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KICKER PACK 2:
FIREWALKERS

From the roaring fires of the sun, the Firewalkers took notice of

the titanic battles unfolding and decided to take part.
With fiery spirits and jets of flame they come in
Dracon Dice™ Kicker Pack 2, ready to burn their

way to world domination!

Dracon Dice Kicker Pack #2, Firewalkers = TSR #1502 » Sug, Retail $6.95;
CAM $10.95; £4.99 LLK, Incl. VAT = ISBN 0-7869-0294-9

RAG

They claw their ways o the surface, once-fallen armies
reanimated after death and eager to rejoin the struggle!
Kicker Pack 3: Undead brings the horror of the undying unlife to the

game. Dare your army stand against creatures that refuse to stay dead?

Deacoe Dice Kicker Pack #3, Undead = TSR #1503 = Eu_]g,;l"«x:[:lil $6.95:

CAN $10.95: £4.99 LLK. Incl. VAT  ISBN 0-7869-046] = Ty

New rare dice. New special powers. New ways to win. Now on sale.
Awailable 3t Best Buy, Kmart, Toys "R” Ws, Waldenbooks, B. Dallon Bookseller and other hobby, comic and book stores nationwide

To find the store nearest you call toll-free 1-800-384-4T5R. Quedtions? Call Rob Taylor al 414-148-2902
& ane] ™ .h—u__;_n.::r irademuri caned by TSE, lnc. D% TSE, s Adl rights reserved
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The FORGOTTEN REALMS Campalgn.

Adventure Awaits!

Deep dungeons beg exploration,
Vicious dragons dare adventurers to enter their lairse
Laost treasures wait to be claimed.
And everywhere the forces of chaos and evil are spreading their mﬂlﬂ..m : o

This is the Foraorres REaLms Campaign Waorld: : o

a place of classic medieval adventure and legendary mystery— R
and TSI s most pupul e world lor the ADVANCED HL%GEBNS & D \'ﬁ““" G:ima- P g . ;-’s
Here a hero can wander fnryn..'.trs and still not see vvu'ytllmg . g— 4
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; by Randy Maxwell
{AD&D® Adventure, character levels 7-9: 41 total
levels.) Seek the scattered pieces of a powerful
magical item in the Night Below.

4)7) NEMESIS
| . by Christopher
Perkins
(PLANESCAPE™ Adventure,

610 CENTAUR

character levels 7-12; 54 total by Johnathan M.
levelz.) Heads will roll if our Richards ;
heroes can't find a quartet of SidaTvak Adventire;:

character levels 2 or 3;
9 total levels.) You
have to see a man

about a... er, never

@@* IASC

by Willie Walsh
({AD&D Adventure, character
levels 3—4; 18 total levels) There's
something rotten in the highlands.

*The plunderers went to sea, and there they met the son of the King of
Bretain, ingcel Calech, the grandson of Conmac; and they made an aliance -
with Ingcel that they might go and plunder with him.”

—The Destruction of Da Derga‘’s Hostel
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The 1996 tour has hegun. Look for TSR at these conventions, and waich for updates as Dragon Blilz ‘96 gets underway!
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The Worlds Of The
RPGA°® Network

The Living City™

Enter Ravens Bluff, a massive fantasy city in the
Forgotten Realms, where your AD&D* character can cut
deals, fight evil-doers, find fame and fortune, and live to a ripe
old age, if he or she survives. In official RPGA Living CiTy
tournaments, everyone you meet is played by another RPGA
member, and every encounter may be the last!

The Living Jungle™

people, tattooed
warTiors, enemy

| Malatra beckons you to tribes, and

| investigate. Armed with terrifying garuda

i stone knives, wooden (dinosaurs) in
clubs, and blowguns, official LiviNG

your AD&D character
battles sinister leopard

JUNGLE
tournaments!

Virtual Seattle

Come to the Seattle of 2052 A.D. Your runner stalks the
streets of the metropolis after the change: the awakening of
the Sixth World. Now magic and cyberware meet in a world
gone wired. For your runner, it"s either triumph or die trying
in official RPGA Virtual Seattle Shadowrun® tournaments!

Join the RPGA Network Today!

Mail with payment in U.S. funds to: RPGA Network Membership,

P.O. Box 5695, Boston, MA 02206, USA
United States, Canada, & Mexico

Name
O $25 One-year membership e
1 $40 Two-year membership _ ;
O $20 Renewal, one year City State/Province
= $37 Family membership, one year Coutey Aol Coa
househokd with your sppicatany | it Phone (Day), Year of Birth
International Method of Payment: O Check/Money Order 0 MasterCard 0 Visa
[ $45 One-year membership Credit Gard # Expiration Date
O $80 Two-year membership
Authorized Signature_ Today's Date

O $40 Renewal, one year SPGA N = o B clhrichs without noNGS

Maka checks payable to twork. Fates are subject nge ut nolice.
Infemational subscriptions are sent overseas by Alr bail. pay *Shadowrun is a registersd trademark of FASA Comp
Spectal international rates srw svaiiabi in Australis, New Zesland snd Europe. ®and ™ designate irademarks owned by TSH, Inc. ©1995 TSR, Inc. ARl Rights Resarved



LetleErs
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Tell us wha t you think of this issue by
writing to “Letters,” DUNGEON®
Adventures, 201 Sheridan Springs
Road, Lake Geneva, WI 53147, You can
also send vour correspondence via e-
mail to tsrdungeon®aol.com.

The art is the key

First and foremost, I would like to
say thanks for putting out such a great
magazine! It's the best time-saver a DM
ean have. Second. I would like to
applaud a little-praised subject: the art.
COwer the years, the artwork has gotten
better and I must say that it is a boon
to the imagination, More times than
not I have looked at an illustrated sce-

nario and have come up wth some great
ideas to pull on my players, and the
descriptions I am thus able to give are
points of great enjoyment.
| especially would like to comment on
issue #59, The maps are superb, and 1
really enjoved the artwork in “Seeking
Bloodsilver.” Keep John Dollar on as an
artist, and you'll keep my imagination
going. Kudos on another success.
Nathan Caroland
via e-mail

Let me add my name to the growing
list of DMs who highly appreciate your
magazine. | would also like to say good
job to the artists and cartographers.
Sometimes the only way I remember an
adventure is by the artwork. You were
right in issue #59 when you said not
enough credit is given to them.

Is Duvceon Adventures thinking of
opening up a Web site on the Net?

Lance L. Sharkey
via e-mail

Thanks, guys.

Lance, you're right about aur cartog-
raphers and artists. In fact, now that
we're working with more than one car-
tographer, we're going to add their
names to the art-bylines in the adven-
ture, so you can tell who's doing which
maps. Maybe in addition to favorite
writers, peaple will have favorite artists
and even favorite mappers.

There are plans afoot for a TSR Web-
site, I understand, but nothing has been
finalized as I write this. Believe me, as
soon as there is one, we'll let you all
know. TSR has an online presence on
AOL. You ecan find adventures that peo-
ple have uploaded in the libraries, and
some adventures from past issues of
DunceoN Adventures are even posted
there.

Game stew?
I'm impressed by the AD&D® game stew
you people put together.

My small gaming group plays
straight AD&D® game rules in my own
world, but I've had no trouble dropping
AL-QADIM® or BIRTHRIGHT* adventures
(“Bloodsilver” rocks!) into my existing
campaign. We even fit Oriental
Adventures (remember that?) in from
time to time. All it takes is a different
part of the world. If you can travel the
planes, you can travel the planet. (We
don't use the PLANESCAPE™ adventures,
but I'm saving those for a surprise.)

Steve Waterman
Address Withheld

Watch those hints, guys

I just bought issue #58 of DUNGEON®
Advenfures and read the letters page
and the introduction sections of each of
the adventures. Before I read further, [
want to get these thoughts to you.

I somewhat agree with Willie Walsh.
{I've read and run a good number of his
adventures, by the way, and have never
been disappointed.)

I tend to be the only person in my
gaming circle to read the magazine, so
I've never had the problem of a player
reading the adventure blurbs and
guessing the crux of the module. 1 have
had problems with published TSR mod-
ules that I've run in the past. Some
scene or aspect of the adventure would
be featured on the cover and the cat
would be out of the bag. Does it really
ruin the fun? For mature role-players,
this shouldn't be a problem. Just
because the player knows that a lich (or
dragon, or what-have-you) is the mon-
ster at the end of the module, thanks to
a blurb or cover art, doesn’t mean his

Continued on page 72
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EOitorial

You are holding in your hands
a special issue of DunNGEON® Adventures.
This is issue #60, meaning it is now a
cool 10 years since the first appearance
of this magazine.

Allow me to interject some personal
history. When this magazine made its
debut, 1 was living in Japan. There were
very few people to play the AD&D®
game with in Tokyo, and [ was suffering
withdrawl eymptoms. Only rarely did an
issue of DunGEON Adventures find its
way to one of my local bookstores, and
when it did, I grabbed it.

Now I get to read each issue — and
play the adventures — before it's even
published.

~ The adventures this month are an
interesting set.

Randy Maxwell's “Shards of the Day”
— a scene of which graces our cover —
takes you on a quest into what is sup-
posed to be an abandoned dwarven city
to find the various parts of a powerful
elvish artifact, forcing you into alliances
and various sub-quests to achieve ulti-
mate victory. It would be a perfect side-
adventure for anyone running an
Underdark campaign. In fact, it could
easily slip right into the Night Below

set.

Our second feature is “lase,” the
Irish-Gaelic word for fish; but the exact
implications of that word must be dis-
covered by the adventurers in Willie
Walsh's latest campaign.

“Nemesis” is a PLANESCAPE™ adven-
ture that takes you to a poisonous
island in the Abyss where you have to
battle... ah, never mind. That would be
giving it away. Practice your rhebus-
reading and set off from Sigil. You don't
need to play PLANESCAPE to enjoy this
one, though; anyone who can get to the
Abyss should have fun. Suffice to say
that Chris Perkins has Done It Again.

We shouldn't forget this month’s
SideTrek — “Centaur of Attention,” by
Johnathan M. Richards — a brilliant lit-
tle piece in the “now why didn't I think
of that” tradition.

Something you won't see in this issue
is the index for issues #48-60. There
was s0 much good stuff in this issue, we
didn't have the heart to cut the mod-
ules, and we didn't want to skimp on
the index; so you'll get that with the
next issue,

Keep your proposals coming, and
please forgive us if it takes a little time
to get to them. We read them all, and
that takes a while.

We are especially interested in
unusual adventures and settings that
can easily be adapted to a generic
ADE&D setting. Willie Walsh, for exam-
ple, makes excellent use of his Celts
Campaign Sourcebook. That is the kind
of “different” adventure that really
takes the game out of the ordinary and
gives a dose of spice to your campaign.

It is important that, however exotic
these settings are, they be playable
through standard AD&D game rules;
and if you use one of our pre-existing
game worlds such as DARK SUN®, or
AL-QADIM® try to provide information on
how someone can play according to core
rules. (An excellent example is *Seeking
Bloodsilver,” a BIRTHRIGHT® adventure,
published in issue #59.)

-

DUNGECN 7



This is Randy’s 16th adventure in 10
years, Of his long association with
DuNGEON® Adventures, he says, “There
is no better cure for hubris than getting
a manuseript back with what you con-
sidered a well-crafted encounter marked
This is stupid’ in large, red letters.”

“Shards of the Day” is an AD&D*® adven-
ture for a well-balanced party of 5-7
PCs of levels 7-9 (about 46 total levels).
A larger group of lesser levels may
attempt the adventure, but all should be
experienced and well-equipped, and
they should expect some attrition.
Cleries and others with access to heal-
ing are crucial.

This is an Underdark adventure that
can take place in any convenient loca-
tion in the DM’s campaign. Also, though
it is written as a stand-alone adventure,
DMs using the Night Below boxed set-
ting may use this module as a side
adventure for PCs to hone the dun-
geoneering and negotiation skills need-
ed in that campaign. A passageway or
an entrance leading to the city of
Dylvwyllynn can be added easily
enough to the Strategic Mid-Underdark
Map used in the Night Below campaign.

This adventure uses a non-psionic
version of the mind flayer (illithid).
DMs using psionics in their campaigns
may use the monsters as described in
the MonNsTROUS MANUAL™ tome. Also,
the adventure does not use a standard
city map but instead uses movable map

tiles to depict an underground city. The
DM should become familiar with the
Map of Dylvwyllynn sidebar and the
tiles before play begins,

Adventure Background

The PCs are resting, passing through,
or looking for adventure in any large

city the DM finds convenient. On the
second day, a messenger delivers a gold-
lettered party invitation to the estate of

BY RANDY MAXWELL Baron Rodorigo Enano Casta. The

baron is an old, wealthy, and powerful

dwarven diplomat known to all (espe-

: cially those in the inner circles of

N |g hT an el® Qy power), If PCs ask the messenger,
innkeepers, or anyone familiar with the
local gentry, they are informed that the

Artwork by James Holloway ‘::_amntl!'las a reputf;ion fuI: Iavisl:l pm;h
ies wherein guests are showered wi

Carigpaphy Ky B e ot gifts and expensive tokens of esteem.
Invitations such as this one are much
coveted, and the PCs would be consid-
ered utter fools not to accept.
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SHARDS OF THE DAY

The baron is an amiable but shrewd
individual. He deals fairly with every-
one but drives the hardest bargain he
can in any business situation. His man-
sion lies directly off the main road a
mile west of the city and cannot be
missed. If a map is required, the DM
may use any “mansion” or “estate” map
from any source he wishes (back issues
of DunGEoN Adventures being an excel-
lent source), He keeps no guards nor
soldiers at his house and employs only a
dozen servants. If attacked, he uses a
ring of invisibility to elude his attacker.

Baron Rodorige Enano Casta
(known to his friends as “Squint™): AL
LG; AC 6; MV 3; P10; hp 22; THACO
14; #AT 1, Dmg by spell (DM’s choice);
58,D6,C6,118 W 18, Ch 17; ML 15;
XP 4,000; ring of invisibility, ring of
protection +4.

Servants (12): AL any good; AC 10;
MV 12; 0-level humans; hp 4 each;
THACO 20; #AT 1; Dmg by weapon type;
ML 15; XP 15.

You arrive at the baron's residence
to find that there are no other guests.
Servants usher you into a richly fur-
nished den and provide refreshments.
Soon, the baron enters with a hearty
“Well, well, you've arrived!”

He pours himself a drink and set-
tles his stocky dwarven frame into a
large, overstuffed chair. He sips his
drink and scrutinizes each of you over
the lip of the glass. It is hard to decide
whether there is merriment, wisdom,
or both in the old dwarf"s pale eyes.

“You're wondering what in the Nine
Hells an old dwarf wants with the
likes of you, eh? With that he rises
from his chair and rings a small bell,
A servant quickly arrives carrying a
long, narrow wooden chest.

The baron continues, “I won't just
tell you, I'll show you!” The servant
places the chest on a low table, then
exits the room. The baron produces a
small silver key from his pocket and
unlocks the chest, He waits for you to
gather around, obviously wishing to
make his presentation as dramatic as
possible. He whips open the chest,
grips an object within and raises it
over his head.

“Behold!” he exclaims, waving a
sword dangerously near your faces,
“the Shard of Dawn!"

If the PCs ask what they are doing
here or what is so important about the
sword, the baron explains his excite-

ment. The DM may paraphrase or role-
play the following as suits his need.
While usually safeguarding dwarven
property rights and negotiating trade
deals, the baron has used his spare time
to indulge a secret passion. He has
spent much of his adult life searching
for the Shards of the Day (see “Shards
of the Day” sidebar). The item repre-
sents two major concepts to the baron:
dwarven power as it was of old and the
friendship that once existed between
dwarves and elves. He wishes dearly to
return this magical item to dwarven
hands before he dies. To this end the
baron has questioned countless travel-
ers, searched vast libraries, and consult-
ed many sages concerning any and all
records, rumors, and tales detailing the
whereabouts of the Shards. At long last,
he has invited the PCs to his home to
divulge the results of this long search.
The baron discovered the location of
the Shard of Dawn (see “The Digs”
map). He has been able to ascertain
beyond a doubt that the Shards were in
the city of Dylvwyllynn before its fall.

“Of old, Dylvwyllynn was a magnifi-
cent, underground city, but its exact
location has long since been lost. The
city was damaged in an earthquake
and abandoned. Unsavory creatures
took up residence there. The constant
warfare of the city's new denizens
sealed the many entrances to the
world of sunlight.”

At this point he stops, rubs his
hands together gleefully, and looks up
at you. His dark eyes are intense and
gleaming with hope and expectation.
He continues, but with the possibility
that the end of his long search might
truly be in sight, his voice becomes
louder and clearer.

“But now, I have a map to a possible
entrance to Dylvwyllynn. And [ have
you, a brave and resourceful band of
adventurers.” Here, the baron winks at
you and gives a little laugh.

He continues: *Oh yes, make no mis-
take, I have made inquiries as to your
character and the nature of your band.
I have done so with many groups of
sell-swords and bounty hunters. 1
would be fool not to, don’t you think?
There are so many these days who
merely take the money and run. So, |
have chosen you for my quest. Shall
we discuss the matter?™

At this point, he offers each PC a
5,000 gp gem, with the promise of

another 50,000 gp in gold, gems, and
jewelry to be divided among the party
as they wish, should they agree to find
the Shards. The reward is, of course,
contingent on finding the complete
magical item. The baron makes clear
that the price decreases if only parts of
the item are recovered. The reward is
10,000 gp for each piece found. In addi-
tion, other than the Shards, the old
dwarf cares not a whit about any other
treasure; the PCs may keep anything
else they find.

For the Dungeon Master

The DM may place the Digs in any con-
venient range of wild hills or mountains.
Also, he may handle the journey to the
Digs in any manner desired, and the
trek can be long and eventful or short
and uneventful. As for the area near the
Digs, it has few trails and no protection
from the unpredictable weather. PCs
must serabble and wander as best they
can through the treacherous landscape
until they locate the mine. In any case,
the trip should not cause the PCs to lose
a great deal of equipment or deplete
their strength significantly.

Dyhvwyllynn

1. The Digs. The Digs is a crude
mineshaft following a weak vein of sil-
ver deep underground. The vein supplies
just enough silver to make further dig-
ging seem worthwhile, but it never
widens into a true lode. Even the most
tenacious miners eventually grow weary
and give up. The shaft slopes downward
at a 45° angle. The roof is held in place
by several flimsy-looking wooden beams
and buttresses. There are constant small
rock falls but no major collapses.

Occasionally the tunnel makes a
slight curve to the left, or it dives down
steep stairs, but primarily it just goes
on and down, following the silver vein.
Any encounters here are with the duer-
gar of area 2. They do not attempt bat-
tle in the Digs but flee back to their
citadel to await intruders. (DMs using
the Night Below may wish to use the
Garlstone mines detailed in that cam-
paign instead of the Digs.)

DUNGEON 9
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2. The Gates of Night.

The thirty-foot-wide and twenty-
foot-high tunnel is poorly made, as if
someone or something dug a rough
passageway in a hurry, with no inten-
tion of using it again. As you descend,
the tunnel grows wider and higher.

The tunnel’s descent ceases and the
walls disappear as you step out into
the flat expanse of a small cavern.
Directly across the cavern the tunnel
continues through a great citadel. The
front of the fortress is decorated by
complex reliefs and fading frescoes of
dwarves at war, at work, and at wor-
ship. Arrow slits and empty windows
glare menacingly from strategic
points among the reliefs.

Apparently there were large gates
at one time, but now only the great
iron hinges remain; however, the tun-
nel mouth is not completely open.
Instead of a gate, a ghastly curtain
has been hung across the entrance.

Dangling like marionettes on
strings, skeletal remains hang loosely
on thick ropes. There are more than a
dozen humanoid skeletons.

Climbing the sculpted front of the
fortress to inspect the dark windows
and arrow slits does not require a Climb
Walls ability. Anyone thrusting a light
source in a window sees only a wall of
rubble and debris, and a sword or pole
used to probe an arrow slit is blocked
almost instantly by fallen debris behind
the opening, It is obvious that the inte-
rior of the fortress — or at least the
front — has collapsed.

If the PCs inspect the skeletons, they
notice that the sketelons are held not by
normal ropes but by thick strands of
woven spider silk.

When the PCs pass the skeletons,
they enter a 30’ x 20’ corridor. While
the hall is smooth and straight, its
walls are cracked and flaking. To the
right and left are several side tunnels,
but all appear blocked by fallen rubble.
The PCs may attempt to dig out these
side passages, but it is impossible, as
the rock above continues to fall.
Excavations prove fruitless, as there is
nothing to find beneath the rubble,

The blocked tunnel before the clear
one is actually a concealed trapdoor
(detected as a secret door). Even if
detected, the door cannot be opened
from the tunnel side. Read or para-
phrase the following when the PCs
investigate the cleared tunnel:

—————— e e ———ee
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As you approach the tunnel, some-
thing dark and many-legged issues
forth. You find yourself facing twelve
duergar mounted on grisly steeders. A
clatter from behind warns you to look
in that direction. Apparently, one of
the blocked tunnels behind vou is
mere camouflage used as part of a
trap. The rubble blocking the last tun-
nel you passed has swung out into the
main corridor, blocking your retreat. A
score more unmounted duergar stand
in the corridor behind you. They are
accompanied by five riderless sword
spiders.

Some of the steeders have climbed
the tunnels’ walls and ceiling. The
gray dwarves' eyes glitter with malev-
olence as they watch you from their
uprlight. sideways, and upside-down
positions.

One of the upright duergar moves
forward slightly. He eyes you depre-
catingly for a moment, then leans for-
ward with both arms across the back
of the spider’s thorax. He speaks
clearly: “You are doomed, my little
flies. Surrender now and 1 promise
you a quick and easy death.”

Duergar (29): INT average; AL LE;
AC see below; MV 6; HD see below;
THACD 19 (x24), 17; #AT 1; Dmg by
weapon; SA stealth, invisibility, enlarge-
ment; 5D surprised only on 1, save vs.
magical attacks with +4 bonus, immune
to paralysis, illusion/phantasm spells,
and poison; SZ S; ML 13; XP 420 (x20),
650 (x10), 1,400; MM/96 (Dwarf),

Leader: HD 4+8; hp 23: AC 3; ham-
mer and short sword.

Unmounted Duergar (19): HD 1+2;
hp 6 each; AC 4; hammer, pick, and
spear.

Mounted Duergar (9): HD 2+4 (x8):
hp 12 each; 1 HD+2; hp 6; AC 4; light
crossbow and pick.

Steeders (10): INT low; AL CE; AC
4; MV 12; HD 4+4; hp 21 each; THACO
15; #AT 1; Dmg 1-8; SA sticky attack to
hold opponent, the victim suffers -2 to
attack and damage rolls and is auto-
matically bitten once per round; SD
jump up to 240°; 8Z L; ML 13; XP 975:
MM/326 (Spider).

Sword spider (5): INT average; AL
CE; AC 3; MV 6, web 8, climb 8; HD
5+5; hp 25 each; THACO 15; #AT 2; Dmg
2-8; SA leap up to 30" and impale with
five legs for 2-12 hp per leg, if leap is
20" or more, each leg receives a +1 dam-
age bonus; SD upward attacks against

Duergar Lair
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the spider are at —4, due to the impaling
blades that protect the spider; SZ L; ML
13; XP 2,000; MM/326, 327 (Spider).

The duergar wait two rounds to allow
the PCs to think. Then, with a hoarse
shout from one of the duergar, the
sword spiders leap to the attack, fol-
lowed by the duergar on their steeders,
then the unmounted gray dwarves. The
sword spiders attack like war dogs,
dodging in and out to cause what dam-
age they can. The mounted duergar
attempt to sweep through, kill quickly,
and pursue any who flee. The battle in
this corridor is a wild free-for-all, with
opponents attacking PCs from front and
rear, as well as from side walls and ceil-
ing. Those duergar attacking from the
ceiling do so with crosshow or thrown
spears. Unmounted duergar employ
their invisibility or enlarge powers to
their best advantage.

Mounted duergar either themselves
attack or allow their steeders to attack.
If a steeder is lost, the rider continues
to fight on foot. If any mounted duergar
are killed or incapacitated, another
duergar climbs into the saddle and con-
tinues the mounted attack.

The leader attempts to stay out of the
contest and can be found upside-down
on the ceiling, directing the battle. His

loss does not lower morale, but if all
duergar of greater than 1 HD are killed
or incapacitated, the remaining duergar
flee. The spiders fight so long as they
are commanded but if the duergar flee,
they abandon the fight. Using captured
steeders or sword spiders is extremely
difficult. DMs should keep in mind the
alignment and disposition of the crea-
tures. The steeder saddles are fitted for
those of dwarven stature and are not
usable by anyone over 5' tall.

Any captured or surrendering PCs
quickly find that the duergar promise of
a quick and easy death was tripe.
Captured PCs must be rescued quickly
or they are tortured for the amusement
of the duergar. Captured duergar refuse
to talk, so any information must be
gathered by ESE charm, or other magi-
cal means (remember the duergar's +4
bonus to magical attacks). Duergar pris-
oners know only their neighborhood
well (the map tile in which they are
located); none have any information on
the Shards of the Day. The following
may be learned from them:

* Somewhere deep in the city, there
is a large lake.

* The city has multiple levels.

* There are drow and kuo-toa within
the city.
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# There are other wandering bands
of duergar, but they are scattered and
disorganized.

2A, Common Room. This room is in
an extreme condition of disrepair. Its
gray walls and ceiling are devaid of
ornament but are profuse with eracks.
The duergar have patched things up
only as much as necessary. Crude stone
tables and chairs, as well as dirty pallet-
like beds, are scattered here and there.
A bag of dirty clothes and several boxes
of assorted stoneworking tools rest on
the tables and floor. The PCs discover
500 gp worth of dull duergar jewelry if
they search the beds, They also see a
stone door in the southern wall.

2B. Spider Stable. The room smells
of rot and decay and is choked with tat-
tered webs and tangles of spider’s silk.
Hanging listlessly in the silk are the
barely identifiable bits and pieces of
long dead victims; a skeletal hand here,
a thigh bone there, etc. On the ceiling
watching the PCs every move are two
sword spiders (hp 24, 27; see area 2 for
details). They are left here to guard the
room beyond (area 2C). Due to their
loeation near the ceiling, they are diffi-
cult to see, and they surprise PCs on
1—4 on 1d10. If the webs are ignited
with a torch or other fire source, the
room erupts in flame as the strands of
sticky silk burn furiously. Spiders on the
ceiling and anyone else in the room suf-
fer 2d4 hp fire damage from burning
webs. If the webs are ignited before the
spiders attack, they drop to the floor
and lose all chance of surprise.

2C. Prisoners.

recover enough to stand. The one who
was conscious is able to speak more
clearly after drinking some water. He
identifies himself as Ablund, his two
friends as Detek and Inglang. Ablund
asks the PCs to help them return to an
enclave of his own people not too far
from the citadel. If PCs ask about the
Shards of the Day, the deep gnomes
state they know nothing, but that their
burrow warden might. They have no
weapons or armor and can do little
more than plod along. If deserted, only
Ablund survives to return home (with
his tale of rescue and abandonment). In
this case, any of the PCs' future deal-
ings with the svirfneblin are very cool
(-6 penalty to PCs’ Charisma).

Ablund, Detek, and Inglang: AL
N(G); AC 10; MV 3 (6); HD 3+6; hp 4
(24), 3 (22), 2 (18), THACO 17; #AT 0,
(1); Dmg nil (by weapon type); SD 20%
magic resistance; SZ 8; ML 5; XP 420,
MM/159, 160 (Gnome).

3. Svirfneblin Lebensraum. This
area is controlled by the deep gnomes.
This particular enclave is a pioneer
expedition from a deep svirfneblin city.
They are looking for a chance to colo-
nize, (If the DM is using the Night
Below, the Dylvwyllynn svirfneblin are
unaffiliated with and unaware of the
deep gnome enclave in that campaign
and vice versa). This area gives the PCs
a chance to rest, resupply, and gather
information. If rescued svirfneblin
accompany PCs (from either 2C or 4B),

the gnomes act as guides to the enclave.

To assure themselves that the PCs are
not merely using them to penetrate
their peoples’ defenses, they give no
warning of the following:

The door opens smoothly and quietly
in testament to dwarven craftsman-
ship. The room beyond is dark, but two
eyes glitter in the dark interior. They
belong to a haggard and starved
svirfneblin prisoner. He sees you and
attempts to speak, but his tongue is so0
gwollen and his lips so dry and cracked
that only unrecognizable noises come
forth. He is hanging by his wrists from
two slender ropes, his feet swinging
slightly above the floor. To his left are
two more deep gnomes strung up in

the same manner, their heads bowed.

They have been hanging for four days
and are in sad shape. If PCa cut them
down and give them water, the two
unconscious ones rouse themselves and

The walls begin to narrow. The cor-
ridor rapidly shrinks from twenty feet
wide to a bare five feet, and you must
go in single file. You have the uneasy
feeling of being watched.

Suddenly there is the screech of
metal on stone, and a grating made of
thick iron bars falls into place ahead
of you, blocking any advancement.
Out of the shadows ahead appears a
svirfneblin holding a lantern.

Every entrance into the svirfneblin-
controlled area is guarded in this same
manner, so the above encounter may be
used at any point the PCs enter deep
gnome country. If PCs have rescued the
svirfneblin prisoners, the deem gnomes
wait a moment to determine the PCs'

reaction. If the PCs make no hostile
moves, one speaks up with “Let me
pass, brother. I bring friends!" At this
point a deep gnome comes to the grating
and inspects the party. When satisfied,
he has the grate raised, and the PCs
may proceed unhindered. Thereafter, the
svirfneblin are cautious but cordial.

If PCs do not have the prisoners and
attack what they think is a deep gnome
with a lantern, they find it is actually a
piece of polished silver reflecting the
image of a svirfneblin standing around
the corner. Missile attacks clang loudly
off the metal, and spells may fail. The
mirrer has been placed there for this
exact purpose by the gnomes, (Because
of distanee and the quality of workman-
ship, the PCs have no chance of realiz-
ing it is a mirror).

If the PCs attack, the gnomes treat
them as enemies, If not, the svirfneblin
are willing to negotiate, If PCs attempt
to lift the grate, they find they are
standing on a trapdoor that is immedi-
ately triggered and drops them into a
10" = 10" = 10" pit filled with sharp iron
spikes. PCs suffer 1d6 hp damage from
the fall plus 1d6 hp damage from 1d6
stakes. In addition, the tunnel’s ceiling
has a trapdoor holding several large,
rough stones. Immediately after the
PCs are dumped into the pit, this door
opens and drops the stones on the
party. PCs must roll Dexterity or below
on 1d20 with a +2 penalty (because
they have just been dropped into a pit)
to dodge the stones or suffer 1d4 hp
damage from each of 1d4 stones. Any
PCs hanging on the gratings, levitating,
or flying are immediately battered to
the pit floor by the stones and suffer
damage as those who fall into the pit.

If the PCs have not rescued any deep
gnomes but do not attack, then negotia-
tion to proceed is mandatory. If PCs
immediately apologize for trespassing
or offer to pay for passage through, a
deep gnome advances to the grating to
negotiate with the party. In such a case,
the gnomes want only to assure them-
selves that the intruders are not truly
hostile. Payment for safe passage is not
required, and PCs need only to belt or
sheath weapons to prove they mean no
harm. Once the svirfneblin are satisfied
the PCs are not a threat, the grate is
lifted and the party may advance.

Svirfneblin (54): AL N(G); AC 0
(x2), AC 1 (xB), 2 (x44); MV 9; HD 346
(x44), 4+7 (=B), 5+8 (»2); THACO 156
(=2), 17 (52); #AT 1; Dmg by weapon
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type; SA stun darts at +2 bonus to hit,
cast blindness, blur, and change self
once per day; SD radiate non-detection
as spell, save at +2 vs. poison and +3 vs.
everything else; 20% (x44), 25% (x8),
30% (x2) magic resistance; 5Z S; ML 13;
XP 420 (x44), 650 (xB), 875 (x2); MM/
159, 160 (Gnome).

The actual number of svirfneblin
defenders is at the DM's discretion. It
takes only one turn for all the svirf-
neblin to be armed and at their defen-
sive positions once an alarm is sounded.

If PCs have rescued prisoners, they
find the deep gnomes a serious but gre-
garious bunch. If PCs ask, they receive
an almost immediate audience with the
burrow warden, Irzangle. (This may
take time and a few bribes if PCs have
not arrived with rescued prisoners.)

e (burrow warden): AL N(G);
AC -1; MV 9; HD 6+8; hd 32; THACO
15: #AT 1; Dmg by weapon type; S 7,1
17, W 17, Ch 16; SA stun darts at +2

bonus to hit, cast blindness, blur, and
change self once per day, 50% chance of
summoning earth elemental once per
day; SD radiate non-detection as spell,
save at +2 va. poison and +3 vs. every-
thing else; 35% magic resistance; SZ S;

ML 13; XP 1,400; MM/159, 160 (Gnome).

The burrow warden is a 235-vear old,
white-haired svirfneblin. If the PCs res-
cued the prisoners, he rewards them
with ten 100-gp rubies. If PCs refuse
the reward and state that it was their

pleasure or duty to rescue the prisoners,

they receive a +1 Charisma bonus when
dealing with these svirfneblin for the
next 2d12 days. Irzangle is like the
Baron Enano Casta; while enthusiastic,
he is no fool and does not let his emo-
tions override his judgment. He works
tirelessly for the deep gnome enclave. If
PCs deal fairly with Irzangle, he treats
them fairly. He has never heard of the
Shards, but when the PCs desecribe the
blades, his face brightens and he nods.

H

b
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“Yes, | know them. The white-haired
elves have the starry blade. I think
they worship it.

“The bright one you describe is in
the hands of the fish-men of the lake. I
also know where to find yet another
portion of this thing you seek.”

He peers at you as if sizing you up.
“Sun-dwellers, listen. We can help
each other. I can supply you with food,

water, and guides. What I need from
you are your sword arms and spells. I
have an eye-monster to deal with. The
creature terrorizes my people to the
north and blocks our way to fertile
fungi gardens. We are forced to make
a long march around the area con-
trolled by the many-eved horror, and
that journey is sometimes as deadly as
the creature. I need guards to protect
my miners and engineers while they
block the tunnels where the creature
roams.”
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Irzangle offers 5,000 gp worth of jew-
elry for the protection of his workers
while they seal the tunnels and make a
safe passage to the fungi gardens. He
supplies PCs with two guides (HD 3+6,
hp 20 each) and support in this quest,
but not with warriors or other gnomes.
The deep gnomes have lost too many
warriors in that area and will not risk
more for the sake of the PCs.

