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EDITORIAL

Praise Pelor!

D&D Can Improve Your Wisdom

by Christopher Perkins

As you know, | run a DED campaign every Wednesday night.
Pierce Watters, our circulation director, plays a more-devout-
than-wise cleric of Pelor nomed Chuke, and he shared a won-
derful anscdote with me the other day—one that made me say,
"Heavens, thal sounds lke an ediloriall”

During one session several months ago, Chuko and his stal-
wart companions stormed the royal palace in Retheg, haping
to rid the city of bwvistifes, a polumorphed gelugon devil who
was conspiring to usurp power. The palace had been magically
encased in zo-foot-thick ice, but the heroes called upon their
beholder ally Bhol-Dargyn ("Mr. B" to his friends) to use ifs
disintegrare ray to "burrow” a passage through the icy barrier,
After slaying legions of charmed guards and vile half-fiends,
the heroes stormed into the heart of the palace and faced their
nemesis, only to have him slip from their grasp.

Denicd the head of Evistifos, Chuko called upon the power
of Pelor to destroy the devil's ice cauldron—the source of the
palace’s glacial sheath. As the cauldron melied beneath Pelor's
divine lighr, memoars rocked the palace as the Ice cracked and
split. Fearing the building’s imminent collapse, the heroes fled.
Outside, they soon found themselves caught in a downpour of
fractured, so-foot-long ice shards that had broken away from
the palace walls, Wicked DM that | am, | had each of the flee-
ing heroes make a Reflex saving throw, All of them succesded
save one, prafse Pefor! Chuko rolled a 1.

Lumhering hehind the others in his heavy suit of armaor,
the cleric managed fo escape the frembling palace only ta find

himself about to be crushed to death by a cathedral-sized shard
of ice.

Fortunately for Pierce, another player leapt to Chuke's res-
cue, Shawn Blakeney's character—a half-drow rogue named
Lilith—sacrificed a Hero Poind {see my editorial in lssus #75)
to shove Chuko out of the way in the nick of time. The cleric
was alive to count his blessings, after all. The palace, though
shaken, weathered the thunderous cascade just fine.

All of this relates to the spring quake we experienced here
in western Washington State, which measured a jostiing 6.8 on
the Richter Scale. One of the things you're not supposed to do
tluring an sarthgquake it you're indoors is run ourside, because
there’s a prefy good chance you'll ger clocked by falling debris
as you vacate the premises. It's generally safer to hide under
some heavy furniture or stand in a doortrame and wait for the
shaking to stop.

When the quake struck in March, many people bolted from
their cubes and headed for the exit. Pierce, on the other hand,
leapt Into the nearest doorframe and walted. He had recalled
Chuka's harrowing experience and how the cleric was nearly
erushed fo pious pulp while flesing the roval palace.

Pierce told me afterward that he had learnaed Chuko's lesson
well. DED taught him how to aurvive earthquakes. So now I'm
curigus—what has the game taught you?
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LETTERS

Letters

Soapboxes for EVERYONE!

Tell us whar you think of this issue's adventures. Write fo:

Letters, DUNGEON Magazine. 1801 Lind Avenue S:W., Renton,
WA g8oss5 or send an email fo dungeon@ wizards,com.

READER, INTERRUITED

Mr. Thomasson,

Firstly, welcome on board. | look for-
ward ta herating and applauding your
work in issues fo come,

Jecond, | just completed a long two
weeks of standing ot my mailbox and
pouting because my first subscriber
issue of Duvsaoy was not inside. Today,
my long wait was rewarded. Of course, |
tore Info it immediately, reading nearly
every page starfing with my Favorita
section: “Latters.” | was interrupted
somewhere in the middle by my yvounger
sister. | had not 1aken oul the included
CD and passed It immeadiately o her 1o
investigate while | read. I'm glad she
interrupted; | loved the CD, The “How to
Create a Monster” article will be wvery
helpful to my younger brother, who ia
running a world of his own creation and
hias hiad trouble designing balanced mon-
sters. I've only been playing OErD far a
few years, and | have only been a OM
for this last year. To look at a copy of
Duwseon 4, be it digital or othorwise,
was just inspiring. | am now happily
drowning in art. To all those people who
think wou need more fext and |ess arr:
*fou are just lacking some basic appreci-
ation of true culture. Fersanally, | think
Duwaeon could use more art, but that is
neither here nor there.

Finally, | am a huge fan of the drow
and have never been able 1o run a suc-
cessful low-level campaign invalving
them. "The Raiders of Galath’s Roost”
(lssue #B7) looks to be my anewer, | am
currently planning a soda-and-pizza
campaign weekend (because my current
group is sfill wandering in the "Dungeon
of the Fire Opal” from lssus #84).

F.5. Keep up the grear work. No mar-
ter how busy or fime constrained the job

& september/october 2oou

might feel, your commitment to Duneron's

quality will always be appreciated, espe-
clally by the Gonrz family.

Taylor Gontz

Harrisburg, PA

Thanks, Taylar. | hope [ can five up to the
high expectations everyvone has for
Duncedw. fm a big fan of using fusma-
tions to enhance autstanding adventires,
and this fseuve folfows that trend We've
gor g variety of styles and palettes for
you art buffs, plus some fantastic takes
on Some classic scencs and monsfers.

TEARe OF JOT (& RELIER)

| just received lssus $#87, and | have to
say that | almost wept, | now understand
gnd fruly appreciate how much work
you and all the others put into Dvgeon,
The entlre Issue Is spectacular, and 4
am proud to be a small part of ir, | also
want to express my appreciation for Bob
Klasnich's work, The ilustrations (For my
adventure, "The Cradle of Madneas") are
fantastic and | was blown away by the
view ol the ruined keep. The artention to
derall was perfect .. ir's almosr as if he
read my mind.
| can't thank you enough for baing so
helpful during the creation and revision
process. My first stab at professional
writing has been a pleasure. Thanks 1o
vou and everyone Inviolved.
Weeping on my keyhoard,
Hob Lee
Graanbrier, TH

Srap, Rob. Youre making us blush
Besides, with aff these compfimenis o
our artists, theyre heads wilf swell and
rhey i start demanding to be fef out of
thair cefls more offen.

Legal Stuff

i (= in pulilialied

Printed in the U.S.A.

Liistribution Mationally and Internatinnally
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MORE BANG FOR TOUR BUC

| have been devouring lssue #87 for the
past wo days, Wow! The adveniures in
#87 are even bemer than the adven-
tures in lssue £86 by the "big names”
"The Cradle of Madness” is absolutely
the best grd Edition adventure | have
seen yet, and | have read all the adven-
tures Wizards of the Coast has published
for the new edifon of D&D thus far.
Kudos o Mr. Lee. | really gor a sense of
toral insaniry from reading the adven-
tura, and Dinvceon was not afraid o
print the blood and guts that accompany
such madness. The torture chamber was
chilling to say the least, | am not a fan of
ForcorTen Reatms at all, bur  Mr.
Williams's - adventurs “The Raiders of
Galath's Roost” is incredibly well done. |
can almost feel the grit that he and the
other designers have infused into the
new FoRGOTTEN REaLMs setting, All | have
1o say abour thar Is it's abour rime.

dealing 30 points of damage would heal

3 hit points”” Wouldn't an ice golem hit

with a 3u-poinl cone of cofd heal 1o hil

poims? s the example incorrect, or Is the

error in the sentence immediately pre-

cading the example? | don't know, maybe
| am reading something incarrectly.

