholds. Even
people without skill in climbing walls can
climb the spire, if they are not wearing
armor and they make a Dexterity check
with a —4 penalty.
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At the top of the spire, thin smoke
from the peat fires below wafts out of a
2'-diameter vent hole. A halfling could
climb into the hole, but no one larger.
The passage goes straight down for
100, then branches. The right branch
leads to the fireplace in the front door
guardroom (area 10B), and the left
branch leads to Bigdome Cavern (area
10E). Small shafts also lead to Haggy
the herbalist’s room (area 10L), the
smithy (area 10K), and various other
places throughout the goblin lair. The
smaller shafts are too constricted to
permit passage.

From the top of the spire, it takes
three turns to climb down inside the
shaft to the front door, and four turns to
reach Bigdome Cavern. Anyone who
climbs down the chimney takes 1-2 hp
damage per turn from the detrimental
effects of smoke inhalation.

This chimney is mostly a ventilation
shaft. The various fires in the goblin
lair vent their smoke through separate
chimneys with better draft. The goblins
use this chimney to promote airflow in
the lair, and divert some smoke into it
to discourage unwanted visitors.

10D. Maze. When the PCs enter the
maze, read or paraphrase the following
to the players:

The dark tunnel ahead of you divides
into smaller tunnels going in a dozen
different directions. The crisscrossing
tunnels form a confusing maze, with
no sign of which way to proceed. The
tunnels vary in size from full-sized
passages to 3"-diameter holes. In the
shadows at the limit of your torchlight,
you catch fleeting glimpses of the
scurrying shapes of large rodents.

The floor of the maze of tunnels is
riddled with pits to fall in and loose
rocks to twist an ankle on. If the PCs
have a light source, they are in no dan-
ger of falling into a pit or otherwise
harming themselves. For each turn
spent wandering in the dark, roll 1d6. A
result of 1-2 indicates that the lead PC
has fallen into a pit (60% chance, 1-6 hp
damage) or twisted an ankle on a loose
rock (40% chance, 1 hp damage). Parties
using infravision have half the chance
of injuring themselves in the dark.

The twisting intersections of the
tunnels forms a confusing labyrinth.
The maze of tunnels is nearly impos-
sible to navigate for those who do not
know the way, and it is impossible to
map. The goblins know their way
around the tunnels very well, so they
have no problems navigating the
maze. PCs who venture into the maze

without a guide have an 80% chance
of becoming lost. Any PC who has
caving skill (RC, page 83) can make a
skill check with a —4 penalty to avoid
becoming lost. The chance of becoming
lost applies whether the PCs are going
into or coming out of the goblin lair.

If the PCs become lost in the maze,
the goblins have a 40% chance (1-4 on
1d10) per hour to discover that someone
has invaded their home. If someone
stumbles around in their maze for
hours, the goblins will certainly notice.

Two to eight hours after the PCs be-
come lost, a giant black rat slowly ap-
proaches the PCs, carrying a piece of
white cloth clenched in its teeth. The
rat’s name is Greasyfur, and it can
speak Common. Greasyfur offers to
guide the PCs through the maze, for a
fee. The creature initially asks for suffi-
cient food to feed a giant rat for a week
(about one day’s worth of human ra-
tions), but he will settle for a sandwich
and some shiny baubles. Greasyfur will
also lead the PCs out of the goblin tun-
nels for the same fee. If the PCs make
any hostile moves toward him, Greasy-
fur turns and disappears into one of the
small tunnels of the maze.

Greasyfur (giant rat): AC 7; HD ¥z (S);
hp 2; MV 120'40’), swim 60'(20"); #AT 1
bite; Dmg 1-3 plus disease; Save NM; ML
8; INT 10; AL N; XP 6; RC 201.

The Dovedale Goblins

‘Unless noted, each goblin has the
following statistics: AC 6; HD 1-1;
MV 90'(30'); #AT 1 weapon; Dmg by
weapon type; Save NM; ML 7 (9 with
chief); INT 9; AL C; SZ Small (4'
tall); XP 5; —1 penalty to attack
rolls in bright light; RC 180.

Each of the goblins has the follow-
ing equipment: scale mail, short
‘sword, dagger, light crossbow, four
crossbow bolts, spear. All the goblins
speak Common and goblin.

‘Save F2; ML 9; I 12, W 13; XP 30;
keys to beer cellar and Unda’s cage.
Skills: fishing, weaponsmithing, ride
dire wolf, leadership.

Gravelbeak has spent enough time
above ground that he no longer has
the —1 penalty to attack rolls in
bright light. In the late evening and
early morning, he can often be found
near the Dovedale River.

Chief Gravelbeak: HD 2%*; hp 12;

Merekoo: AC 10; HD 1 +3** (Sha-
man 4); hp 9; Dmg by spell or weapon
type; Save C4; Size S (3'6" tall); W 14;
XP 23; gold ring (worth 15 gp). Skills:
ceremony, healing. Spells: cure light
wounds, light, bless.