The tunnels to be collapsed and
sealed are marked on the Web map
(area 4) and the gnomes intention is to
work from south to north destroying
the eastern and western tunnel
entrances as they go. The svrifneblin
work in groups of 10 (HD 346 each) and
require 24 hours per tunnel to seal it
properly. Should the gnomes be
attacked by the driders of area 4 or
anything else (the DM should not rule
out other denizens of the city attacking
the svirfneblin), they cease working and
retreat to area 8 for at least 24+2d6
hours. Therefore, the PCs are looking at
a minimum of 10 days guard duty (see
Web map) and probably several days
more. How successful or unsuecessful
the svirfneblin are depends on how well
the PCs protect them. The PCs may dis-
cuss tactics and strategy with the deep
gnomes and learn as much about the
eye-creature’s habits as possible. The
adventurers learn that several deep
gnomes have seen the creature but
were able to turn tail and eseape before
it saw them. (The DM should note that
the svirfneblin are firmly convinced the
creature is a beholder and always refer
to it as such.) By careful questioning
the PCs learn the following:

# The creature never invades the
enclave proper and attacks only smaller
wandering bands outside the northern
defensive parameter.

¢ There have never been any sur-
vivors of combat with the creature, and
no svirfneblin bodies or equipment have
ever been found.

* The exact location of the creature's
lair is unknown.

# There seem to be many giant spi-
ders in the general area of the beholder
attacks. Whether this is merely coinci-
dental is not known.

If PCs are successful in protecting the
gnomes or have already encountered
and destroyed the threat to the
svirfneblin in area 4, Irzangle is as good
as his word and provides all information
and assistance he can to help PCs in
their quest (excluding warriors). He
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reveals that the silver hemisphere is in
a myconid colony (area 5). While the
myconid and svirfneblin are on amiable
terms, Irzangle has no influence with
the fungus men and cannot intercede on
the PCs' behalf. The deep gnomes and
myconid are merely non-hostile neigh-
bors, not necessarily friends.

The PCs may refuse to help the
gnomes or abandon the job after they
have accepted Irzangle's offer; however,
as they say in the Underdark “Friends
are few and far between, so hospitality
is more precious than gold.” If they
don't help, PCs are welcome to remain
with the svirfneblin but must pay
(through the nose) for any services,
food, and supplies at three times the
prices listed in the PHB. They may also
hire one or two guides, but no bearers,
laborers, or guards. Guides must be
paid 250 gp (in gems) per day and they
will do no fighting. In addition, guides
know only the main roads and are often
unsure where many side roads lead.

Irzangle reveals the location of the
silver hemisphere only for a high price.
The DM may haggle mercilessly with
the PCs about the information, starting
at 12,000 gp and coming down to a min-
imum of 6,000 gp (75% must be paid in

gems, magical items, or spellcasting
services),

4. A Tangled Web. This is the hunt-
ing ground of a small group of driders.
Outcasts of the drow (area 8), they wan-
der Dylvwyllynn in search of prey. They
have struck upon a unique hunting pro-
cedure. They allow their prey to enter
an area they call “the Web" (see map),
then shepherd a gas spore toward the
victims. The driders and their spider
friends close in behind the victims.
Thus, the unfortunate victims seeing
what they believe to be a beholder head-
ing their way retreat back into the arms
of the driders. If PCs have befriended
the svirfneblin (area 8) and have been
warned about this area, they should
gain a +2 bonus against surprise. If not,
they may be in for a nasty shock.

If and when the svirfneblin begin
sealing tunnels (see area 3), the driders
are immediately aware of it. They also
understand the significance of the
gnomish strategy and move to put a
stop to it. They aveid direct confronta-
tion with guards or warriors and
ambush and destroy the gnomish
workers and their equipment in a series
of hit-and-run attacks; however, the

-_—
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driders are not suicidal. If they are
unable to defeat the PCs or put a stop
to the destruction of the Web, they pack
up their gas spores and move to a bet-
ter hunting ground.

4A. Tarchkuk's Lair. This is the
central core of the Web. It is here that
the drider waits for word of anyone
entering the area. He then uses his
unseen servant spell to enter the spore
nursery (area 4B) and begins gently
moving a gas spore in the direction of
intruders. The other driders rush to cir-
cle behind the victims (using their nat-
ural elairvoyance ability to “see” that
everyone is in place and the trap is
ready to be sprung).

When the attack begins, the PCs may
roll percentile dice. Any PC rolling 91-00
realizes that the “beholder” approaching
is a gas spore. Alternatively, the PC may
roll his Intelligence score or less on 1d20
to realize the “beholder” is a gas spore.

Tarchkuk, Photenk, and Wahelkt
{Driders): AL CE; AC 3; MV 12; HD
6+6; hp 35, 33, 29; THACO 13; #AT 1;
Dmg 1-4 or by spell or weapon type; SA
poison, dancing lights, faerie fire, dark-
ness, levitate, know alignment, detect
magic, clairvoyance, suggestion, dispel
magic (each once per day); SD save as 7
HD monster; SZ L; ML 14; XP 3,000;
MM/112, 113 (Elf, Drow); short sword,
12 poison arrows (type O, see Table 51:
Poison Strength, DMG/73), short bow
(Tarchkuk); short sword +1, six arrows
+1, short bow (Photenk); hand axe (x3),
12 poison arrows (as Tarchkuk), short
bow (Wahelkt).

Tarchkuk's spells (as 8th-level
mage}: magic missile, protection from
good, unseen servant, ventriloquism,
darkness 15° radius, detect invisibility,
misdirection, haste, hold person, vam-
piric touch, monster summoning 11,
shadow monsters.

Photenk's spells (as Tth-level priest):
cause fear, cause light wounds, protec-
tion from good, find traps, hold person,
obscurement, continual darkness, cause
blindness or deafness, caluse serious
wounds.

Wahelkt's spells (as 6th-level mage):
charm person, confuse languages, phan-
tasmal force, wall of fog, detect good,
invisibility, slow, spectral force.

Huge spiders (10): AL N; AC 6, MV
18; HD 2+2; hp 11 each; THACO 19;
#AT 1; Dmg 1-6; SA surprise, poison;
SZ M; ML 8; XP 270; MM/326, 327
{Spider).

4B. Spore Nursery. If PCs have
uncovered the truth about the gas
spore/beholder ruse, they are extremely
unlikely to believe the gas spores in the
nursery are beholders. If PCs have not
encountered the gas spore, the DM
should keep the beholder pretext alive
for as long as possible.

As you open the door, the musty
smell of fungi mixed with the stench
of rotting carrion assaults your nos-
trils. Three large spherical objects
move lazily about the room. Two are
turned away from the door, while one
gazes blandly at you with a single,
huge eye. Waving stalks atop the
spheres squirm listlessly.

As you stand among the awful car-
rion, something moves in the corner of
the room. A lone svirfneblin, naked
and covered with filth, clumsily dodges
one of the floating spheres. He slips
and falls on the slimy floor, barely able
to get to his feet again,

The deep gnome has been trapped in
the room dodging the gas spores for two
days (the spores are slow, but they are
continually attracted to his body heat).
He is exhausted and barely able to
stand. If PCs attempt to destroy the

fungi before rescuing the prisoner, they
must take extreme care that he is not
killed in the explosion of a spore. The
PCs may rescue him easily enough
using an unseen servant (é la Tarchkuk)
or other appropriate spell (web, ete.) to
trap, entangle, or move the deadly
spores aside and create an escape route.

Gas spores (3): INT non-; AL N; AC
9; MV 3; HD 1 hp; THACO 20; #AT 1:
Dmg 6-36; SA spore infection; SZ M:
ML 8; XP 120; MM/120 (Fungus).

If rescued, the deep gnome identifies
himself as Ablingle (hp 7, other statis-
tics as svirfneblin in area 2C). He has
several wounds delivered by the driders
and is exhausted from his long ordeal
in the nursery. The deep gnome can tell
PCs that, besides a convenient place to
grow gas spores, the room is also the
driders’ treasury. In a back corner is a
chest wherein Tarchkuk (again, via
unseen servant) places valuable ohjects
recovered from victims. The chest con-
tains 18 gems (rubies and emeralds
taken from svirfneblin victims) worth a
total of 2,000 gp. There is also a small
bag of myconid powder of hallucination
and a myconid potion of fungus healing
(see MM/264, 265 for details). The drid-
ers came by these items when they
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slaughtered a small party of myconids.
If the myconid items are returned to
the fungus men in area 5, it increases
the PCs’ Charisma by +2 (18 maximum)
when dealing with the myconid. The
chest is locked and weighs 15 Ibs. It can
be removed by an unseen servant or
telekinesis. If the chest is opened, 20
hairy spiders rush forth to attack any-
one opening it. As Tarchkuk rarely
feeds a prisoner to them, the spiders
are ravenously hungry. Therefore, even
if the chest is opened from a distance
using a knock spell or other means, the
spiders scurry toward the nearest PC.

Hairy spiders (20): AL NE; AC 8;
MV 12, web 9; HD 1-1; hp 3 each;
THACO 20; AT 1; Dmg 1; SA poison;
S8Z T; ML 10; XP 65; MM/326, 327
(Spider).

If PCs have not yet located the deep
gnomes (area 3), Ablingle gladly shows
them the way, and the gnomes give the
PCs a 500-gp reward for his return. If
returned to the svirfneblin, the deep
gnome tells them the truth about the
beholder attacks. If PCs have put an
end to that threat, Irzangle further
rewards PCs with all he knows about
the Shards of the Day (in this case, the
PCs must still hire guides and pay for
services; see Irzangle, area 8).

5. The Garden Loft.

The stairs wind on and up around a
great gray pillar. It is a seemingly
endless climb before you step out onto
level ground. The area is a riotous
jungle of giant toadstools and mush-
rooms, towering in the gloom above.
The floor is a multicolored carpet of
fungi. Glowing fungi grows rampant
throughout the cavernous chamber,
giving everything a greenish tinge.
Well-worn trails snake in and out of
the forest of giant mushrooms,

In old Dylvwyllynn these chambers
were orchard retreats that supplied the
city with exotic fruits and a place to rest
on green grass beneath the trees. All
were lighted with huge overhead globes
of modified continual light spells altered
to act as sunlight. The globes have long
since ceased to function, and there is
not the slightest trace that trees ever
grew here, The gardens are now forests
of giant fungi, lichen, and molds.

The garden loft is a place of eerie
beauty and sudden danger. As PCs step
off the stairs, many things happen at
once. They are surprised by duergar

animator spore zombie on 1-3 on 1d10.

Animator Spore Zombies (3): AL N;
AC 10; MV 9; HD 1; hp 4 each; THACO
19; #AT 2; Dmg 1-3/1-3; 5D immune to
sleep, charm, hold, death magic, and poi-
son, cannot be turned; SZ S-H; ML 20;
XP 35; MM/264, 265 (myconid).

The spore zombies do not attack
immediately but attempt to herd the
PCs back down the stairs. If the PCs
attack, the zombies defend themselves,
but they are no match for heroes and
should be quickly dispatched. They can-
not be turned because they are not
undead but animated by a fungal bio-

If the spore zombies are attacked, it
appears as if the toadstools have come
alive and are moving slowly toward the
PCs. Following the spore zombies are
40 myconid with hp 22 (=8), 18 (x8), 14
(x8), 9 (x8), 5 (x8). If the PCs destroy
the zombies, the myconids attack. The 4
and 5 HD myconid bombard the PCs
with pacifier and hallucinator spores
{see MM/264, as animator spore above)
while the lesser fungus men use a elub-
bing action of clasped fists to attack.

The PCs soon face overwhelming
odds. The myconids send out distress
spores, and 20 more myconids arrive
each round after the first (until all
myconids in the garden loft arrive). They
can hear and understand undercommon
but have no voeal organs to speak. Once
PCs have killed or damaged a myconid,
negotiation is difficult but not impossi-
ble. Thereafter, it requires weeks of care-
ful apologetic contact to win simple non-
belligerence (trust is unlikely). Any PCs
captured by the myconid are not mis-
treated but given a potion of decay. PCs
must save vs. poison or die and become
animator spore zombies. The myeonids
do not consider this cruel but mere self-
preservation.

If PCs do not destroy the spore zom-
hies (by casting hold or web spells, etc.)
or retreat down the stairs before dam-
aging a myconid, then friendly contact
with the creatures is certainly possible.
Therefore, smart PCs may wish to
shout from the stairs or use message,
ventriloguism, whispering wind, or
other spells to communicate from a dis-
tance with the myconids. Again, this is
unlikely to win trust but at least allows
for negotiation (via rapport spores).

If PCs sheath all weapons and
explain they are in Dylvwyllynn looking
for a magical item, the myconids imme-
diately move aside. After entering, the

PCs are surrounded by four 5-HD fun-
gus men and guided to a cavern, into
the presence of the myconid king. The
myconid guard surrounding the PCs is
as much there for the PCs’ protection as
for the myconids. The guard keeps the
PCs away from violet fungi, russet
mold, and the voracious mold men.
Questioning the guard is impossible
and pointless. After the initial commu-
nication at the stairs, they refuse to
emit more rapport spores. If ESP or
other mind-reading spells are used,
they reveal only the pervasive fear
among the myconids.

Myconids (200): AL LN; AC 10; MV
9: HD 1 (x40), 2 (x40), 3 (x40), 4 (x40), 5
(»40); THACO 19, 17. 15; #AT 1; Dmg
1d4 x HD; SA spore clouds; 5D except
for the hands, a myconid's skin is poiso-
nous, and contact causes 1d4 hp dam-
age per touch; SZ T-L (2’ tall per HD),
ML 13; XP 65, 120, 175, 270, 420;
MM/264, 265.

5A. The Reyseta Stone

You feel it as you enter the cavern:
this is the hub, the center of the
myconid colony, It is cooler and
brighter here. In the center of the
chamber is a great round stone cov-
ered with a thick coat of glow fungi. It
illuminates the room like a full moon
on a clear night.

The myconid leading you waddles
its way among the low stone mounds
arranged in concentric circles. At last
you reach a large empty space near
the globe. There, the mushroom king
stands stirring the bubbling, foming
contents of an earthenware pot. As
you smell the fumes, for a brief instant
you understand the love of the fungus
for the decaying earth and the longing
to meld. The understanding passes as
quickly as it began, and then a voice
comes booming through your head:
“What do vou seek?

Reyseta (king): AL LN; AC 10; MV
9: HD 6; THACO 15; #AT 1; Dmg 1d4 =
HD; SA/SD as myconid; SZ L; ML 13;
XP 650: MM/264, 265 (Myconid); oil of
fiery burning (x2).

The fumes from the pot the king is
stirring act as rapport spores. There is
no saving throw, and the ability lasts
for as long as the PCs are within 10’ of
the uncovered pot. The great globe cov-
ered with glow fungi was once a confin-
ual light fixture attached to the roof.
The low mounds surrounding it are the
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tombs of the dead myconid kings. Their
number attests to the length of time
this myconid colony has been here.

At this point the PCs have several
options depending on how they have
arrived at this juncture. If they learned
from the svirfneblin (area 3) of the
silver hemisphere's location, they can
ask whether the king knows of such an
object. If they do not know the myconids
possess the object, they must describe
the Shards of the Day thoroughly.

In any case, the king responds:

“You seek the treasures of the dark
places, and you are not allies of the
grief-givers — the tentacled ones.” The
king bows its head.

“The tentacled ones have a poison
against which we have no defense.
They spread a dust that changes my
people, causing them to do violence to
each other. Never in our history have
we done violence to each other! The
poison keeps the circles from melding,
and we are become less than whole. 1
can find no cure, I fear we are lost!”

The voice suddenly whispers rather
than booms. “The shiny object you
seek is here, but you cannot find it

without my help.”

If PCs inquire as to who are the ten-
tacled ones, the DM may paraphrase or
role play the following information: Not
long ago, a group of mind flayers
arrived in the deep places of the city,
they were experimenting with dusts
and powders (see area 6). To what pur-
pose, the myconids could not tell.
Recently, the ereatures have invaded
the myconid gardens and have spread a
toxic powder among the fungus men
ithe powder is dust of contrariness; see
area 6). When this happens, the
myconids actually grow angry with
each other. Since these attacks, there
has been a great deal of difficulty meld-
ing. This inability to meld is causing
some fungus men spontaneously to
release distress spores without actually
being in danger. This, in turn, leads to
more arguments among the myconid.

The king pauses, and his voice
comes clearly again. “I will give you
the object you covet. But first, you
must recover a packet of the poison or
the secrets of its making from the ten-
tacled ones. With the knowledge of its
making, I can brew an antidote.”

If PCs return victorious or have
already encountered the mind flayers
and recovered a packet of the dust of
contrariness, the king is overjoyed and
immediately walks to a nearby tomb,
moves several stones, and raises the sil-
ver hemisphere from its hiding place. He
knows nothing further about the Shards.

6. Mind Flayers’ Cellar. The stairs
wind downward into a large undersec-
tion of the city that the dwarves called a
“cellar.” The illithid have left two stair-
cases open (Tile J) leading to their sec-
tion of the city for ease of access to an
escape route should they need one. The
mind flayers have used a methodical
approach to their lair and have blocked
several tunnels by bringing the ceilings
down and collapsing the corridors. The
few remaining entrances are guarded by
their troll slaves (see below). The shad-
ed areas on the map denote areas sprin-
kled with the dust of contrariness. The
effects of this dust are the same as
those of a ring of contrariness, but the
dust has no other magical ability (see
DMG/147). In addition, the effects of the
dust wear off after 2d10+4 rounds. The
PCs have no chance of noticing the mag-
ical dust among the dust of centuries
found throughout Dylvwyllynn, but the
areas so sprinkled radiate magic.

Mind Flayers’ Cellar

Anyone entering these areas causes
the dust to swirl up (the dust acts as a
contact poison and need not be breathed
to be effective). The PCs must save vs.
poison or suffer the dust’s effects. The
DM makes all rolls secretly and informs
those failing their save how to act (this
can be done quickly and easily via a
short written note). This allows affected
PCs to ham it up as they bicker and
argue. Self-preservation overrides the
contrariness of the dust, and those
affected do not allow themselves or
other PCs to be killed or injured for the
sake of argument. However, the con-
trariness can cause loud disagreements
that bring trouble on the party, cause
them to lose initiative, or miss opportu-
nities to gain treasure.

6A. Guardians. Each guard post
(see map) has three trolls. They allow
nothing and no one to enter the area
and are allowed to eat anything or any-
one that tries. Each post is equipped
with three shriekers (hp 12 each, see
Map of Dylvwyllynn, Tile H for details)
kept quiet in a dark room nearby.
Should a battle be going against them,
one troll retreats to this room and kicks
one or two of the shriekers. The result-
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ing shrieks can be heard throughout
the area. A force of 1d4+1 trolls arrives
to investigate the shrieks in 1d4
rounds. It requires another 2d4+1
rounds to bring the two mind flayers
and all remaining trolls to the battle
(see area 8C for details).

Trolls (3): INT low; AL CE; AC 4;
MV 12; HD 6+6; hp 37, 25, 30; THACO
13; #AT 3; Dmg 5-8/5-8/5-12; SA throw
stones or wield weapon at +5; SD
regeneration; SZ L; ML 20 (14); XP
1,400; MM/349,

All troll guards and attendants are
under the influence of the mind flayers’
innate charm monster ability. As an
added measure of control, the mind
flayers have attached collars of obedi-
ence about the necks of the trolls. Upon
mind flayer command, the collars
inflict pain in the same manner as the
wizard spell symbol. Thus between the
fear of pain and the charm spell, the
creatures are wholly enslaved by the
illithids and obey orders to fight to the
death (ML 20). There are 22 trolls
throughout the lair, three at each
guard station and two personal atten-
dants per mind flayer. If the mind flay-
ers are destroyed or driven off, the
trolls are freed from their enslavement.
They immediately rip off their collars
of obedience, and their morale returns
to normal (14),

6B. Laboratory. The illithids are
attempting to perfect the dust of con-
trariness. But due to the magieal dust’s
adverse effects on the elder brain (the
center of illithid community life), the
experiments are being conducted well
out of its telepathic range (see MM/251
for information on the elder brain). This
is to the PC's advantage because, once
ie I:Jl'sahareu are outside the range of

e elder brain, they may be surprised
with normal chances of success.

The illithids have chosen the usually
placid and violence-deploring myconids
(area 5) as test subjects for the dust. If
PCs have entered the illithid-controlled
area undetected, there is a 35% chance
that one mind flayer is in the laboratory
when PCs enter. In such a case, it is
accompanied by two troll slaves (hp 35,
30) and the mind flayer's only concern is
escape (by plane shifting if necessary). If
escape is impossible, it fights to the
death. Such a battle brings 1d4+1 trolls
to investigate in 1d4 rounds. It brings
the other mind flayer and the remaining
troll guards as battle in area 6A.

Mind Flayers’ Lair Area 6
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The room is well-lit by oil lamps.
Stone tables line all four walls, and a
large table dominates the center.
There is a strange antiseptic smell to
the air.

It is apparent this is a laboratory of
some kind, but it stands in stark con-
trast to the myconid king’s. Here
there are scales, flasks, beakers, mor-
tars and pestles, and vials every-
where. What immediately grabs your
attention is a gruesome collection of
human and demi-human skulls on a
shelf. Each is upside down and
perched securely on a tripod of finger
bones. The lower jawbone of each
gkull iz missing, and the nose and eye
sockets are sealed with a greenish-
black wax. The forehead of each skull
is marked with a thin, spidery glyph
in gold ink.

hold the potions ESP, speed, and oil of
slipperiness.

Scattered throughout the laboratory
are vague, cryptic notes and several
sheets of vellum with complex chains of
alchemical formulae concerning the
dust of contrariness. If the notes and
papers are collected and given to the
myconid king (area 5), he can decipher
them and unravel the secrets of the
dust of contrariness. If this is done, he
rewards the PCs with the silver hemi-
sphere. Also, once PCs have returned to
the world above, they may sell a copy of
the notes and formulae to a sage or
alchemist for 2,000 gp.

6C. Mlithids' Quarters. If PCs have
entered the illithid lair undetected,
there is a 65% chance of surprising both
illithids here. If one of the creatures has
been found elsewhere, then only one

The skulls are containers (they slosh
or rattle if shaken). Each is stoppered
with a hard, thick plug of wax where
the spinal cord enters the cranium. If a
comprehend languages spell is cast, the
gold glyphs reveal the assorted noggins
contain a number of rare and costly
alchemical agents worth approximately
3,000 gp total, and three of the skulls

mind flayer and two troll guards (hp 31
each) are here. If discovered, they are
unlikely to negotiate; they attack and
destroy any weak adventuring parties
or flee if presented with a strong threat.
Mind flayers (2): AL LE; AC 5; MV
12; HD 8+4; hp 42, 39; THACO 11; #AT
4; Dmg 2 hp (x4) + special; SA sugges-
tion, charm person, charm monster,
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ESP levitate, astral projection, plane
shift once per round as Tth-level mage,
mind blast; SD 90% magical resistance;
SZ M; ML 15; XP 9,000; MM/251.

While this room is little more than a
resting place for the illithids when they
are not in the laboratory, it is not with-
out comfort. As the illithids have slaves
to lug many of the comforts of home, the
room contains two thick, soft, well-made
sleeping mats, a large trunk, and three
gmall chests. The large trunk is
unlocked and contains bedding and per-
sonal paraphernalia of the mind flayers.

The three small chests are locked and
trapped and their keys are in the pos-
session of the mind flayers. Thief PCs
receive a =10% penalty to find and
remove the well hidden traps and a
—-20% penalty to pick the intricate locks.
The needle traps jab anyone picking the
lock, injecting a Type D poison (see
Table 51: Poison Strength in the DMG).
The chests contain an assortment of odd
items. One contains a silver decanter, a
silver serving tray, and six jeweled, gold
goblets worth a total 1,500 gp. The sec-
ond chest contains six scrolls. The
serolls are used primarily as trade and
barter items for the mind flayers and
include a protection from elementals and
a protection from petrification; the oth-
ers are a scroll of three 1st-level wizard
spells (DM's choice), a scroll of two 2nd-
level wizard spells (DM’s choice), a scroll
containing dust devil and heat metal,
and one containing cure light wounds
and eure serious wounds. Eachisin a
finely erafted copper scroll tube worth
100 gp. The third chest holds three
small silk pouches, each containing one
use of dust of contrariness and a vial of
potion., The potions are fire resistance,
giant strength, and oil of fiery burning.
If PCs attempt to hammer them open
(each lock withstands 10 hp damage
before opening), the concussion causes
the flask with the oil of fiery burning to
shatter and the oil to detonate. This not
only damages PCs but destroys the con-
tents of the third chest and 1d6 scrolls
iand seroll tubes) in the second chest
i{the DM may choose or roll randomly to
determine which scrolls are ruined). If
the PCs have not yet encountered the
myconid (area §), they may trade the
dust of contrariness from the chest and
the laboratory notes from area 6B for
the silver hemisphere in the fungus
men's possession. If the PCs are helping
the myconid (area 5A), they need only
show the silk pouches of dust and lab

notes as proof they have completed their
part of the bargain.

7. The Fall of the House of
Ramma. The area is patrolled by drow.
They are refugees, not immigrants, hav-
ing arrived through the shifting debris
of Dylvwyllynn's northern wall. Being
primarily of the clan Ramma (a clan
that backed the losing side of a coup
d'état in a deeper drow city), they
escaped annihilation and have stopped
in Dylvwyllynn to lick their wounds and
plot their revenge. The drow have no
allies in the city, and they are actually
at war with kuo-toa (area 9).

Entrances to the drow area are
defended by guardposts (see map) con-
structed of 3’-high stone barriers across
passageways. The posts are manned by
four drow each. There is a 10% chance,
that Captain Dakaar (area BC) is at any
guardpost at anytime. Each guard con-
tingent also has an enslaved umber
hulk at its disposal. If a fight goes
against the guards, they send the umber
hulk in a suicide assault while they
retreat. Due to the distances between
the guardposts, guards cannot easily call
for help and must retreat to the Temple
of Lolth (area 8) to give warnings and
gather reinforcements. If PCs can get
past the guards, they may locate occu-
pied buildings by following the trails
through the dust. Any PCs captured by
the drow must be quickly rescued (with-
in 2d12 hours) or they are sacrificed to
the goddess Lolth (see area 8F).

Elf, Drow (4): AL CE; AC 0; MV 12;
F4; THACO 17; #AT 1 or 2; Dmg by
weapon type; SA dancing lights, faerie
fire, darkness (each once per day); SD +2
on all saving throws vs. spells, surprised
only on 1 on 1d10; SZ M; ML 14; XP
650; MM/112, 113; short sword +1, dag-
ger +1, hand crossbow or poisoned
javelins (50/50 chance of either, javelins
use sleep poison, save at —4), drow chain
mail +1, drow shield +1. In addition, all
drow in the city, from lowest to highest
are equipped with a drow cloak of
elvenkind and drow boots of elvenkind.

Umber Hulk: INT average; AL CE;
AC 2; MV 6, burrow 1-6; HD 8+8;
THACO 11; #AT 3; Dmg 3-12/3-1211-10;
SA confusion, surprise; SZ L; ML 13; XP
4,000; MM/352.

B. Temple of Lolth. Shortly after
arriving in Dylvwyllynn, the drow
stumbled upon a beholder and
destroyed it. In its treasure hoard the

Shard of Midnight was found, They
believe the finding of the blade is an
omen of good fortune and a sign of
favor from the dark goddess Lolth. They
have converted an old dwarven villa
into a temple dedicated to the evil
Queen of Spiders and enshrined the
blade there.

8A. Entrance.

You notice this area has been thor-
oughly cleaned of the telltale dust
common throughout the city. There is
a sweetish-sour odor of burning
incense and blood in the passageway,
but you can't trace the source of the
smell. Stepping into a four-way inter-
section, you see the east, west, and
north tunnels are blocked by iron
grates.

The four-way intersection is a guard-
post with four drow temple guards (hp
22 each, see area T for details) and an
umber hulk (hp 44, as area 7). They
attack intruders immediately and need
only shout an alarm to bring the rein-
forcements from the guard barracks
(area 8B) in 1d4 rounds. The heavy
grates have no ropes or pulleys and
must be raised manually (this requires
a combined Strength of 35 with only
two persons being able to work together
in the tunnel). The drow move the
grates by using their natural levitation
abilities. Reinforcements arriving at
any battle in the intersection are
unlikely to raise the grates but simply
use crosshows and javelins to attack.
The noise of battle brings the captain
(area 8C) in 2d4 rounds and the priest-
esses (area 8D) in 3d4+4 rounds. If the
noise of battle is still present or no one
has contacted her to tell her what is
happening, the baroness (area BE)
arrives in 10+2d4 rounds to investigate,

8B. Barracks. These rooms are
sparse, bare, and spotlessly clean. The
drow soldiers take pride in keeping the
barracks and equipment as neat as pos-
sible. Each barracks has eight comfort-
able and well-made pallets. Two large
chests containing communal property
(blankets, rope, ete.) and four small
chests containing the personal items of
the guards, Unless reacting to an alarm
at the entrance (area 8A), eight drow
temple guards are always here (hp 22
each) and an umber hulk (hp 44). There
is also a 20% chance that Captain
Dakaar may be in any barracks inspect-
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ing his troops. If PCs investigate the
rooms, they find the small chests each
contain about 100 gp worth of such
things as silver rings and bracelets,
small gems, and 1d6 pp.

8C. Captain’s Quarters. The cap-
tain keeps an austere and spartan
room. There is only a sleeping pallet
and a small chest containing blankets,
clothes, 100 pp, and 500 gp worth of
gems and jewelry. There is only a 30%
chance of finding him in this room.
Otherwise, he is making his rounds of
the guardposts (area 7) or in the bar-
racks (area 8B),

Captain Dakaar Ramma: AL CE;
AC -1; MV 12; F5/M5; hp 25; THACD
16; #AT 1; Dmg by spell or weapon
type; SA/SD as drow (above); D 18, Ch
17; MR 60%; ML 16; XP 2,000; MM/
112, 113; short sword +2, dagger +2,
crasshow +1, drow chain mail +3, drow
shield +2, wand of magic missiles (25
charges), brooch of shielding, iron flask
(contains a xorn).

Spells: burning hands, charm person,
magic missile, shocking grasp, Melf’s
acid arrow, web, Melf's minute meteors,

Dakaar is haughty, belligerent, and
genuinely evil. He is a good strategist,
and — while it was the baronesses’
faulty stratagems that nearly proved
death for the Ramma clan — it was his
tactical expertise that saved the few
survivors now populating Dylvwyllynn.
In battle, Dakaar's first mave‘ir:riru =
release the xorn from his iron flask. He
is also not shy about using his wand of
magic missiles.

Xorn (from iron flask): AL N; AC -2;
MV 9, burrow 9; HD 7+7; hp 37: THACO
13; #AT 4; Dmg 1-3 (x31/6-24; SA sur-
prise; 3D immunity to natural and
magical fire and cold, half-damage from
electrical attacks and edged weapons;
SZ M; ML 16; XP 4,000; MM/367.

BD. Priestesses’ Quarters, The
room is occupied by three minor priest-
esses of Lolth. There is a 50% chance of
finding them here or in the temple (area
8F). Each of the priestesses is vying for
the post of high priestess. In hattle, they
are not brilliant strategists, They fail to
understand that the overwhelming
might of the drow that they were taught
to revere in their youth is more self-
aggrandizing propaganda than actual
fact. Therefore, they have a penchant for
demanding suicidal frontal assaults by
followers instead of more rational tac-

¥ Streamers

tics. However, they are “true believers”
and fight to the death rather than be
captured by non-drow opponents.

Priestesses of Lolth (3): AL CE; AC
1; MV 12; F3/C3; hp 15 each; THACO
18; #AT 1; Dmg by spell or weapon
type; SA/SD as guards (above); MR
66%; ML 14; XP 420; MM/112, 1135;
short sword +1, dagger +2, drow chain
mail +2, drow shield +1.

Spells: cause fear, cause light wounds,
dust devil,

The chamber contains three finely
made sleeping pallets. Each is embroi-
dered with grisly scenes of drow wor-
ship and sacrifice. A small, delicately
carved fountain bubbles and gurgles
continuously in the northeast corner.
There are five small, locked chests
against the west wall. Three of the
chests contain the 100 gp worth of per-
sonal items (gems, silver combs, etc.).
The fourth chest holds various ceremo-
nial items needed for the rites and ritu-
als of the temple (give good-aligned PCs
1,000 XP each if they destroy these
items). The fifth chest is a trap:

As the lid rises a wriggling mass of
fingers emerges. The chest erupts, dis-
gorging an unknown number of

human and svirfneblin hands and
kuo-toan claws. They leap and run
about on their fingertips in a spider-
like fashion. As you look, you see that
each is tattooed on the back with the
image of a black widow spider.

The chest is trapped with 20 crawl-
ing claws. They are the hands removed
from sacrificial victims. These horrors
attack any non-priestess of Lolth who
opens the chest.

Crawling Claws (20): AL N;AC 7,
MV 9; HD 2—4 hp; THACO 20; #AT 1;
Dmg 1—4; 8D immune to turning, holy
water, death magic, sleep, hold, charm,
raise dead, and control undead; SZ'T,
ML 20; XP 35; MM/48.

8E. Quarters of the Baroness

This room is a monument to opu-
lence. The air is fragrant with per-
fume. The floor is carpeted with two
matching rugs. Mongrelman hides,
bugbear pelts, and even a stone
giant's skin hang on the walls as tro-
phies. The room contains a large bed
and a wooden table. There are also
four large trunks and four smaller
chests and a large, polished brass
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mirror sends a perfect yellow-golden
reflection back from the northern
wall. The southern wall is dominated
by a fountain that is obviously used
as a bathing basin. Bottles of per-
fumes and oil rest on its edge.

This room is occupied by the
Baroness Ramma Anchora, unques-
tioned ruler of the Ramma clan. If PCs
investigate the trunks, they find 200 gp
worth of bed-clothes, clothes, and per-
sonal belongings of the baroness. The
smaller chests contain ceremonial items
needed for the temple of Lolth, includ-
ing five blocks of incense of meditation.
Good-aligned PCs should destroy the
ceremonial items (except for the magi-
cal incense) and receive 1,000 XP for
doing so. While heavy and cumbersome,
the plush carpets are worth 2,000 gp
each. While the trophy hides are rela-
tively worthless, the perfumes by the
basin are rare and worth 1,000 gp per
bottle.

There is a 50% chance of finding the
baroness here. (Otherwise she is in the
altar room). The baroness is an extraor-
dinarily charming, beautiful, and evil
woman. She brooks no argument,
accepts no criticism, and expects total
obedience and commitment from under-

lings. She feels neither remorse or pity
for the failed coup. She feels she is the
injured party in that her followers let
her down by not succeeding in the over-
throw.