Eric Evans

5t. Plymouth, NH

erlcevansgaz7 wearthiink.net

Dol Math is hard, Theres & reason us
aditors is working with words [nstead of
with them numbers. Gead catch, Erfe.
The example was fawed, buf the actual
description of the ability s still correct
fa cold effecr does cure 1 poinr of dar-
dge far each 3 points of damage deaft)

We're actually quite proud of our
value per page, and more gamers are
starting to recognize rhat. Keep spread-
ing the word about us!

HE NEW FULES MAKE TH

ENJOYABLE AND ACCESSiBL
SIANPLIFIER, STYEAMLINED, x_:un'

| love the new section heading font.
You guys seem to be constantly tweak-
ing the mag for the better!

| have only scratched the aurface of
“Glacier Season,” and | have not yer read
“Walley of the Snalls,” bur | expect they
will live up to the quality of the ather two
adveniures in Issue #87. One final "wow”
is that lssue #87 is 144 pages long. Ar thar
prica for quantity, Dunerow is the best
value in the gaming mdustry, bar none. |
paid about $7.00 with my subscription
for lssue #87. ATT 144 pages, thar's abour
2 cents per page. | pay oo for ge-
page stand-alone adwventures. That's 32
cents per page for a stand-alone adven-
ture, which means | spend 16 times more
for stand-alons adventures, How do you
do 17 How do you provide [such] quality
for a lower price?

Even in all its near perfection, how-
ever, | managad to find a "problem” in
lssue #87, which actually seems to be
little more than a mathematical error. |
was reading the siatistics Tfor the ice
golem on page 104, and | found These
puzzling sentences in the magic immu-
nity teature: "A cold effect cures 1 point
of damage for each 3 points of damage
it would otherwise deal. For example, a
damaged ice golem hir by a cone of cold

MANA FROM THE GODS

I'm writing to you to let you know that
after buying my firat copy of your mag-
azine, | enjoved it enough to put in a sub-
scription for three years. | am a DM who
started playing DErD back in 197 when
| was only g years old, but | stopped
playing around 1gg when the real world.
caught up to me lalong with burnour
from being the DM for almost all of my
playing time). When Baldur’s Gate 2
Shadows of Amn came our (added To the
announcement of Meverwinrter Nighes
included with the game), my interest was
pigued enough that | went out and
bought the new edition of the Flayer’s
Handbook and Duwseon MasTer's Guide
and was won over instantly. The new
rules make the D} game more enjoy-
able and accessible, as the rules are sim-
plified, srreamlined, and flexible encugh
to allow for greater creativity among
players and DMs.

| managed 1o find a new game group
consisting of 3 adulr women, 1 Teenage
girl, and 2 other guys. Mozt of my new
group were unfamiliar with the Dl
game in general, and they have enjoyed
the new edition quite a hit. The only
problem that | have experienced is the

lack of time available as a working per-
son and a homeowner to prepare
adveniures Tor the parly. The availability
of your magazine |s mana from the gods
for me. Even if [ can’t use most of the
material, | can still use the ideas pre-
sented as a timesaver. Kudos to you all
for providing this service!

As a side note, your "Cooops Tile”
entry for lssue #88 was in error, since
the initial AC of 28 is correct. You forgor
to add in the base AC of 10 that everyone
starts with. So, 10 (base) - 8 (size) + 26
{natural) docs indeed equal 28, | have no
defanse for the ducks though,

George Stewart
via amail

Sigh, We're big dorks. Math s hard,
Yadda, yadds, vadds. See my comments
above. Blah, blah, blah.

Serfously, George, thanks for catch-
ing the mistake we made in “correcting”
our rext. Musr . . use o calcofaror,

N® HAORe Il OUR WATS

| thought I'd drep a line to share some
thoughts and opinions:

* Firsr, congrars to Chris Thomasson
for getting suckered . . . | mean, coerced
into being the new editor. With as many
great minds as seem to be wandering the
halls of ‘Wizards of the Coast these days,
how can you go wrong? Just remember:
As an editor. sleep |5 optional.

Second, | just wanted to say thar |
love the mag; keep up the good work. In
general, that kind of commaent is usually
followed by some criticism: "Keep up the
good work; oh, by the way, | can't
believe vou've been running adventures
with elves |arely! Whar's up wirh thar? |
hate those painty-eared hobgobling . . °
or the like. This is not the case with me.
| love the mag; keep up the good work.
In fact, | hadn't read Dunvarow regularly
for a feoong while (| think | subscribed in
the Issue #1218 range) bur decided o
subscribhe for three years based on the
strength of one issue (384, for those of
you playing the home game; gotta love
them drow]. Clearly | like where the
magazine is, and | trust where the maga-
zine s going. [ y'all are wver in Tallahas-
see, you've gor a beverage of your chaice
and a hide-a-bed to crash on.

Third, to throw my hat into the solo
adventure debate, | love {(good} sclo
adventures. They were my primary
means of actually experiencing (AJDEID
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for many years (| lovingly wrote a col-
umn about Fighting Fantasy books sev-
eral months agol, With the new edition
of DD, solo adventures can possibly
serve as 3 greal way to play someathing
otf-beat, ditterent, and/or clever: "You
are Klatvos, a dwarven paladin recently
turned infe a vampire. You awaken in a
cavern thal seems suspiciously like the
inslde of a sea creature’s belly . .." On the
other hand, a little goes a long way; one a
year {or every six issues, should you all
do something odd lke go monthly) would
serve me fing, personally.

Fourth, | loved the inclusion of lssue
#1 on the latesr CD-ROM, and | would
gladly support any such further efforrs.
You are taking pre-orders now for the
Complere Duwoeow Magszine CD-ROM
archives, right?

Well, that should de it for me, Thanks
again for making such a fun mag. I've
sald It before, and Il say It agaln: In my
mind, it's never hean such a wonderful
and exciting fime to be a gamer. Keep on
keeping on as one of the reasons why.

Steven Marsh
Editor of Pyramid Magazine

12 september/october sooy

when it comes from other magazine
folks in the industry.

HIGH-LEVEL LURE

Wowl | was totally blewn away by "Glacier
Season” (lssue #8z7) It was awesome. |
was rendered breathless by the exhila-
rafing build-up From Taigiel's unguench-
able thirst for vengeance through the
treacherous frozen plains of the tundra
that led ultimately to one of the most
perilous, heart-wrenching bartles | have
ever fought. Encore! Encore! Truly it will
be a tale to tell for guite some time. With
that | salute and congratulate you.

| also wanred 1o ask you guys and gals
a couple of questions:

Being a new subscriber to Dumcecs
Magazing, | want to know where | could
buy more recent back issues that | have
missed, such as lssuss #g-80.