Merekoo is Gravelbeak’s wife. She
dresses in the black hooded garments
of the goblin clergy.

Bignose: hp 7. Skills: tracking (+2),
hunting.

Bignose earned his name because his

nose is at least 8" long and 4" wide.
He tracks his prey by sniffing out
trails, much as a dog does.

Fishbelly: hp 5. Skills: fishing,
swimming, acrobatics.

Fishbelly is very pale and is the only

goblin that can swim, hence his name.

Grabbo: hp 4. Skills as T2; OL 20%,
FT 15%, RT 15%, CW 88%, MS 25%,
HS 15%, PP 25%, HN 35%, double

damage with backstab, disguise (craft).

Haggy: hp 4; XP 7. Skills: read and

write Common and goblin, deception,
herbalism (poisons).

Haggy uses poisoned crossbow bolts.
The poison causes an extra 1-6 hp
damage (save vs. poison at +2 for half
damage, minimum 1 hp).

Stinkfoot: hp 5. Skills: ride dire
wolf, cheating.

Stinkfoot has big smelly feet, and he
never takes off his socks or boots. The
DM may wish to rule that Stinkfoot
cannot surprise opponents, because of
his unusually potent and offensive
body odor.

Strongarm: HD 1+1%; hp 9; Dmg
by weapon type +1; INT 8; Size M (5’
tall); XP 19; hammer, key (copy) to
beer cellar. Skills: armor-making,
blacksmithing, mining.

Swoop: hp 3; INT 13; Size S (2! tall);
XP 15. Skills: animal training, aerial
riding (giant bat).

Swoop is not a member of the imme-
diate family. He is Merekoo’s nephew.
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Any lone PC who strays from the
paths normally used by the goblins will
be attacked by Greasyfur’s cousin giant
rats (INT 2, XP 5). The rats will not
attack groups of three or more people
under any circumstances. These giant
rats do not speak and cannot help the
PCs leave the maze.

If the PCs get lucky and do not be-
come lost, they stumble into Bigdome
Cavern (area E) after 4-6 (1d3 +3) turns.
If the PCs force Fishbelly or bribe
Greasyfur to guide them, passage
through the maze takes only one turn.

10E. Bigdome Cavern. When the
PCs enter this cavern, read or para-
phrase the following to the players:

You are in a cavern that is at least 50’
high and 120’ in diameter. Flickering
shadows caused by the dim fire burn-
ing in the central fire pit cloak the
upper reaches of the cavern. Several
tunnels lead off to other areas. A few
ledges perch high on the cavern’s
walls. Off to the side of the central fire
pit, a large iron birdcage is suspended
about 10’ off the floor by a chain that
disappears into the dark shadows
cloaking the ceiling. A small, blue-
skinned humanoid huddles miserably
on the floor of the iron cage.

This large natural cavern serves as
the main goblin living quarters. If
Fishbelly sounded the alarm successful-
ly, the goblins are waiting to ambush
the PCs here. The goblins keep Unda,
the river spirit, in the iron cage, to lure
the PCs into rushing into the cavern.
The goblins wait until the first two PCs
enter the cave, then release a rock on a
wire. The rock swings down like a pen-
dulum and strikes anyone still in the
entryway for 3d6 hp damage (attacks as
4-HD monster). All PCs in the path of
the rock are considered to have AC 10
for this attack, unless they have Dexter-
ity bonuses. A saving throw vs. paraly-
zation for half damage is allowed.

Haggy, the tribe’s herbalist, occupies
the lower ledge (area 10F). Swoop, the bat
trainer, and one of his bats sit on the
upper ledge (area 10G). The remaining
goblins (and their two dire wolves) hide in
the side passages. Gravelbeak’s wife,
Merekoo, stays out of hand-to-hand com-
bat and uses her spells to the goblin’s best
advantage. A straight fight between the
PCs and the goblins should be short and
brutal, and it should end with most of the

PCs either dead or captured.

If the PCs have not alerted the goblins
to their presence, Bignose is the only
goblin in Bigdome cavern. Bignose sits
in a comfortable chair by the fire pit,
nominally guarding Unda. In this case,
Unda will have been singing to Bignose.
Unda’s slow, liquid song has made
Bignose dream of being asleep on the
banks of a peaceful river, so the PCs
will have a +2 bonus to surprise the
goblin. If Bignose manages to shout an
alarm, the other goblins arrive in 1-4
rounds. Gravelbeak commands them.

Unda'’s cage hangs from the ceiling by
a stout iron chain. The cage is about 4’
high and 3’ in diameter. Gravelbeak
and his son Strongarm forged the cage,
then Merekoo engraved the heavy
metal bars with mystical runes to keep
Unda from escaping and to prevent her
from using her magic. A winch, located
near the passage to area 10G, raises
and lowers the iron birdcage. A large
padlock fastened to the winch keeps it
in its current position. A similar pad-
lock holds the cage door shut.
Strongarm made these padlocks, which
are so well made that they are worth 50
gp each. Gravelbeak has the only keys
to the two padlocks.