Baroness Ramma Anchora: AL
CE; AC -1; MV 12; HD F8/C9; hp 56;
THACO 13; #AT 3/2; Dmg by spell or
weapon type; SA dancing lights, faerie
fire, darkness, levitate, know alignment,
detect magic, clairvoyance, suggestion,
dispel magic (each once per day); SD as
drow guards; I 17, Ch 18; MR 68%; ML
14; XP 6,000; MM/112, 113; short sword
+2, dagger +3, hand crossbow +1, drow
chain mail +2, drow shield +1, ring of
protection +2, potion of human control,
staff of swarming insects (17 charges).

Spells: cause fear, command, detect
good, protection from good, charm per-
son or mammal, dust devil, hold person,
silence 15' radius, animate dead, prayer,
speak with dead, eloak of fear, free
action, protection from good 10" radius,
flame strike,

8F. Altar.

From the ceiling, ten feet over-
head, hang thick, multicolored,
streamers. Each streamer depicts a
more gruesome and horrific bit of

drow history than the one next to it,
There are numerous depictions of the
original schism between the elves and
the war that drove the drow beneath
the earth. In all of these, the elves of
the world above are depicted as dis-
torted, ugly brutes, while the drow are
presented as beautiful and graceful.
There are also a few streamers show-
ing spectacularly absurd victories by
small drow armies over large num-
bers of kuo-toa, mind flayers, and
other underworld races.

There is an overpowering odor of
incense and old blood you smelled at
the entrance, but the floor and walls
are sparkling clean. The center of the
room is disorienting, where a great
wall of darkness stretching from floor
to ceiling neither catches nor reflects
light, giving the uneasy impression
that it is shifting and moving.

The drow have set permanent walls
of continual darkness around the altar
(see map for areas of darkness, treat as
if cast at 20th level for purposes of dis-
pel magic). Light and continual light
spells are ineffective, as they are imme-
diately canceled by the permanent
darkness. As the worshipers of the evil
goddess say: “Anyone approaching her
altar must pass through darkness to
reach it." In Lolth's case, this is a liter-
al as well as an allegorical expression.
The shifting and moving nature of the
darkness is an optical illusion (it is
merely the mind playing tricks such as
phantom lights in a pitch black room).

There is a 50% chance that the
baroness is here (if not, she is in area
BE). In addition, there is a 50% chance
the three priestesses of Lolth are in the
altar room. If the baroness or priest-
esses are here, there is also a contin-
gent of eight temple guards with them.
Alsop, if he has not been encountered
elsewhere, Captain Dakaar is also here.
If the PCs have entered the altar room,
the baroness is outraged and fights to
the death to preserve its sanctity.

In combat, the streamers hanging
from the ceiling cause a great deal of
difficulty. They hang freely and barely
touch the floor; however, they are
anchored securely by bolts to the ceiling
and cannot be pulled down (PCs may
actually elimb the streamers if they
wish). As arrows, throwing spears,
grenadelike missiles, ete., are snared by
the streamers, all missile combat is at
—4 to hit (treat all targets as being 50%
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hidden by cover on Table 44: Cover and
Concealment Modifiers in the DMG).
The cloth in the tapestries is a thick
metal mesh weave that is difficult to
cut or pierce and is virtually fireproof.
The PCs may cut the streamers down
only if they have metal shears, tin
snips, or other such devices, The
streamers and walls of darkness cause
any combat to be a prolonged game of
hide and seek.

The temple guards move to protect
the entrance to the altar room and keep
anyone from escaping. They also send
one of their number to gather reinforce-
ments from the barracks (areas 8B). If
the baroness is not in the room, only
four guards (hp 22 each) are on duty,
but combat conditions remain as
described. In this case, the baroness,
the priestesses, and more guards arrive
in 4d4 rounds.

If PCs enter the walls of darkness,
they find the area trapped with deadly
floor-to-ceiling turnstiles. The turnstiles
are made of some fungal wood bristling
with sharpened and poisoned spikes.
Each turnstile is geared at the top and
bottom with each gear meshing neatly
with its neighbor. Thus, anyone attempt-
Eugthtu pammeﬂm two turnstiles

either walking, flying, or levitating) is
skewered by 2d6+2 spikes for 1d6 hp
damage each. [t is impossible to ignore
the damage and force a way through as
the turnstiles become jammed on the
skewered victim and fail to turn.
Anyone stabbed must also save vs. poi-
son or suffer 5d6 hp damage while those
saving suffer only half damage. The
turnstiles may be destroyed individually
by fire or spell. There is only one safe,
narrow path through the darkness, and
the PCs must use trial and error or a
find the path spell to locate it.

You step out of the darkness as if
stepping into another world. You
stand in a small area lighted by a
smoking brazier and engulfed by
walls of night. At the north end of the
lighted area is a blood-stained altar. It
is a large slab of stone with a shallow
coffin-shaped indentation in its cen-
ter. In the garish orange-red light of
the brazier, the stone seems almost
black. At the four corners of the slab,
incense burners pour out a sickly pur-
ple smoke. At the head of the indenta-
tion, with stars shimmering in the
depths of a deep black blade, is the
Shard of Midnight.

The altar area is the treasury of the
temple. As the Ramma clan lost most of
their wealth and property in the
abortive coup, the bulk of the non-magi-
cal treasure is from Dylvwyllynn.

At the south end of the lit area are
five small urns. One contains coal for
the brazier, a second incense; the others
are full of coins, gems, and various jew-
els worth 5,000 gp per urn. Most of the
magical treasure is being used by the
Ramma. That held in reserve is in a
large, locked and iron bound chest near
the urns. It holds potions of fire breath-
ing, speed, and invisibility, two pairs of
drow boots of elvenkind and two drow
cloaks of elvenkind.

If a rogue opens the chest, he has the
same chance as his Find/ Remove Traps
ability of noticing the chest has a false
bottom. Other PCs examining the chest
must make an Intelligence check (roll
Intelligence or less on 1d20) with a +2
penalty to notice the false bottom. The
false bottom covers 10 scrolls.

Seven of the scrolls are nonmagical
texts detailing the various evil rituals
of the temple. They are worth 1,000 gp
each to any sage. Two are priest scrolls
with the spells hold person and stone
shape. The last one is not a scroll but a
map of the area of Dylvwyllynn that is
known to the drow. (The DM should
prepare this in advance and may make
it as limited or extensive as he wishes.
However, it should by no means be a
complete map of the city.)

9. Fish Tales.

As you wander down the passage-
way, you smell water. Suddenly, the
passage ends and you step out into an
immense mind-boggling vastness. You
are standing on the shores of a subter-
ranean lake. With no hint of wind, the
water that stretches as far as you can
see is smooth and shiny as glass. It is
impossible to tell how far the lake
stretches into the gloom. In the end-
less gloom, you can see the barest hint
of a rock jutting out in the lake. As
you look back, you see the great wall
of the cavern rising up into the dark-
ness. You notice there is neither win-
dow nor vent overlocking the lake.

This is Lake Atrox, a huge under-
ground body of fresh water. The blank
wall overlooking the lake is purposely
devoid of windows and vents to keep
unwanted winged visitors out. Once on

the lake shore, the PCs are squarely in
the kuo-toa controlled area of the city.
The kuo-toa arrived via the lake from
some deep underground kuo-toan city.
{For DM’s using the Night Below, the
Dylvwyllynn kuo-toa are aware of their
brethren in the City of the Glass Pool,
but, in true kuo-toan fashion, the two
communities do not cooperate with each
other.) The kuo-toa are attempting to
create a base from which to launch
slave-taking raids on the upper world.
While they control the lake front and
the entrances to it, they are having dif-
ficulty moving into the city proper
because of drow raids and their own
chaotic approach to the conquest of
Dylvwyllynn.

The kuo-toa have established no
guardposts, but four patrols — half on
shore and half in the water — wander
ceaselessly up and down the lake front.
The land-based patrols are accompa-
nied by troglodyte slaves. All patrols
immediately notice and investigate any
light source on the lake shore and one
patrol arrives in 2d4 rounds. There-
after, the other three patrols arrive sep-
arately in 1d4, 2d4, and 3d4 rounds
respectively (if the rolls dictate, it is
possible for patrols to arrive simultane-
ously). The patrols do not negotiate and
attack anyone they discover. If a battle
is going against the kuo-toa, they
retreat to their lair to warn their duke,
Alooploopo, and gather reinforcements
(see area 10A).

The common battle tactic of the kuo-
toa is to send a wave of 10 troglodytes
in a frontal assault to absorb the brunt
of any missile or spell attacks. This is
followed by the remaining troglodytes
and then the kuo-toa. If battle takes
place on the lakefront itself, the kuo-toa
take to the water in an attempt to
encircle the PCs. The DM should note
the troglodytes are only poor to fair
swimmers and prefer to avoid the
water. Also, if the kuo-toa are defeated
or retreat, the troglodytes flee. If the
kuo-toa are victorious, any captured
PCs must be rescued quickly (2d12
hours) or they are used as food for the
kuo-toa and troglodytes.

Euo-Toan Patrol (8 each): INT high;
AL NE; AC 3; MV 9, swim 18; HD 2
(x6), B (x2); THACO 19 (x6), 13 (x2); #AT
1 or 2; Dmg 2-5 and/or by weapon type;
SA +1 strength bonus on all weapon
attacks; SD skin secretions reduce
chances to grapple, grasp, tie, or web to
25%, surprised only on a 1, immune to
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Treasure Island
1 square = 10’

poison, paralysis, and illusion magic,
electrical attacks cause half damage,
magic missiles cause only 1 hp damage;
SZ M; ML 13; XP 175 (x6), 1,400 (x2);
MM{/215, 216; shield, dagger, spear,
weighted throwing net, and harpoon (8-
HD fighters only).

Troglodytes (18): INT low; AL CE;
AC 5; MV 12; HD 2; hp 10 each; THACO
19; #AT 3 or 1; Dmg 1-2/1-2/2-5 or by
weapon; SA use special javelin with +3
bonus to attack roll and do 2d4 hp dam-
age, secrete disgusting oil, save vs. poi-
son or lose 1d6 points of strength for 10
rounds; SD chameleon-like ability; SZ
M: ML 11; XP 120; MM/348; 50% use
teeth and claws, 25% two javelins (see
SA above), 10% stone morning star, 10%
stone battle axe; 5% sword.

10. Treasure Island. A lighthouse
once graced this little island’s shores to
guide dwarven barges and boats on the
lake. It toppled into the lake during the
earthquake, however, and only the light
keepers' residence remains. Even from
the outlying piers, PCs can do no more
than glimpse the nearest rocks of the
island.

Area 10

Kuo-Toa

The PCs may investigate the island
either by swimming, flying, or teleport-
ing. They may also find the nearest fun-
gal garden and use some of the giant
toadstools as material for dug-out
canoes. Swimming is the most danger-
ous course of action, as it gives the kuo-
toa the “home field advantage.” If PCs
swim, the noise attracts attention and
there is a 75% chance that they are
attacked in the water by kuo-toa forces
{(both from areas 9 and 10). The island’s
force of kuo-toa and any remaining
patrols will certainly attack PCs in the
water. If PCs use canoes, the fish men
do not attack them while on the water
but wait until the have made landfall
on the island. They then either sink or
steal the canoes, attempting to leave
the PCs stranded on the island.

10A. The Keeper’'s House. This
structure was built in the same manner
as shepherd cottages in the world
above. (The Keeper was often called the
“Shepherd of Ships.”) With its white-
washed walls and thatched roof, the
sheer expense of maintaining the struc-
ture was a testament to the power and

wealth of Dylvwyllynn. The house with-
stood the quake and is still relatively
sound though the thatching has long
since rotted to dust and the building is
roofless. In addition, the interior wood-
en walls have either rotted or been
stripped and used for firewood. All that
remains of the structure is the skeleton
of the stone outer and supporting inner
walls,

There are 20 normal kuo-toa (hp 10
each) encamped around the building.
The interior rooms are barracks for the
kuo-toan duke named Alooploopo and
his two captains (45 hp each), three
lieutenants (hp 35 each), four whips
(see below), and two monitors (see
below). They immediately join in and
direct any battle taking place on the
island. The duke commands from
behind the battle, directing his troops
and casting spells as appropriate. His
captains and lieutenants rally the fight-
ers and, as there are no slaves on the
island, use the lower level kuo-toa
much the same way as the patrols use
the troglodytes. The whips and moni-
tors maintain morale and battle frenzy.

Monitors (2): AL NE; AC 4; MV 9,
swim 18; HD 7; hp 56 each; THACO 14;
#AT 4; Dmg 2d4 (x2)0/1d4 +1 (x2); SA
double damage from hand attacks (2d4)
if trying to subdue; SD as kuo-toa; 52
L; ML 17; XP 975; MM/215, 216.

Whips (4): AL NE; AC 4; MV 9, swim
18; HD 3F/3T; hp 13 each; THACO 14:
#AT 1; Dmg by weapon; MS 25%, HS
25%, DN 30%, CW 70%; SA/SD as kuo-
toa; 8Z L; ML 17; XP 420; MM/215, 216:
dagger, long sword.

Duke Alooploopo: AL NE; AC 4;
MV 9, swim 18; HD 10C/12T: hp 48;
THACO 14; #AT 1 or 2; Dmg 2-5 and/or
by weapon type; MS 85%, HS 70%, DN
T0%, CW 75%, RL 86%; SA/SD as kuo-
toa; 517,117, W 17; 5Z L; ML 15: XP
5,000; MM/215; harpoon+1, dagger +1,
net of entrapment,

Spells: cause light wounds (x2), detect
good, protection from good, charm per-
son or mammal (x2), hold person,
silence 15' radius, cause blindness or
deafness, cause disease, bestow curse,
cause serious wounds (x2), protection
from good 10 radius, cause critical
wounds, slay living.

Evil, wise, and crafty, the duke is a
master of many languages, speaking
common, undercommon, and several
dialects of dwarvish and elvish. He
attempts to negotiate if the PCs are
posing a serious threat. He proposes the
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kuo-toa and PCs join forces and destroy
the drow (area 8). He offers them both
the pick of his own treasure hoard (he
does not allow PCs to have a look first)
and the pick of the drow hoard when
they are conquered. He has no intention
of keeping any deals, but he is willing
to use PCs as allies in his war to con-
trol the city. He intends to let PCs do as
much fighting as possible and either
weaken themselves or weaken the drow,
In either case, the kuo-toa win,

If the duke is informed that the PCs
have already destroyed the drow, nego-
tiations proceed more smoothly. (While
overjoyed at the destruction of his ene-
mies he fears those who did it.) In any
case, he knows nothing of the Shards of
the Day but does know of the shiny vel-
low blade hidden in the treasury (area
10B). The kuo-toa hate the blade
because of its bright light, but they
value it as a magical item. They intend
to trade it at the first opportunity. If
PCs can force the issue by superior
strength, the duke may trade the blade
for the destruction of his hated drow
enemy and a minimum of 10,000 gp
worth of assorted treasure.

i 7. °

10B. Large Cellar. The cellars are
below water level and the many minor
cracks in their walls have allowed
water to leak in and fill them. To inves-
tigate, the PCs must either use a lower
water or water breathing spell (they
may also use repeated dives holding
their breath). This is the kuo-toan trea-
sury and it is protected by multiple
traps. The cellar appears to be empty
save for a layer of grayish mud, but the
treasure is concealed in two shallow
pits beneath the silt. The pits are cov-
ered with a thick coat of mud and it is
possible to walk across them without
realizing they are there.

The kuo-toan duke has placed a
special glyph of warding in the mud of
the cellar’s floor. The glyph erupts into
a great whirlpool should any non-kuo-
toa enter the room. All in the room
must save vs. spell or be immediately
swept off their feet and suffer 1d4 hp
damage per round for 10 rounds as they
are bounced off the walls, ceiling, and
floor by the swirling water. A save
reduces damage to half and those wear-
ing a ring of free action automatically
suffer only half-damage and may save
for no damage. The swirling waters also
disturb the layer of =ilt, clouding the

water and reducing visibility to one
foot. A purify food and drink spell or
pouring a potion of sweet water into the
muddied water instantly removes the
murky cloud; however, this merely caus-
es the silt to settle to the floor. If dis-
turbed by combat or PCs attempting to
dig up and remove it, it rises and fouls
the water again. The silt settles natu-
rally in 2d12+6 hours. If PCs have used
a lower water spell, the glyph still
erupts but the thin layer of swirling silt
merely knocks vietims down and inflict-
ing 1d6 hp damage.

If the PCs find the pits, they discover
the northernmost pit holds 3,500 gp
worth of assorted gems and jewelry. In
addition, there is a ring of animal
friendship and a ring of mind shielding.
The southernmost pit holds a dagger
+1, 10 bolts +1 for a drow hand cross-
bow, three potion decanters containing
healing, levitation, and water breathing.
They also find the onyx dog figurine of
wondrous power. The kuo-toa, having
never seen a dog, do not realize the
power of the object and value it only for
the onyx. As the PCs are uncovering
these goodies read the following:
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As you are removing the objects
from the shallow pit, you keep think-
ing your eyes are playing tricks on you.
Every now and then, there is glint of
light from the bottom of the pit. It is
not a gem or jewelry, but the murky
silt does not allow a good look at the
thing.

As the PCs pull the objects from the
murk, one closes his hand on the hilt of
a sword. The sword comes out of the pit
with its hilt decorated with a fire opal
and inset with the elder rune Laebos.
There is no mistaking the glowing yel-
low blade. The PCs have recovered the
Shard of Noon.

The third pit, located near the west-
ern wall, is a trap for the greedy. The
kuo-toa have collected the powerful
acidic fluids used by violet fungi to rot
flesh and have placed a pool of this
awful glop in the pit. Anyone scraping
away the thick mud covering it releases
it into the water (activating the glyph of
warding does not uncover the pit suffi-
ciently to release the fluid). This
appears as a sudden up-rush of red-
dish-purple liquid from the pit in a 20"
% 20" cloud. The enzymatic fluids are
immediately diluted by the water and
cease to rot flesh instantly. However, it
does not render them harmless. Any
vietim within the cloud must either be
cured by a cure disease spell or save vs.
poison every round within the cloud or
suffer 2d6 hp in acidlike burn damage.
A successful save means the victim is
affected as if by the rash version of an
irritation spell. The cloud of enzymes
dissipates and ceases to be harmful in
one turn. If this happens after a [ower
water spell, the enzymes rush through
the watery silt on the floor. Thus, dam-
age remains the same but is confined to
PCs' feet. At DM's option, this may
cause a penalty to a victim's movement
rate (~1d6 or =1 point of MV for every 2
hp of damage suffered).

10C. Small Cellar.

This room was the kitchen for the
Lightkeeper's house, but it is now
flooded. In the southern corner is a
fire pit, the overhang of its chimney
locking quite strange in the underwa-
ter confines of the cellar. From the
shallow bowl of the fire pit comes an
occasional glint and sparkle. As you
move toward the fire pit, you see
there are gems. A veritable pile of

wealth, heaped into the crater of the
dead oven. There are several rubies
glinting on top and the white fire of
diamonds sparkles from somewhere
deep in the heap of precious stones.

Anyone fool enough to reach out and
grab a handful of treasure is attacked
by a crystal coze the kuo-toa placed
here as a guardian. The creature hides
in the chimney a few feet above the fire
pit and surprises anyone reaching for
the gems on 1-4 on 1d10. It need only
drop upon the hand and arm of anyone
attempting to take one of the jewels
and, in this case, gains a +2 to hit. The
creature is not exactly enslaved by the
kuo-toa; the duke uses the ring of ani-
mal friendship from the treasure in the
large cellar (see area 9B) to keep it
from attacking. (If PCs find this ring
before encountering the crystal ooze,
they cannot possibly use it against the
creature without first discovering that
it is magical and run tests to discover
Jjust exactly what it does.) If the ooze is
defeated, the PCs find that while the
hoard appears to be worth thousands of
gold pieces, it is actually only worth
hundreds. The PCs find 800 gp worth of
rubies and small diamonds and many
worthless rhinestones and glass beads.

Crystal Ooze: AL N; AC 8; MV 1,
swim 3; HD 4; hp 16; THACO 17; #AT 1;
Dmg 4-16; SA paralyzing poison; SD
immune to acid, cold, heat, fire, takes
only 1 hp damage from weapons; SZ L;
ML 10; XP 420; MM/278.

Concluding the Adventure

If PCs retrieve all the parts of the
Shards of the Day from Dylvwyllynn,
give the party a 50,000 XP story award
for the recovery. In addition, the baron
is overjoyed and immediately pays the
promised reward with an extra 1,000
gp gem for each surviving PC thrown in
for a job well done.

The PCs have won a powerful NPC
for a friend that may be used hereafter
as a source of information and political
and economic intrigue. If the DM is
using the Night Below, the baron can be
used as one of the powerful “off-stage
NPCs" suggested in that campaign.
While he may not be personally that
powerful himself, the baron knows
everyone worth knowing and can
arrange introductions and open doors
that would otherwise be closed.

If PCs gain only part of the Shards,

give each PC 2,000 XP per piece of the
found. In this case, the baron is happy
but merely pays the promised price with
nothing extra. He remains friendly but
clearly considers the job only half fin-
ished. The baron may allow PCs a sec-
ond try at the city, but hires a few pow-
erful NPCs to assist them, If such assis-
tance is required, the reward is reduced
substantially (DM's diseretion),

If PCs have been wholly unsuccessful,
they may sell their maps and knowledge
of Dylvwyllynn to the baron (price is
negotiable but should hardly cover
expenses). If PCs recover but attempt to
keep the Shards, the baron hires experi-
enced thieves to steal it back.

As Dylvwyllynn is a mammoth under-
ground city, the DM can create any
number of adventures there. Planar
creatures, especially slaadi slavers,
baatezu, and tanar'ri may try to estab-
lish lairs and bases within the city.
Liches and vampires find Dylvwyllynn a
comfortable setting. There may even be
an isolated pocket of descendants of the
original dwarven inhabitants. Cut off for
centuries, they might believe the world
above is but a myth. And, of course,
there is the endless traffic and discourse
on the Underdark. Q

You can give
more expensive
gifts, but none

more precious.

Please give blood.
There's a life to be saved right now.

Call 1-800 GIVE LIFE

+

Arareai Sed Cress
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NEMESIS

BY CHRISTOPHER PERKINS

Hell hath no fury...

Artwork and Cartography by Rob Lozzorett

Chris writes: “My first PLANESCAPE™

adventure ((Umbra,” in issue #55) gener-

ated a lot of reader response. I hope this

adventure does the same. Special thanks
to Stephen Daniele for inspiring me to
write this Abvsmal tale”

“Nemesis” is a PLANESCAPE™ adven-
ture for 4-7 PCs of levels 9-12 (about
60 total levels), While the module

_ begins in the planar city of Sigil, most of

the action takes place in Vudra, a layer
of the Abyss. DMs not running

" PLANESCAPE campaigns can supplant

Sigil with a Prime Material equiva-
lent, provided the chosen city isn't
too clean and orderly. Things

| unique to the Cage, like razorvine,

s may be changed or removed:

: tieflings can be replaced with half-
elves; the dabus and Sigil’s factions

can become local religious cults,

guilds, or secret societies,

Before refereeing this module, the

DM should review A DM Guide to the

Planes (pages 8-17) in the PLANESCAFE

boxed set, as well as the The Book of

Chaos (pages 12-25) in the Planes of

Chaos boxed set (or in the Manual of

the Planes). Several spells and magical

items have altered effects in the Abyss.

FOR +HE
+« DUNGE®N MAS+ER »

Trikante the Incantifer once wrote of
Vudra as “a dismal agglomeration of
tropical islands choked with impenetra-
ble jungles and surrounded by oceans of
heaving blood.” Few have described the
531st layer of the Abyss quite so elo-
quently. Governed by the mariliths —
the snake-bodied, six-armed generals of
the Blood War — Vudra is regarded as
one of the most dreadful domains, Its
ruler is a marilith of gargantuan pro-
portions, with flaming red eyes and skin
of blackest night. Known to her minions
as Shaktari, this dark fiend is said to
devour all that she sees, although she
spends most of her time “sleeping” in
the crimson oceans of her realm.

Each of Shaktari's marilith vassals
commands her own “island.” Although
each quietly considers herself the true
ruler of Vudra, all pay deference to the
six-armed Queen of Poison. Kaliva is
among the most feared and despised of
her kind. Like all mariliths, Kaliva
believes her kind are the true force
behind the Blood Wars, but Kaliva is
far from an ordinary tanar'ri,
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Kaliva was born not a marilith but a
human. She was raised by an evil duke
who trained her as a fighter. Her proud-
est accomplishment was beheading a
paladin who led a charge against her
father's castle. Since then, she's always
held a fascination for beheading her
enemies. Later, when the duke was
accused of treason and the king’s army
besieged the castle, Kaliva fought her
way to freedom and fled the kingdom.
Eager to make a name for herself, she
turned mercenary. Almost immediately,
she was hired by a powerful wizard
named Nalen Blackstar and became his
henchman.

Nalen's lust for Kaliva became
increasingly evident, vet she rejected
him at every turn, Their association
ended bitterly, and the angry Nalen
used a powerful shapechange spell to
transform Kaliva into a hideous rut-
terkin tanar'ri. Nalen then banished
Kaliva to the Abyss, where he assumed
she would be enslaved or destroyed.
Kaliva's keen mind and superior fight-
ing skills, however, enabled her to stave
off the attacks of other abyssal fiends.
Her survival did not go unrewarded,
and Kaliva grew in power. Eventually
she obtained a tanar'ric form that not
only befitted her personality but also
mocked her once considerable beauty.
She became a marilith, with all the
abilities commensurate to her station.

Kaliva has devoted considerable time
to plotting the demise of Nalen Black-
star, and not just for revenge. She can
find no way to undo the wizard's magic
and has grown accustomed to her
tanar'ric form. Capitalizing on her ban-
ishment, Kaliva carved out a niche for
herself and earned the dread of lesser
tanar'ri under her command. However,
her secret isn't safe so long as Nalen
Blackstar lives! If rival mariliths were
to uncover the truth about her past,
they would undoubtedly use the knowl-
edge against her. For this reason, her
secret must remain hidden forever. To
that end, Kaliva plans to kill Nalen
who, to her knowledge, resides some-
where in Sigil or possibly in the
Outlands. (See the PLANESCAPE boxed
set for details on these regions.)

If the Blood Wars have taught Kaliva
anything, it's the importance of prepa-
ration. Skilled beyond compare with the
blade, Kaliva has devoted the last sev-
eral months to acquiring the most pow-
erful armament imaginable — swords
that she believes will give her the

“edge” in a battle with Nalen (and any
competing tanar'ri who stand in her
way). After months of careful research,
and with the help of her unfailing
henchman, Kaliva has decided which
blades will be hers.

Although she has magical weapons of
lesser power, Kaliva wants four of the
most dangerous swords ever forged. So
far, Raja Khan (her rakshasa hench-
man) has retrieved three of them:
Starzad, a vorpal scimitar; Ffazablur, a
bastard sword of unparalleled quick-
ness; and Wizardbane, a long sword
that endows its wielder with additional
magic resistance. Soon, the fourth blade
will fall into her clutches: Midnight, a
broad sword that drains the life force
from its victim. Once all the weapons
are in her possession, the banished
marilith intends to track down and
destroy her old nemesis.

All four swords have one thing in
common: until recently, they were all
located somewhere in Sigil. With the
help of several charmed spies, Raja
Khan has carefully tracked each sword
over the last several months.

The first sword, Ffazablur, was taken
by Raja Khan after its guardian (a
dabus) fell prey to a phantasmal killer
spell that the rakshasa cast from a
scroll,

To obtain the second sword, Wizard-
bane, Raja charmed a mage's apprentice
and commanded him to remove it from
his master’s tower. (The apprentice dis-
appeared shortly thereafter.)

The third blade, Starzad, was stolen
from the Armory, headquarters of Sigil's
infamous Doomguard. The thief was a
talented tiefling named Llisian Slitter-
knife, whom Raja hired and later killed.

The adventure begins when the PCs
are hired by Salja Slitterknife, Llisian's
sister, to find clues of her brother's
whereabouts. The PCs may know Salja
as the tiefling waitress at The Black
Sail, a seedy tavern featured in “Umbra”
(DuNGEoN® Adventures #55).

Shortly after the PCs conclude their
meeting with Salja at the Black Sail,
Raja acquires the fourth blade — the
broad sword Midnight — from a vault
deep within Sigil's Hall of Records. The
Hall serves as headquarters for the
Takers, members of a faction called the
Fated. Raja snatches the blade with the
unwitting help of a young records clerk
named Warrin Spellbinder, whom the
PCs encounter while searching for
Salja's brother in the Hive.

THE SLI++ERKNIFE
« SIBLINGS »

The adventure begins at the Black Sail,
a tavern in Sigil's Lower Ward. The tav-
ern is a familiar haven to PCs who sur-
vived the perils of “Umbra.” A detailed
description of the Black Sail is provided
in “Umbra” and in TSR's adventure The
Eternal Boundary.

While visiting the Black Sail, the
PCs meet a young tiefling waitress
named Salja Slitterknife. If Salja knows
the PCs, she seats them in a private
alcove and wastes no time asking for
their assistance. (See “The Missing
Tiefling” below.) If the PCs are first-
time visitors, Salja allows them to find
their own seats in the common area,
takes their orders, then hands one PC a
paper slip with the following message
written on it:

If you cutters want a job, meet me in
the alley behind the Sail at the end of
my shift. I'll be waiting with the jink
— No peelers. s

After she finishes her shift, Salja
waits in the alley behind the tavern. If
the PCs show no interest in helping her,
she tries to bribe them with her magical
ring (which she took from the finger of a
drunk). She'll offer the ring as a reward
if the PCs find her brother. Salja is very
streetwise and not easily duped. She
also has a “boyfriend” at the tavern — a
swill-drinking cornugon baatezu named
Horrn. The cornugon was tricked into
donning a hat of stupidity and is now
cursed with low Intelligence (7). Horrn
is a drooling admirer of Salja’s, and the
tiefling keeps him on a short leash. He
is not one of The Black Sail's more pop-
ular patrons, and Salja isn't really fond
of him. Nevertheless, if the PCs give
Salja a hard time, she whistles to Horrn
and lets him rearrange the nearest PC’s
face. The DM should devise statistics for
the cornugon if and when they become
Necessary.

Salja Slitterknife (female tiefling):
INT very; AL N; AC 7 {Dexterity); MV
12; HD 4+3; hp 19; THACO 15; #AT 2;
Dmg 1d4/1d4 (stilettos); SA poison; SD
+2 to save vs, electricity, fire and poi-
son; half damage from cold; SZ M; ML
11; XP 650; PLANESCAPE MONSTROUS
CoupPENDIUM/112; two stilettos in scab-
bards (lined with Type O poison),
amulet of finding (hidden under cloth-

ing), ring of regeneration,
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Area covered
with razorvine

»

The Missing Tiefling

Salja is the sister of Llisian Slitter-
knife, the tiefling whom Raja hired to
steal Starzad. Llisian is missing, and
Salja needs the party’s help to find him.
Salja and Llisian are tiefling twins, and
as such their emotional bond is particu-
larly strong. Their father, a rogue
tanar'ri, provided his two children with
identical amulets of finding (see
EwncycLorepia Macica™, vol. I, page 32).
The amulets work in tandem; by con-
centrating on the image of her brother,
Salja can see through Llisian’s medal-
lion. Similarly, Llisian can see through
his sister's amulet. Out of mutual con-
cern for their well-being, the twins
promised to use the amulets of finding
to keep track of one another.

Salja recently lost contact with her
brother. Taking a break from her shift,
she gazed into her amulet and saw a
disturbing image: a distorted tiger's
face followed a blinding flash of light.
She tells the PCs that the amulets of
finding can function only when both are
present in the same plane of existence.
If one is taken to another plane, both
amulets temporarily cease to function.

: Warrin
* . Spellbinder

Xaositects

* One Square= 5 feet

Salja knows her brother would never
leave Sigil, for the Cage is where both
siblings agreed to conduct their busi-
ness. Fearing the worst, Salja believes
that someone may have killed Llisian
and taken his amulet. She wants the
PCs to track down her brother — rescu-
ing him if possible or, at the very least,
retrieving his magical medallion.

If the PCs agree to help Salja, she
tells them her brother's last-known
whereabouts. Llisian had recently pil-
fered a sword from the Armory and was
slumming around the Hive, not too far
from the Gatehouse (headquarters of
the Xaositects). Salja tells the PCs that
Llisian had many contacts in the Hive
and did most of his business there. She
knows her brother is responsible for
stealing Starzad and regards theft as a
necessity for survival in the Cage. If
questioned about Llisian's practice, she
replies: “It ain’t exactly dark, cutter.
Sometimes you gotta take what you
want and pray you don't get scragged!
Sometimes that means you gotta peel
leatherheads for a living."

Salja doesn't know who paid Llisian
to steal the sword, nor is she acquainted

with any of his associates. She did, how-
ever, see Llisian waiting in the shadow
of an iron bariaur statue. Salja was
astute enough to recognize the
Gatehouse looming in the background,
Perhaps a clue to her brother's where-
abouts can be found near the statue or
Gatehouse.

«IN +HE HIVE »

If the PCs agree to help Salja, they
must search for signs of Llisian in the
Hive. Salja cannot provide names of
specific places, since Llisian was known
to frequent dozens of establishments.
The Hive Ward is a chaotic sprawl of
tightly-packed structures and disease-
ridden slums. During the day, petty
thieves and lost people roam the
streets. At night, cranium rats come out
to play, drunken bubbers litter the
slimy back-alleys, and horned shapes
linger in the shadows. The Dustmen
haunt the crowded streets, filling their
wagons with the carcasses of the dead
before shuffling back to the Mortuary.
Disorderly Chacsmen (Xaositects) roam
in packs, creating disturbances and
lynching clueless leatherheads.

The Battling Bariaur

No one in the Hive seems to know
Llisian Slitterknife’s current where-
abouts. However, any slummer can
direct the PCs to the square containing
the Battling Bariaur, one of Sigil's
many crude landmarks. The iron statue
stands 12’ tall and captures the bariaur
in a fighting pose, clutching a glaive.
The statue's brimstone pedestal is sur-
rounded by a garden of neatly-trimmed
razorvine. If the PCs remain near the
statue for three or more rounds, they
hear a cry for help from a nearby alley.

Saving Warrin

A terrified cry escapes from a dark-
ened alley. You hear a feeble voice
deep within the alley, desperately
pleading for mercy. “Take the sword! 1
won't tell anyone! I swear by the Lady
of Pain!"