Second, could you could print af least
two high-level adventures in each issue?
| mostly see a lot of low-level adventuras
in wour magazine, and believe me, |ust
like the little guys, we too like to brave
the dangers and thrills of the unknown in
search of fame and formene, whether i
he in the lair of an infamous elder wyrm
or facing the mighty magic of an ingen-

AU
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iously twisted sorcerer. No matter what,
after all is said and done, it is the stuff
that so many of us have come o love
and crave. So how abour i1?
Jimmy Garner
Huntsville, TX

We sl recent back issucs in the Wizards
of the O onfine sh see our web-
site (www.wizards.com/ for derails,

I would ke o see more high-levef
adveniures, especiaffy above 15th level
Haar rhat, writers? )

REVERSE ENGIMEERING

First, | wanr 1o say thar Cowceon rocks.
Whenever we get to actually play the
game (which is 2 rare oceasion), | have
almost no trouble pulling an adwventure
out of my sleeves that works for my
plavers, although Dunvaeon has swirched
to 3rd edition and we still play ADERD,
The adventures themselves have jusr
been gerfing befter, Thar said, how do
you submit a "Map of Mystery™? | don't
have the grd-Edition game yet, but I'd
like to submit maps. Tharnks a lot!
Joe Carothers
Big Bear, CA

continued on page 110

A new life awairs you ar the end of the Chernak River,
provided you can survive its many perils. A D&tD
adventure for gth-level characters,

The heads have starred rolling, and time is running our. A
D&tD adventure for 1ath-level characters.

Love is in the air! Come to think of it, death is in the air,
too, A DErD adventure for 4th-level characters.

It's a dishonorable iob, but somecne has to do it. A DEAD

Oriental adventure for 1st-level characters,
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THE DOOR FROM EVERYWHERE

e Door From Everywhere

Some Portals Are Better Left Unopened!

by Roger E. Moore

artwork by William 0°Connor # cartography by Christopher West

“The Door from Everywhere” Is a DD Forcorien Reawms advenrure for four 6rh-
level player characters (PCs). At least one arcane spefllcaster is required. The usual
mix of classes, races, and abilities is otherwise preferred, bur with a strong emphasis
on combat ability, physical or magical, for every individual. The adventure might turn
into a wide-ranging free-for-all at some point, and each character risks being
separated from the others and attacked by multiple opponents in unfamiliar territory.

This adventure fakes info account the events in the ForRGoTTEN Reatms novel Death of
the Dragon and the DED game product Into the Dragon’s Lair, which takes place
shortly after the end of the novel The action reguires that the PCs (who are assumed
to have gained some renown in the kingdom of Cormyr) be in the capital, Suzail,
abour Midsummer of 1372 n.r. The PCs mighr be present for any reason bur

should be easily seen in public, so one or more of the PCs can be identified on sight.
The acrion in this advenrure is nor scripred, bur the DM should accounr for the
passing of time as usual, After the PCs have been gone for one month,

a new party of adventurers wifl be sent on the same mission.

[ Magic ltems & Monsters

Abventure Backsrouns
By mid-1372 DR., the bartered kingdom of Cormyr is coming to
grips with its condition after the brief but nearly ruinous
Diragon's War, The first half of this year brough! an uprising
by several familles of malrorous nobles, the ravages of a grear
dragon and its allied monsters, a chaotic invasion of goblins
and ores, the loss of one majer city and grave damage to
another, and the loss of the realm’s most powerful and axpe-
rienced leaders. The crown's hold on Cormyr’s northern and
northeastern frontier is uncertain at best, Hunger and dissase
are everywhere, Refusees are refurning home across the
realm, bur the whale social Fabric is disrupred. Food is costy,
and money is scarce. In a kingdom that has known relative
security for ages; fear and confusion now fill the populace.
By Midsummer, with the worst turmoil ended, the Steel
Regent Alusair strugeles to maintain civil order across her
lands. Tilverton is now a dark, shadow-filled waste called the
Black Crater, but soldlers are building an outposr near It 1o
hald the land for the crown. The rade routes once going
through Tilverton have been respened, but at some distance
from the crater. The city of Arabel, retaken in ruins from the
orcs, is being rcbuilt, Orcs, goblina, and bandits in the north
and east are being fought and chased out, Sfill, the Purple
Draguns, Cormyr's greal army, suffered grave losses in the
fighting and are harely able ro parrol the hears of the kingdam,

& Mon-Player Characters (NPCs)

W Objects W Settlements  +" Traps

much less the outer regiens where numerous nonhumans
prowl. Sembia is making unsubtle overtures to take land and
influence away from the realm. Many noble families hoard
Iheir resources and even their collecied 1axes from the crown,
srengrhening their own lands and guards in the avent of fur-
ther disaster. Some nobles might yet pull their lands from the
kingdom: and declare: themselves independent of the monar-
chy, though the consequences for them would be dark indeed.

On the good side, Alusair can draw from the crown's secrat
store of gems o maks up for lost tax revenue and trade income.
Bridges, casfies, and towns can be repalred. Army payrolls can
be met. Roads can be cleared. So many gems must be sold, how-
ever, that the prices of gems across Faerdn will be depressed
unless she seeks distant markets for their disposal.

Alusair must take cvery measure to reinforce Cormyr's
authority over the lands it refains, and strong-arm rebellious
nobles into obeying her will (or at least doing no further harm
o the realm). She must learn the cause of the disaster in
Tilverton and, if possible, prevent it from happening again.
Arabel must be brought to full strength, all bandits and nonhu-
man invaders destroyed, and the northern trade routes kept
secure and open, Lands from which commeners were driven
must be resettled and farmed, Perhaps S3embia can be bribed
to keep its hands off the eastern lands, and sea trade can be
subsidized and expanded. Perhaps magic can boost crap
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yields. There is so much to do. The regent appears weary and
lense these days, finding lirle solace In the news her generals
and scoufs bring. Worse, her explosive remper is fraying
nerves throughout her court, and she is offen more feared
than trusted,

In the process of detailing troeps to replace those at the
Black Crater of Tilverton, Alusair receives reports that new
bandits were spotted near there a day earlier, Their air seems
to be an ancient collecrlon of ruins in the Stonelands a few
miles from the Moonsea Ride, not far to the southwest of lost
Tilverton. Alusair consults her War Wizards and learns that
the ruins probably date from the time of Metheril, millennia
ago. There is always 8 chance of finding magic items in any of
Netheril's ruins, and the possibility of bandits gaining this or
other advantages is unnerving. Alusalr delegares one of her
mrusted commanders from the Blades, Lord Falzo Hawklin of
Suzail, ro get reliable adventurers on the problem right away,
people the crawn can frust, She wants the bandits wiped out
and the ruins examined in derail. She is saving her Purple
Dragona to handle larger problems, rather than break her
army into finy pieces o chase down every porential mouble-
maker in the war-weary realm.

Lard Hawklin leaves the Steel Regent; grateful she has not
seen fit to challenge him to another duel to wear off har Frus-
fration and rage ar the kingdom's dire predicament. Rather
than posting & gencral advertizement for adventurers, Lord
Hawklin gets the advice of the College of War Wizards, who
maintain a vast system of records on every arcane spellcasrer
known to operate within the kingdom. He also checks with the
commanders of the Purple Dragons, who issue the adventur-
ers’ charters in the realm. After a day's consideration, Lord
Hawklin sends a number of servants to locate any members of
adventuring groups on his short list, ones he feels will do a
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reliable |ob in cleaning our the bandit nesr and exploring the
ruing. The first group Lord Hawklin's servants discover and
recognize in the streets of Suzail is (surprisel) thar of the
player characters.