If a fight occurs in Bigdome Cavern,
Unda helps the PCs in any way that she
can, even if all she can do is shout ad-
vice and encouragement. Unda knows
that Gravelbeak has the keys to the
winch and the cage, and she tells this to
the PCs at the earliest opportunity.
Unda is weakened from the stress of her
captivity, so she cannot help the PCs by
casting spells or using her innate mag-
ic. When released from the cage, Unda
will be too weak to walk, so one of the
PCs will have to carry her. Fortunately,
Unda is very small and light (20 lbs.,
200 cn). Unda will beg the PCs to return
her to her spring as quickly as possible,
so that she can regain her strength and
restore the river.

Unda the river fairy (nixie): AC 7;
HD 1* (S, 2' tall); hp 11; MV 120'(40),
swim 120'(40"); #AT 1; Dmg 1-4 (sword)
or 1-3 (arrow); Save E1 or C4; ML 6;
INT 13; AL N; RC 197; Spells as 5th-
level druid: detect danger, cure light
wounds; speak with animals, obscure.

Unda appears as a small, beautiful
woman with light blue skin, fins, and
webbing between her toes and fingers.
Unda is invisible while she is in the wa-
ter (—6 to armor class). She can cast a
water breathing spell on a humanoid once

per day. This form of the spell lasts 24
hours. Because of her duties as a river
fairy, Unda also has the innate ability to
detect evil in a 50-yard radius. She speaks
Common, elven, fish, and nixie.

Unda uses a small trident in hand-to-
hand combat, although she also has a
small short bow. Any creature struck by
one of Unda’s arrows must make a sav-
ing throw vs. poison or fall asleep for
1-6 hours.

Normally, a nixie may summon a
giant bass for aid in times of danger.
Unda uses this power to summon
Salvel, the talking trout, when she
needs help. Unda has never used her
charm ability because five more nixies
are required and there are no other
nixies in the Dovedale River.

Unda has more powers than a normal
nixie because she looks after a large
area alone. Her extra powers were
granted to the Dovedale River nixie
many years ago by the long-departed
druid, and have been passed down from
mother to daughter through several
nixie generations.

10F. Lower Ledge. The goblins have
dropped a rope ladder from this ledge,
which is 30’ above the main floor. If the
alarm has been sounded, Haggy perches
on the ledge (the rope ladder pulled up),
waiting for an opportunity to use her
poisoned crossbow bolts. While she is on
the ledge, Haggy has a —6 adjustment
to her armor class vs. missile attacks
from the cavern floor (AC 0).

10G. Upper Ledge. A small tunnel
opening on the main floor of Bigdome
Cavern provides access to this high
ledge, which is 60' above the floor. Only
a halfling or goblin can get through this
small tunnel. If the alarm has been
sounded, Swoop and one of his bats wait
on the ledge for a chance to “swoop”
down and wreak havoc. As long as they
remain on the ledge, Swoop and his bat
have a —6 adjustment to their armor
class (AC 0). See area 101 for more infor-
mation on Swoop and the bats.

10H. Wolf Den. Gravelbeak’s family
supports two dire wolves. The dire
wolves spend most of their time in the
Dalewold preying on rabbits, quail, and
Mrs. Cogs’s sheep, but they have also
been known to attack the occasional
unwary sheepherder. The wolves spend
most of their time (90%) outside in the
Dalewold; they sit in the cave only if
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the weather is extremely foul, or
Gravelbeak or Stinkfoot has called
them in (10%). If the wolves are outside
when the alarm is sounded, they return
in one turn. The wolves get in and out
of the cave by way of a narrow tunnel,
which runs a half mile north and comes
out in a pile of boulders and brush.

Dire wolves (2): AC 6; HD 4 +1 (M);
hp 23; MV 150'(50"); #AT 1 bite; Dmg
2d4; Save F2; ML 8; INT 4; AL N; XP
125; RC 212.

Grabbo sometimes disguises the wolves
as sheep so they can sneak in with Mrs.
Cogs’s flock. The sheep disguises are

hanging on pegs in the back of the cave.

Unless the alarm has been sounded,
Stinkfoot is here cleaning out the cave,
which is also his bedroom. He sleeps on
a pile of twigs and grass against the
west wall. A nearby footlocker contains
eight brand-new pairs of socks (never
used), three bars of soap (never used,
although one has a bite taken out of it),
four cloves of garlic, a deck of marked
cards, three pairs of loaded dice, 6 gp, 8
sp, and 3 cp.

101. Bat Cave. This dark cave is the
headquarters for the goblin air force,

current membership: one. The cave is
40" above the level of the corridor below.
A ladder located behind the secret door
provides access. The cave has a secret
door to the outside as well, which is
disguised as part of the cliff-face. The
10'-wide by 6'-high opening is 60’ up the
side of the cliff. A winch located in the
cave opens the secret door.

The cave has to be high up on 