A map of “The Alley” is provided for
the DM’s reference. This encounter
takes place in a condemned section of
the Hive overrun by the barmy
Xaositects. The buildings that enclose
the alley are normally deserted, but not
when the PCs arrive.
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Raja Khan has lured Warrin
Spellbinder into the razorvine-covered
alley and turned on him, The rakshasa
has assumed its true form, eager to see
the clerk's eyes swell with terror. If the
PCs investigate, their sudden arrival is
enough to startle Raja and drive him
away. The rakshasa uses a magical gate-
key to escape through the unseen portal
to the Abyss. The portal snaps shut the
instant Raja is through. Covering Raja's
escape are 10 hired Xaositects who lurk
in the adjacent buildings (see below),

A 12’ thick canopy of razorvine has
formed 10' above the alley. The
razorvine is not dangerous unless the
PCs try to fly, climb, or leap through it.
The canopy does render the alley
unnaturally dark, although slivers of
light provide just enough illumination
to discern the alley’s course.

Several of the doors that lead into
the adjacent tenements are locked from
the inside. Behind three of the doors
lurk 10 hired Xaositects: humans
charmed by Raja Khan. If Raja calls for
them, the Xaositects respond immedi-
ately. Unless they are disturbed, they
remain hidden behind the locked doors,

Raja’s invisible portal to the Abyss
lies at the end of the alley. If the PCs
explore the alley, they eventually come
face-to-face with the rakshasa and his
quarry. Read or paraphrase the follow-
ing when they near the end of the dark-
ened alley:

Barely visible at the back of the
alley is a broad-shouldered figure
clutching a dull black sword, The
shape looks like a large man with a
bestial head. Slumped by the figure's
feet, a much smaller shape pleads for
its life.

“Pathetic vermin,” grumbles the
towering figure. “It's time to pay the
music!” As the ominous figure raises
the sword, his cowering quarry buck-
les with dread,

Raja plans to slay Warrin, haul the
corpse back to the Abyss, dispose of the
evidence, and offer Kaliva the clerk's
head as a souvenir. The party’s untimely
arrival forces Raja to abandon his plans.
He activates the portal at the back of
the alley using a secret gate-key (see
below) and walks through. The rakshasa
cannot risk losing the sword at this
time, and he prefers not to fight unfa-
miliar opponents. That task he leaves to
the 10 Xaositect bashers hiding in the
nearby tenements.

Raja Khan (rakshasa rukh): INT
high; AL LE; AC -5; MV 18; HD 8+16;
hp 69; THACO 11; #AT 3 or 2; Dmg
1d6+4/1d6+4/2d 10 or by weapon =2 (+4
Dmg bonus with 18/78 Strength); SA
illusion, spells (cast at 9th level); SD +2
weapons to hit (weapons below +4
inflict half damage); MR immune to
spells lower than 8th-level; SZ M; ML
17; XP 8,000; MM /299 (Rakshasa,
greater); Midnight, ring of mind shield-
ing, potion of flying.

Raja's wizard spells: charm person,
shocking grasp, unseen servant; dark-
ness 18" radius, improved phantasmal
force, invisibility; slow, wraithform.

Raja's priest spells: cure light wounds,
protection from good, cause fear.

Raja carries Midnight (fully detailed
in the “Kaliva's Swords" sidebar). Raja
also wears a ring of mind shielding
taken from the dead Llisian Slitterknife.
In addition to the magical sword and
ring, Raja also carries a gate-key for the
portal leading to the first layer of the
Abyss. The gate-key is a live ophidian: a
snake that Raja keeps in a bronze, orna-
mental tube secured to his waist. The
snake is not “consumed” like a spell
component; however, the portal is one-
way only. PCs entering the Abyss via
this gate must find some other way out.

jumbled to the point of being incompre-
hensible, A comprehend languages spell
may be used to decode their speech. The
Chaosmen know that the portal leads
to the Abyss, They do not know how the
portal is opened or closed. Although
they have watched Raja assume other
humanoid forms, they do not under-
stand what he is exactly, nor do they
know his weaknesses. The Xaositects
are here to keep the PCs occupied while
Raja flees through the portal.

If five or more Xaositects are slain,
the survivors must make a successful
morale check or flee. While Raja is pre-
gent, the Xaositects fight to the death.

Warrin Spellbinder (human): AL
LN; AC 4; MV 12; W4; hp 5 (16 at full);
THACO 19; #AT 1; Dmg by spell or
weapon; S 9,D 15, C 14,116, W 8, Ch
9; ML 7; spell book, cloak of protection
+2, bracers of defense AC 7, ring of fire
resistance, dogger +3; spells: burning
hands, protection from evil, unseen ser-
vant; pyrotechnics, wizard lock.

Warrin is a low-ranking member of
the Fated and a clerk in the Hall of
Records. Knowing the command words
to deactivate the vault’s magical traps,
Warrin was duped into helping Raja
Khan steal the sword after mistaking
him for one of his superiors. Without

{Raja has mmgmqmﬁmwm t;iluwad
access to i the rakshasa to remove
another por- ARE yeu GUYS, blade and leave the vault
tal that leads LIKE, unscathed. Once nurdtii!da
back to Sigil, but . the Hall of Reco
the PCs cannot locate +HE RED DEA+H? Raja Khan ordered
it at this time.) thﬂ}ﬂnungmageh to
The portal remains — WARRIN SPELLBINDER, Accompany him
open for only one round, MIS+AKING +HE PCS :::nafnpmalm?-
but it can be snapped shut sion” into the Hive.

instantly simply by killing the
snake. (To do this, Raja takes hold
of the bronze tube while casting his
shocking grasp spell; the snake is ordi-
nary and has only 2 hp.) If by chance
the PCs manage to slip through the
open portal, Raja attacks them on the
other side — in the Plain of Infinite
Portals (see “Through the Portal”).

Xaositects (10 charmed human
fighters): INT average; AL CE; AC 6 (7
without shield); MV 12; F4; hp 25 each;
THACO 17; #AT 1 or 2; Dmg 1d8 (battle
axe) or 1d3+1/ 1d3+1 {punching); 5D
cast babble (opposite of tongues)
once/week; ML 14; XP 120; studded
leather armor, shield, battle axe, pouch
of coins (2d10 gp each).

Xaositects do not speak like other
Cagers. Their speech is skewered and

For MERCYKILLERS Seeing this as an

opportunity to

improve his stand-
ing and his reputation, the timid clerk
followed Raja through the streets and
back-alleys of Sigil. Little did Warrin
suspect that the rakshasa was leading
him to his death.

If he survives the rakshasa’s attack,
Warrin offers the PCs his profound
thanks. Warrin is not a gifted magic-
user, and his association with the Fated
was prompted by two factors. First and
foremost, his mother Eurayle was a
member of the Fated before she per-
ished in the Outland burg of Plague-
Mort. With his mother gone, Warrin
inherited a fair amount of personal
wealth. Among the items she left behind
were several spell-keys — devices that
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enabled certain spells to function on cer-
tain planes. In exchange for the spell-
keys, the Takers granted Warrin mem-
bership.

Warrin rarely visits the Hive and is
not familiar with Llisian Slitterknife.
Warrin is eager to see Midnight safely
returned to the faction's headquarters
in the Hall of Records, preferably before
its absence is detected. In exchange for
the PCs' help, he offers them a portion
of his inheritance. Unwilling to part
with his mother’s remaining magical
items, Warrin offers the party a signed
pact arranged between his mother and
an agathinon, granting the owner of the
pact one special favor, See *Warrin's
Reward"” for details.

By tracking down the rakshasa,
Warrin hopes to retrieve Midnight and
redeem himself before his superiors dis-
cover the theft. Time is of the essence,
so Warrin intends to follow the rakshasa
through the portal (or send brave
adventurers on his behalf), but first he
needs to locate a proper gate-key.

The portal opens whenever a live
snake is brought within 5' of it.
However, Warrin did not see Raja with a
snake. Raja simply kept the metal
snake-tube secured to his waist, walked
within range, and whoosh! — the portal

appeared. The same

"WeRMS
ARE FISHING...

UPSIDE-D®WN...

MAN BREAKS WIND...

D@N‘+ EA+ +HE CHEESE?  —

N@, WA+,
THA+ CAN'+ BE RIGH+!"

— WARRIN. +RYING

+@ IN+ERPRE+ A
thing REBUS
happens if the
PCs somehow identify
the proper gate-key and bring it within
5' of the portal. Commune spells can be
used to identify the proper gate-key for
this portal, but see below.

+«+ THE DABUS «

Warrin obviously needs healing, and he
graciously thanks anyone who takes the
time to help him. As Warrin and the
PCs leave the alley, the DM should read
or paraphrase the following:

Emerging from the alley, you see
three peculiar humanoids approach.
These slender beings have short grey
horns portruding from their foreheads,
and tall manes of wispy-white hair.
They are dressed in ornate grey robes
and hover slightly above the ground.
Despite their freakish appearance,
there is something oddly majestic in
their countenances, They drift toward
you, their expressions immutable.
Suddenly, various symbols begin to
appear in the air around them. The
symbols materialize one after the
other, coming together in rows to form
some kind of cryptic message.

These three mysterious beings are
called dabus. Dabus are the caretakers
of Sigil — seldom troubled by the other
occupants of the Cage because of their
“arcane powers.” Dabus do not speak;
rather, they communicate using sym-
bols and images that simply appear in
the air around them, forming strings or
gentences called rebuses. The dabus do
not communicate often — only when
the need arises.

Years ago, the dabus took possession
of a magical bastard sword called
Ffazablur. The weapon, once owned by
an evil tanar'ri, was seized after the
tanar'ri was sent to the Mazes by the
Lady of Pain. One dabus was entrusted
to guard the sword, for fear the weapon
might someday be used to bring harm
to members of its race. Recently, how-

ever, this dabus was slain by a phan-
tasmal killer cast by Raja Khan.
Three dabus were later assigned to
locate the murderer,

The dabus want the stolen
bastard sword returned.
Although they harbor no
desire for vengeance, they

know exactly how rakshasas can be
killed {a blessed crossbow bolt), they
know how Raja Khan leaves Sigil, and
they have the knowledge and a gate-
key to activate the portal. (As custodi-
ans of Sigil, the dabus are aware of just
about every portal in the Cage.) Dabus
are bound to the Cage and cannot
depart Sigil under any circum-stances.
No dabus can leave or be taken from
the Cage by any means. For this rea-
son, the dabus need someone to track
down the missing sword.

The three dabus who approach the
party have been “sent” to provide the
PCs with the gate-key for opening the
magical portal. There is no explicable

reason why they select the PCs for the
quest, other than the fact the PCs are
already involved in tracking down the
rakshasa and the stolen sword(s).

Each dabus communicates one rebus
to the party. The DM may reveal the
rebuses to the players at the appropri-
ate time. PCs should be given a chance
to interpret the rebuses on their own.
{Luckily for them, the dabus are patient
and accustomed to allowing plenty of
time for slower-witted species to deci-
pher their messages.) If the PCs seem
to be struggling, Warrin can step in to
assist. A native of the Cage, Warrin is
familiar with the dabus and their
method of communication, and he has
received special training in the ®art” of
deciphering rebuses.

Once the party has translated the
rebuses, the dabus hand the PCs a
seroll. The scroll depicts Kaliva's island,
where the rakshasa is thought to dwell.
The DM should give the players their
copy of the island map at this time. The
dabus paid handsomely to acquire this
map, but they do not reveal where they
acquired it. The dabus also carry a 9°
square obsidian coffer containing a
harmless, living snake. When the snake
is brought within 5' of the portal, the
portal opens.

The dabus offer no tangible reward
for completing the quest, although
Warrin is quick to point out that dabus
rarely make requests to other species
and that such circumstances should be
handled carefully. “Better than a one-
way ticket to the Mazes!” Warrin adds
hastily.

Dabus (3): INT very ; AL N: AC 7: MV
12; HD 7; hp 43, 40, 32; THACO 13; #AT
1; Dmg 1d8; SD limited spell immunity;
SZ M (8’ tall); ML 12; XP 650; PMC/10;
long sword (hidden under robes),

+ RULE ©F THREE »

If the PCs interpret the third dabus'
rebus correctly, they should pay a visit
to a local tanar'ri named Rule-of-Three.
For a fiend, Rule-of-Three is a decent
sort. The party can find him at The
Slaughterhouse, a squalid tavern deep
in the Hive. When he learns the PCs
have been sent by the dabus, he's more
than happy to give them the chant
about survival in the Abyss.

Warrin is unacquainted with the
Hive Ward and cannot guide the PCs to
Rule-of-Three, and the dabus have
other things to do besides lead the PCs
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NEMESIS

everywhere; however, an invisible qua-
sit named Zilbog is nearby, overhears
t.hem,a.nduﬁ‘eratugmdgthepmtytu
the Sl,aughterhmue in excha.nge for a
mug of viperwine (a poisonous tanar’ric
concoction that the PCs can purchase
at the inn).

The quasit recently turned stag on
its master and is no longer the wizard's
familiar. With regards to the PCs,
Zilbog has no hidden agenda apart from
satisfying its viperwine addiction. If the
PCs prove they are a tolerant and abid-
ing bunch, the quasit might offer to
accompany them as a guide, provided
they continue to support its bad habits
(of which it has several).

Zilbog (quasit): INT low; AL CE; AC
2; MV 15; HD 3; hp 15; THACO 17: #AT
3; Dmg 1d2/1d2/1d4; SA poisonous
claws; SD regenerate 1 hp/round; fear
blast; turn invisible, detect good or defect
magic at will; harmed only by iron or
magical weapons; saves as 7-HD mon-
ster; immune to fire, cold and li
MR 25%; SZT-M'LB XP 2,000, MC/201
(Imp) or PMEFE-E H.mp}

Zilbog can assume the form of a large
bat or a giant centipede.

At the Slaughterhouse

The Slaughterhouse is a favorite hang-
out for most of the lowlifes who dwell in
the Hl.;i'e The "house serves an assort-
ment of beverages including viperwine,
a rancid substance amayad by the qua-
sit Zilbog. Viperwine is deadly to all
non-tanar'ri. (Quasits are considered a
lower form of tanar'ri.) Treat as Type F
poison, with —6 to the save if the liquid
is taken deliberately.

An awful stench fills the interior of
the Slaughterhouse — a blackened
multi-story edifice wedged between two
other buildings. There is only one floor
inside, most of it taken up by an iron
cage. Within the cage, two muscular
humanoids are fighting a pitched battle
for survival while a small horde of spec-
tators congregate along the perimeter
to gamble on who will be victorious. At
the moment, a human gladiator is
being pummeled by a slightly-taller
fiend with black coze seeping from its
pores (a farastu gehreleth).

Attached to the walls of the
Slaughterhouse are scaffolds that climb
all the way up to the roof. The scaffolds
are weighted down by dozens of patrons
seated at tables or clinging to the web-
work of metal supports.

Rule-of-Three can be found on the
fifth tier of the scaffold. One of the
bouncers (a peery minotaur named
Vaargh) points to Rule-of-Three's loca-
tion if the PCs give him a bribe of 50 gp
or more. PCs can climb onto a corner
elevator connected to a series of ropes,
counter-weights and pulleys. By some
unseen force, the lift is clamorously
hoisted up to the fifth tier. A group of
Xaositect bashers watch them from a
nearby table, but they do not oppose the

“Umbra.” Turia is an agent of the
Doomguard sent to find Starzad, the
magical scimitar stolen from the Armory.
Turia knows the identity of the thief,
Llisian Slitterknife, but can’t find any
clues to his current whereabouts. She
thought the cambion would have a good
idea, but so far he's wasted her time
questioning the ideals of the Doomguard
philosophy. In truth, Rule-of-Three
knows next-to-nothing about Llisian and
the scimitar, but he is too taken with

party. Thanks to his polymorph self Turia's beauty to let her leave.

ability, Note: If Turia was killed in “Umbra,”
Ruleof-  “THREE SIDES replace her with Gwynzir,
Three resem- emale tiefling with

it s hecad +® EVERY ARGUMEN+. “;Dm;mhlem?&

dwarf with a CU++ER. tics. Instead of a
benig:n,grnnclt‘ather— magical

ly countenance. He is paying no atten-
tion to the fight below. He is presently
engaged in a riveting (though one-sided)
conversation with a female tiefling of
considerable beauty.

Rule-of-Three is, in truth, a marquis
cambion and a “retired” army recruiter
for the Blood War. He came to Sigil
after a falling out with his superiors
and elected to remain in the Cage to
conduct business (or so the cambion
claims; see “Paying the Price” below).
Rule-of-Three likes meeting people,
making contacts, and sharing his
wealth of knowledge about the Abyss
with any basher willing to pay the
price. Watching his back are three well-
paid minotaur bouncers.

Rule-of-Three (marquis cambion}):
AL NE; AC -2; MV 15; HD 6; hp 42;
THACO 12; #AT 2; Dmg by weapon +7
(strength bonus); S 19 (+3, +7), D 17, C
15, I 15, W 13, Ch 20; SA spell-like abili-
ties; SD thief abilities; tanar'ri immuni-
ties; MR 30%; SZ M; ML 14; XP 6,000;
PMC/98; eye of seeing, dagger of venom
+3, leather armor +3, ring of protection
+4, ring of shooting stars.

Spell-like abilities (cast at 6th level):
charm person (at will), detect magie, fear
Ll;}r touch), polymorph self (3 times per

y).

Vaargh, Snurz, and Bhalog (mino-
taurs): INT low; AL CE; AC 5; MV 12;
HD 7+3; hp 58, 55, 51; THACO 13; #AT
1 (head butt) or 2 (bite/weapon); Dmg
2d4 or 1d4/by weapon type +4; SA grap-
ple, charge; SD +2 bonus to surprise
rolls; 8Z L (8’ tall); ML 13; XP 2,000;
MM/252 (modified). Each minotaur
clutches a javelin of lightning.

Rule-of-Three is joined by Turia, the
humorless tiefling first encountered in

+HE RIGH+ sIDE,
+HE WREBNG SIDE.
AND MY siDE.”

short-  _ pyLE-@F-THREE'S
E‘:’;ﬁ-ﬂr +HIRD RULE-

@F-+HUMB
employs a dag- y

ger of armor piercing (see ENCYCLOPEDIA
Maaica, vol. 11, page 356). Instead of
magical boots, she wears gauntlets of
ogre power. Gwynzir's armor is stained
deep red.

Turia (female tiefling): AL NE; AC 0;
MV 12; F7; hp 55; THACO 13 (11 with
long sword +1 and shortsword +1); #AT
2 or 5/2 (per weapon); Dmg by weapon
type +1 (Strength), +2 (specialization); S
16 (+0/+1), D 16, C 13,1 12, W 8, Ch 10;
SA poison; SD +2 to save vs, fire, elec-
tricity and poison; half damage from
cold; ML 14; XP 3,000; PMC/112; slender
long sword +1 (specialized), short sword
+1 (coated with Type E poison, good for
two successful attacks), plate mail +1
(stained deep blue), boots of striding
and springing, three crystal vials (each
containing one application of oily, Type
E poison). Turia is ambidextrous and
uses two weapons without penalty.

While listening to the cambion's bab-
ble, Turia drinks from a cup of deadly
viperwine, (Prior to buying the drink,
Turia imbibed a vial of antidote to
counter the viperwine's lethality.) The
tiefling keeps her ears attuned to any
mention of Starzad or other missing
blades. If she suspects that Llisian
Slitterknife took Starzad into the Abyss,
she offers to join the party in pursuit,
intent on retrieving the sword for her
faction. Turia is fearless to a fault and
has no qualms about joining the PCs on
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NEMESIS

their dangerous excursion. If the PCs
decline her assistance, she follows them
anyway and defends herself if attacked.

If Zilbog is with the party, the quasit
quickly cozies up to Turia. She reluc-
tantly adopts the quasit as her compan-
ion, allowing it to finish off her glass of
viperwine. The two gradually become
inseparable. Zilbog is not the tiefling’s
familiar, so Turia inherits none of the
guasit's special abilities or hindrances
as a result of their collaboration.

[ﬂmingtheltulaof'[‘hm

When the PCs inform Rule-of-Three of
their quest and their encounter with
the dabus, the cambion looks intrigued
and supplies the following theory:

“It cannot be a coincidence that
three magical swords have vanished
from Sigil. First, a sword named
Midnight is taken from the Hall of
Records — seized by some outer-pla-
nar beast. Then, out of nowhere, three
dabus approach you with a mission to
retrieve another stolen blade. Finally,
there's my lovely companion, Turia,
who is also searching for a lost swo
— this one a finely-wrought scimitar.
This is indeed a puzzle worthy of our
investigation. Since your quest has
become of special interest to me, I will
tell you what you need to know for
one modest fee.”

The “fee” for Rule-of-Three's informa-
tion is detailed under “Paying the Price.”

What Rule-of-Three Knows

The cambion recommends that the PCs
stay awhile. He knows three things
about the plane of Vudra, which he's
more than happy to reveal:

L. “Beware the jungles of Vudra.
They are populated by tribes of bar-
lgura and other dangerous fiends.”

I1I. *“Vudra is known as the plane of
poison. Its oceans flow with the blood
of many poisonous creatures, and the
air is toxic! Beware what you eat,
drink, and breathe.”

IIL. “Vudra is ruled by a gargan-
tuan marilith named Shaktari.
Shaktari sleeps at the bottom of the
bloodsea, entrusting her vassals —
the mariliths — to govern the plane.
The cross-trading mariliths constantly
vie for control of Vudra, hatching
schemes to usurp each other’s power.”

Rule-of-Three has no immediate
aceess to poison cures, but he can pro-
vide the PCs with a list of three dealers
in Sigil known to sell such things for a
hefty price. Although Rule-of-Three
claims these dealers are reliable, care-
less PCs might end up with a batch of
cheap elixirs that do nothing!

If the cambion is shown the dabus'
map of Vudra, Rule-of-Three recognizes
Kaliva's island and offers the following
three pieces of information:

I. “The island is home to one of the
most feared of Shaktari’s vassals —
the marilith Kaliva. To satisfy her
taste for blood, Kaliva sends her
lackeys to hunt for victims, most of
whom are taken from the Prime
Material plane.”

IL “The island is home to scores of
humaneid natives brought to Vudra by
Kaliva's minions. Those who are not
drained of blood survive by drinking a
magical fluid called Shaktari’s Ichor,
From time to time, this scum gushes
from the bowels of the plane. If you
can find a reservoir, Shaktari’s Ichor
will protect you from Vudra's lethal
poisons.”

IIL. “To reach Kaliva's island, you
must first enter the Plain of Infinite
Portals and say Shaktari's name to the
guard standing to the left of the Bridge
of Skulls. But be warned! The guard on
the right is not to be spoken to.”

Apart from the above information,
Rule-of-Three knows little else about
the perils of Vudra. He does, however,
know a fair deal about tanar'ri. The DM
is referred to the Planes of Chaos boxed
set (pages 8 and 9 of The Travelogue)
and In the Cage: A Guide to Sigil (page
56) for information on Rule-of-Three
and his facts about tanar'ri. He is also
intimately familiar with the altered
effects of spells and magical items in
the Abyss, for which the DM should
again refer to the PLANESCAPE and
Planes of Chaos boxed sets.

Paying the Price

Unknown to the PCs, Rule-of-Three has
a personal stake in the party's quest.
The cambion is not in Sigil merely to
“conduct business” as previously noted;
he was hired by the wizard Nalen
Blackstar, Kaliva's nemesis, some time
ago. Nalen never lost interest in Kaliva,
and he has devoted considerable time

and magical energy to spying on the
marilith over the years. Nalen knows
Kaliva is behind the theft of four magi-
eal swords; he provided the dabus with
a detailed map of Kaliva's island and
asked the dabus to lead the PCs to
Rule-of-Three.

None of the information that Rule-of-
Three provides is free, The cambion
expects something from the PCs in
return, which he mentions just before
the party prepares to leave the
Slaughterhouse:

“I ask, humbly, that you bring me a
souvenir from Vudra. The marilith
Kaliva has an item in her possession
that I desire. The item is called a
necklace of Shaktari. Each of
Shaktari's vassals wears one as a
symbol of her loyalty to the Queen of
Poison. Kaliva's necklace is made of
platinum and adorned with three fire-
breathing serpents. I consider it suffi-
cient payment for the valuable infor-
mation | have shared with you.”

If the ﬁa reject Rule-of-Three's
request, the sporting cambion agrees to
drop the demand if one of the PC fight-
ers concedes to a fight with Graxagal,
the farastu gehreleth seen in the
Slaughterhouse’s central cage, The
gehreleth has just pounded the life out
of its human challenger and is always
looking for new foes. The challenge
need not be held right away; after all,
the PCs will need all their strength to
overcome the dangers in the Abyss,
However, if the PCs return from the
Abyss without the necklace of Shaktari,
Rule-of-Three expects to see the
strongest PC fighter take on the
gehreleth (for whom the DM may
devise statistics, if necessary).

Graxagal is brutally hard on the
competition. After the bouncers finizh
scraping his opponent off the floor, the
farastu calls out for a more worthy
challenger. Combatants may use fists or
weapons of any kind in the 18’ high
combat cage.

The necklace of Shaktari worn
around Kaliva's neck is detailed later, It
does possess some magical properties,
but Rule-of-Three's interest in it is
purely superficial. In truth, it is Nalen
Blackstar, not the cambion, who wants
the necklace as a souvenir. If the neck-
lace is recovered and given to Rule-of-
Three, the cambion ensures that the
“trinket” is safely delivered to the wiz-
ard's lair in the Outlands.
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« +HE POR+AL »

By the time the PCs are ready to enter
the Abyss, they should have a map of
Kaliva's island and a gate-key provided
by the dabus, as well as vital informa-
tion from Rule-of-Three. The rakshasa's
portal takes the PCs to the Plain of
Infinite Portals, first layer of the Abyss,
from where they can reach the deeper
layers. The PCs have several NPCs sup-
porting their efforts including Warrin
Spellbinder, the tieflings Turia and
Salja, the dabus, and Rule-of-Three,
Warrin, Turia, and the quasit Zilbog
may elect to accompany the PCs on
their journey, although the DM may
prefer to let the party travel alone.

If the gate-key (snake) is brought
within 5' of the portal, the magical gate
opens and remains open, If the snake is
killed or taken 5' from the gate on
either side, the portal snaps shut. At the
DM's discretion, one of the dabus is
waiting at the portal when the PCs
return from the Slaughterhouse to
ensure that the PCs cross the threshold
safely.

If the PCs decline to walk through
the portal, the dabus leave the snake in
their custody (with the coffer to contain
it) and depart. Individuals who turn
down a request by the dabus often find
themselves the subjects of scorn and
ridicule by other denizens of Sigil; a few,
according to Warrin Spellbinder and
Rule-of-Three, have even found their
way into the Mazes — condemned by
the Lady of Pain herself! In short,
Warrin suggests that the PCs help him
retrieve Midnight from the rakshasa’s
clutches (as well as the dabus’ sword,
Ffazablur). If Turia the tiefling is with
the party, she plans to retrieve Starzad
whether or not the PCs join her, and she
uses the gate-key to open the portal if
she can.

The Plain of Infinite Portals

If the PCs pass through the portal, read
or paraphrase the following:

You walk through a blinding light
into a realm far removed from the
hustle and bustle of Sigil’s overcrowd-
ed streets. The ground beneath your
feet is dusty, and you find yourself
standing in the shadow of two crum-
bling spires. Behind the damaged
citadel, bevond a great precipice, a
brilliant orange fireball burns in the

auburn sky. Looking around, the
ground seems to fall away everywhere,
leaving deep gashes and chasms. The
air is hot and dry. With the sun, it
gives everything a parched look.

The PCs should not stay in the Plain
of Infinite Portals long. DMs who
require more information about this
layer and its inhabitants should consult
the Planes of Chaos boxed set. (A map
of the Plain is provided on page 11 of
The Travelogue.)

Weapons and armor fashioned on the
Prime Material plane lose two “plusses™
when brought into the Abyss. Hence, a
shield +2 behaves as a normal shield,
while plate mail +3 drops to +1.
Similarly, a long sword +1, +3 vs. regen-
erating creatures forged on the Prime
Material plane would behave as a long
sword +0, +1 vs. regeneraling creatures.
Magical armor and weapons crafted
in Sigil or the Outlands lose
one “plus” when brought to

These sentries are armanites, a
breed of lesser tanar'ri detailed in the
Planes of Chaos boxed set. Armanites
are the mobile shock troops of the
Blood War. They can gallop through the
air as easily as they tread upon the
ground, and their fury in battle is leg-
endary. The armanite on the left is
Arkom, while the one on the right is
named Mokra. Arkom has instructions
to escort visitors anywhere they wish
in the Plain; Mokra has orders to kill
any berk who speaks to him or tries to
cross the fissure without first asking
Arkom for permission.

If hattle erupts between the arman-
ites and the PCs, Mokra keeps the PCs
busy while Arkom flies off to alert the
fortress, If Arkom makes it back to
Broken Reach, the fortress dispatches
V'tanor, a goristro tanar’ri, to annihi-
late the party. This greater tanar'ri
arrives in 9 rounds and hunts the PCs

anywhere on the surface of the Plain

of Infinite Portals, using its spider

the Abyss. Items ren- LESKIN elimb and levitate spells to reach
dered inert (i.e. those F@R +HE GA+E viclt__il:na inuc}idfﬁb-::.llt places. The
that lose all their 8 WO wise to steer
plusses) still 2 \{UDR‘&" R clear of this behemoth.
radiate magic HANGIN® YERSELF N+ Arkom m}wnha
and can be used PAINFUL EN®UGH, (armanites): average;
against crea- 2 AL CE; AC 2; MV 18, fly
tures affected BERK? 18 (C); HD 5; hp 40 each;
only by magi-  — yyg ARMANI+E ARK@m,  THACO15 #AT 2and 1;

cal weapons.

For details, con-

sult A DM's Guide to
the Planes, pages 15 and

16 (in the PLANESCAPE boxed

set).

The closest building to the portal is
the ruined fortress of Broken Reach.
The target of many sieges, this struc-
ture’s ramshackle appearance is meant
to deceive. In fact, it is a well-fortified
structure with a considerable garrison
of petitioners and addle-coved tanar'ri.

Read the following once all the PCs
are through the portal:

S+ANDING WA+CH
A+ +HE BRIDGE
efF SKULLS

Separating you from the crumbled
fortress is a 20"-wide crevice of inde-
terminate depth. Spanning the fissure
is a mortared bridge of humanoid
skulls 10" wide. Standing on each side
of the bridge is a monstrous, centaur-
like beast with the horns of a ram, the
body of a bull, and spines along its
neck and tail. These formidable sen-
tries wear fluted armor and carry
wicked-looking halberds. They stare

at you harshly.

Dmg 2d6/2d6 and 1d10+5
(halberd); SA crushing hooves;
SD +2 or better weapons to hit;
immune to cold, poison and electric-
ity; standard tanar'ri immunities; S2
L; XP 2,000; Planes of Chaos MS/24.
V'tanor (goristro): INT low; AL CE;
AC —2: MV 15; HD 20; hp 188 (zee
below); THACO 1; #AT 2 and 1; Dmg
6d4+6/6d4+6 and 5d8; SA spells, stomp,
hurl boulders; SD +1 or better weapons
to hit; tanar'ri immunities; regenerate
1 hpfturn; MR 60%; 5Z H (22’ tall); ML
16; XP 23,000; Planes of Chaos MS/26.
Goristroi add 6 hp to each Hit Die, giv-
ing them a Hit Die range of 7-14
instead of 1-8.
Spell-like abilities (cast at 20th level )
detect invisibility, detect magic, fear (as
wand, by gaze), levitation, spider climb.

Descent Inte Vudra

If the PCs follow Rule-of-Three's advice
and approach the armanite on the left
of the Bridge of Skulls (Arkom), they
are not attacked provided they aren't
too pushy. Arkom knows where to find
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the entrance to the layer of Vudra, and
he escorts the PCs there if they speak
the name “Shaktari” and offer him
some garnish. The armanite expects at
least 150 gp worth of treasure for the
courtesy. He also accepts “trophies”
taken from slain baatezu (horns, teeth
and the like) which are worth just as
much as gold on the Plain,

The entrance to Vudra is located sev-
eral hundred yards from the party's
point of arrival, concealed behind a
hallucinatory terrain
spell. When
touched by the tip WHY D®ES I+

"SNAKES!

to accommodate whoever (or whatever)
travels aboard. Regardless of the boat's
size, it takes only one ferryman to
guide it safely down the Styx. The
boatman, Krikon, is a marraencloth.
Krikon attacks only in self-defense and
does not speak. He requires only two
things from the party: their payment
and the name of their destination.
Before the PCs can set foot in the gon-
dola, the marraencloth holds out a
bronze urn. The party must drop a
minimum of 10 pp or two 50-gp
gems in the urn to secure
safe passage down the

of the armanite’s HAVE +@ BE river.

halberd, the illusion is SNAKES?” The floor of the gondola
temporarily dis- is filled with snakes —
pelled (for one — WARRIN SPELLBINDER. Krikon's nasty “surprise”
turn). The entrance PEERING in+e KRIK@N'S  to first-time explorers of

is & NATTOW, NON-
descript doorway

cut into the side of a rocky
ditch. Etched into the stonework above
the door are three lines of dwarven
runes chiselled by a petitioner from
Sigil (in dwarven) that read “The River
of Doom/Ten Platinum Coins/Only
Fools May Enter.” Bevond the gaping
doorway is a long, descending tunnel
that fills up with mist as the party
nears the bottom.

Read the following if and when the
PCs reach the bottom:

After a lengthy descent, the tunnel
opens onto a stone platform within a
monstrous cavern. A dark mist crawls
along the surface of a crimson river.
The ceiling overhead is ribbed like the
inner passage of some great worm, and
bathed in ripples of red light emanat-
ing from the river's gloomy depths.

The rythmic echoes of a single oar
moving gently through water resonate
softly in the cavern. From behind a
thick veil of fog comes a large gondola
with the skulls of horned fiends
mounted on its bow and stern. A
hooded boatman guides the vessel to

G@ND®LA

the edge of the platform.

The party is standing on a platform
overlocking part of the River Styx. PCs
who immerse any part of themselves in
the waters of the Styx suffer complete
loss of memory, no save, (Magic resis-
tance checks still apply.) For some
unknown reason, tieflings are unaffected
by the memory-draining power of the
River Styx, as are hydroloths, amnizu,
and certain other planar fiends.