Abventure ovnomi

In mid-14y2 0.k, the PCs are hired by the Cormyrlan govern-
ment To clear our a reported lair of handits along the Moonsea
Ride, the main road heading northeast out of Cormyr, The
Moonsea Ride leads (or once did) to Tilverton, a border city
that was destroyed in Mirtul of that year by an unknown mag-
ical attack of grear power,

The “bandits” turn out v be an assortment of villains and
monsters from distant parts of Faern, all fighting each ather
in the ruins of what was anhce an ancient military post,
Exploration of the ruins confirms that they are Metheress in
erigin, over twe millennia old. The foreign visitors here arrived
by using a nawly activated porfaf network that the Netherese
built. The PCs have the chance ro temporarily shul down the
portal system lo prevent more visitors from arriving, bur they
must also fend off Zhentarim artacks and other monsters while
doing 5o,

Mo particular plot Iine or tima schedule must be followed ro
rasolve the mission. Once the PCs reach the ruing in the
Stonelands, they are largely on their own in determining what
to do next and how 1o tidy up any mess that resulis. The acrual
seltings are minimal In narure, so vou can ser up all encounter
areas quickly and easily if using rabletop miniatures.

(haracter Hooks

The PCs must be reasonably reliable in the eyes of the
Cormyrian government. They are given considerable kaiiude
to deal with the prublem before the crown, and thus have m
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be trustworthy. If wuuld help if one of more uf the adventur—
ers had connections o nobles loyal to. the crawn, perhaps:
even being minor hobles themselves, Characters with histories
of fighting on the side of Cormyr in the recent Dragon's War
or other conflicts, or aiding the crown or Cormyr’s people in

some way, would have a clear advantage at the start in: The '

relations with Lord Hawklin,

I is possible thar one or more characTers have h&ﬁrd of 111& ol
lare ng Azoun’s ang-atandmg offer tm g‘ran’r thie mle ﬁf“_f !

Baren of the Stonelahds to anyone who builf a castle Ther'e
lived in i, and kept the area free of Zhentarim, bandits, mon-

sters, and so on. It Is well known that the Steel Regent also., i
honors this pelicy, and she would further ke someone fo!

establish & new caravan siop o replace the one at Tikverton

{which weuld also srrengrhen Cormyr’s hold on irs northeasr-:
ern border). The value in areating a strcmghr:dd and gaining -
noble fitles might move a group of PCs fo use the Stonelands |
ruins as the foundation of their future home, particularly if

they uncover the well near Portal

Much of the general information abour the state of Gwmyr“ |
given in “Adventure Background,” should be avallable 1o the._-

PCs from conversations held with almost anyone araund the
capital, Suzail. The conflicrs with some noble families, maraud-

ing nonhumane, and so forth are common knawledga-
However, what really hfrppamd to, Tilverton, some of the

background machinations of the Dragon's War, and 'nfhai the

Steel Regent means fo do about the current froubles remain
unknown 1a the public-and the PCs. :

Besinmirs the Abventure :
One or more well-known adventurers are approached by a
young, tesnaged page on horseback. The page (female half-elf.

Arin) might have been noticed momenfs earlier, scanning the

crowd In Suzall or warching the PGs as If unsure they are the,

people she seeks. Once the page approaches, the PCs see thar.

: ﬂ'tez-f Talk, Ofes 'tﬁ'élPCs' are seffled info their chairs. Lord

Hawklin has a Servant fefeh drinks for everyane, then hegins
speakmg the moment the servant has left the gazebu He uses
the "roval we" while speaking with the PCs, as he is acting as
the Steel Hﬂgenr's direct agent'in assigning ﬂ'm mission;

I.crrd HawF;Im palses to ook at tha characrers directly and
see whether they are Interesred. even though he's described ir
in only the: vaguesr terms, He responds to most questions
{exact nature of mission, reward offered, problems expemed)
~with, “We'll get ta that shoﬁly If pressed, he calmly says, “You
am being offered a mission directly from the erown. I the
~sart of mission that makes you an agent of the government,
and we need people who have the best interests of Cormyr in
mind ‘when they rake ir. There's more o this mission than ['ve
said, yes, but we are reluctant to disclose anything further
until wa have your sworn agreement fo take up our cause. We
" have appointments with fwo other bands of heroes after this
ane, but you were our first pick. Are you in?"

Hss;:mmg the PCs agree 1o fake the mission as described,
Lord Hawklin nods, sarisfied, and confinues:

the .unarmed youth wears fine clothing and the badga of Al

nioble housa in Cormyr (that of the Hawklin Family). The page

guides the horse close to the PCs, halls them pleaaanﬂy, and.

asks their names. IF askcd why, the page ruplli.:s, I have bu5|-
ness from: the crown.” but says nothing further. IF the group

property idenrifies inself, the page invires the graup 1o come 1a -

Lord Hawklin's manér within the hour. “M'lard wiches ta ﬂpeak,
with you! directly,” the: page finishes. A briet . ﬁm‘léd can be

allowed to assemble the rest of the: gl‘s&up The page Ipuds Thr:m Bl
all to Lord Hawklin's residence; a small muﬁor with mw:lnqls /

gardens alung the horth side of Suzail's greal Prﬂmanadn

Lord Falzo Hawklin {male human Ari6/Fira: Diplomacy. +6; i

Knowledge—history +7) is a stunningly handsome and infe

gent young man, quite mafure, sophisticated, and collected in -

sma-:-rh.
miake
anyone believe that mavbe some nobles I'l.'.ﬂ"‘_." m;baﬁnr than .
‘¢asual man-
riar, bur his mind is quick and he is nhvinuqu athleticl He: wears
only an orhate, ceremonial- ~appearing dagger on his belt (32
dagger of speed), but he carries several other magic devices
(ring of mind shielding, +3 ring of protection, ahd «h; hmcﬂw

his manner and beating. Tall, dark haired, dark a}'ad.
voiced, and impeccably dressed in black, e is eni

everyone else, He moyes and acts'in a relaxed.

of armor). A

He invites the PCs 1o sil with him i a Iarga-‘-"'
saying thar they are wﬂ]l warded ther 5
any sort and can enjoy. the breezes an

§un‘fmﬁ' ﬂﬂwar\s a‘uﬁé
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“In addition .. " "Lord: Hawﬁiln pauses mm h‘is ﬁxprﬁs i
sion hard to read. “In uﬁdiﬂm ymitmgnwmdlatua@ your |

 mission with anyone other than myself, C.
a higher representative o fnlf‘lﬂui.mn oy
ahum amr ing

the Black Gf-aitr 507 ﬂwﬁrav:!aﬁs muld I‘[" e if
sible view of . Wenﬁﬁﬁmn have 1o bulld a wall around it
10 keep the heroes our of it as well. What you see of the
Black Crater must stay with you alone,
"Further, you are not to approach the Black Crater under
iy mmrmsmncmﬁmﬂdiam and W;ar;\'u?zarda th;rg are

Your wrlta l:k:r an au{ﬁu _q anz.r
bu.-dm:as“wifh ‘.I'r You mlgj'i'r nar wish fa draw near the crater
anyw:ay as we have gnud suaglmris ‘that ﬂ'!m whn izrlmen'f

' ﬂ\at pn‘ are slain, and ﬁ‘lerr MI.FI,S- foraver. -Ma ana who

Thu-,- are &rmpl}f gone, Jﬂdu your ]Glh a‘rnj Im uﬁnyﬁmdﬁe
there du theirs,
“There is another marter” Lord HMM gfghsmdthmg
' his head, a faint smile. ‘coming fo his tace. “You mightactu-
“ally see this as good news, | suppose. The brigands in the
area appear 10 be using some ruins as their hideout. We have
“reason 1o believe the ruins are quite old, pﬂEﬂH*ﬂNﬁﬂiﬁrﬂS&
Lin origin: You are 1o u}tpiu}“e those ruins and see whar they
| contain In the way of threats ta our Hngdnm remove those
threass, and repart hack on them. That assumes any threat
exists, of course, which might not be the case as the ruins:
have been very quiet for over a thousand years. If- you do-
find anything there that would be of assistarice fo our realm
or of interest to the crown, we would b pleased (o know o
Py of course. Otherwise, you can keep whar you ‘find, as
| ahfa}rs. Just mop up the brigands.