The gondola magically alters its size

the River Styx. The snakes,
though poisonous, do not

attack passengers unless the
marraenoloth is threatened. If anyone
attacks Krikon, the snakes attempt to
bite every living passenger on the boat.
In addition to the snakes, Krikon can
summon 1d6 hydroloths (75% chance)
that appear through a gate in the water
under the boat. If Krikon is slain or
knocked overboard, the gondola sinks
into the river, never to ply the Styx
again.

If the PCs try to follow the river in
something other than the gondola, they
have a base 1% chance of ending up on
the correct layer of the Abyss. Only mar-
raenoloths have the skill to navigate the
Styx with absolute accuracy.

Krikon (marraenoloth): INT excep-
tional; AL NE; AC -1; MV 18; HD
10+20; hp 63; THACO 11; #AT 1; Dmg
2d4; SA gaze inspires fear, spell-like
abilities; 5D immune to fire, acid and
poison; cold attacks inflict double dam-
age; MR 80% to 1st-level spells (5%
per additional spell level); SZ M; ML
15; XP 7,000; PLANESCAPE MS/30.
Krikon's urn holds only what the PCs
place inside it (payment for safe pas-
sage down the River Styx).

Poisonous snakes (6 per passen-
ger): INT animal; AL N; AC 6; MV 15;
HD 2+1; hp 9 each; THACO 19; #AT 1;
Dmg 1; SA poison (+2 to save; onset
time 1d4+1 rounds; Death/0); SZ S; ML
8; XP 175; MM/320.

« VUDRA »

Vudra is poisonous to everything except
tanar'ri and native creatures like the

rakshasa, the yuan-ti, and the eye-
wings. Poison saturates the entire
plane, Although the water and plants
are especially dangerous, the air is tol-
erable to most humanoid beings for up
to 12 hours, after which time a saving
throw is required each hour or the
affected person suffers damage. (Treat
as Type I poison with respect to dam-
age and onset time.) Spells such as slow
poison, neutralize poison, and heal (and
magical items that duplicate these
effects) operate normally. A neutralize
poison spell, however, does not grant its
recipient permanent immunity to
Vudra's poisoned air; rather, it gives the
recipient 24 hours in which to function
normally.

PCs who fail to bring their own food
and water must again use magic to
make plants and animals edible. Purify
food and drink spells are vital here.

Vudra consists of hundreds of tropi-
cal islands, each populated by unusual
species of flora and fauna, many of
them dangerous. Druids find them-
selves at a loss to identify most of the
plants, as the vegetation is particular to
this layer of the Abyss only. PCs
attempting to use their herbalism profi-
ciency suffer a —10 penalty to all profi-
ciency checks when attempting to iden-
tify or utilize any species of plant.

Shaktari’s Ichor

To counter Vudra's poisonousness, the
PCs must rely either on their own
magic and ingenuity or a fluid known
as Shaktari's Ichor (or g'laari). This
brown, viseid liquid (which tastes like
maple syrup) radiates strong abjuration
magic and springs from the plane itself
However, locating q'laari can be difficult
if one does not know where to look.

The inhabitants of the Taboolands
(see “Kaliva's Island,” area C) can direct
the party to a known source. They need
the ichor to drink Vudra's water and
breathe the air safely. Those who drink
q'laari gain temporary immunity to all
poisonous liquids and gases (as per the
scroll of protection from poison). The
effect lasts for one week, regardless of
how much q'laari the recipient takes,
Tanar’ri find q'laari revolting.

Shaktari’s Ichor can be used to create
neutralize poison potions. However, the
valuable q'laari is not easily found and
hardly ever in large amounts!
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The Bloodsea
As Krikon's gondola approaches the

threshold to Vudra, the river disappears

in a thick sea of fog that cannot be
blown away or parted by any means.

A thick fog envelops the gondola.
The soft splishing sound of the ferry-
man’s oar is the only noise you hear,
although you can feel the gentle rub-
bing of something moving beneath
the gondola's ancient hull. Suddenly,
without warning, bolts of red light-
ning shoot up from the water and
form arcs over the vessel. The ferry-
man, unperturbed, continues to ply
the river. Except for a slight electrical
hiss, the arcs are quiet, but in
moments the fog gives way, the light-
ning subsides, and the darkness van-
ishes. The gondola is bobbing on the
surface of a vast, crimson sea. The
sunless sky is the harsh color of
burnt russet, and set against the dis-
tant horizon are the foreboding sil-

houettes of several large islands.

The River Styx flows right into the
bloodseas of Vudra, whereupon the
waters lose their memory-draining
effect but become highly poisonous. Any
non-tanar’ri who drinks from the
Bloodsea must save vs. poison (treat as
Type E poison with a —4 penalty to
save.) The marraenoloth does nothing to
dissuade PCs from tampering with the
water. He continues to guide the boat in
the direction the party is headed.

The Eyes of Raja Khan

The following boxed text assumes the
PCs haven't lost their map of Vudra
(provided by the dabus). It also
assumes they arrive in Vudra aboard
the marraenoloth's gondola:

The gondola makes its way toward
a body of land with three grim spires
— unmistakably the island you seek.
The tops of the mountains are
obscured by a thick red haze that cov-
ers the island like a canopy. Five
large, bat-like creatures form a circle
in the sky overhead, but they are too
high to identify. After several minutes
of circling, they fly off in the direction
you are headed. You keep a watchful
eye for landmarks along the ever-
nearing coast.

To reach the black beaches of
Kaliva's domain, the gondola passes
between the Claws, an ominous ring of

rocky spires that jut from the water
near the coastline. The five “bat-like"
creatures seen flying overhead are eye-
wings. These monsters routinely scour
the seas for signs of intruders or lost
wayfarers. When they spot the gondola,
they return to the island to warn Raja
Ehan of the approaching visitors.

If the PCs shoot missiles at the eye-
wings, 1d4 of them descend to attack
the gondola while any remaining eyew-
ings fly to the island to alert the rak-
shasa. The eyewings first ewoop down
to attack with their claws and poiso-
nous tail, knocking an opponent out of
the gondola (and into the poisonous
water) on a natural roll of 20. After one
swoop attack, the eyewings ascend to
an even height of 100’ and bombard the
vessel with their poisonous tears. The
eyewings must check morale each
round; if they fail, they return to the
island.

Eyewings (5): INT low; AL LE; AC
4; MV fly 24 (B); HD 3; hp 18, 15, 15,
13, 11; THACO 17; #AT 3 or 1; Dmg
1d6/1d6/1d4 or tears; SA poisonous
tears; SD immune to cold-based
attacks; SZ L (15’ wingspan); ML 12;
XP 650; MM/115.

Reaching the Coast

The gondola continues its direct
approach to the land ahead, skimming
within a balor’s breath of the nearest
rocky outcropping. Beyond the black
sand beach, atop a great plateau,
awaits a dark wilderness teeming
with foliage. The three mountains
stand out against the sky, their bald
peaks lost in the reddish shroud of
haze that covers the entire island.

The outeroppings along the coast are
not dangerous to small ships like
Krikon's gondola. The PCs have no trou-
ble reaching the beach. For another
10 pp in his urn {or the equivalent in
gems), Krikon remains at the point of
arrival for one day, expecting to take the
PCs back up the Styx to the Plain of
Infinite Portals. However, if the passen-
gers leave without placing treasure in
the urn, Krikon and his gondola vanish,
never to return. Likewise, if the PCs fail
to return at the appointed hour, the
marraenoloth does not wait for them.
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« KALIVA'S ISLAND

Kaliva's island has many unusual fea-
tures. The regional topography includes
a black beach (area A), a vast and per-
ilous jungle plateau (area B), and three
rocky mountains (areas D, E, and F),
The island's jungle is home to thou-
sands of serpents and other reptiles, as
well as insects and predatory plants.
There are no birds, and the only native
mammals are the bar-lgura (statistics
given in area B below).

Travel through the jungle is slow and
potentially hazardous. Non-native crea-
tures move at half their normal move-
ment rate (rounded up) since they must
spend time hacking through the under-
brush and navigating around various
natural obstacles. Movement in the
Taboolands (area C) is not hampered if
one sticks to the trails.

Climbing checks are required every
100" if the PCs attempt to scale the pla-
teau wall or one of the mountains. Since
the mountains are roughly 2,000 tall,
PCs wishing to reach the top must make
at least 20 successful climbing checks,
but only one for the 100'-tall plateau.

Insects are a particular nuisance on
the island's plateau, and individuals
who are not protected (with magical
bug repellent, for example) suffer a
rash of itchy and poisonous bites. Each
hour, bitten victims suffer =1 penalties
to attack rolls, ability checks, and sav-
ing throws, and the effects are cumula-
tive (up to maximum penalties of -5). A
saving throw vs. poison is allowed each
hour to resist the debilitating itchiness,

The players' map of Kaliva's island
lacks key landmarks found on the DM's
map. Because of the red haze over the
island, PCs can just barely make out the
scowling face carved into Mount Garzok
(area F). Raja Khan's temple, perched
atop Mount Charaga (area E}, is totally
obscured. Likewise, the small cave half
way up Mount Drasve (area D) cannot
be seen through the haze,

A. The Black Sand Beach. The
sprawling beaches enclosing Kaliva's
island are ominous but not dangerous. If
the PCs spend more than 10 rounds in
the open, though, they are seen by
1d6+4 eyewings circling the nearest
mountain and attacked on the beach.
{See “The Eyes of Raja Khan” for eye-
wing statistics.) The eyewings remain
hidden in the clouds until they descend
to attack.

Once they make their way from the
coastline, the PCs must find some way
to reach the top of Kaliva's jungle
plateau. The sheer cliffs that surround
the plateau are approximately 100
high, and PCs must make a successful
climbing check to scale them safely, The
cliffs have numerous rocky outcrop-
pings to aid would-be climbers.

B. Jungle Terrors. The jungles of
Kaliva's domain are home to several
tribes of tree-dwelling bar-lgura. The
bar-lgura have been warned to steer
clear of the Taboolands (area C), but
they attack anyone who strays beyond
the confines of the Taboolands or vio-
lates their territory. The DM should
arrange at least one encounter with the
bar-lgura if the PCs choose to cross the
jungle by land.

If humanoid intruders are spotted, six
bar-lgura use their change self ability to
assume the form of friendly human or
humanoid natives, leading the trespass-
ing party to a small village created
using spectral force spells. The clearing
that contains the “village” is surrounded
by another six invisible bar-lgura hid-
den in the outlying trees. These bar-
lgura attack once their brothers assume
their true forms. If half the bar-lgura
are slain by the party, the survivors use
their teleport ability to flee,

Bar-lgura (12): INT average; AL CE;
AC 0; MV 9, climb 15; HD 6+6; hp 36
each; THACO 15; #AT 3 or 1; Dmg
1d6/1d6/2d6 or by weapon +3; SA spring
attack; SD spells, camouflage; MR 30%;
SZ M; ML 13; XP 8,000, PMC/97
{Tanar’ri, lesser). Spell-like abilities:
change self (twice/day), detect invisibili-
ty, dispel magic, entangle, fear (by
touch), invisibility (twice/day), plant
growth, spectral force (twice/day),
telekinesis, darkness 15 radius, infravi-
sion, teleport without error.

C. The Taboolands. If the PCs head
inward to the center of the island, they
reach an area of the jungle inhabited by
a community of “natives” called the
Alives. These individuals were taken
from their homeworlds on the Prime
Material plane and brought to Vudra by
Raja Khan. The Alives believe that
Kaliva drinks their blood and animates
their corpses for the rakshasa, who uses
them as guards and servants in his tem-
ple atop the island. In truth, Kaliva does
not drink the blood but rather offers the
Alives to her mistress Shaktari.

Traveling between two of the
island's towering peaks, you happen
upon a row of primitive warning
markers — skulls tied with vines to
bamboo shoots. Suddenly, from behind
one of the markers, a lone figure
emerges from the underbrush. It
appears to be a slender human female
with painted skin, brandishing a prim-
itive spear. Behind her, barely visible
through the underbrush, are two
tanned elves armed with longbows.
They watch you cautiously through
the dark, overhanging foliage.

The human, Lela Melorik, speaks on
the behalf of the Alives, The elves,
Aryeth and Elaren, are also members of
the “tribe.” If a PC speaks to them in
some version of common, Lela asks the
PCs, “Are you enemies or friends of the
marilith?” If the PCs reply that they
are enemies, she beckons them with a
wave of her hand and leads them to a
clearing several hundred yards away
where 1d10 Alives have quietly gath-
ered. If the PCs say they are friends of
the marilith, Lela shouts, “We won't be
taken without a fight!” before she and
the elves retreat into the jungle. Once
they are out of the party’s sight, Lela
orders the other Alives to disperse and
hide before concealing herself,

Most of the Alives remain hidden in
the jungle, afraid that the PCs may be
one of Raja's elaborate traps designed to
snare them. At the rate Kaliva takes vie-
tims (an average of one every 5-7 days),
their numbers would be quickly depleted
if Raja Khan were not so diligent about
“restocking” the Taboolands with fresh
humanoid blood. When the party arrives,
there are 49 Alives in the jungle. They
do not dwell in a common village, prefer-
ring to take up individual hiding spots
throughout the vicinity. (Concealed pits
or decrepit tree houses make common
lairs.) The Alives eck out a meager exis-
tence, feeding on small lizards and
snakes caught in traps while surviving
Vudra's poisonous atmosphere by taking
regular draughts of gllaari from the Pool
of Serpents (area D2).

The Alives know nothing about the
stolen swords. They do know the terri-
tory around the island well, They have
placed markers along the perimeter of
the Taboolands as a warning to intrud-
ers and other denizens of Kaliva's
island. The markers are comprised of
old skulls mounted atop bamboo staves.
The rakshasa has warned the Alives to
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maintain these markers for their own
safety. These markers have been
enchanted with magical wards, prevent-
ing any creature with an Intelligence of
4 or lower (including most reptiles and
insects) from approaching within 100
yards of a skull marker. The Alives,
sensing the markers' power, tend to
reside within sight of them. The Alives
are quite valuable to Kaliva, which is
why they are not threatened by the
more intelligent creatures living in the
Jjungle (such as the bar-lgura).

The Alives have no way to escape
Vudra. They watch helplessly as the
“snake men” (yuan-ti) drag screaming
victims away to Drazve Mountain (area
D). Those who are taken to the moun-
tain are never seen again. To give their
lives meaning, the Alives have formed a
religion based on the teachings of a
slain adventurer named Janyx, Janyx
was teleported to Vudra by a magical
“mishap” and lived with the Alives for

NEMESIS

nearly a year before he was discovered
and slain by the rakshasa. A short-time
resident of Sigil and a member of the
Society of Sensation, Janyx taught the
Alives the Sensate philosophy: that the
multiverse is known by the senses. To
this day, the Alives still abide by the
rule of that philosophy: “If you can't see
it, smell it, taste it, touch it, or hear it,
then it ain't real.” Although Janyx is
long gone, the Alives do everything they
can to explore their surroundings while
endeavoring to stay alive. They cultivate
flowers, sample new dishes prepared
from assorted poisonous plants (using
q'laari to negate the poisons’ effects),
carve flutes from bamboo, and share
poems. Their experiences are captured
visually in decorative images painted on
each other's bodies.

Since the Alives regard Kaliva as
their nemesis, they have no qualms
about helping strangers reach her lair
(which they believe lies beyond the Pool

~__ - One inch=2 milfs 5

of Serpents), They show the PCs where
the doomed Alives are taken and where
they get their q'laari. If by some mira-
cle the party destroys Kaliva and Raja
Khan, the Alives rejoice and try to
escape with the PC survivors, Should
the PCs be defeated, their deaths pro-
vide Kaliva with enough blood to post-
pone the deaths of several terrified
Alives, Either way, the Alives benefit
from the party's presence.

The Alives are not powerful. The rak-
ghasa has abducted people who are eas-
ily intimidated. (Most of these people
recall how the rakshasa lured them to
Vudra by assuming a pleasing form.)
Most of them are humans taken from
the jungles of worlds like Toril and
Certh, but there are a handful of demi-
humans present as well (halflings and
elves). The hot, parched skies of Vudra
have tanned their skin. They are virtu-
ally naked save for loincloths and body
paint. They carry spears made from
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bamboo (Dmg 1d4), daggers made from
sharpened rocks (Dmg 1d3), and short-
bows with pointed wooden arrows (Dmg
1d4). The two elves, Aryeth and Elaren,
use well-crafted longbows.

Humans (41): INT average-high; AL
varies (NG AC 10; MV 12; HD 1d6+1
hp; THACO 20; #AT 1; Dmg by weapon;
SZ M; ML 5; XP 150 iper human res-
cued). Lela Melorik (hp 4) is the leader
and does most of the speaking on the
Alives' behalf

Halflings (6): INT very; AL varies
{LG); AC 10; MV 9; HD 1d6 hp; THACO
20 (17 with shortbow); #AT 1; Dmg by
weapon; SA +2 to surprise rolls, +3 to
hit with slings and bows; SZ 5; ML 5;
XP 150 (per halfling rescued); MM/183.

Elves (2): INT high; AL varies (CG);
AC 10; MV 12; HD 1+1; THACO 19 (18
with long bow); #AT 1; Dmg by weapon;
SA +1 to surprise rolls; SZ M; ML 7; XP
150 (per elf rescued); MM/108. The two
elves are named Aryeth (hp 6) and
Elaren (hp 5).

Janyx's Arrow

When Janyx the adventurer was slain,
the Alives hid his remaining equipment
at the back of Lela’s shelter. If the party
agrees to face Kaliva, Lela allows PCs
of non-evil alignment to take these pos-
sessions: a short bow of distance (see
ExcycLorepia Maaica, vol. 1, page 204)
and an arrow of slaying tanar'ri. The
short bow, crafted in Arboria, is nor-
mally +2 to hit and +2 on damage, but
in the Abyss it loses its magical bonus-
es. However, the weapon's doubled
range (100/200/300) can still be utilized.

Janyx's arrow is treated as a +3
weapon for “to hit” purposes, +2 in the
Abyss. (Since the weapon was crafted in
Sigil, it loses only one “plus” when shot
in the Abyss.) The arrow’s head is
forged from Baatorian green steel,
while the shaft is carved from vertwood
{a strong, fibrous material found in the
woods of Arboria). Any tanar'ri struck
by the arrow is slain instantly (no
save). The PCs can use this missile to
strike down Kaliva; if the shot misses,
however, the arrow is wasted.

The Alives do not know the power of
Janyx's arrow or bow,

Master of Deceit

If alerted to the presence of intruders
by the eyewings in “Vudra,” Raja Khan
uses his mirror of mental prowess to
spy on the party. As the intruders near

the Taboolands, the rakshasa makes
plans to infiltrate them. Raja wants to
determine the extent to which the PCs
are a threat and uncover some of their
weaknesses,

Raja leaves his temple (Area E) via
his magical mirror. Using his keen
senses and hunting skills, the rakshasa
locates one of the hidden Alives (a
halfling tallfellow named Arjin) and
dispatches him quietly. Raja then dis-
cards the body and assumes its appear-
ance, allowing him to assimilate into
the rest of the tribe. The likeness is ren-
dered perfectly, thanks to Raja’s ESP
ability. None of the Alives suspect that
the rakshasa is lurking among them.

“Arjin" follows the strangers every-
where, staying at the back of the
marching order to avoid placing himself
in peril. The timid halfling appears
relieved by the PCs' arrival and sticks
close to them “for protection.” Fortu-
nately for his cover, he is not the only
one who latches onto the PCs once their
intentions become known.

The PCs might not suspect that Raja
has infiltrated the Alives, but they
might uncover his presence accidentally.
Although he is a master of deceit, Raja
Khan's noble upbringing does not allow
him to endure insults. If the PCs speak
of Raja in a derogatory manner, “Arjin”
tries to remind them of the rakshasa's
“immense power” and the fear he
instills in everyone. With each insult
beyond the first, Raja has a cumulative
10% chance of reverting to his true form
and attacking the insolent strangers.

If Raja learns that the PCs are
equipped with blessed crossbow bolts, he
wastes no time returning to his temple.
A blessed bolt would kill him instantly,
and he doesn't want to risk becoming a

for execution. If he can steal the
bolts from the PCs, he tries, using his
unseen servant spell to assist. Likewise,
if he learns that the PCs have an arrow
of slaying tanar’ri, he tries to confiscate
it to protect Kaliva.

If his true identity remains hidden,
Raja stays with the PCs for as long as
possible, going so far as to follow them
into the yuan-ti tunnels (area D). The
rakshasa takes advantage of any oppor-
tunity to trap or harm the PCs. If his
true identity is exposed, Raja makes
good his escape. He quaffs his potion of
flying, grabs the nearest foe (preferably
a relatively weak NPC like Warrin
Spellbinder or Lela Melorik) and flies
back to his temple after losing any pur-

suers in the poisonous clouds. Raja's
captive is locked in the temple (area
E6) and remains there until rescued or
sacrificed atop Kaliva's altar.

D. Mount Drasve. This peak con-
tains the only known source of q'laari
on Kaliva's island. This sweet ichor
flows into a pool at the base of the
mountain (area E2). Beyond this pool
are the tunnels of Raja Khan's evil
yuan-ti henchmen, Deep within their
lair is a magical portal that leads to the
rakshasa’s temple. For details, see *The
Pool of Serpents.”

Located 900" up the mountainside is
a secret entrance to the yuan-ti lair
(area E11). PCs hoping to reach this
cave from the jungle floor via non-
magical means must make nine sue-
cessful climbing checks. There are
abundant handholds on the mountain-
side to facilitate safe climbing.

E. Mount Charaga. Hidden in the
haze atop this mountain is Raja Khan's
temple. The temple is dedicated to
Shaktari's evil demigod consort,
Dhanazar, and houses both Raja Khan
and the remains of the rakshasa's past
victims (including the missing tiefling
thief, Llisian}). PCs must defeat the rak-
ghasa to reach the magical portal lead-
ing to Kaliva's lair. For details, refer to
“The Temple of the Rakshasha.”

dimtm Ebcliad into the

8 mountain is a leering visage
within which lies the Shrine :lt?gha.ktari
and the lair of the dreaded marilith,
Kaliva. PCs must defeat Kaliva and win
back the magical swords in her posses-
sion to complete their quest, See “The
Shrine of Shaktari” for details.

THE PoO@L OF
+« SERPENZ+S »

If they so request, the PCs are escorted
to the Pool of Serpents (area D2) by
Lela, Aryeth, and Elaren. The halfling
Arjin (see “Master of Deceit”) accompa-
nies them with or without permission.
The party has two good reasons to
explore Mount Drasve. The Alives know
that the mountain is where Raja's
“snake men” take the Alives who are
picked as sacrifices to Kaliva, and the
Alives are convinced that the passages
beyond the Pool of Serpents lead to
Kaliva's lair. Second, the Pool of
Serpents is the only known source of
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q'laari, or Shaktari's Ichor, on the
island. The PCs probably need to rely
on this substance to survive Vudra's
poisonous atmosphere.

D1. Entrance. Carved into the base
of the mountain is a rising, three-tiered
platform leading to a stone entrance 20
high and 15' wide. The walls around
the entrance are decorated with serpen-
tine frescoes, while beyond this
entrance you see a pair of narrow tun-
nels leading to a large chamber filled
with the sound of dripping water.

The sound emanates from area D2,
The entrance to the Pool of Serpents is
unguarded.

D2. The Pool of Serpents, This cir-
cular chamber has a domed ceiling 30
high. Jutting from the walls 12’ above
the floor are four great serpents carved
from stone, their necks stretched out to
the center of the room. A dark brown
syrup drips from their stony fangs into
a 15" diameter pool. The pool is nearly
filled with the sweet-smelling liquid,
but there's no way of telling the pool's
depth without prodding for the bottom.

The four stone serpents that jut from
the walls are actually part of the
stonework and cannot be moved. The
stone serpents can each withstand 90
hp damage before breaking off. The
q'llaari that flows from the serpents’
mouths comes from a source deep in the
mountain, and there is enough in the
pool to sustain the PCs and the Alives
indefinitely. The serpents’ throats,
though hollow, are too narrow for
humans and demi-humans to erawl into
and explore. There's nothing else to be
found in them anyway.

A secret door at the back of the
chamber leads to areas D3-D11. The
yuan-ti use this secret door on a regu-
lar basis. Elves, half-elves, and dwarves
spot the door on a roll of 1-4 (d6), while
other PCs notice the door on a roll of
1-3. The elves Aryeth and Elaren know
exactly where the secret door is located;
if they are present, they reveal its loca-
tion to the party.

The Alives do not venture into the
yuan-ti tunnels, Only Arjin accompa-
nies the PCs beyond this point. If the
PCs refuse to let Arjin join them, the
halfling lets out a long sigh and waits
by the pool for 1d4+2 turns, just in case
the party returns, If the PCs fail to
return in the allotted time, Raja Khan
sheds his halfing disguise and teleports

back to his temple. There he watches
the party's progress through his magi-
cal mirror.

THE YUAN-+I1
« TUNNELS »

The tunnels beyond the Pool of
Serpents are 10’ high, roughly-hewn,
and maze-like. They serve as home to
five yuan-ti, three of whom are present
when the PCs arrive. (The other yuan-ti
— Serinza and Thoebe — are encoun-
tered later in Raja Khan's temple.)
Droskar, Ezallus and Vargath patrol the
tunnels constantly and are not restrict-
ed to any particular area. Once intrud-
ers are detected, these yuan-ti use their
knowledge of the tunnels to mislead
and trap the PCs. Their main goal is to
kill the intruders before they reach
area D12, If necessary, the yuan-ti
make their final stand there. The DM
should use the magical items in their
possession to make the yuan-ti as elu-
sive and deadly as possible.

The yuan-ti are actually the
shapechanged remnants of a band of
adventurers who thought they could
defeat the immortal Shaktari. As pun-
ishment for their folly, Vudra's fiendish
ruler twisted their minds and their bod-
ies, turning these self-righteous
humans into evil yuan-ti halfbreeds.

Droskar (yuan-ti halfbreed): INT
genius; AL CE; AC 0; MV 9; HD 8; hp
54; THACO 13; #AT 2 and 1; Dmg
1d8+1/1d8+1 (with machete +1) and 1d4
(tail); SA spells, constriction; MR 20%;
SZ M; ML 14; XP 5,000; MM/369;
machete +1, ring of chameleon power (6
charges remaining).

Droskar’s spells (each cast at 8th-
level and usable once/day): cause fear,
darkness 15" radius, snake charm, sticks
to snakes, neutralize poison, suggestion,
polymorph other.

Droskar has a human head and
arms, a snake's tail that can constriet
for 1d4 hp damage, and scales that pro-
vide protection equivalent to AC 0. He
uses his magical ring to blend with the
nearby stonework and waits for the per-
fect opportunity to attack.

Ezallus (yuan-ti halfbreed): INT
genius; AL CE; AC 4; MV 12; HD 8; hp
40; THACO 13; #AT 1; Dmg 1410 (bite)
or 1d8 (machete) or 1d4 (whip); SA
paralysis; MR 20%; SZ M; ML 14; XP
5,000; MM/369; machete, two beads of
force, whip of paralyzing (attack roll
required; target paralyzed for 2d6

rounds; save vs. paralysis negates effect),

Ezallus has a snake's head that can
bite for 1d10 hp damage and a flexible
torso that gives him +1 to saves using
Dexterity. Ezallus's preferred weapon is
the whip of paralyzing. His beads of
force are embedded in the handle of the
whip and resemble large black pearls.
Ezallus may remove them at any time
and use them to harm or ensnare
intruders.

Vargath (yuan-ti halfbreed): INT
genius; AL CE; AC 0; MV 12; HD 7; hp
33; THACO 13; #AT 3; Dmg 1d10
(bite)/1d8 (machete)/1d8 (machete) or
special; SA arrows; MR 20%; SZ M; ML
14; XP 5,000; MM/369; two machetes
{uses both in the same round without
penalty), short bow, five arrows +1, four
arrows of seeking IT*, three arrows of
lightning®, six arrows of biting® (poison
inflicts an additional 2d6 hp damage).
Items marked with an asterisk are fully
described in the ENcYCLOPEDIA MAGICA,
vol. I

Vargath can discharge three arrows
in a single round or attack with his
machetes and his bite. This yuan-ti has
the head of a serpent and scales instead
of skin (AC 0). Vargath's arrows of seek-
ing I are ideal for use in the maze, as
they can round corners in pursuit of
their intended prey.

D3. Yuan-ti Lair. The tunnel opens
into a smooth cavern 10" high. The floor
in one section of the cave is raised 5'
above the rest. Near the cave entrance,
one of the yuan-ti (Ezallus) has left
behind a layer of skin resembling a tat-
tered drape of silvery cloth.

Droskar and Ezallus have chosen this
cave as their lair. Droskar sleeps in the
lower portion of the eave, while Ezallus
sleeps in the raised section. PCs who
enter the cavern and peer around the
corner to their right can spot an alcove
(Droskar’s lair). Hidden under some
rocks and debris in Droskar's lair are
some items from his days as a fighter: a
suit of chain mail +3 wrapped in a cloak
of survival (see ENCYCLOPEDIA MAGICA,
vol, I, page 310). The armor was crafted
in the Outlands and behaves as chain
mail +2 in the Abyss. The cloak, in addi-
tion to granting certain other powers,
gives the wearer a +2 bonus to save vs.
poison and protects the wearer against
Vudra's poisonous air for up to one turn.
Ezallus's lair is littered with bones and
debris, but he keeps no valuable posses-
sions here.
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DB6. Vacant Cavern. This cave
is currently uninhabited, although
the yuan-ti could stage an
ambush here. The PCs can
also use this cave as a place to
rest and recuperate,

D&, Pit of Snakes. Two of
the tunnels in the yuan-ti lair
have concealed pit traps in
them. Each pit is covered by a
weakened floor that collapses
when over 200 lbs. is applied.
The pits are 10’ long, 5 ' wide,
and 20° deep. PCs who fall
sustain 2d6 hp damage. Both
pits are also infested with 30
poisonous snakes, 2d6 of
which are crushed by the
falling debris. The surviving
serpents attack any living
creature that lands in their
midst.

Poisonous snakes (30 per
pit): INT animal; AL N; AC 6;
MV 15; HD 2+1; hp 9 each;
| THACO 19; #AT 1; Dmg 1; SA
poison (+1 to save; onset time
1d4+1 rounds; Dmg 25/0); 8Z S;
ML 8; XP 175; MM/320.

D7. Den of Crawlers.

Four circular chimneys
are carved into the ceiling of
this eight-foot-high cavern,
The floor is littered with
bones.

Three chimneys are current-
ly occupied by carrion
crawlers. The fourth chimney
once contained a carrion
crawler, but the yuan-ti were
forced to kill it when it
strayed into one of their lairs
{area D4}, The carrion
crawlers are sensitive to the
approach of intruders and
scuttle out of their chimneys to
attack anyone entering the
cave. They are hungry and
relentless, pursuing their prey
beyond the eavern if necessary.
The chimneys are 20' high
and lined with a mucous-like

residue.
D4. Yuan-ti Lair. The tunnel opens beneath Serinza's bed is a scroll of Ntﬁ%’??ﬁ:gf?’m i?}h[[%'li EEII}II) AL
into a 12'-high chamber serving as the protection from poison in a metal tube. ;’3;1 ko 22 19 rlE' THFA(:‘[) Al l:;m o
lair of Vargath, Serinza, and Thoebe. Beneath Thoebe's bed lies a gold pen- 8 E;mp 1d 2 ur's ':ial- bﬁ b '-"fs ‘87
Piles of dead plants and debris are dant (160 gp) bearing the symbol oll' the LFIQ' ]En 1 MI E }{_[J'- 42{JPHM%5 :
“hads" for the three yuan-ti. Vargath's Transcendant Order faction (of which B/ ML I3y i d .
bed coneeals nothing of value. Hidden Thoebe was formerly a member).
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D8, The Lurker's Trap.

Hewn into the smooth far wall of
this chamber are three rows of
shelves, each shelf lined with dozens
of humanoid skulls. Embedded into
the stonework on either side of the
shelves is a human skeleton with
glittering gems embedded in the eye
sockets,

Clinging to the 15' high ceiling is a
lurker. The lurker above is very difficult
to spot (10% chanee) unless actually
prodded. It waits until a living creature
is standing near the middle of the cave
before descending to envelop its prey
{—4 to opponents’ surprise rolls). The
victim suffocates in 1d4+1 rounds
regardless of the amount of damage
suffered. The lurker never willingly
reliquishes its prey, and anyone caught
in its folds can fight using only short
weapons that were in hand when the
lurker attacked.

The skulls on the shelves were col-
lected and placed here by the yuan-ti.
The gems embedded in the skeletons’
eye sockets are meant to entice would-
be thieves and are worth a paltry 100
gp each (400 gp total),

Lurker: INT non-; AL N; AC 6; MV
1, fly 9 (C); HD 10; hp 51; THACO 11;
#AT 1; Dmg 1d6; SA constriction (1d6
hp per round; victim suffocates in
1d4+1 rounds); SZ H (20" diameter); ML
11; XP 2,000; MM/229,

D9, Refuse Pit. This 30'-deep pit is
where the yuan-ti throw their garbage
and, occasionally, their prisoners. Living
beneath the heap of filth at the bottom
of the pit is a hungry otyugh. The yuan-
ti tend to starve this creature, since
most of the prisoners taken from the
Taboolands are handed over to Kaliva
and Raja Khan. However, they do pro-
vide the otyugh with an occasional meal
— usually something from the nearby
jungle. PCs can avoid falling into the
pit by skirting along the nearby ledge.

One of Droskar's favorite tactics is to
camouflage himself with his ring of
chameleon power, wait by the ledge, and
push unsuspecting victims into the
open pit. The otyugh keeps one eyestalk
above the refuse, attacking anything
yummy that drops into the fissure.

Otyugh: INT low; AL N; AC 3; MV 6;
HD 7; hp 35; THACO 13; #AT 3; Dmg
1d8/1d8/1d4+1; SA grab, disease; SD
never surprised; 8Z L (7' diameter); ML
14; XP 975; MM/283.

D10. Dispel Magic Chamber. This
25" % 15' cave has a permanent dispel
magic cast upon it. Any potions that are
brought into the chamber must save vs.
spell or lose their potency forever.
Magical items including weapons and
armor are rendered temporarily inert,
and magical spells cease to function. If
the yuan-ti are looking for a fair fight,
they might try luring the PCs into this
room so that PC wizards cannot cast
spells and PC fighters cannot benefit
from magical armor and weapons.