“That's. abaut it. Cur drinks are coming now, | ses, so let
us rest a.short while longer and enjoy a bit of beauty and
peace. Then you can get your writs, take your caths, and be.
on your way before nightfall™

I asked. Lord Hawklin reveals thar the crown's intendad
reward is to pay the characters in fine gemstones. Two pay-
ments are actually being offered: one immediately after the
mission is successfully completed, and one three months later,
paid out at a government building in Suzail. Each payment
comes to Gooo gp per person in gems, and either share {or
buoth as & whole) can be used 1o purchase avallable magic items
of equivalent value from the crown, Moreover, each PC will
receive a full reimbursement of the current year's adventur-
ing fees and taxes. Lord Hawklin makes a general reference 1o
additional benefits if the PCs discover anything of “special
importance to the crown” ameng the ruins, but he dogsn'l
expect anything much will come 1o ligh,

Lord Hawklin is also happy to make small falk ahout the
weather, life in Suzail, the garden, foreign politics, and o on,
though he says little about the state of the kingdom ar present.
The latter topic obvicusly bothers him a lot, although he triea
to minimize trouble. Mo matter whar the PCs say, they cannot

meet with anyone in the government higher than Lord Hawklin,
and certainly not the Sresl Regent, who is in meetings all this
menih and likely 1o be In a foul, dangerous mood.

You can swiftly play out what follows at Lord Hawklin's
manor: Swearing loyalty fo Cormyr and secrecy about the
mission, gaining the miner writs for the mission (sce
“Cormyrian Adventuring Laws™), and checking on all the PCs'
official documents to make sure they are properly regisiered
with the governmen! as adventurers or wizards, (Remember
that the FCs are required by law ra rake copies of all their doe-
uments with them on this adventura.) You might wish to have
one or fwo characters run into brief bureaucratic snags at this
point. For example, it might develop that one character, by
coincidence, has the same name as a wvillain from Sembia.
Perhaps a PC's name has been misspelled on sume papers. or
someone forgot to check in regularly. Any such problems are
cleared up quickly, but the impression should be left that
Carmyr cares about legalities,

It characters need supplies, they can purchase up to 1,000
gp of equipment per person, paid for by the crown. Almest
anything within reason can be purchased in Suzail. Horses are
recommended, as a long journey is part of the rip.

Finally, Lord Hawklin gives the group a ser of papers show-
ing the ancient alphabet of Netheril. Mo dictionary is provided
fo translate any words. The papers can be used only to deter-
mine If the Stonelands ruins are MNetherese In origin, if any
writing or carvings are found there,

Once this is done, Lord Hawklin escorts the PCs from his
wanur 1o their mission. He leads them down the Promenade,
Suzail's main streer, to the western end of the Court, the
gigantic government building in the center of Suzail, There, he
leads them to a bread set of double doors that appears to be
a service entrance for taking large deliveries, as from wagons.
Cpening it {it is unlocked, at least for Rim), he rakes them inside
a brightly lir room resembling 8 small, empry warehouse, 6o
feer square and 2o feer high. An identical ser of double doars
stands an the far side of this raom; the sides of the room have
piles of empty crates, straw, and minor debris pushed against
them, The room.smells like horses were recently atabled here.
Bright ilumination comes from a half-dozen globes suspended
from the ceiling, radiating magical light,

Lard Hawklin morians far you 1o wait by the doors. He cleses
them, then fumns to face the doors on the Far side of the

chamber,

“In the name of the Forest Kingdom, and of Alusair, the
Steel Hegem Ebid you npnn," he says ina loud, slromg voice
thiat echoes in 1he lage room.

Smﬁ[y. the doors on the Far ‘side of the room wvanish,

-replaced by a whirling, sparkiing pool of gray light about 18

feet across, hovering about a foot abovs the ground. The
‘poal of light then slowly sinks-into the floor until it is only 2
half-circle, 8 feet high and 16 feer wide: The gray light filling
the half=circle fades, and you see a landscape bevond Ir.

The scene is of @ rocky wasteland among high hills, at the .
“same 1ime of day as it is now In Suzail. Several dozen
armored men with ‘drawn longbows, -obviously Purple
Dragons, watch you through the magic portal, arranged in a
semicircle focing you. Other soldiers behind them gaze at
you with mild interest that is quickly losi. One yawns, and
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two others continue'a conversation after un!:.f a brief scowl.
in your direction.
One soldier in a Furpl& Dragon officer’s uniform walks:
aver 10 the portal and peers through withour enrering.
“The sun has not sef on the forest hﬂg‘dum?"' she says:
stiffly,
“Nor. shall i sc I»ong ns -..ve huld ir ln Ihetshy-

"{r_eplies Lurd

rﬂpurfa:i. Thslr papmwmk Is i DI‘dﬂI".’
b-efnre""‘

“No change, your lordship,” says the
looks fired and grim; old beyond hﬁrwﬂh nave a
‘dark, haunted look, "Our friends from erﬂahp are
preparing a report: for the regent. It should be ready Ix'r
'fumdrmw :

“Thank  yau, aflpmm. “says Lord Hawklin. “We will be
ready fo receive it The gods be with you”

"I pray that they are, your lordship.” The caprain’s wear:
voice and expression make it plain that she has "h&r
She looks expectantly at your party. Lord Hawklin t 1urns
sﬂlamniy waves you l;fmrard. through the n-ur’iaL

(amr of the Purete Dragons

Once the PCs step through the perfal Captain Miri Dunman
(female human Firg) silently escorts them to a large circular
tent nearby. If anyone starts to wander off or dawdle, she
snaps. “Follow me. Let's get this over with," A the ent, she
aversees three Purple Dragon sergeants who examing all the
PCs' paperwork in detail, ignoring any pleas to the effect that
Lord Hawkiin cleared their papers earlier. After 1odio minutes
of consulting books and charts, the sergeants let the POs go. IF
anyone was so foolish as to alter these papers {and be caught)
or glse throw 1hem away, thai PC is arrested al once and held
under guard untl he or she can be rerurned ro Suzall (by por-
tall and jalled there to await Irial. You can play our this passi-
bility as desired.

Once the paperwork is out of the way, Captain Dunman
takes the group to 8 meas tent where the PCa can eat, reat, and
prepare for the journey ghead. The captain expects the PCs
will leave no later than dawn the following day. The sooner
they go, the happier she is. The army campsire s on a ridge
about 150 feet high, overlooking the western end of Tilver’s
Gap and providing an excellent view of the region. The PCs

can count about forty soldiers here, (Actually, fifty are pres-
ent, all above znd level as fighters, supported by another
twenty War Wizards of gth-1oth level.)

Caprain Dunman warns all PCs thar spells cast wirhin a five-
mile radius of the Black Crater are likely to malfunction. She
canngt explain why this happens, but she details the effects
with great familiarity. Essentially, the Weave (global magical
field} in this area is so disrupred by the Black Crater that spells
have a chance of failing in direct proportion 1o the spells’
power. Multiply a spell’s level by ten and use the result as the
percent chance the spell has of failing (thus, a and-level spell
has a 20% chance of failure). She urges spellcasters to save
their spells until they get at least five miles from the crater o
the west or southwest. The same advice is given to caravans
passing though,

The Purple Dragons here are not willing to talk to strangers,
especially adventurers, regardless of their papers. Howewver,
with care, the soldiers reveal a little about the area and the
problem with what's left of Tilverton. One or two might point
out the Black Crater, which iz a circular depression about a
mile across. Mot even the walls of Tilverton remain. Three
roads can be seen leading up to the edge of the pit. A careful
observer will note a place on the Moonsea Ride abour five
miles away to the east where the road is blocked. A new roure
has been marked by stone cairns, leading distant caravans
from the Dales considerably away from the Black Crater. Tha
new route winds around the Purple Dragons' camp: at some
distance, joining up with the Morthride and eventually con-
necling back 1o the old Moonsea Ride 1wo miles to the south-
west. The soldiers moniror all caravan maffic.

Even from a distance of threa miles, a person can see that
the crater is dark inside, as i filled with black fog. Disturbing
movements can be seen inside the pif, but whar they are can-
not be discerned. Anxious soldiers who notice PCs warching
the pil take pains 1o again warn the characters nof to approach
any closer to the crater than this campsite.

In the unlikely event thar any PC does armempt to get near
the crafter, Cormyr’s soldiers and wizards make a concerted
effort to slay, not capture, that character. There is a spread-
ing concern that anyone enfering the pir is lest to an other-
worldly power, and slaying a curious busybody is better than
giving a potential enemy another ally. Any PC who actually
enrers the pir is forever lost 1o the campalgn; the player can
tear up the character's sheet and forget about . Nor even a
wish spell will return such a lost adventurer.

D :gﬁ:d |
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(OIMIRIARN ADVENTURING LAWS

Bacause this adventure takes place in Cormyr, the PCs should
already be aware of certain laws covering freelance adventurers

| ("lawless freeswords™ to many Cormyrians), particularly restric-

livns on magic use and the bearing of arms in this kingdom. You
mighr find ir interesting fo have unprepared PCs go through some
of this bureaucratic work befora the actual start of the adventure,
Conversely, you can ignore these regulations if they are not appro-
priate for your compaign,

Adventuring charters: Any group of five or more adveniur-
&5 who plan 1o fravel and work together on misslons must regls-
ter with the crown as an official adventuring force. The group
must ohtain a “royal charter of arms” in Suzail from the eourt,
usually the current chancellor, lord high marshal, or ruler. The
chancellor, currently Beri Huntsilver (female human Ariwo), is
available to teke applicarions for charters in Suzail. An application
must be signed by all members of the group, who must disclose
their real names and places of residence, and rhe group mus
describe its collective name, hadge, seal, coat of arms, standard,
flag, or other identifying symbols. Any permanent changa to the
group’s fitle, symbole, or size requires a revision of the charter;
charter records are updated on the first of each month, A copy
of the charter is issued to the group as a whole, with exia copies
available Tor wo pp each.

# charrer for five or six adventurers (forming a legal “fellow-
ship”) costs 1000 gp, with an annual tax of o0 gp on the
anniversary af the date of signing tha charter. In 1372 oA, larger
groups are charged 2,500 gp per person per tenday for tempo-
rary charters if they are not native to Cormyr. The group's pro-
jected dare of dishanding (within two tendays) musr be registered
and adhered ro. Native Cormyrians are charged 1,000 gp per per-
son per tenday. A long-ferm or permanent adventuring charter
for a group of seven fo thirty (legally, a "band”) costs a flat 5,000
gp per persen, for natives and non-natives alike. A group leader
must be designated to speek for all in the band in lagal matters.
The annual tax on a band as a whole is 1,500 gp.

A laie Tee of 2v gp per day, for up 1o ren days, Is assessed on
annual Taxes on adventuring groups. Failure to pay the tax and late
fee within this period will cause the charter to be revoked,
Hewvocation means that a group (F it has not infermed the crown
that it has disbanded) has decided ro oppose the crown and is now
officially “outlaw.” A warrant i issued to the Purple Dragons For
the group's arrest and detention, though this happens ofien enough
thal groups are not auromarically thoughr of as being in rebellion
(more likely, they are just preaccupied with adventuring), and so
are not attacked immediately by force of arms, The group, once
located, is warned to allow the arrest, taken inte custody, and given
the chance to pay all overdue taxcs and late feea. After this, the
group can sither officially disband at no coar, losing irs charrer {or
good, or have the charier reinstated 1o continue adventuring,

A member of an adventuring group can be stricken from its
membership by the crown for criminal actions, and a charter can be
revoked at any time for any reason by the suing authority. As
fravel and communication across Cormyr take time, 5o ony changes
to 8 group's charter will also take time to fully take effect.

Peacebonding weapons: Armed adventurers who travel about
in peae {in other words, while berween missions info dangerous
areas) must have "peacestrings” tied around their sword and dag-
ger hilts fo their scabbards. The Purple Dragons enforce this faw,
though they term it a “cugtom”” Soldiers at Purple Dragon guard

posts are willing to tie peacestrings of their own make on visitors’
WaIpOnS.

Using a peacestring is a symbolic gesture meant 1o pul com-
moners al ease, alihough Purple Dragons are all too aware thar

maost have no effect in a real fight. Large weapons like hattleaves |

are expected fo be capped with leather and stuck in belis, or
strapped to backs go as to make them difficult fo reach. Bows are
usually unstrung and carried on backs, requiring a round to pre-
pare for battle. Weapona that double as tools (hammers, hand axes,
gating knives, and so on) escape peacesirings il used by farmers
anel workers known fo local Purple Dragons.

I sropped by Purple Dragons for not following the “custom,”
an adventuring group can produce a copy of its charter and be
allowed to proceed without further hindrance, so long as this
occurs in an arca where weapons would reazonably be kept at the
ready (in the Stonelands, for instance, bur not downtown Suzail),
The penalry Tor failing 10 pur peacesirings on bladed weapons in
areas where fighring would nor be expecred is seirure of all car-
riedl gnods by the crown, with possible imprisonment and expul-
sion from the realm. Self-defense in the presence of witnesses is
permitted ag an alibi for having an unbound woapon.