D11. Snake's Head. This cave is
carved in the shape of a snake's head
and connects with the rest of the com-
plex via a long, descending tunnel. PCs
stepping out of the cave find themselves
standing on a ledge 900" above the jun-
gle floor. Vision is obscured by a perpet-
ual cloud of toxic red vapor that con-
ceals the upper half of the mountain.
PCs who stand on the ledge or remain
in the cave for more than a turn must
save vs. poison or begin choking for 2d4
hp damage per round. The choking con-
tinues until a neutralize poison is cast
or the victim is force-fed a draught of
q'laari from the Pool of Serpents (area
D2). PCs who protect themselves with
g'laari or magic are not affected by the
poisonous cloud.

D12. Teleporter Chamber.
Positioned against the far wall of this
oval cave is an 8’ tall stone statue of 8
coiled, five-headed serpent. The mouths
are open, revealing several sets of
sharp, stony fangs. Each head has a
pair of colored gems for eyes, with each
pair a different color

The serpent statue depicts Uxali,
Shaktari's five-headed consort. Each of
the statue's heads contains a deep, hol-
low cavity in its mouth. Fastened to the
back of each mouth is an iron, T-shaped
handle that can be grasped and twisted
clockwise. The gems set in the eye sock-
ets are made of cheap crystal (1 gp), but
they are useful for telling the five heads
apart. The gem colors are blue, purple,
green, red, and black. Depending on the
color of a head's eyes, turning the han-
dle in its mouth has a given effect:

Blue-eyved snake: This head dis-
charges an electrical jolt that causes
3d6 hp damage to the person clutching
the handle (no savel.

Purple-eyed snake: The PC turning
this handle is instantly teleported to the
Pool of Serpents (area D2).

Green-eyed snake: Turning this
handle teleports every living creature in
the chamber to the entrance of Raja
Khan's temple (area E1). This is the
handle the PCs should turn if they wish
to continue their quest.

Red-eyed snake: Turning this han-
dle causes everyone in the chamber to
suffer wracking pain, as per the symbol
of pain spell. Consult the PHB, page
193, for the effects.

Black-eyed snake: Turning this
handle instantly drains the victim of
one level of experience (no save).

TEMPLE ©F +HE
+ RAKSHASA »

To reach the temple, PCs must feleport
to area E1 using the statue in area
D12, fly to the top of the mountain via
magical means, or climb up the side of
the mountain. Raja’s temple is hidden
from view by the poisonous vapors that
enshroud the island. This deadly haze
envelops the top half of Mount Charaga,
and anyone not protected against the
poisonous clouds begins choking after
one turn (see area D11 for full effects).

When not scouring Sigil for magic
swords or searching the Prime Material
plane for defenseless Alives, the rak-
shasa presides over this small piece of
Kaliva's domain, keeping abreast of
things through his mirror of mental
prowess (located in area E10). If Raja is
still with the party in his “Arjin" dis-
guise, he waits until the PCs reach area
E10 before revealing himself.

El. Archway.

You stand before a stone wall
flanked by two great, pointed spires of
black stone. Directly in front of you is
an archway adorned with leering gar-
goyle frescoes. Your view beyond the
archway is obscured by the thick red
haze that surrounds you.

PCs can enter the courtyard (area
E2) via the archway, or they can climb
the 20’ wall of mortared stone that sur-
rounds the temple. The walls are con-
nected to four black basalt spires. Each
spire rises to a point 50’ above the
courtyard, and the glassy-smooth sur-
faces of the spires make them virtually
impossible to scale.

PCs who step back from the archway
find themselves nearing the edge of a
precarious 2,000" drop down the moun-
tainside. PCs peering over the precipice
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can barely see the island through the
red haze,

E2. Raja's Gallery.

The courtyard is free of the lethal
haze that envelops the rest of the
mountaintop. This pocket of safe air
appears to extend at least 60’ into the
sky. The effect makes the entire court-
yard seem covered by an invisible
dome, beyond which the deadly erim-
son clouds swirl freely.

Standing across from the archway
is a monstrous structure of black
stone capped by five onion-shaped
golden domes, A grey stone staircase
leads to the main entrance, and at the
base of the staircase are two pedestals
with humanoid statues placed atop
them, To either side of the staircase, a
twisted black tree has sprouted from
the rocky earth.

More hideous than the trees or the
temple is the courtyard’s grisly decor.
Dozens of severed heads have been
stuck to sharpened poles and placed
haphazardly around the courtyard.
The displayed heads, taken from
humans, demi-humans, and
humanoids of all kind, are in various
stages of decay.

Among the heads in Raja’s “gallery” is
that of Llisian Slitterknife, the tiefling
who was hired to steal Starzad from the
Doomguard. If Turia is with the party
(see “Rule of Three"), she recognizes
Llisian's decapitated head at once. If
Llisian's spirit is reached via a speak
with dead spell, the tiefling (formerly an
Sth-level thief) recalls how Raja Khan
betrayed and slaughtered him and how
much he regrets not saying farewell to
his sister, Salja. He knows nothing about
the marilith Kaliva, but he is familiar
with the upper floor of the temple as
well as Raja's “pet” (found in area E4).

The trees in Raja's courtyard look
menacing, but they are harmless. The 7'
tall statues to either side of the stair-
case depict Dhanazar, Shaktari’s
seneschal. The seneschal ensures the
loyalty of the mariliths, exacting
vengeance on Shaktari’s behalf when-
ever a marilith fails to honor the Queen
of Poison. Dhanazar appears as a
horned humanoid with fangs, a whip-
like tail, and seven elongated fingers on
each hand, Although threatening in
appearance, these statues are inani-
mate. They are actually part of the
stonework and cannot be toppled.
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E3. The Gold Door. The entrance to
Raja's temple is blocked by a door made
of solid gold (worth 11,650 gp). The door
is unlocked, and the PCs can push it
open with ease. Doing so triggers an
alarm spell in area E10, alerting the
rakshasa and his yuan-ti concubines to
the arrival of visitors.

E4. Guardians of the Temple.
Beyond the golden door is an opu-
lent chamber with gold-veined black
stone walls and a black and gold tiled
floor. Supporting the vaulted roof are
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four golden pillars shaped to resemble
coiled serpents. The room is illumi-
nated by glowing braziers affixed to
the walls. Directly across from the
main entrance are two statues: one a
twelve-foot-tall horned humaneid with
fangs (similar to those at the base of
the staircase), and one an incredibly
life-like two-headed tiger. The most
striking feature of the temple is the
brilliant golden dome high overhead,
Its interior is adorned with lavish ser-
pentine frescoes revolving around the
central image of a marilith.
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_ The 12'-tall statue of Dhanazar is
inanimate, Embedded in the statue's
eye sockets are two bright rubies (5,000
gp each). Prying them out requires a
successful Remove Traps roll. To the left
of the statue is a spiral staircase lead-
ing down to area E9. However, the stair-
case is hidden behind an illusionary
wall (see PHB/159). Touching or walk-
ing through the wall does not dispel the
illusion. Only a dispel magic can remove
the image of the wall permanently.

The two-headed tiger is Raja Khan's
pet, Shakali. Using a wizard's scroll,
Raja Khan recently cast a stoneskin
spell upon the tiger, giving it the
appearance of a statue. Shakali is
trained to stand perfectly still until
intruders enter the chamber. Once they
are inside, the two-headed tiger moves
to strike.

If Raja is with the party in his “Arjin”

disguise, Shakali recognizes its master
and leaves the halfling alone. Given the
chance, the rakshasa turns himself
invisible, slips through the illusionary
wall, and heads downstairs to area
E10. While the PCs are busy fighting
Shakali, Raja steps through his magical
mirror, borrows the magical scimitar
Starzad from Kaliva, and returns to
area E10 to prepare for the party’s
arrival.

Unfortunately for the PCs, Shakali is
not the only creature guarding the tem-
ple against intrusion. Wrapped around
each of the temple's golden pillars is a
golden cobra (a mechanical construct
similar to the iron cobra). These metal-
lic snakes are 90% undetectable until
they strike. The snakes were crafted by
Raja Khan himself and inject a strong
paralytic venom (Type O, save at —4)
with every bite. The cobras can be deac-
tivated by speaking the command word
charaga. A deactivated and undamaged
gold cobra is worth 5,000 gp.

Shakali (two-headed tiger); INT
semi; AL NE; AC 6 (stoneskin spell
absorbs the first 9 attacks); MV 12; HD
5+5; hp 45; THACO 15; #AT 2 hites/2
claws; Dmg 1d10/1d10/ 1d4+1/1d4+1;
SD rake with rear claws for 2d4 hp
damage; SD never surprised; SZ L (9’
long); ML 11; XP 975; MM/36 (Cat,
great — modified).

Gold cobras (4): INT non-; AL N: AC
0; MV 12; HD 1; hp 8 each; THACO 19:
#AT 1; Dmg 1d3; SA poison (Type O,
save at —4); SD immune to mind-affect-
ing spells and webs; non-magical
weapons inflict only half damage; MR

save vs. spells as W12; 8Z S (3' long);
ML 12; XP 420: MC14 (Iron Cobra,
variant),

EBS. Shakali's Bed. This heap of bar-
lgura furs serves as Shakali's bed. The
furs are shaggy and unkempt, and
there is no treasure buried within the
pile.

E6. Iron Cage. Suspended from the
30'-high domed ceiling is a 4'-diameter
iron cage. The wrought iron cage hangs
4' above the floor, and its bars are fitted
with spikes to make holding and bend-
ing them dangerous. Raja Khan some-
times keeps his prisoners locked away
for days before deciding what to do with
them. Most captives are beheaded and
added to his collection (see area E2),
while less worthy prisoners become
playthings (and food) for Shakali.

If Raja Khan's duplicity was revealed
in “Kaliva's Island” (see “Master of
Deceit”), he may have successfully cap-
tured Warrin Spellbinder or Lela
Melorik (or a PC), in which case his
captive is trapped inside the cage when
the PCs arrive. The cage's lock is imper-
vious to all attacks save knock and dis-

integrate spells. The key for the lock
can normally be found in area E10,
unless Raja has removed it for some
reason.

E7. Serinza's Bedchamber. This
guest room has a domed ceiling 30"
high. The only furnishing is an unmade
bed used occasionally by Raja’s consort,
Serinza, who currently resides in area
E10. The floor of this chamber is cov-
ered with 108 golden tiles, each one
worth 100 gp.

EB. Thoebe's Bedchamber. This
area iz identical to area E7 except that
the chamber is used by Thoebe, Raja’s
other yuan-ti consort. The PCs
encounter Thoebe in area E10.

E9. The Writhing Floor. PCs who
descend the staircase from area E4 hear
faint crackling noises as they near the
bottom. The floor of this bent hallway is
covered with black tiles and giant cen-
tipedes. The centipedes are more of
Raja's “pets” and are drawn to sudden
movements and heat. They skitter away
from open flames and intense cold. PCs
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who take slow, deliberate strides
through the hall have a 30% chance of
reaching the doors to area E10 without
provoking the centipedes; otherwise, the
creatures attack en masse.

The centipedes do not trouble the rak-
shasa or his consorts. The incense that
burns in area E10 naturally repels
insects, and the centipedes can detect
the scent on Raja and his concubines.
PCs who spend at least 3 turns in area
E10 benefit from the same protection.

Giant centipedes (120): INT non-;
AL N: AC 8 MV 15; HD 1/4; hp 2 each;
THACO 20; #AT 1; Dmg 1; SA poison
(save at +4; bite causes paralysis for 2d6
hours); SZ T (1' long); ML 6; XP 35;
MM/42,

E10. Raja’s Mirror. The doors lead-
ing to this chamber are made of solid
gold, and they are unlocked. If Raja
Khan is present, he has reverted to his
true form and is standing in front of his
magic mirror with Starzad in his clutch-
es (and the DM should read the itali-
cized part of the text below). If he’s still
with the party in his “Arjin” disguise,
Raja waits until the PCs are inside the
room before assuming his true shape.
Given the chance, he also casts a profec-
tion from good spell upon himself

Beyond the golden doors lies a
chamber filled with the smell of bitter
incense. The incense burns in golden
braziers which hang from the ceiling
by delicate, golden chains. Lying in the
middle of the floor is a rug embroi-
dered with various decorative patterns
and designs. Affixed to a niche in one
wall is a stunning rectangular mirror
encased in an elaborately-sculpted =il-
ver frame. Standing in front of the
mirror is a large, tiger-headed man
clutching a gleaming scimitar.

Guarding this room are Raja's yuan-
ti consorts, Serinza and Thoebe. If they
were alerted by their master or the
alarm spell upstairs (area E4), the two
halfbreeds use their magical rings to
render themselves invisible. If Raja
Khan is still with the party in his
“Arjin" disguise, he assumes his true
form and joins the yuan-ti in battle.

The rakshasa's beautiful, silver-
framed mirror of mental prowess is
affixed to the wall with sovereign glue.
The only way to remove the mirror
without destroving it is by dissolving
the magical glue with universal solvent.
The command words for the mirror are

known only to the rakshasa and his
yuan-ti consorts. ESP spells cast on
Raja Khan or the yuan-ti can be used to
learn the proper commands; otherwise,
the PCs must rely on commune, legend
lore, or identify spells.

Under normal circumstances, anyone
using the mirror as a portal can walk
back through an invisible “door” and
return to this chamber. Unfortunately,
Raja learned that while portals into
Sigil are possible, for some reason he
cannot return from Sigil. (The “door”
always closes behind him.) Raja believes
that Sigil's mysterious Lady of Pain is
responsible for this. Nevertheless, once
the PCs learn the command words, they
can transport themselves back to Sigil
with the missing swords.

Hanging on the gilded frame of the
mirror is an iron key (to the cage in
area E8) and Llisian Slitterknife's
amulet of finding. (See “The Slitterknife
Siblings" for details on Llisian's amulet.)
Raja has not yet added the amulet to
Kaliva's hoard in area F9. PCs see it as
they approach the mirror.

The 15' x 10' rug on the floor is actu-
ally a rug of fighting. With a single
command, Raja can order the rug to
smother any single man-sized creature
standing on it, rendering the victim
unconscious in 1d4+2 rounds. A
Strength of 19+ is required to unwrap
it, although an animate object spell
works just as well. The carpet may be
destroyed by inflicting 25 hp damage on
it (AC 10), but the damage iz also suf-
fered by the vietim trapped in its folds.
Consult the ENcYCLOPEDIA MAGICA,
vol I, page 256, for details.

Four gold braziers (1,500 gp each)
hang from the chamber’s 12"-high ceil-
ing. One of the ingredients in Raja’s
incense is oil of bug repellence (see
Encycropepia Macica, vol. 11, page
765). When the incense is lit, insects
refuse to enter the room, and anyone
who remains in the room for 3 turns
carries the potent scent for up to 1 hour
after leaving.

Raja Khan (rakshasa rukh): INT
high; AL LE; AC -5; MV 18; HD 8+16;
hp 69; THACO 11; #AT 3 or 2; Dmg
1d6+4/1d6+4/2d 10 or 1d8+7/1d8+7 with
Starzad (see “Kaliva’s Swords” sidebar);
SA illusion, spells (cast at 9th level); SD
+2 weapons to hit (weapons below +4
inflict half damage); MR immune to
spells lower than 8th-level; SZ M; ML
17; XP 8,000; MM/299 (Rakshasa,
greater); Starzad, ring of mind shielding.

Wizard spells: charm person, taunt,
unseen servant; darkness 15° radius,
invisibility, mirror imaoge; haste, vam-
piric touch.

Priest spells: command, protection
from good, cause fear

Raja defends himself with Starzad, If
reduced to 35 or fewer hit points, the
rakshasa tries to escape to area F10 via
the magical mirror or the teleporter in
area E11 (see below). If Raja is struck
by a blessed crossbow bolt, he utters
the command word to activate the mir-
ror but dies before he can make it to
through. The magical gate to Kaliva's
lair remains open for one round before
closing. PCs can re-open it by saying
the command word (Shallamara) again.

If the PCs defeat Raja and obtain
Starzad, Turia (if alive) demands the
scimitar. As an emissary of the
Doomguard, it is her duty to ensure
that the weapon is safely returned to
the Armory in Sigil. If the PCs concede
to Turia’s demands, the tiefling takes
the sword, activates Raja’s mirror (pro-
vided she knows the proper command
word), and returns to Doomguard head-
quarters. If the PCs refuse to surrender
the scimitar, Turia attacks them, If
Zilbog the quasit is present, he attacks
the party as well. Unlike Turia, Zilbog
flees the instant he is reduced to 6 hp.

Serinza (yuan-ti halfbreed): INT
genius; AL CE; AC 3; MV 12; HD 7; hp
41; THACO 13; #AT 2 and 1; Dmg 1dé/
1d6 (bites) and 1d4 (tail); SA poison,
constriction; SA spells; MR 20%; SZ M;
ML 14; XP 5,000; MM/369; ring of inuvis-
ibility (8 charges), two invisible ioun
stones (pale lavender ellipsoid can
absorb 32 levels of 1st-4th level spells;
dusty rose prism provides +1 protec-
tion), two daggers.

Serinza's spells (each cast at 8th-
level and usable once/day): cause fear,
darkness 15' radius, snake charm, sticks
to snakes, neutralize poison, suggestion,
polymorph other

Serinza's arms have transformed into
poisonous snakes, and victims bitten by
these snakes must make a successful
saving throw or die in 1d4 rounds, In
addition to her legs, Serinza has a
snake’s tail that can constrict oppo-
nents for 1d4 hp/round. She uses her
magical ring to attack from behind
inegating her opponent’s shield and
Dexterity modifiers).

Thoebe (yuan-ti halfbreed); INT
genius; AL CE; AC 0; MV 12, HD 7; hp
32; THACO 13; #AT 2 and 1; Dmg by
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weapon type (x2) and 1d10 (bite); SA
poison; MR 20%; SZ M; ML 14; XP
5,000; MM/369; ring of invisibility (10
charges), rod of terror (15 charges),
invisible ioun stone (iridescent spindle
sustains her without air), long sword.

Thoebe has a snake'’s head that can
bite for 1d10 hp damage and inject
Type O paralytic poison. Although her
body is basically human, Thoebe has
scales instead of skin (giving her AC 0).
Because of her snake’s head, Thoebe
cannot cast spells, However, she uses
her ring of invisibility to move around
unseen and strike from behind (negat-
ing her opponent’s shield and Dexterity
modifiers),

Ell. Teleportation Chamber.
Traced in gold upon the floor of this cir-
cular chamber is an ornate symbol. The
design radiates alteration magic if a
detect magic spell is cast. Anyone stand-
ing in the center of the room (atop the
symbol) who utters the command word
Garzok is instantly teleported to area
F10 of Kaliva's lair. Speaking the word
“Drasve” teleports the PCs back to area
D12. Garzok and Drasve are the names
of the other mountains on Kaliva's
island.

E12. Seeret Entrance/Exit. This
secret door provides another way into
Raja Khan's temple. However, the door
is especially difficult to detect from the
outside. Elves, half-elves, and dwarves
have a 1-in-6 chance of finding it, while
others have only a 1-in-8 chanee of suc-
cess, From inside the temple, the secret
door can be detected normally.

THE SHRINE ©F
+«» SHAK+AR]

Kaliva's lair is located deep within
Mount Garzok. The teleporter in Raja
Khan's temple (area E11) can transport
the party directly to area F10, near the
shrine. The PCs can also enter Kaliva's
lair via the scowling face carved into
the mountainside. (The shrine is locat-
ed deep beyond the “nose” of Mount
Garzok.) The same red haze that sur-
rounded Raja's temple envelops areas
F1-F4. The haze does not extend
beyond area F5, however. See area D11
for the haze’s debilitating effects.

F1. The Mouth. The “mouth” of
Mount Garzok is a long, relatively shal-
low cave with a ceiling ranging from

10" to 40" high. The cave slopes down
towards the right, giving the mountain
its distinguishing scowl,

This cave is home to scores of eye-
wings that usually cling to the ceiling,
their leathery wings wrapped tightly
around their bulbous bodies. Raja Khan
uses them as spies, and occasionally a
group of eyewings leave the lair to
hunt. PCs who climb up to this cave or
haphazardly fly to within 100’ of it are
attacked by 5d12 of the hungry critters.

The eyewings are natives of Vudra
and thus immune to its natural poi-
sons; they can fly through the clouds of
poisonous red haze with impunity.

Eyewings (60+): INT low; AL LE;
AC 4; MV fly 24 (B); HD 3; THACO 17;
#AT 3 or 1; Dmg 1d6/1d6/1d4 or tears;
SA poisonous tears; SD immune to cold-
based attacks; SZ L (15' wingspan); ML
12; XP 650; MM/115.

F2. The Left Eye. PCs who climb or
fly up to this cave can inspect its con-
tents (located 1,800' above the jungle
floor). The back of the cave slopes
upward and narrows to a dead end. The
twisted side passage is currently occu-
pied by a giant slug. The slug fills the
entire tunnel and lunges forward to
attack anyone exploring the cave.
Tucked at the back of the slug’s tunnel
are some discarded treasures: a short-
sword +2, +3 vs. fanar'ri (forged in the
Abyss), a cursed shield -1, and a suit of
plate mail of etherealness +3 (9 charges
remaining; functions as +2 armor in the
Ahyss).

Giant slug: INT non-; AL N; AC 8;
MV &; HD 12; hp 63; THACO 9; #AT 1;
Dmg 1d12; SA spit acid for 4d8 hp dam-
age (usable every other round; save vs.
breath weapon for half damage); SD
immune to blunt weapons; SZ H (39’
long); ML 12; XP 5,000; MM/3219. The
slug is not affected by the red haze that
engulfs the mountaintop.

F3. The Right Eye. This cave, locat-
ed approximately 1,800 feet above the
island plateau, has become the lair of
two vrock tanar'ri. The vrock are
Kaliva's emissaries in the Blood War.
They recently arrived and are waiting
for instructions from the marilith. In
their impatience, they attacked and
killed an eyewing and are still gnawing
on its cartilege.

The vrock take cruel delight in tear-
ing things apart and attack intruders
without much provocation. They use

their telekinesis ability to hurl PCs off
the mountain, and they like casting
their dispel magic on opponents with
fly spells. If pressed, the vrock use their
gale ability to summon a small horde of
bar-lgura from the jungle below,

The vrock are not affected by the poi-
sonous red haze that obscures the top
half of Kaliva’s mountain.

Shaloch and Eyghor (vrock): INT
high; AL CE; AC -5; MV 12, fly 18 (C);
HD 8; hp 51, 45; THACO 13; #AT 5;
Dmg 1d4/1d4/1d8/1d8/1d6 or by weapon
+T7; SA spores, screech, first attack; SD
+2 or better weapons to hit; never sur-
prised; tanar'ri immunities; MR T0%;
SZ L (8’ tall); ML 18; XP 19,000;
PM(C/110 (Tanar'ri, true); spell-like abil-
ities (cast at 10th-level): darkness 15'
radius, detect invisibility, detect magic,
dispel magic, infravision, mass charm,
mirror image, telekinesis, teleport with-
out error, and gate (1d6 bar-lgura; 50%
chance of success),

F4. The Nose. The entrance to
Kaliva's lair is located 1,750" above the
jungle plateau. At the back of this cave
is a long, winding tunnel that leads to
areas F5-F11.

F5. The Sucking Pit.

The tunnel ends abruptly at a great
chasm. There is a slight precipice,
then a sudden drop into oblivion. The
bottom of the chasm is too far below
to see, and there are no distant echoes
to gauge its depth; however, you can
feel the air being sucked downwards
into the pit. The posionous red haze
that filters in from outside is also
drawn into the chasm.

This pit is a gateway to the quasi-
elemental Plane of Vacuum, For details
on this plane of nothingness, refer to A
DM’s Guide to the Planes, page 37.
There is no air or warmth to sustain
humanoid life in the Plane of Vacuum,
but certain spells and magical devices
can be used (such as Thoebe’s ioun
stone, from area E10),

PCs who plunge into the chasm fall
nearly 400" before being cast into the
Plane of Vacuum. Crossing the pit can
be achieved using fly spells, or PCs can
attempt to climb along the walls.

Scaling the walls is difficult even
with abundant handholds; all climbing
checks are made at —-20%, and three
rolls are required to reach the other
side of the pit safely.
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F6. The Black Pool.

A terrible stench fills this vast, unlit
cavern. Stalactites cling to the ceiling,
while circling around the perimeter of
the cavern is a broken ledge. The cav-
ern floor gives way to a stinking pit
filled with black goop. The tarry slime
laps against the sides of the ledge, and
occasionally a bubble rises from its
abysmal depths. Your attention is
immediately drawn to a frightening
structure perched atop a plinth of rock
overlooking the black pool. The edifice
is composed of stalagmites held
together with hardened mortar. A nar-
row causeway joins the ominous strue-
ture to the surrounding ledge.

The spired edifice (area F11} is the
Shrine of Shaktari. However, guarding

the shrine are several terrible mon-
sters. The greatest monster is the pool
of sentient black slime that surrounds
the shrine. The pool is more than 100’
deep, and any creature that falls into it
is immediately swallowed and dragged
down to its gloomy depths. (The DM
may wish to consult the rules for
drowning in the event this happens to
one of the PCs.) Escaping the pool's
clutches requires a successful Open
Dwoors roll made during the initial
round, modified by -2 if the PC is mod-
erately encumbered or -5 if the PC is
heavily encumbered. Similarly, a roped
character can be pulled free with a suc-
cessful Open Doors roll.

The black pool has the ability to
attack PCs on the nearby ledges using
its pseudopods. The pool can form only

one pseudopod at a time, and only for
three rounds. The pseudopod loses cohe-
sion quickly, but another can be formed
after 1 turn (10 rounds). The
pseudopods inflict no damage, but any-
one struck by one (THACO 15) must
save vs. rods or be pulled into the black
pool. Armor provides no protection
against the pseudopod’s attack, and all
targets are treated as AC 10 (modified
by Dexterity, shields, and magical pro-
tection). For example, a character wear-
ing chain mail +3 (-3 modifier) with a
Dexterity of 16 (-2 modifier) and a ring
af protection +1 (=1 modifier) is treated
as AC 4. Each pseudopod has 30 hp and
is treated as AC 7 for attack purposes.
The slime is impervious to fire, electric-
ity, and acid-based attacks, although
cold affects it normally.

Clinging to the 70" high ceiling of
this cave, ready to attack any intruders,
are three sinister varrangoin — bat-like
monsters with forked tails, rotted
leather wings, and skull-like heads lit
by small, embrous eyes. If there are
fewer than three targets to attack, only
one or two varrangoing descend , while
the remaining varrangoin wait for other
intruders to appear. The varrangoin
stay away from the pool.

The varrangoin are all of different
types. Zurprit is a Type Il varrangoin
and can breath a cloud of fire 10 yards
in diameter (30-yard range). It is
immune to fire-based spells and
suffers half damage from acid-based
attacks. Azdra is Type Ill and can spit
a lightning bolt 5’ wide and 60’ long.
This varrangoin is completely immune
to electrical attacks. Tibaz is Type IV
and spits a glob of acid with a 5°
radius and 30-yard range. It is impervi-
ous to acid-based attacks and suffers
only half damage from fire. All three
varrangoin can use their breath
weapons thrice/day for 5d6 hp damage
per hit (save vs. dragon breath for
half damage).

The shrieks of the varrangoin are
loud enough to alert Kaliva, where she
waits in area F11.

Zurprit, Azdra, and Tibaz (varran-
goin): INT very; AL CE; AC 0; MV 3, fly
18 (C); HD 5+5; hp 33, 31, 25: THACO
16; #AT 3; Dmg 1d4/1d4/1d6; SA breath
weapon; SD silver or magic weapons to
hit; MR 25%; SZ M; ML 18; XP 2,000;
PranEs oF CHAOs MS/28. Varrangoins
suffer damage from intense light; spells
such as light and continual light cause
2 hp damage per level of the spellcaster.
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A sunburst from a wand of illumination
inflicts 6d6 hp damage.

F7. Wizard's Skeleton. PCs can use
this cave as a place to hide or rest.
Wedged in a niche at the back of the
cave are the skeletal remains of a
human. The skeleton is dressed in a tat-
tered robe and clutches the remnants of
a spellbook and an intact wand of light-
ning bolts with 3 charges remaining.
Most of the spellbook has been ruined,
but the spells gust of wind, wall of fire,
and cone of cold are still legible.

F8. Fungi Cave. The walls of this
cave are covered with patches of harm-
less, phosphorescent green moss, The
cave contains several oversized vari-
eties of fungi, most of which are poiso-
nous. (The DM may determine poison
type using Table 51 in the DMG.) None
of the fungi are hostile, although some
of them have dangerous-looking protru-
sions, warts, and tendrils.

F9. Hidden Treasure. A vast trove
lies strewn upon the floor of this cham-
ber. The treasure consists of items
taken from slain trespassers, as well as
tributes paid to Kaliva by tanar'ri of
lesser status, The trove includes the fol-
lowing: 950 pp, 8,570 gp, 69 assorted
gemstones (21 x 50 gp, 15 x 100 gp, 13 x
250 gp, 6 = 500 gp, 3 x 1,000 gp and 1 =
5,000 gp), two silver braziers (500 gp
each), a gem-studded long sword scab-
bard (6,500 gp), a shield +4 (made in
the Abyss, shaped like a nabassu's
head), a horn of blasting (made from a
cornugon’s horn), an amulet of the
Abyss (see ENcYcLOPEDIA Macica, vol. 1,
page 27) and a cursed helm of teleporta-
tion. No matter how well the helm's
wearer knows his intended destination,
the location is always treated as “never
seen” for purposes of determining tele-
porter error (see teleport spell). Also lit-
tering the floor are dozens of humanoid
skulls — the remains of careless berks
slain by Kaliva and the rakshasa over
the years.

F10. Teleport Chamber. The floor
of this chamber is engraved with the
same intricate pattern that appears in
area E11. By standing on the symbol
and uttering the proper command word
(“Charaga”), one can teleport directly to
area E11. Charaga is the name of the
mountain atop which Raja’s temple is
perched. By uttering the word “Drasve,”

PCs can teleport themselves back to
Mount Drasve (area D12).

F11. The Shrine of Shaktari. This
is where the final encounter with Kaliva
takes place. The marilith cannot be sur-
prised no matter what precautions the
PCs take to conceal their intrusion.

Powerful magic prevents anyone
from entering the shrine via magical
means. Spells such as teleport, dimen-
sion door, phase door, and passwall do
not work. However, the wards do not
protect against ethereal creatures or
PCs who can move through the astral
or ethereal planes. Spells that alter the
shrine’s material structure {(such as
transmute rock to mud and disinte-
grate) function normally. The shrine is
shielded against all forms of magical
serying, including crvstal balls and Raja
Khan's mirror of mental prowess.

The double doors leading to the
shrine are made of black basalt and are
not locked. Unless they are held open,
they close behind the party automati-
cally. There are no handles on the
inside, but there is a hidden lever on
the nearby wall that re-opens them
when pulled (treat as a secret door for
detection purposes).

When the PCs enter the shrine, read
the first paragraph below. If they
advance toward the statue or remain in
the shrine for 3 rounds, read the second:

Beyond the archway lies a tremen-
dous vaulted chamber lit by torches.
At the back of the chamber stands a
fearsome, six-armed statue of a
woman with the torso of a coiled
snake. The statue stares across the
chamber with cold, serpent-like eyes
and holds its threatening poise. In
front of the statue is a long, blood-
stained slab.

From behind the statue emerges a
sinister figure, her features cloaked in
darkness. Firelight catches the men-
acing flicker of a sword and the sinu-
ous coil of a monstrous serpent. From
the shadows, the six-armed marilith
slithers forward clutching an array of
gleaming blades.

The marilith that the PCs see iz not the
real Kaliva, but a projected image. The
real Kaliva hides behind the statue of
Shaktari, waiting to see how the PCs
respond. Attacks directed at the project-
ed image pass through it harmlessly. If
the PCs are fooled into wasting their

attacks and spells on the illusion, Kaliva
waits until they're done before dispelling
the illusion and slithering into view.

If the PC petition Kaliva for the
return of the magical swords, or if they
make an inquiry regarding her use for
the blades, she replies:

“My old nemesis, Nalen Blackstar,
will soon meet his fate. The Blood War
has distracted me these past few
decades, but [ intend to pay him back
for his meager demonstration of
power. 1 will soon be free to leave this
island, and with these swords I'll slice
through Nalen's defenses and hack
him to pieces! My vengeance will be
boundless, my wrath immeasurable.
Nothing — not even your puny efforts
— will prevent me from ending
Blackstar's worthless existence,”

If Kaliva gave Raja Khan Starzad,
she supplements her remaining blades
(Ffazablur, Wizardbane, and Midnight)
with a machete +2 (Dmg 1d8+2). If Raja
Khan was defeated and Starzad recov-
ered, the party can use the vorpal scim-
itar to defeat Kaliva. (See the “Kaliva's
Swords” sidebar for a detailed descrip-
tion of each blade.) The PCs may also
have Janyx's arrow of slaying tanar'ri
(see “Kaliva's Island™).

Kaliva begins by casting her cloudkill
spell inside the shrine. Her immunity to
poison protects her from the spell. The
marilith then fights with her swords,
refusing to leave the shrine so long as
intruders are present. Fearless to the
end, Kaliva does not know the meaning
of the words retreat or surrender. PCs
can take away some of Kaliva's “fire-
power” using calculated disarm maneu-
vers. Only the Ffazablur refuses to leave
her hand. (See “*Kaliva's Swords” for
details.) So long as Wizardbane remains
in her clutches, Kaliva benefits from
90% magic resistance.

Kaliva {marilith): INT genius; AL
CE; AC -9; MV 15; HD 12; hp 82;
THACO 9 (base); #AT 5; Dmg 4d6 (tail}
and four weapons; SA magical weapons,
constriction, spell-like abilities; SD +2 or
better weapons to hit; never surprised;
tanar'ri immunities; immune to illu-
sions and mind-affecting magic; MR
T0% (90% with Wizardbene); SZ L (T’
tall); ML 18; XP 27,000; PMC/104
(Tanar'ri, true); necklace of Shaktari
(detailed below), magical swords.

Kaliva's spell-like abilities (cast at
17th-level): animate dead, cause serious
wounds, cloudkill, comprehend lan-
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guages, curse, darkness 15" radius,
detect evil, detect magic, detect invisibil-
ity, infravision, polymorph self (7 times/
day), project image, pyrotechnics,
telekinesis, teleport without error (can-
not be used inside the shrine).

Kaliva's platinum necklace of
Shaktari increases the spell-casting
ability of its wearer. Although the num-
ber of spells cast by the wearer does not
change, the wearer functions as a wiz-
ard of five levels higher. Kaliva, whose
spell-like abilities are cast at 12th level,
now casts spells as a 17th-level wizard.
Nalen Blackstar, Kaliva's nemesis,
wants the necklace for this reason,
which is why he sent Rule-of-Three to
contact the PCs. (See “Rule-of-Three.”)
Intact, it is worth 25,000 gp.