Wizard registration: Every wizard and sorcerer of sth level or
higher is required ro register with he crown, Each wizard must
travel 1o Suzail and meer personally with Caladnei (female human
Sorn/Freq), the current Royal Magician of Cormyr and Chairman
Emeritus of the College of War Wizards, and report his or her
name, sigil, place of residence, and travel plans for the nexi six
months. Each wizard is personally responsible for ensuring this
infarmation is updated and current; there is no registration fee, By

mid-1372 0.k, senior War Wizards have srepped In for the over- |

burdened Caladnei fo keep up the registry, and ewven trusted
nobles will fake the initial applications. The penalty For Failing to
send in updated information is a fine of 500 gp, doubled with each
pasging tenday, with & guarantesd visit from the War Wizards
ofter two tondays. Refusal fo register is grounds for banishment
from the kingdom, and refusal 1o lwave is grounds for being
arresied and Imprisoned (or slaln, If resistance is fierce). Wizard
FCs are assumed to have already registered with Caladnei or her
War Wizards, but travel for this adventure must alse be ragisterad
once the adventure is accepted.

Minor writs: If adventurers are hired on a mission for the
crown, they are offen each given a paper that is legally referred
to a5 a minor wril. This paper stares thar the named bearer is on
roval busingss and s nor ro be delayed. Assistance in the farm of
food, water, and shelter must be provided within reason.
Howewer, a minor writ has many limitations of which adventurers
ara rarely aware. The bearer is not empowered to confiscate items
from Cormyrian citizens or te inferragate or search such citizens;
these legal powers are for cerfain members of government,
nubles, the Purple Dragons. War Wizards, village militia, and ity
guards. Further, many army officers, War Wizards, and so forth
have full freedom to ignore minor writs i, in their judgment, doing
50 serves a greater need or cause. IF a besieged army must hoard
its supplies, an adventurer with a minor writ cannot get food from
it if the commander says no. Because the major use of minor wrirs
is 1o gel free foed amd drink from Inns, restaurants, and Taverns,
writs are commonly called "meal tickets" by those who use them
regularly. For ohvious reasons, many merchants dislke sesing a
minor writ, as it means they must wrire off the cost of any food
taken o atherwise suffer the loss of business with no oppartunity
for compensation.
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Reacuing the StoneLanss Ruims
Caplain Dunman provides a reasonably accu-
rare map 1o the ruins where the bandits were
spotted. The runs are fwenty miles fo the
southwest, abour five miles on the northern
side of the Moonsea Ride. Along the Moonsesa
Ride itzelf, mo encounters are expected
except with normal caravans and wayfarers,
The captain warns that Zhentarim raditionally
creep abour this region, trying 1o hire nonhu-
mans info their service and spying on road
traffic. Raids against caravans here are fre-
quent following the Dragon's War, and bandits
and orcs driven from Cormyr have fallen in
with 1he native gobling, bugbears, ogres, and
other undesirables.

The captain supplies the PCs with harses if
they did not bring their awh, but she does so
grudgingly and demands they be returned once
the PCs' mission is concluded. Aside from food,
the army here parts with litfle else except
advice. They conserve their supplies against the possibility of
attack from any quarter (such as from the crarer, though they
newer mention this possibility as it so unnerves them). The cap-
tain sees tha PCs ofF at dawn if they don’t leave earlier, watch-
ing them with narrow eyes until they are out of sight,

The Sicnelands are largely barren, with patches of tan
grass and scrub among he huge boulders and rock outcrops.
The low hills are rugeed and scarred with gullles. Wildlife Is
infrequent but includes antelope, deer, goats, giant badgers,
flightless birds, and wolves, with eagles soaring overhead.
Storms in this area in the summer are usually dry, featuring
amazing displays of lighiming with sccasional ground strikes in
the distance. Mostly, though, the weather is dry and hot,

Feel free ro Include random encounters along the road with
caravans heading northeast from Cormyr ro Mistledale and
beyond. Unfortunately, it is not uncommon to see burned wag-
ons, horse skeletons, ruined merchandise, and unmarked
graves by the roadside here, as well a3 goblin skulls stuck on
poles. About fifteen miles down the road, the terrain lavels out
a bit, alihough it is still very rough.

The crudely rendered map the PCs are given (see handout
above) clearly indicates a particular stone cairn near the road
where they are to turn fo the southwest to reach the ruins.
The cairn, which looks like a pyramid, is discovered by any PC
making a Spot check (DC 15) once the appropriate point on the
map is reached.

Leaving the Moonsea Ride means raveling across five
miles of gully-ridden, rock-strewn, sun-baked, snake-infested
wasteland. About a mile from the ruins, the party must make
opposed Spot checks against the orc guards on watch, Tha
winner gains & surprisc advantage against the other group.

The Stonelands Ruins: Ground Level

Oher the past 1L,8ao years, the elements and angry nonhumans
have completely reduced the Netherese stranghold here fo ifs
bara foundations. Mo wall or tower remains. As there are many
more interesting ruins within a day's ride, this one has been
ignored by nearly everyone until now. It has been rediscov-
ered by nonhumans who, rather than digging their way into the
rulns, have munneled thelr ‘way out.

fLavers Mar or the StoNELaNS

& zoon, Wizards of the Coast, Inc, This handout may be photecopied for home game uss anly.

A explained in "How the Porfal Network Was Activated,”
ores won conrrol of a Netherese porral nerwork from the Culr
aof the Dragon, and one of the parfals opens into a subrer-
ranean chamber in these ruins. The orcs dug their way fo the
surface, and a force of about a dozen now guards the ruins,
awaiting orders, Three orc sentries crouch down on top of a
raised octagonal area in the center of the ruins where a cen-
tral keep once stood. With themn are two pet wolves that obey
the commands of any orc present.

Creatures (EL 8); Thunder Peaks orcs regard Cormyrians
of any race as their mortal enemies. These are relaxing at the
moment, talking about the recent fight with the Cult of the
Dragon while scanning the horizon for foes.

The wolves, trained from birth 1o obey any orc’s com-
mangds, hare humans and elves, amacking them In preference
to anyone else.

4 Male Orc Firz (3): CR 2; Medium-size humanoid (orc);
HD zdio; hp 13 each; Init 10; Spd 20 ft. (base 30 ft.; AC6 (+6
banded maill; Atk +4 melee {idiz+2/crit %3, greataxe) or +2
{18/ crit %3, longbow); 5Q darkvision Go fr., light sensitivity;
AL CE 8V Fort +3, Ref +o, Will -1 Str 15, Dex 10. Con n. Inf
0, Wis 8, Cha g.

Skills: Climb +7, Listen +2 (includes Alertness feat), Spot +2
{includes Alertness feat). Feats: Alertness, Blind-Fight.

Possessions: Banded mail, greataxe, longbow with 30 arrows,
sack of 1odf gp (Cormyrian mint), assorted pouches and drink-
ing flasks, and see Treasure below.

# Wolves (2): hp 15 each; Monsrer Manual 204.

Tactics: If the orcs spot anyone approaching the ruins, they
warn the others, and all of them take up defensive positions.
The two wolves are released to attack the intruders first, while
six orc archers attack from range and the other orcs prepare
an ambush below. They do not activate the portal to escape
unless it appears they will be overrun in the lower chamber.
These arcs might be reinforced by more from the lower level.

Treasure: One orc has a single pofion of fire breath and will
drink it after the wolves have been sent against attackers.

Development: Anyvone wha cxamines slain or capfured orcs
notices at once that the orcs are from the Thunder Peaks,
given their shield designs (lhe eye of Qruumsh over crossed

D '@E‘r_‘u[ 1



THE DODOR FROM EVERYWHERE

‘EEI‘I’[I'EI!LHEE_;}:?. :
Foundation

4% Guard Tower
<+———— Foundalions

lightning bolts). Anyone who fought in the recent Dragon's War
knows that these orcs were scaticred all over Cormyr n the
fighting, so it would nor be unheard of for them 1o be in the
Sronelands.