Attached to the front of the slab is a
pair of steel manacles. When a living
creature is placed in the manacles and a
special incantation is recited, Shaktari
animates the statue and proceeds to
tear the hapless victim to shreds. The
victim's life force is devoured, and the
statue reverts to its inanimate state, No
amount of magic (not even a wish spell)
can revive a person slain this way.

The statue also animates if deliber-
ately defiled. (This deesn’t include acci-
dental damage caused by stray missiles
or random magical effects.) The statue
is not fixed to its platform and can pur-
sue defilers anywhere in Vudra. The
statue can also fly, dig through soft
earth, and scale sheer surfaces.

Statue of Shaktari: INT non-; AL
CE; AC -1; MV 18, fly 18 (D), climb 12,
burrow 9; HD 21; hp 168; THACOD -3;
#AT 6 arms; Dmg 3d6 (x6); SA breath
weapon (60" = 60" poison cloud
oneefturn; save or die after 1d4 rounds
of helplessness); SD magical weapons
needed to hit; edged/piercing weapons
inflict half damage; immune to fire,
cold, electricity, poison, and paralysis;
MR 1009; SZ H (12" tall); ML 20; XP
48,000; New monster.

+ AFFERMA+H «

Protective wards cast upon the shrine
prevent Kaliva from using her teleport
spell or Wizardbane's plane shift ability
to escape. If Kaliva is slain, her body
melts away into a pool of venomous ichor
(treat as Type N contact poison, save at

—4}, Lying in the ichor are her enchanted
necklace and the stolen swords,

Three rounds after Kaliva is slain,
the entire shrine begins to shudder,
PCs who depart immediately can make
it off the bridge before the shrine col-
lapses into the black pool (area F8).
Those who remain inside the shrine are
crushed beneath tons of falling rock.
The bridge that leads back to the ledge
collapses as well. PCs waylayed by the
varrangoin must get off the bridge or
risk falling into the pool!

Leaving Vudra

If the PCs were successful in their quest,
they may have several means by which
to leave Vudra. The helm of teleportation
in area F9 is useful. Wizardbane, the
magical long sword, can plane shift its
wielder back to Sigil, while the rak-
shasa's mirror of mental prowess can
transport the entire party. If the mirror
was destroyed, the PCs must rely on
their own magic or Krikon the mar-
raenoloth for safe travel back to Sigil.
(Krikon returns the PCs to the Plain of
Infinite Portals, and from there the PCs
must petition the armanite guards for
access to a portal leading to Plague-
Mort, an Outland burg.)

Conscientious PCs will probably
want to gather the remaining Alives
(see “Kaliva's Island”) before departing,
If taken back to the Cage, these clueless
sods waste no time learning Sigil's
ways, Having already been exposed to
the philosophy of the Society of
Sensation, the Alives are taken in by
the Society and trained as sensates.
They spread word of the party’s deeds
throughout the Cage, no doubt provid-
ing the PCs with many new allies (and
enemies).

Things in Threes

It's not long before Rule-of-Three learns
that the PCs have returned. He sends
his three minotaur henchmen to escort
them back to the Slaughterhouse, The
minotaurs are not too bright, but they
are relentless pursuers with an uncanny
ability to navigate Sigil's twisted alleys.
To them, the Cage is no more complex
than the labyrinths *back home.”
Rule-of-Three wants Kaliva's neck-
lace and verifies its authenticity with a
cursory detect magic spell. If the PCs
failed to return with the necklace, the
cambion petitions one of them to fight
Graxagal the gehreleth to the death.
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Refer to “Rule of Three” for details on
this contest. If the PCs commit them-
selves to the agreement, the cambion
troubles them no further. PCs who peel
Rule-of-Three had better be prepared to
pay the musie!

The Doomguard expect Starzad to be
returned to the Armory. If the faction
learns that the vorpal scimitar has
returned to Sigil, all of its members will
be watching for it. Likewise, the Fated
have discovered the theft of Midnight
from the Hall of Records and have sent
petitioners into the Hive searching for
signs of it.

When the factol learns about Warrin's
involvement, Warrin is arrested on
charges of theft unless coercion can be
proved. The dabus keep their eyes open
for the PCs, hoping to recover the bas-
tard sword Ffazablur before certain
tanar’ri get their hands on it!

Cut to the Quick

At some future date, with the sojourn to
Vudra far behind them, the PCs are vis-
ited by the wizard Nalen Blackstar.
Nalen appears as a fat, middle-aged
man in the prime of life, thanks in part
to good living and potions of longevity.
His thick mane of dark hair is only a
wig meant to bolster his self-image, and
his robes sport gaudy symbols sewn
together with fine silver thread.

Nalen wants the PCs to hand over
Wizardbane, since it belongs to an
acquaintance of his who wants it back.
He also wants the PCs to know the
truth about Kaliva, as revealed in the
“For the Dungeon Master” section.
Given the chance, he thanks them for
defeating the marilith and retrieving
the necklace of Shaktari.

PCs may attack Nalen (an 18th-level
neutral wizard), but doing so triggers a

contingency spell that teleports the wiz-
ard to safety and guarantees a lifetime
of misery for the PCs, To compensate
the PCs for the loss of Wizardbane,
Nalen gives them a cubic gate. If the
PCs get greedy, Nalen snatches
Wizardbane (using a vanish spell con-
tained in a ring of spell storing, or by
some other devious means) and leaves
them with nothing. The DM may devise
statistics for Nalen if necessary. Nalen
has several allies and henchmen in
Sigil who are more than happy to dis-
pose of troublesome berks. If the DM
uses “Nemesis” as the sequel to
“Umbra,” Durkayle of the Harmonium
is just one more of Nalen's “close”
acquaintances.

Warrin's Reward

For each sword the PCs retrieve, the
party should receive 10,000 XP. This
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award should be halved for each blade
that is not returned to its previous
owner(s). In addition to the awards for
experience, Warrin (assuming he sur-
vives) offers the PCs a magical scroll, as
promised. The scroll is hidden in the
Hall of Records and is contained in a
sealed metal scroll tube. It is actually a
magically-binding pact between
Warrin's mother, Eurayle, and an
agathinon named Ydgar. Although he
can change form to suit his whims,
Ydgar typically looks like an elf with
opalescent skin and shining eyes. In his
humanoid form, Ydgar possesses the
spell ability of a Tth-level cleric and
wields a footman's mace +2. He appears
the instant the scroll is unfurled and
can be asked to perform one helpful
service, including any of the following,
provided the summoner is not evil:

# Defend the PCs from an attack.

# Lend the summoner his magical
ring of persuasion for one month. (This
item combines the powers of a ring of
human influence with a ring of animal
friendship and uses no charges.)

# Provide magical healing for the
entire party (as per a Tth-level priest).

# Assume the form of an inanimate
object, to be worn or carried by its sum-
moner. This item (a pendant, lantern or
staff) imparts all of the following abili-
ties: immunity to non-magical weapons;
improved saving throws (save as 14th-
level priest); 20% magic resistance; the
ability to cast 1st-level priest spells
from any sphere (at will); the ability to
turn undead (as a Tth-level priest);
immunity to life-draining attacks, dis-
integration, death spells, and positive
energy. Ydgar remains with the sum-
moner in this fashion for up to one
month.

If the person who summons him is
evil, Ydgar attacks at once. If reduced
to 20 hp, Ydgar becomes ethereal and
returns to his home in the Upper
Planes.

Ydgar (agathinon): INT exceptional;
AL NG; AC 0; MV 15; HD 8; hp 40;
THACO 13; #AT 1; Dmg by weapon or
special; SA shapechange, priest spells
{cast at Tth-level), spell-like abilities;
SD +1 or better weapons to hit; save as
P14; special immunities; MR 20%; SZ M
{varies); ML 14; XP 8,000; PMC/5; foot-
man's mace +4, ring of persuasion. Q
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BY JOHNATHAN M. RICHARDS
ILLUSTRATION BY R.K. POST

“Ceantaur of Attention” is an AD&D® SideTrek advanturc_l desig'n_ed for three PCs of
2nd and 3rd level or a single 9th-level PC (9 total levels). A druid or an elven PC
might be especially apt, but neither is necessary for the succssful completion of the

adventure. ; ;

This encounter takes place in a small village near the forest, on a major route to
a larger city. It employs rules taken from The Complete Book of Humanoids and The
Complete Druid’s Handbook, but neither book is necessary to run the encounter.

For the PCs

After spending several days passing through the forest, you see a village up
ahead, where you might find the pleasures of a hot meal, a tankard of ale, a warm
bath, and a clean bed. The village appears small, but it seems big enough to suit
your modest needs. :

As you approach, there appears to be a commotion in the street, just outside the
village tavern. A crowd has formed around a horse-drawn wagon. The people are
shouting and shaking their fists at the driver, who you cannot see at first. I)t:a.wing
alongside the wagon, you see what has caused the crowd's anger: the wagon isn't
horse-drawn after all; rather, hitched to it is a haggard-looking centaur.

The wagon's driver is a black-bearded man wearing dark robes. He holds a riding
whip in one hand and calls for the villagers to withdraw and let him pass. Leading
the crowd in its verbal assault is a young elf, wearing a short sword at his belt. As
for the centaur, he seems dazed and bewildered by the entire ordeal.

For the Dungeon Master

The wagon's driver is a wizard named Khielgarn. After purchasing a tome detailing
the procedures involved in improving the odds of acquiring a quasit to respond to a
find familiar spell (Khielgarn had not cast the spell yet, for fear of summoning a )

toad or other weak familiar), he was anxious to return home. The stars would be in
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their most advantageous conjunction in
only a few days.

Yesterday, while traveling through
the forest, Khielgarn was ambushed by
a band of ores that popped out from
between the trees on either side of the
road. Although badly outnumbered, he
used his spells to good effect and was
holding his own when a passing cen-
taur, a 3rd-level druid named
Anachraeus, heard the battle and came
to the wizard's aid. Together, the spell-
casters routed the remaining ores, who
scurried away into the forest,

Khielgarn's horse, Star, was slain
during the battle, the victim of an ore
spear. Faced with a dead horse and a
two-day deadline to return home to cast
his find familiar spell, Khielgarn did
what any evil wizard would do: he cast
a feeblemind spell on his erstwhile com-
panion-at-arms, stripped him of his
weapons and equipment, and hooked
him up to the wagon. The centaur has
spent the day being whipped to faster
speeds as he pulled the wagon toward
its destination.

Khielgarn: AL CE; AC 9; MV 12;
M9; hp 21; THACO 18; #AT 1; Dmg by
weapon type or spell; S8, D 14,C9, 1
14, W 12, Ch 7; ML 12; dagger +1,
horsewhip, brooch of shielding (can
absorb 63 hp of magic missile damage),
ring of protection +1.

Spells: affect normal fires, charm per-
son, magic missile, spook; blindness,
fool’s gold, glitterdust; dispel magic,
protection from normal missiles, slow;
charm monster, shout.

Ehielgarn cares only about himself
and his own desires. He sees magic as
the natural way to get what he wants.
He is an accomplished rider and driver,
proficient with the whip as a weapon.
His roofed wagon is just big enough for
one person to sleep inside. Besides a
cot, the interior currently holds a chest
of 2,000 cp (upon which Khielgarn
plans to cast fool's gold when he gets to
the city), his spellbook (containing the
spells listed above, as well as detect
magic, find familiar, read magic, and
feeblemind), the tome on summoning
quasits (for which he paid 2,500 gp),
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various foodstuffs, and Anachreus's
equipment: a composite bow, a quiver of
10 arrows, a great club (see The
Complete Book of Humanoids, page 112,
or replace with an ordinary club), and a
pouch of various dried herbs.

Anachraeus (centaur): AL N; AC 5;
MV 18 (9 while pulling wagon); D3 (for-
est wanderer); hp 18; THACO 20; Dmg
1-6/1-6 (and by weapon type, when no
longer under the effect of the feeble-
mind spell); 512, D7,C 12,19, W 14,
Ch 15; ML 14; XP 420.

The feeblemind spell has limited
Anachraeus's intellect. He is unable to
speak, has no memory of his druidical
life, and can only vaguely understand
what is said to him. He fully under-
stands that the lash of the whip on his
flank means “run faster,” and Khielgarn
can get him to turn and stop by using
the reins, which were modified to fit the
centaur’s head,

The Mob

As the wagon approached the village,
an elven fighter named Miluki recog-
nized the centaur as the forest druid
who once saved the young elf's older
sister from a band of hobgoblins.
Knowing full well that Anachraeus
would not willingly submit to such
bondage, he called out to several nearby
villagers. Together they blocked the
wagon's passage, Miluki demanded that
Anachraeus be released; Khielgarn
refused, demanding that the villagers
move out of his way.

The shouts have attracted the atten-
tion of quite a few of the village's resi-
dents, and currently there are 15
0-level humans (plus Miluki) in the
mob. The villagers are not armed, but
they pick up rocks from the street to
use as melee weapons if it comes down
to a fight.

Miluki: AL LG; AC 8, MV 12; F3; hp
12; THACO 20; #AT 1; Dmg by weapon
type; 512, D 14, C 9,19, W 11, Ch 10:
ML 14; short sword, leather armor.

Miluki feels honor-bound to save the
centaur who rescued his sister. He does
not fight to the death, realizing that
dying will do nothing to help free
Anachraeus. If driven off by the wizard,

however, Miluki devotes himself to the
centaur’s freedom, tracking Khielgarn
and hiring additional help, if needed. At
present, he has 200 gp in a locked box
in his room at the village inn.

Villagers (15): AL: LG/LN/NG; AC
10; MV 12; O-level humans; hp 4 each;
THACO 20; #AT 1/2; Dmg throw rocks
for 1d3; ML 10,

The villagers all respect Miluki and
stand by him in his defense of the cen-
taur, even though they have never seen
Anachraeus before today. (In fact, this
is the first time many of them have
ever seen a centaur.) It takes each vil-
lager one round to find a suitable rock
for a weapon. Thus, during each round
of combat, only one-half the humans
can attack.

Dealing with Khielgarn

If the PCs do nothing to intervene,
Khielgarn, sensing the upcoming hostil-
ities, casts protection from normal mis-
siles on himself, then uses his horse-
whip to try to scatter the mob enough
to allow his wagon passage. The vil-
lagers are not accomplished fighters, so
each time one is attacked, whether by
weapon or spell, he must immediately
make a successful morale check or flee
the scene.

If it seems to be taking too long,
Khielgarn casts glitterdust or shout in
an attempt to disperse the crowd.
Blindness, magic missile, and charm
person are reserved for individual ene-
mies that are particularly intent upon
stopping the wizard (e.g., Miluki or the
PCs).

If the PCs join the mob and fight the
wizard, they take the chance that some
of the villagers will be wounded or
killed in the battle. Perhaps the safest
way to combat Khielgarn is to convince
the villagers to back off and let the wiz-
ard go, then catch up to him later, once
he's away from the villager and there
are no innocent bystanders in the way.
Anachraeus moves at a rate of 9 while
pulling the wagon, but Khielgarn can
use the whip to coax him up to a move-
ment rate of 12, PCs on horseback
should have no trouble catching up to
the wagon.

Another possibility (although a remote
one) is to convince Khielgarn to free the
centaur. The only way to accomplish this
is to trade Anachraeus for a good draft
horse. Even so, this takes quite a bit of
persuasion on the part of the PCs, for
Khielgarn is very distrustful and expects
to be double-crossed once the centaur is
unhitched from the wagon. Also, bear in
mind that the wizard is familiar with
horses and cannot be tricked into accept-
ing a horse of poor quality. The PCs will
have to supply the horse, as no one in
the village can afford to give one up.
{Although the villagers might be willing
to sell a horse to the PCs, at a favorable
price.) Miluki, unfortunately, has no
horse, nor will he think of this solution
on his own. His hatred of the wizard's
deed has blinded him to non-violent
solutions.

Concluding the Adventure

If the PCs are able to free Anachraeus
from the wizard's wagon, he still
requires a heal, wish, or restoration
spell to regain his intellect. If the PCs
are unable to cast any of these spells
themselves, they can try to find some-
one who can (which might become an
adventure in itself) or simply turn the
centaur over to Miluki's care. Miluki
accompanies Anachraeus until he is
cured, in any case.

If the PCs see the centaur through his
restoration, they will have earned the
gratitude not only of Anachraeus but
also of his druidic order and his centaur
band, once word reaches them. It is pos-
sible that at some point in the future,
when the PCs need it most, druid or
centaur aid will be forthcoming.

Award the PCs Anachraeus’ full XP
value for saving him from Khielgarn. If
they managed to save the villagers from
harm, award an additional 200 XP. The
DM might wish to have Anachraeus and
Miluki join the PCs on a permanent
basis, exposing the players to the role-
playing experience of having a centaur
companion. Who knows? It might even
lead to a player deciding to run a
humanoid character of his own. Q
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BY WILLIE WALSH

Something fishy

Artwork by Temy Dykstra
Cartography by Diesel

How could we have our 60th issue with-
ot a Willie Walsh adventure?

Willie tells us that “lasc” was used as
a module in his own short Celtic-world
campaign, which was based on TSR
Celts Campaign Sourcebook. “fase” was
also used as a tournament module at
Gaelcon '95 in Dublin, the largest
Ireland gaming convention held in
Ireland.

“lasc” is an AD&D*® game adventure for
4-6 PCs of levels 3 or 4. Alignments are
assumed to be broadly good. As the like-
lihood of combat is very high, the PC
group should include several warriors.
Also helpful are a thief to reconnoiter
unexplored areas, and spellcasters to
provide offensive, defensive, and healing
spells. The PCs should not be overbur-
dened with magical items, or the DM
must strengthen the opposition.

"lasc” is set in a small Celtic king-
dom that can be introduced to any
medieval-fantasy campaign. The PCs
need not be Celts. The scenario
includes sidebars with an optional
introduction for Celtic characters, as
well as Enech awards and other infor-
mation useful to a DM who wishes to
use the Celts Campaign Sourcebook
(HR3). If the DM prefers a standard
AD&D session, he need only usze the
normal text, ignoring the sidebars and
references to Heroic Feats.

For the Dungeon Master

There are many caves beneath the sur-
face of the world. Some lead to pleasant
grottos that can be explored by the
carefree. Others are shunned for a sin-
ister reputation, and others remain
undiscovered — and are filled with
unimaginable terrors. One of these
caves, lving beneath the hills of the
O’Cush tuath (kingdom, or tribe), has
recently disgorged monsters from the
dark bowels of the earth. Now these
creatures are free to explore the night
of the surface world.

These monsters, deadly kuo-toa, live
miles below the fertile valleys of the
O’'Cush. A small scouting party of these
fish-men discovered a cave hidden from
the surface by a shallow skin of earth
and stones. Breaking through into the
chilly springtime air, the monsters
decided they would use their discovery
for their own ends, rather than commu-
nicating it to their masters in the lower
depths of the kingdom. In time, of
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course, the others in their tribe would
discover the conduit; meanwhile, the
scouts saw no harm in enjoying the ter-
ror and havoc they could spread at
their own pleasure. Besides, they could
always say that probing the extent of
human “livestock” available around the
cave was a legitimate reason for the
delay in reporting the find.

Enter the PCs

The PCs become involved when mem-
bers of the O'Cush tuath discover them
at the scene of a massacre perpetrated
by the kuo-toa. The O'Cush mistakenly
assume the PCs are invaders or other
enemies. The PCs must prove their
innocence to the satisfaction of the
(¥Cush to prevent an attack on their
persons or, perhaps, on their homeland
by the vengeful tribe.

The adventure assumes the PCs are
strangers to the area and are innocent
of any wrong-doing. (Celts campaign

rs have other, less harmless
reasons for being there — see the side-
bar.) Unless the DM has a reason for
their presence in the Celts’ territory,
the PCs can simply be traveling across
the (’Cush tuath when trouble breaks
out. A possible condition (which can be
dropped if necessary) is that they be
traveling in springtime, when the
events that unfold can be more plausi-
bly explained.

The Season of Cattle Raids

The Celts value cattle as a form of
wealth, although they know the value
of coins too. Every spring, each tuath
tests its warriors' skills and those of its
neighbors by mounting raids to steal
cattle. The valley the PCs are crossing
is just over the border into O'Cush
lands, a place of good pastures but also
a prime target for raiders. In the valley
the O'Cush have built a cranndg (pro-
nounced: kron-OGE) — an artificial,
fortified island — in a hollow of the
land. The herdsmen and some guards
responsible for the chieftain’s cattle live
there. Not far away, the livestock have
been set loose to graze. Apart from rudi-
mentary stone markers to delineate one
farmer’s holding from another's, there
are no fences on the fields. Raiders
should find it relatively simple to take
the cows. Unfortunately, someone has
been there first.

Read or paraphrase the following
description to introduce the PCs to the
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scenario. Celts can be introduced using
the sidebar introduction.

The day begins well with the ford-
ing of a shallow river into a new and
pastoral country. You see far off the
signs of small communities, and
farther off still the tiny figures of
mounted men coming and going
across the land.

According to your maps, your path
must cross these lands labeled
“(’Cush” for the next few days. About
midday, however, your journey comes
to an abrupt halt. Rounding the edge
of a certain hill at the head of a fertile
valley, you are shocked to see dozens
of carcasses lying about the fields.
Many cattle lie dead, while others
wander maimed about the land.

At the foot of the valley, in the mid-
dle of a small lake, stands some kind
of small fortress. There is no sign of
human life abroad in the vale, nor
does smoke rise from the expected

cooking fires in the lake-dwelling.

PCs examining the dead or maimed
cattle find the beasts have been
wounded by weapons, rather than
struck with disease or another natural
calamity. It would be kinder to kill the
maimed ones rather than leave them to
suffer.

PCs familiar with Celtic culture know
that wholesale slaughter of cattle is a
monstrous erime, if only because of the
high value of livestock in the Celtic
economy. There is no sign of guards,
though the grass is beaten down in
places as if a combat took place. A faint
odor of rotting fish surrounds the site,

A ranger PC examining the sur-
rounding countryside finds some
indeterminable tracks leading south-
east toward the mountains. They cross
some stony ground and are finally lost
about a mile to the east. The tracks
lead in the wrong direction to be from
the O'Cush tuath. Because the hills are
popularly the homes of monsters and
Sidhe-folk, (mysterious, elf-like crea-
tures) few low-landers go there without
good cause.

The PCs may decide to return imme-
diately the way they came or continue
on for fear of being wrongly accused of
this slaughter. If they do so, the O’'Cush
track them and lodge a formal com-
plaint and accusations with the local
judiciary, (or with Mangas Ui Muruchu,
if Celts PCs are being used), believing
them to be the wrong-doers. The party

will be obliged to investigate the scene
anyway, in an effort to establish the
true identities of the raiders.

Should the PCs remain to examine
the closed crannog, refer to the appro-
priate map for the following numbered
descriptions:

1. Wooden Bridge. The lake in
which the crannog stands is artificial,
as is its central island. The wooden
bridge connecting the island with the
“mainland” stands on pilings driven
into the lake-bed. At the farthest end is
a closed heavy gate. It is barred on the
inside by a heavy plank of wood.

PCs may use the bridge to approach
the izle without opposition. The water
is 5' deep nearest the island.

2. The Island. The crannog was con-
structed by laying down layers of stones
and branches until a raft of material
emerged from the water. Then soil and
sand were added to stabilize the new
island. Buildings and the surrounding
palisade were added later,

A narrow strip of beach surrounds
the palisade. The fence is 15" high, and
PCs may easily clamber over it. There
are no guards on the perimeter.

In the sandy soil surrounding the
palisade, PCs find tracks made by
large, webbed feet. At least 10 creatures
emerged from the water to scale the
fence, then left using the same route.
These prints are of the kuo-toan raiding
party, who are responsible for the
killings and maimings in the cow pas-
tures. They have left a trail of murder
and destruction inside the cranndg.

3. Main Hut. The main hut, which
would be used as living quarters for the
herdsmen or their guards, is a single
room in which all household activities
take place. Presently it is dark and the
fire has burned almost out.

When the PCs get used to the dim
interior, they find it is in disarray. Pots
have been upturned, blankets ripped,
bags of provisions scattered about.
There is also a good deal of blood, and
this time a very heavy smell of rotting
fish, though no fish are found among
the provisions.

Lying among the debris are three
human bodies, one woman and two
men, One of the men wears the tattoos
and lime-washed hair of a local Celtic
warrior. His weapons lie on the floor,
and all are unbloodied. Whoever killed

him evidently wasn’t interested in tak-
ing his head or other trophies. A savage
wound on his chest was evidently the
cause of death. There are similar marks
on the other victims.

Any warrior who makes an Intelli-
gence check can determine that the
weapons that delivered the lethal
wounds had a serrated edge, something
uncommon (but not unheard of) in local
Celtic war gear. In addition, the other
male victim, a herdsman, has bruises
on his arms above each elbow. No one
can tell what caused these. (They were
in fact caused by the pincer staff of a
kuo-toan priest).

Nothing appears to be stolen. All pro-
visions are intact, but upturned. The
gold and silver ornaments worn by the
victims are untouched. (They come to a
total of 50 gp worth, if PCs feel inclined
to loot the corpses). Judging by the
ashes of the fire, it's likely the attack
occurred no more than 24 hours past.

4 & 5. Cow Byres. These huts have
been made to house the cattle in times
of severe weather, illness or if other
need arises. They are sturdy, but not
draftproofed, and they are obviously not
for human habitation. More of the web-
footed tracks are found in here.

6. Guards' Billet, The exterior of
thiz hut has been decorated with four
severed heads, obviously trophies that
were taken some time ago. Inside, the
furnishings of straw mattresses and
simple cooking wares mark it as a hos-
tel or billet for guards. There are five
mattresses, all of them ripped and
fouled with mud and dirt. Three bodies
are here, all as if slain while still in bed
asleep. Their accompanying treasures
come to 50 gp worth.

7. Well. The water source for the
crannog is a natural well, contained in
a pool 10’ deep. Two bodies have been
stuffed into the well by the kuo-toa
raiders. The monsters were careless,
however, leaving one survivor.

If the PCs pull the two bodies out of
the well, they find that one of the two is
still alive. The survivor is a sentry
named Fegral. He has been in the
water for hours, too weak to pull him-
self up the side of the well. (In fact, the
cold water has probably delayed his
demise by slowing his heartbeat.)

Fegral can gasp out only one word
before dying, regardless of the herbal or
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magical healing the PCs have to offer
him. He says the word iase (pronounced
EE-esk), and none other,

“lasc” is an Irish (in this module, a
Celtic) word meaning “fish.” What this
may mean in connection to the webbed
footprints, the fishy smell, and the
deaths or disappearances of the war-
riors and herdsmen is for the PCs to
ponder. If outlander PCs cannot deter-
mine the meaning of the word, the
O’Cush they encounter later can offer a
translation.

Once the party has found Fegral,
there is a cumulative 10% chance per
turn that a band of warriors from the
O'Cush arrive in the valley to discover
their cattle killed or injured, and their
friends slain or gone. And the only like-
ly eandidates for the post of guilty-as-
charged are the PCs.

The 0'Cush Arrive

If the O'Cush arrive while the PCs are
still in the vicinity, their immediate
assumption is that non-Celtic PCs must
be bandits and are responsible for the
massacre (or that their rivals, the Ui
Muruchu, are the perpetrators). The
PCs should be aware that the only way
to survive the day is to make their side
of the story known before combat
ensues. They must also show the
O'Cush the proofs they have found —
the fishy odors, tracks, and so on, as
well as repeating the clue uttered by
the dying man Fegral.

The sub-chieftain, Oscar, leads the
(’Cush band that comes to the valley.
He is drawn in a chariot driven by a
charioteer. Oscar is a wise leader, but
even he is hard put to it to keep his
men from attacking the PCs.

If a druid is with the party, regardless
of origin, he can ease the tensions by
declaring a truce. What happens next is
up to the PCs. They may now either
insist on fighting a single combat

a champion from their side and
one from the 0"Cush to win back their
freedom (but not their good names), or
they may insist on telling their tale and
awaiting Oscar's judgment in the mat-
ter. Oscar wishes to know what hap-
pened to those of his people who died,
and also what became of three men who
remain unaccounted for at the crannog.
(These men, Locimar, Amorgen na mBa,
and Turbil Mac Dara Cush, were kid-
napped by the kuo-toa and brought back
to their lair at area 9, following).

If they choose to fight the O'Cush,
PCs should be discouraged from mak-
ing some kind of heroic but pointless
last stand. There are 50 warriors to face
the adventurers’ handful, and a fight to
the finish does not ease suspicions (and
may even spark a war between the two
tuatha for Celts PCs). Likewise, if they
opt for single combat and lose, the sur-
vivors are disarmed and taken to An
Daingean, the 0'Cush capital, where
they are tried, found guilty, and put to
death. Even if the PCs' champion wins
and they are allowed continue safely on
their way, it will be believed by the
(O'Cush that they are the murderers —
again not the ideal solution.

The best solution for the PCs is sim-
ply to tell the truth, Oscar can be per-
suaded they are not to blame for the
deaths when the proofs are seen. (He is
not blind to the real reason for Celts
Jjourneying into his homeland if they
were cattle-raiding. Had there been a
herd of cattle to steal, he is in no doubt
Celtic PCs would be halfway back to Ui
Muruchu lands with it right now.)

Once the true story is told (whether
or not the subject of cattle is men-
tioned), Oscar considers his verdict. He
tells all present that the visitors are not

the ones to blame for the murders and
damage. He believes that some mon-
sters that must have come down from
the mountains are the killers. The bod-
ies of the fallen must be tended to and
word sent back to An Daingean about
the incident. As the PCs are on hand,
and to pay for their trespass into
(’Cush lands, they must travel after
the raiders and rescue any prisoners
that may have been taken. If this is
accomplished, or if the PCs destroy all
the monsters should no prisoners be
left alive, their honor is considered
restored in the sight of the 0'Cush.
The PCs may argue that they have
behaved honorably. Furthermore,
unless they are actually taken prisoner,
which would mean they get no fair
hearing at all, their honor hasn't been
dinted. (Nonetheless, in this judgment,
Oscar is letting Celts know he is aware
of the real reason for their being in the
area, and is also giving them an out to
pay for the intention of stealing cattle,
even if they haven't managed to do so).
The DM should play this section a
little differently if the adventurers
turned tail as soon as they saw the
state of affairs in the valley, or if they
had prior warning of the 0'Cush arrival
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and fled before they were confronted. In
this instance, the O'Cush come to the
Ui Muruchu tuath to lay their com-
plaint at the door of Mangas himself, or
they pursue non-Celtic trespassers to
hold an impromptu trial at the next inn
or settlement. They can identify indi-
vidual PCs from items of clothing or
weaponry seen from afar, If this is the
case, the PCs are compelled to return to
the scene of the erime, having given
their version of events, and locate the
clues that lead them to the same con-
clusion: they must track the raiders to
restore their good names. The 0'Cush,
believing they know the culprits (the
PCs), did not search for tracks or other
signs showing the kuo-toa were
involved,

Oscar Rua 0'Cush: AL NG: AC 5;
MV 12; F6; hp 44; THACO 15; #AT 1;
Dmg by weapon type (+1 due to
Strength); S 16,D 18,C 15,1 15, W 14,
Ch 15; ML 15; XP 420; small round
shield, long sword, throwing spear, and
dagger. He has learned the Heroic Feat
of the Chariot-Jump (Dexterity check,
modified by obstacle — see HR3/28).

NWEP: charioteering (20), hunting
(13), rope use (18), weather sense (13).

Kevin, Art, Mel, Finnin, and

Donadh ("Cush: AL NG; AC 9; MV
12: F4; hp 43, 33, 18, 20; THACO 17;
#AT 1; Dmg by weapon type; Average
abilities (9-12); ML 12; XP 175 each.
Each warrior carries a shield and uses
a long sword and spear. Personal trea-
sure of jewelry and weapons is in the
range 50-200 gp each (5d4x10), The
warriors have mastered one Heroic
Feat apiece, as follows:

Kevin, Del Chliss; Art, Spear Catch;
Mel, Stroke of Precision; Finnin,
Warrior's Scream; Donadh, Shield-rim.
See HR3, pages 28 and 29 for details.

The DM can create names for the
rest of the band if any are needed,
using the lists shown on HR3/24, 25.

Warrior Band (44): AL Various
(Good); AC 9; MV 12; F2; hp 8 each;
THACO 19; #AT 1; Dmg by weapon
type; I 9-12; ML 12; XP 65 each.

The warriors are armed as their fel-
lows listed above, though with only one
weapon each. They follow orders given
them by the sub-chieftain or his assis-
tants immediately.

The Trail to the Mountain

The trail heads off up the side of the
valley from the crannog (areas 1-7)

towards the high mountain-side. The
mountain is lightly wooded, but visibil-
ity is good in both directions.

Normal movement rates are used to
scale the mountain, rather than
Mountaineering proficiencies. The
mountain is clothed in clay-like soil up
to the last contour, some 1,000’ above
sea level. This is covered in rocky scree
and is also where the kuo-toa have
holed up.

8. Dropped Bracelet. The trail
passes over a metal object the PCs see
glinting in the sunlight. This turns out
to be a silver bracelet, decorated in
motifs commonly found among the
('Cush warriors.

The bracelet was discarded by one of
three prisoners the raiding party took
with them from their attack on the val-
ley, hoping that someone might see it
and pursue the trail.

The bracelet is worth 30 gp. Ideally it
should be returned to its owner or his
next of kin, but non-Celtic adventurers
are under no obligation to do so.

8. Trail's End. The tracks end at a
stack of ineptly piled branches and
stones forming a screen to mask the
entrance to a cave. Ygleoup, the kuo-
toan guard on the other side is not wor-
ried that the “weak and ineffectual”
surface-dwellers can threaten the cave.
He sits with his back against the north
wall of the cave, rarely looking out. Any
reasonable attempt to creep up on the
entrance and surprize him should be
checked normally — making this kuo-
toan's surprise roll 1-3 on 1410, instead
of his species’ 1 on d10.

Noise of combat, unless silenced,
travels down the corridor to areas 9B,
9E, and 9F.

If the party allows Ygleoup to escape,
he alerts the other kuo-toa to the
arrival of trouble.

The caves are a natural formation
caused by limestone dissolved in the
water percolating through the moun-
tain. The interior is wet and somewhat
slick, but it imposes no penalties on
surface dwellers unless stated. The
interior is dark.

Note that kuo-toa suffer -1 penalty
to their attack rolls in daylight or with-
in the area of light spells.

Ygleoup (kuo-toan): INT high; AL
NE (chaotic tendencies); AC 4; MV 9,
swim 18; HD 2; hp 9; THACO 19; #AT 1
or 2 ; Dmg 2-5 and/or by weapon; SA
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+1 to attack and damage with weapon
due to high strength; Fighting with a
dagger only, kuo-toa can also bite for
1d4+1 hp damage; SD surprised only on
a 1 on d10; slippery skin (only 25%
chance of grappling, grasping, tying, or
web spells); immune to poison, paraly-
sis, illusions and spells affecting only
humanoids; spot moving invisible,
astral, or ethereal objects; infravision to
60'; sense vibrations up to 10 yards dis-
tance; half damage or none from electri-
cal attacks if save is successful; magic
missiles inflict 1 hp damage per hit;
adhesive shield (25% chance of weapon
attacking from the front of sticking to
shield; roll Open Doors to free); SZ M
(5" tall); ML 13; XP 175; MM/215,

Ygleoup fights with a stabbing spear
and a shield. His dagger is worn in his
belt. When initially encountered, the
kuo-toan warrior is a pale gray with an
undertone of lemon yellow. He pales all
over when frightened and darkens
when angered.

If the monster is slain, the PCs find
his belt is made of the hide of some
unknown creature, but it is also stud-
ded with emeralds — 20 in all, each
worth 15 gp. His fish’s head does not
make a good trophy, (it quickly rots) but
it may be taken to use as proof of the
monsters’ presence in the area.

9B, Hall of Mirrors. The cave here
is narrowed by pillars made of stalag-
mites and stalactites that have fused
together. The minerals that coat them
reflect and magnify any light source car-
ried into the cave. All light sources are
doubled in area of illumination and
intensity of brightness,

The adventurers may be able to use
this quirk of nature to blind kuo-toa if
they can lure them here. The monsters,
who use little artificial illumination,
are unaware of the properties of the
pillars.

9C. Lost Shrine. This cave was once
a shrine to Lugh the Long Handed, the
nominal chief of the Celtic Pantheon,
and a famous warrior. The small gran-
ite idol has been covered with a lime-
stone solution so that it is almost the
same color as the surrounding rock
now. A druid PC can recognize the
shrine, which has not been entered by
the kuo-toa. Monsters not natural to
the Celtic world are prohibited from
entering here, on pain of 1d8 hp loss
per round. The prohibition begins

where the small corridor to this cave
branches out from the main tunnel.

Additionally, any PCs who fight
“unnatural” monsters, then enter this
shrine and pray to Lugh find that all
their weapons have been temporarily
endowed with magic. Each weapon
becomes +1 to hit and +2 to damage vs.
non-native monsters within five miles
of the shrine. The effect lasts for 30
days. There is a 5% chance per weapon
affected it remains magical thereafter,
even against normal enemies, though
the bonus to damage falls to +1.

“Unnatural monsters” includes all
creatures not usually discovered in
Celtic lands, but not demi-human PCs,
if these are being used, It does, however,
apply to any creatures from other
worlds or other planes.

Monsters that appear mostly like
humans or normal animals are permit-
ted, but not fish-men, lizard men,
undead, ete. (i.e., anything that doesn't
appear to be a version of a creature one
might expect to find in the “real”
world). This still leaves many hostile
creatures that may enter — fomorians,
leprechauns, wolves, and giant versions
of real-life creatures, to name but a few.
The DM must use discretion when
deciding what may enter the cave.

Non-Celtic adventurers should
receive a +100 XP bonus if their
weapons remain magical on leaving
this cave.

9D. Underground Stream. The
floor of the corrider slopes downward
the farther west one travels. The sound
of running water can be heard up
ahead. Entering the cavern, the PCs see
an underground stream that enters
from the south and exits through the
north wall of this cave. The stream
flows at a moderate rate; one can wade
or swim in it without fear of being
swept away at this point.

For each round spent here, there is a
25% non-cumulative chance two kuo-
toa enter using the underwater conduit
from area 9H. This chance rises to
100% if the PCs carry a powerful light
source (such as a light spell) into the
cave, where its illumination can pene-
trate the stream.

The PCs can swim through the
stream’s tunnel to reach area 9H.
Unless they insist on staying under-
water without a magical means of
breathing air, they shouldn't need to
worry about holding their breath for

too long, nor making Constitution
checks to avoid drowning.

The statistics for kuo-toa that may be
encountered here appear in the descrip-
tion of area 8H.

9E. Skeletal Remains. (Characters
who come to this point can see to and
can be seen from area 9F. The kuo-toan
sentry there reacts as soon as intruders
come into view).

A niche to the side of the main tun-
nel contains the almost complete skele-
ton of a cave bear — a prehistoric mon-
ster some 14' long. Though the party
cannot tell from the bones, the creature
went to sleep one winter 1,000 years
before and never woke up. The PCs can
see, though, that the remains are very
old. The bones are yellowed with age
and pitted by chemical reaction with
the air of the surrounding cave.

Scraped onto the wall behind the
skeleton is a circle containing a spiral
(a Celtic religious symbol). It is left
here as a sign that a useful item can be
discovered in the alcove. Hidden inside
the skull of the bear is a gem of seeing,
wrapped in a small leather purse. It
dates from the time of the shrine at
area 9C. Someone must actually lift the
skull and examine it to find the hidden
magical item, whose power is revealed
only when a detect magic spell is cast or
when someone looks through the gem
at an invisible or other hidden object.

9F. Old Cell; New Cell. The tunnel
comes to a wall of masonry into which a
door has been fitted. A large boulder
acts as a bar to anyone passing through
the portal. A single kuo-toan guard,
named Rocolopp, hides behind the boul-
der as soon as he sees intruders coming
from area 9E.

Rocolopp is a kuo-toan *whip,” a level
3/3 fighter/thief. He has been over-zeal-
ous in his demands to report back home
about the discovery of the exit to the
surface, so he has been given this oner-
ous job to keep him out of the way. He
expects to tell his superiors that con-
duct has been slack and to have some of
his companions demoted or executed for
slights, whether real or imagined,
against the Sea Mother.

Rocolopp imagines conspiracies every-
where, as he is more than a little insane
— a trait not uncommon in kuo-toan
society. He attempts to use his Hide in
Shadows ability to creep up on intrud-
ers if he can. If he can surprise the PCs,
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especially a group examining area 9E
before approaching his post, he tries to
backstab the nearest enemy before
attacking the others wholesale.

If the PCs make straight for the door
he guards, Rocolopp casts his harpoon
at the nearest enemy, then switches to
his dagger/bite routine in melee.

Rocolopp guards the door because the
room beyond, last inhabited 100 years
before by a man who tended the shrine
at area 9C, has been turned into an
impromptu prison cell for one of the
0'Cush captives. Amorgen Na mBa, a
herdsman, is a servant of the O’'Cush
and expects to be slain at any time. He
languishes in the dark and dismal room
beyond the door. If released, Amorgen
can make his own way down from the
mountain to bring word of the PCs’ help
to the tuath.

Inside the cell is a small bed made of
timber lashed together into a frame and
covered with an ancient mattress of
rushes. Amorgen has cast this onto the
floor and used the hard bed instead.

On the floor, the PCs find an old cow
hide used as a mat. It radiates a moder-
ate aura of divination magic if checked.
Any druid character who meditates
while wrapped in the hide receives his

spells as if using incense of meditation.
(See DMG/172). The hide of meditation
can be used up to four times before its
magic is exhausted. Its effects remain
for 24 hours after use.

Two small boxes, each rotten from
dampness, complete the meagre fur-
nishings. They once contained pieces of
stick which might have been inscribed
with ogham runes, but these too have
rotted to a crumbling mess. They can-
not be recovered at this late stage.
(They once contained druid spells, act-
ing as a scroll.)

Rocolopp (kuo-toan whip); INT
high; AL CE; AC 4; MV 9, swim 18; HD
/3 (Fighter/Thief); hp 13; THACO 17;
#AT 1 or 2; Dmg 2-5 and/or by weapon
type; SA as area 9A; SD as area 94;
Double damage from surprise backstab;
ML 13; SZ M (6" tall); XP 420; MM/215,
216.

Thieving Skills: PP 40%; OL 33%;
F/RT 30%; MS 27%; HS 20%; HN 15%;
CW 87%; RL 0%.

This kuo toan uses a normal harpoon
{Dmg 2d4/2d6) and a dagger (1d4/1d3)
in combat. When using the dagger, the
monster can also bite,

Around Rocolopp's neck is a string of
black pearls, worth 120 gp.

Amorgen Na mBa: AL LN; AC 10;
MV 12; F1; hp 5; THACO 20; #AT 1;
Dmg by weapon type; S 12, D 11, C 14,
110, W 13, Ch 9; ML 10; XP n/a.

Amorgen is unarmed, but he is profi-
cient in the hunting bow (short bow),
the spear, and the javelin. He has no
non-weapon proficiencies, nor has he
learned any heroic feats.

9G. Stream Again. The sound of
running water comes from this cave,
The cavern itself has a sandy floor, with
some purple fungi growing in the dark-
ness. The stream floods periodically,
depositing organic material, especially
underground species of frog, newt, fish,
or moss onto the shelf of the cave floor,
providing nutrients for the fungi.

Two of the fungi are less than harm-
less mushrooms. These two violet fungi
are capable of movement and have
branch-like appendages that flail out at
passing creatures.

The secretion from these 1'-long
branches rots flesh in one round unless
a successful save vs. poison is rolled or
a cure disease spell is used. If a charac-
ter is hit on the arm, for example, that
arm rots and withers and becomes use-
less. It is most likely that the 4'-tall
fungi strike a victim on the leg, unless
people are erawling about on the floor,
Each fungus has 1d4 branches.

The kuo-toa recognize the violet
fungi and leave them alone. It is always
useful to have some “natural guards” in
a cave, they think.

As necromantic magic is unavailable
in the world of the Celts, a PC who
loses a limb to the touch of these mon-
sters cannot have it regenerated, unless
the DM rules that raise dead, regener-
ate, reincarnate, restoration, and resur-
rection have been transferred to the
Healing sphere. If this is the case, a
druid of at least 14th level must be
sought to perform the regeneration. It
should also cost at least 20,000 gp to
pay for the spell, even in a generic
ADE&D setting.

Regeneration is available in non-
Celtic cities to which the PCs may go at
a later date. The price is still 20,000 gp.

Violet Fungi (2): INT non-; AL N;
AC T; MV 1; HD 3; hp 15, 8; THACO 17;
#AT 1-4; Dmg special; SA special; SZ M
(4’ high); ML 12; XP 175 each; MM/120,
121 (Fungus).

9H. Grisly Feast. This cave has a
large, low boulder in it, on which the
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PCs see a grisly sight. The dismem-
bered body of a human is being eaten
by four kuo-toa sitting casually back to
back on the edges of the boulder.

The monsters here are eating the
corpse of Turbil Mac Dara Cush, a war-
rior of the O'Cush tuath taken prisoner
in the raid. He was sacrificed to the Sea
Mother, Blibdoolpoolp, at area 9dJ, his
body then handed over to these more
powerful warriors as food.

The foursome see any strong light
source carried into area 81, as the
water that runs outside their cave car-
ries the light through. If this occurs,
two of them swim to 9D to investigate,
the others alerting Slibdoolplup, at area
94, to the arrival of possible trouble.

Squippulipp and Mopoopbub (kuo
toa): INT high; AL NE; AC 4; MV 9,
swim 18; HD 4 ; hp 18, 16; THACO 17:
#AT 1 or 2; Dmg 2-5 and/or by weapon;
SA see area BA; SD see area 9A: SZ M
(6" tall); ML 13; XP 175 each; MM/215,
2186.

Squippulipp and Mopoopbub are
armed with a weighted throwing net
and a trident each (Dmg 1d6+1/3d4).
They each also use a kuo-toan shield.

If a character is hit by a net, he must

save vs. paralysis or become entangled.
It takes 3 rounds to cut oneself free
ireduced by 1 round per helper, to a
minimum of 1 round), and only if the
victim was holding a sword or dagger at
the time of entanglement.

The kuo-toa attack at +2 for any vie-
tims who are entangled. Only one man-
sized creature can be netted at a time,
and entangled victims cannot attack.

Squippulipp has a coral bracelet set
in gold worth 100 gp. Mopoopbub's net
is weighted with lead balls studded
with rubies. There are 10 in all, worth
50 gp (=x2), 20 gp (x7) and 10 gp (x1).

Quockock and Hockpopp (kuo-
toa): Statistics as above except: HD 5;
hp 23, 19 (5 HD); THACO 15: SZ L (8’
tall each); XP 270 each.

The higher-level warriors are each
armed with a dagger and one of the spe-
cial kuo-toan harpoons. This wickedly
barbed throwing weapon can be hurled
to a 30-yard range. It inflicts 2d6 hp
damage (before bonuses). Vietims must
roll a save of 13+ on 1d20 to avoid being
snagged by the weapon. Man-sized or
smaller beings who fail this saving
throw are jerked off their feet and
stunned for 1d4 rounds. The kuo-toan

then tries to haul in its victim by the
stout cord on the harpoon and slay him
with a dagger thrust.

A victim stunned and hauled within
stabbing range by a kuo-toan suffers
the loss of all his remaining hit points.
He dies the following round (or falls
unconscious, reduced to negative hp if
this optional rule is used) unless res-
cued and magically healed or cured.

Quockock has taken the personal
ornaments of Turbil Mac Dara Cush to
add to his own treasure. On various
parts of his slimy body are a gold torc,
worth 95 gp; an electrum armlet, worth
110 gp; and the match of the silver
bracelet the PCs found on the climb to
the cave, worth 30 gp.

Hockpopp's treasure is a bag of 75 gp;
an ivory-handled dagger, carved like a
curling wave, worth 150 gp; and an elec-
trum pipe (although tobaceo is unknown
in the Celtic world) worth 75 gp.

Both kuo-toa also carry packets of
dried fungi and kelp, the kuo-toan
equivalent of iron rations. The stuff is
unpalatable, but harmless, to humans.

91. Storage Area. The cave here is
stacked with sides of recently slaugh-

DUNGEON 69



tered cattle that the kuo-toa stole
before they were bold enough to attack
the O'Cush settlement. The PCs may be
surprised to see the carcasses still bear-
ing skins are branded with the Ui

Muruchu mark (or a mark appropriate
to the PCs’ friends and neighbors, if
non-Celtic), proving that the monsters
roamed farther afield. It also lets the
PCs know they are doing a service for
their own homeland, not just one on
behalf of the ’Cush, by opposing the
kuo-toa.

There is meat enough here to account
for three carcasses. Its condition is poor,
as it has neither been butchered proper-
ly nor stored in sanitary conditions. Any
adventurers who scavenge the meat to
cook for themselves are inviting food
poisoning. Such poisoning incapacitates
for 1d4 days, less one day per point of
the victim's Constitution above 14,

9dJ. The Deadly Shrine. This cave
is the temporary headquarters of the
invaders. It contains a nearly circular,
natural depression that is filled with
water. The pool is used as a place of
repose by the kuo-toan priest
Slibdoolplup, the group leader. It is also
where the monsters recently drowned
the warrior Turbil Mac Dara Cush,
whose remains are being eaten at area
9H. His companion, a herdsman named
Locimar, floats face down in the pool.
Slibdoolplup watches the body in mor-
bid fascination.

Slibdoolplup has used the sacrifice of
Turbil and Locimar to appease his god-
dess for his group's lack of duty to their
tribe. When they had visited the sur-
face world twice and still not reported
to their superiors, Slibdoolplup found
his spells were not being granted with
the same ease as before, The sacrifice
has staved off his deity’s displeasure for
now, and his spells have been returned.
He has not yet been back down the
swallow hole, however.

Slibdoolplup is an ambitious social
climber. It was he who led the scouts up
the swallow hole, despite the perils of
the 400" drop and the weight of the
water falling from the stream above. He
hopes that by returning with slaves
and booty he can improve his position
in his tribe, maybe even becoming a
leader of his sect. He is sadly deluded,
however, as the longer he stays near
the surface the more reluctant he is to
return home and face the music for the
delays in reporting the finds of the
caves and the conduit. Another reason
for his reluctance is that he murdered
his immediate superior and took com-
mand of the scouting group without
authority.

There can be no going home for
Slibdoolplup.

If given advance warning of the PCs,
the priest summons the four kuo-toa at
area 9H to act as his guard, screening
him while he prepares his spells. In
melee combat, he uses the pincer staff
he took from the body of his murdered
superior, Loomphilupp, trying either to
immobilize opponents for his guards to
kill or, if he's alone, to fend off oppo-
nents by placing a trapped victim in
the way of their attacks,

A pincer staff is a 5'-long pole,
topped with a 3'-long claw. If the user
scores a hit, the claw closes upon the
opponent, making escape impossible. It
is 10% probable that both arms are
pinned by the claw, and 40% probable
that one arm is trapped. If the vietim is
right handed, the claw traps the left
hand 75% of the time. Trapped oppo-
nents lose shield and Dexterity bonus-
es. If the weapon arm is trapped, the
victim cannot attack and the Dexterity
bonus is lost, but the shield bonus
remains.

The staff can be used only to trap
enemies with a girth range between an
elf and a gnoll.

Slibdoolplup doesn't use one of the
adhesive-coated shields the warriors
carry. He does, however, still gain the
+1 bonuses to hit and damage common
to males of his species when using a
weapon.

Slibdoolplup (Kuo-Toan Priest): AL
CE; AC 4; MV 9, swim 18; HD 5; hp 33;
THACO 15 #AT 1 or 2 Dmg 2-5 and/or
by weapon type; SA see area XX; SD
see area XX; 8Z M (5' tall); I 15, W 13:
ML Elite (13); XP Value 175; MM/215.

Slibdoolplup has the following spells:
cause light wounds (reverse of cure
light wounds), cause fear (reverse of
remove fear), curse (reverse of bless),
darkness (reverse of light); enthrall
(kuc-toa only), produce flame, with-
draw; continual darkness (reverse of
continual light).

In the bottom of the pool is
Slibdoolplup's treasure: a gem worth
500 gp; a dagger with an adamantite
blade of drow design, worth 200 gp; and
300 gp worth of assorted coins in a
leather bag collected in trade in the
Underdark.

Slibdoolplup’s Spellcasting

If Slibdoolplup gets a chance to prepare
spells, he begins by casting darkness on
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the junction of the three caves, areas
91, 8J, and 9K. The 20 -radius globe
obscures the approach to the priest,

who begins casting rause fear in the
next round,

The first person through the dark-
ness is the recipient of cause fear He
must save vs spell (add any Wisdom
bonus, if applicable) or flee away from
Slibdoolplup for 1d4 rounds.

Slibdoolplup uses produce flame to
fire missiles at adventurers for the next
five rounds.

If events conspire to bring about the
defeat of the kuo-toa, the next PC
Slibdoolplup attacks is the victim of a
continual darkness (reverse of continual
light), cast at his face, If the victim fails
a save vs, spell, the continual darkness
takes hold, centered on his head in a
60’ radius globe. This spell blacks out
nearly the whole section of cavern west
of area 9 (assuming the encounter
takes place at 8J, or thereabouts), and
the kuo-toa try to make good their
escape along the stream to ambush the
PCs as they attempt to leave the caves,
If the save succeeds, the continual
darkness is centered just behind the
victim's head, having the same effects
as before so long as the victim remains
in the area of effect.

9K. Swallow Hole. The stream dis-
appears down a swallow hole at this
point, falling down a vertical shaft for
400" to an unknown level. This is the
entrance the kuo-toa used to get from
their world to the caves.

The DM should hint to PCs that
pressing ahead with their explorations
would prove very dangerous, unless he
is prepared to detail an extensive and
long-lived campaign set underground.
For one thing, one would need to be a
fish (or a kuo-toan) to survive the water
for the length of the climb down,
Alternatively, the swallow hole may
prove to be very unstable, ready to col-
lapse onto the heads of foolish explorers
at any moment.

If the DM wishes to continue the
adventure deep in the Underdark, he
may choosze to set the kuo-toan’s home
in Lake Atrox (see “Shards of the Day,”
also in this issue),

If the PCs decide it would be best to
block kuo-toan access to the caves, they
should be allowed to try any reasonable
plans. Given the depth of the swallow
hole, however, this may prove difficult.
Perhaps the pillars at area 9B could be

hauled here to form a blockage, or trees
or other debris from the mountainside
stuffed down the throat of the swallow
hole to block it up.

If the PCs successfully block the
swallow hole, a new stream emerges
from the mountainside in 1d4 weeks,
the water draining off to the lowlands
to form a surface river. Whether this
destroys the caves in the process is up
to the DM to decide, depending on his
future plans for the region.

Ending the Adventure

If the kuo-toa are driven out of the
caves, they try to ambush the PCs as
they in turn leave. Note the penalties
these monsters have for fighting in day-
light if the sun is up when the PCs exit
the caves.

If the kuo-toa are all slain, the PCs’
mission is over. They can bring the bod-
ies of Turbil and Locimar home to their
families and receive the thanks of the
O'Cush. Any trophies to be returned to
the ('Cush may be given now. Evidence
of the kuo-toa will be displayed and dis-
cussed until the PCs are sent on their
Way.

The PCs should share up to 1,000 XP
as a reward for the full destruction of
the kuo-toa, at the DM's discretion.
Successful role-playing should also net
an award, 200-500 XP per character
based on each individual’s contribution.

Further Adventures

The O'Cush and Ui Muruchu eontinue
to steal cattle from each other for a few
more weeks, the occasional fracas
breaking out as armed warriors clash.
The druids and judges are kept busy
reckoning the fines to be levied on each
side, until the matter is eventually set-
tled and peace of a sort takes hold once
more.

There may be fuel for further adven-
tures in any of the items the PCs recov-
ered from the caves. The kuo-toa them-
selves may reappear — perhaps anoth-
er group of scouts is sent to search for
their missing companions. Or the
party'’s good deeds and battle prowess
may come to the attention of a local
Celtic god, who may have plans for his
new protogees, or who may follow visi-
tors back into the wider challenges of
the outside world. Q
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LETTERS (Continued from page &)

character does. If they're at all role-
playing, they'll have their PCs act sur-
prised or whatever when the encounter
happens.

I also applaud the fact that each mod-
ule in issue #58 — even the setting-
specific ones — is easily inserted into
any campaign setting.

I'd caution against using
PLANESCAPE® or BIRTHRIGHT* (maybe
even DARK SUN*) adventures in future
issues. | realize that they probably help
sell issues to players of those settings,
but they're really of little use to anyone
who doesn't use the game settings, as
converting them into generic adven-
tures would probably lessen their true
usefulness anyway.

Mike Griffith
Wind Gap, PA

I agree about the importance of not
letting the players know the climax in
advance. We'll try to be more careful
with what we say and present in
regards to the content of the modules,

Did you think “Seeking Bloodsilver”
(a BIRTHRIGHT adventure published in
issue #59) fit easily into a conventional
AD&D setting? We need to print adven-
tures for people who play BIRTHRIGHT,
Dark SuN, and PLANESCAPE, too. If you
play exclusively in one of those cam-
paigns, (as some people do), then you'd
never have any reason to read DUNGEON
Adventures. Our goal is a magazine
that evervone can enjoy. Dollar for dol-
lar, we still think that we give you your
best gaming value,

Kudos for “Curse”
Congratulations on another job well
done (issue #59). John Guzzetta's “A
Mother’s Curse” is one of the best
adventures I've seen in a long time,
even given the stiff competition. On top
of an interesting setting and a com-
pelling story, it's nasty. I like that in a
SCENATIOo,
Alan Clark
via e-mail

High-level also need apﬂiy

I just wanted you to know that there
are many gamers and readers of your
magazine in Germany.

Is there a trend in DunGEON
Adventures toward low-level modules, or
is it just me? Now that my PCs are
finally gaining some levels, I'd like to
challenge them. Thanks to McRey B,
Moyer for his excellent letter in issue
#58. | underline his points in every way!

Marc Ruenger
via e-mail

You're right, Marc. I have seen a bit of
a trend toward lower-level adventures.
It’s not something we deliberately set
oul to do. We'll try to stir the mix a bit
better, even so.

We just don't get as many good high-
level adventures as we'd like — far too
many just throw bigger monsters or
more orcs at the campaign party. We'd
like to see some really good, challenging,
high-level adventures. Maybe you'd like
to write one. 0

Trees Make a World of Difference

Tm Make a World of Difference. Between drab, barren
yards, and cozy, sheltered homes. Between hot, sun-
baked streets, and cool, shaded neighborhoods where
bird songs fill the air.

Trees Make a World of Difference. Between smoggy
air and noisy traffic, and clean air and quiet places to
enjoy.

By planting trees, you can increase the value of your
property up to 15% or more. At the same time, you'll
make a personal, positive contribution to a better envi-
ronment.

The trees you plant will remove carbon dioxide from
the air, Frﬂduce oxygen, and give wildlife a home. And
trees help conserve energy. They can lower your heating
bills 10-20%, and cut cooling costs 15-35%.

Find out how trees can make a
world of difference for you, and
your neighborhood. For your free
brochure write: Trees For America,
The National Arbor Day Founda-
tion, Nebraska City, NE 68410.

A World Withowr Trees

quiet

@The National
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Countdown

ye shall submit your pre-reg form by June 30
ye shall persuade a friend to attend
e shall wear a GEN CON T-shirt 'round the clock
ye shall commit to memory the rules
ye shall play to gain new character levels
ye shall stock up on Jolt and Mountain Dew
ye shall commit to memory your game schedule

ye shall sharpen your polyhedrals

ye shall count down the hours "til GEx Con

ye shall get to the airport early and
start gaming in the waiting area
r

YES! Send me the GEN CON "96 Game Fair & Festival registration packet

with pre-reg form, complete schedule of events, hotel reservation forms
and other exciting information!

NAME {please prist}

ADDRESS

—— e
]9 % CITY STATE (or province) Z1P
e

DAYTIME PHONE (inchade sres or country codel

THE I9TH ANMNUAL

Gw FAIR Pail this form to: GEN Con "% Game Fair & Festival,
201 Sheridan Springs Road, Lake Geneva, W1 53147 USA.
& FESTIVAL O fux 1o: (414) 248-0389. O email 10: TSRInc@sol.com




Museum Replicas
C abtia bbb g

Authentic Edged Weapons,
Battle Gear & Period Clothing.

Museum mhq.

Unigque 68 page catalog offers accurate
copies of original pieces. Includes
dazzling choice of swords, daggers, axes,
spears, helmets & shields. Features tunics,
gauntlets, baldrics, plus jewelry,
sculpture, books & more
Covers Roman to Renaissance.
Affordable prices. Satisfaction guaranteed.

—(3AMERS GUIDE-

TO ORDER A CATALOGE SEND £2.00 TO

Ammmnm.‘u
505 MANOR RD.
GLEN BURNIE , MID. 21061

OR CALL {41) 756 . 9838 TODAY 1!

i - _I-s:-::'u_;:;.- i ripEon o cur catasiog
REFUNDABLE o yous sl order

r b |
' |
I

i Museum Replnaa Limited |
Ir PO, Box 840 DRE Conyers, GA 30207 :
| i
I 1
L .

TableMaster, the prograsm that -A80
tadious taske of gamama . in @vaila
Windows| TableMester ghvos you sck the t-ma w.l namd
to use your imagination. Much more than ot a
universal charscter genarator, or a treasurs genars bor,
orm vhrﬂﬂmmmw its a SFARE TIME

e " ibos. s

tabds from {req. DOS 3.3, 512K, ey video)
:ﬁm Namntw:rm Fantasy P-cl:-? 510
ot up Ay Ph ml.m can Fantasy I“Fﬂ:ll $10
imaging for Tabls
OF courss, it comas with Pack . 510
dogans of remdy Lo -usa |science Scton inbies)
Tablas, Too, & BUr naw
TchF‘hd:oMnmlny -

MOTE Send check or money onder (incl. shipping) te:
Wintartms o,
B Colbert Aup L4, Wy WA, O 754

Bhiria resdecti bl 5% ddies las  Madas specily 1 27 or 197 duon

PLAY BY MAIL GAMING

PAPER MAYHEM

The Informative PBM Magazine

Paper Mayhem has been lkeading the wey for over 13
y&urs by indorming people about PBM gaming. Articles,
neviews, blographies, PEM game & company ratings and
mere 1l esch bimonthly issus

Sa why delay and miss out on all the 1ur? Read Paper
Mayhem and take advantage ol PEM gaming.

'S Subscriptions: Single issue $5.00
1 year $24.00 - 2 year $42.00

Send subscriptions to:  PAPER MAYHEM
Dept DA, 1518 Adams St
Ottawa, IL 613504770

CAST YOUR OWN
FANTASY FIGURES

NOTICE
Six nw moids. are hede and Ma
hgies are preal. Call of write
tor ilbustrations!

Write for our calalog
with over 200 molds!
$1.00
(409) 364-2020

THE DUNKEN CO.
P.O.Box 95D
Calvert, TX 77837

THE WIZARD'S TOWER
BOOKS & GAMES

address , and phone &

Phone:(206)6543-5832 {1

Address: PO Bex 1372 k’\y -
Bellevue , WA 93009 <

e-mailigryphonacgic netcom.com

II’HE JOURNAL'

OF THE PBM GAMER

Information on play-by-mail games
and companies, which includes des-
criptions, prices, elc. about various
PBM games on the market today.

Send $4.00* for 9th edition to:

PAPER MAYHEM
A STt o,
1518 Adams St.
Ottawa, IL 61350

*Overseas orders send $6 In US funds. J

[1}-‘ 00/0 OFF :

+ RoLE PLayvG
(GAMES
+ War GAMES
+ CARD GAMES
SEND $5.00 FOR CATALOG:
Mark Sawyer - Proprietor
GAMES PEOPLE PrLAy

(3858 Marvel Drive, Stratford, WI 53484
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STARTHRONE

A play-by-mail game of galactic conquest
' Drasign your owen st fsets B Orear 10,000 poasitls ship designa
W Coruer men weosids B Discover slien artifacts
¥ Eupicn manir sl rescurcm. 0 Hrn specinlend Charectans
B Mooty 100 rew mterinls. B Dwclare your steller Empinn
I Acoepf the challange of conguensag e (Radsry/

Send $12 to be incladed in the next game
(startup package includes ralebook, game setup,
and first two tarns - 521 value! - rulebook alone $6)
or for more information write 1o

Fantasy Technologies Ltd.
5221 W. 102nd 5t
Suite 101-L
Los Angeles, CA 90045

Eneen's HoBBIES
25 Waterview Rd
Downington, PA 19335

Up to 30% Discount on
Games, Minlatures

Catalog
or an SASE for more Information.

™ nsigriain ndem s s by THH, Lo

Dan't lef real Ie end your sdvantuse.
Ordet the Seeond Edition of

Adventure Careers

255 pages packed with info on
off-the-beaten-path career tracke
and how you can follow them!

Send check or money order for $11.99 (plus 53
S&H) o Evorev, P.O. Box 1327,
Dept ACDN1, Havertown, PA 18083

P& residents add 5072 sales tax

THE GAME EXPRESS

FREE CATALOG

1-800-780-GAME
(1-800-780-4263)

PO Box 805
Cullowhee, NC 29723

Precious Life

Call 1-800-877-5833 for information

ol wisian
in one aye

Numbness
on one side
of the body

Swdden loss

YOUR BRAIN SENDS BILLIONS OF MESSAGES TO YOUR BODY EVERY SECOND

HERE ARE A FEW YOU SHOULD ALWAYS PAY ATTENTION TO. These are signs
of stroke, or brain attack. Get help immediately. Get the message? For more
information call 1.800.AHA.USA1.

This spdis i proveded as a public servics. C1G9S, Amenckn Has Asscialion

unders! |

Trouble

Sudden
loss of

speech

American Heart
Association.
Fighting Haar Disbass

gl Sorodig
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— Sevunma # Rues & Ruins

Boosier Pack, Sel 8

I TSR #1151
Susgp. Rectadl $2.50; CAN 53.540c
£1.99 UK. Incl. VAT
E ISEN 0-7865-0607-3
Flﬂﬂl in March

Runes & Ruins Booster Padt, Set 8 recalls some of the
most famous wizards, fiends, and realms from the
classic Dunceons & Dracons ® Game. In the 125 new
cards you'll find Vecna, Tenser, Oonga the Ape, White
Plume Mountain, the Keep on the Borderlands, and
“much more!

DO

Sevriiem ¢ Botramsn™
Booster Pack, Saf &

E ﬂ‘l TSR #1152
l “' Sug. Retall $2.50; CAN $3.50;
£1.59 LK. Inck, VAT
FSTM (- TIEG0-0609-X
Hl'iﬂg'ulllnr

BIRTHRIGHT™ Buns.l‘erPaﬁr, Set 9 introduces new
realms, spells, and magical items. It also crowns the
Regents, a new class of champion able to use the new
Blood Abilities cards! But beware, for the
Awnsheghlien monsters lurk in these packs, too!

To find the store nearest you call toll-free
1-800-384-4TSR. |
Questions? Call Rob Taylor at 414-248-2902.

Master the Muqlc
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h't e So 9}‘?[ ele, Olj2 yddy battlef‘eld
e N mhiBENan becomes a herc —
g ﬂ 1d amerombecomes a Ki

e bound ro the land
: prelates, wizards, and
” B ;|||[¢|m tels dre.not ele 1osen by divine g[awdence

L dies, the m?rgland suffers.
' 1GeNsborn, the |;'I'Iq_JJ oms

——— -
Welcome (s eriliaj homié of, e of the BmTHMGHp ,’ M
Campaign Setting fol*the ADVANCED DUNGEONS & DRAGONS® ¥
~ Game. Here you p 3? the leader of your,own kingdom aliﬁ % T
domain. Your character wages war or preserves ped o b - g
. Ata ,;mgle command, armies march and kingdom 15 fa II - = M 3
5o listen carefully. Just as you grow in jpgwer, your enemies g 4 P

e

“{sithrust upon you, it® gt 10 afly e =
LR T ' ‘ 4 " ~r
J it : " ; Abonmr jons of Cer ez
. Regail NiE TSR #3101

Sug. Retail $18.00; CAN $23.00;
£10.99 UK. Incl. VAT
: ISBH_Q-_?BG?-DJ%-X

will, 00, Enter Cerilia kn-:::-wmg that when Bﬁ;ness by rtght

" - — ; ".- i 4
. & M Available at l,n;\ur favorite ﬁl:mj hahbyagurts umrmﬂe
‘ To find the !:imu:- nearest youpeall roll-free 1-800-384-4T5R.
4 e + | Rob Taylor 414-248-2902. |
3 | 1 1 *u‘_l " dgrute Erlimaths £ oW e i sy TSR, Inc. C1998 TSR Inc. Adl r gk neerved
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