One last interesting feature here is a trail of blood leading
from the tunnel to the nerth, over the low rocky parapet that
remains of this stronghold’s outer wall. The bedies of two
humans, stripped of their clothing and murilated by axe sirikes,
were tossed over the wall's foundation for scavengers 1o ear.

Anyone examining the hodies finds that each has an inter-
esting tatfon in black on the upper left arm—black flames with
eyes peering out from them, raised over a clawlike symbol. If’s
the mark of the Cult of the Dragon, a notorious religious cult
that worships undead dragons and aims to bring down all civ-
ilization. There's no explanation for why this group would be
here, either, (The cult mounted an unsuccessful counterattack
one day agn to retake the portal system. The bodies of orcs
slain here by the cultists were taken through the porfaf for
burial in the Hullack Forest, beyond Portal 4.)

The Stonelands Ruins, Lower Level

The original stronghold was simple In consmrucrion and pur-
pese, as described in “The Nerherese Formress of Blister” side-
bar. Soldiers from Blister, on a Thunder Peaks mountaintop
seventeen miles southeast of these ruins, used the portal here
to artack nonhuman armies besicging the keep. Eventually, the
nonhumans changed their ractics, and the stronghold had to be
abandoned. The lower level of the sironghold held a porval
Binked 1o Blister and a freshwarer well, bur both were ahan-
doned and buried in dust and sand. Half the area was cleared
away once the orcs reopened the portal from the other side

(the Nexus Room), but the well has not
been uncovered yet.

Creatures (EL 8): In the cleared area of
the lower chamber are sight orcs from the
Thunder Peaks.

Two orcs have three arrows apiece
coated with a gummy resin taken from one
of the slain cultists who aftacked them car-
lier from the pertal The resin is poisonous
{equal to Medium-size spider venom from
the Diwiseon Masren's Guide, page Bo).

# Male Orc Firz (8): hp 13 each; see
“The Stonelands Ruins, Ground Level” for
complete statistics and equipment.

Tactics; If alerted, three orcs join the
three directly above the chamber to fire

£ 13 arrows ab intruders; the other five press

themselves against the walls our of sight
from anyone peering down the tunnel to
the surface. If someone descends the tun-
nel but does not call out in the orc lan-
guage first (giving names and other
% information in a recognizable woice), two
=t ol them fire poisoned arrows. One ore
activares the porral to ger reinforcements.
(I this or any other orc escapes through
this porta~Portal 1-he goes immediately
to Portal 4 in the Nexus Room and acti-
vates that to get help. A flood of orcs
might force the PCs ro flee temporarily.)
The other two orcs wait on either side of the entryway into the
chamber with greataxes drawn. Once these two orcs enter
melee, the other two orcs (if the pertalis not open) drop their
bows, draw their axes, and join the fray,

Development: Once the orcs have been dealt with, the PCs
can examine the excavated chamber, The must remarkable
feature here is a pentagonal door or archway on the easr wall
of the chamber. Ir Is abour 10 feer across. The arch itself is 1
foot thick and protrudes from the stone wall about 1 foot, Tha
back wall of the arch is of an unidentifiable stone, not the same
material used to build the wall around the arch. Even as worn
as it is, the archway sfill has a considerable amount of writing
on it, along every side. The lellering is Netherese, which can
Lie confirmed by anyone comparing ir 1o the Netherese alpha-
ber lerrers in the papers given to the party by Lord Hawklin,
The floor arcund the arch and across the chamber is rough,
a5 it dug out, and trampled by boots. Pools of dricd blood are
everywhere, but they do not seem fo have come from the orcs
here, who were unharmed before the party arrived.

All of the ores here know thar 1o operare the porra/, all one
has to do Is pur one hand on the arch and urter 2 command
phrase, in any language (“Part the weil of the universa for
me!”). The orcs won't divulge this information under physical
durass, however; magical means must be used {charm person,
deteet thoughts, and 30 on).

Once activated, the pentagonal archway seems fo change
color slightly. as if the stone were now  lighter shade of gray
than before. The air around It has a peculiar odor, like that
afrer a lightning bolf spell has been cast, and the femparature
feels like it has dropped a bit. Affer 1 round, the space within
the archway becomes illuminated with foggy light, and the back




THE NETHERESE FORTRESS OF BLISTER

Around 1286 R, the Netherese governmant established a mil-
itary base on its southern border to muard the pass between
what are now the Storm Horns and the Thunder Peoks, Many
Metherese wizards wished to explore the south, same planning
o colonize the Inmer Sea coastline in tme and add Q1o their
empire. However, they faced vast numbers of ores, goblinoids,
and kobalds wha lived along the northern shores of the Inper
Sea and regularly raiding Metherils borders, Many of these
nanhumans were refusees from the realm's green lands or
were descended from past refusees. Their bitlerness ar the
loss of their homeland and heir haired ol e Nelberess were
borromiless.

The army base, whose official name loosely transkated as
“All-Seeing Master of Lishining,” guickly became a forfress-
cify builr into the upper reaches of one of the Thunder Peaks,
a particularly rugged, round-topped mountain nicknamed
Blister, {The base isell was unofficially called Blister by sol-
diers who held a 1our of dury rhere. Mos1 of them bhaed the
difficult and demanding life on the dusty, windblown peak ) The
tartress commanded a superb view of the pass, and nonhu-
mans entering the empire here were easy to detect. The
Metherese garrison used a scrics of hidden or protected 1ele
porfation portals to bulld its counterattacking Forces on the
plains below and sieike al the nonbumans, (The Stonglands
ruing werg once a transporl point fo and from Blister using
Fortal 1. The stronghold was abandoned when o eventually
came under sigde.) Other perials strefched across the south-
ern boundaries of the empire, and bored wizards added still
athers at swhim for their private research.

Blister ilsell wos casy [or the enemies of the empire 1o
detecr, thanks 1o the magleal lighming displays pur on there
during miltary ceremonies ar night. Direct atacks against ir
drew with each passing year, despite being regularly repulsed
with heavy losses to the nonhemans, Alter a few centuries of
this sport, the nonhumans changed their fectics. Blister had
come through the assaults unscathed, except to grow in Size
and power, Following some violen changes in leadership, e
nonhumans withdrew rom Blisrer, excepr for strong scouring
and probing wunits, and instead began 1o strke directly at the
human expeditions that laft the empire through the pass.
Drespite the greal power of Metherese magic and individual
wizards, the expeditions nearly always traveled by horseback
amd wargon becouse of the vas) nomber of supplics and ser-
wants thar were brought alenz. A vplcal expedinion was egual
1o a small army i size_ though not in combat might The wiz-
ards themselves were oflen marked by a shorlsighted egofism,
long a part of their culture, that hampered their ability 1o use
their magic to defend their underlings, Netherese wizards, in
short, looked affer themselves and almost no one clse,

Monhuman articks agains! these expedifions mel with won
siderahle suceess Many wizards fled combal, deaming a horde
of arcs 10 be an unworthy for, and left marters 1o ther hord-
prassed underlings, The arcs, goblineids, and others Freguently
overcame their opponents and destroyed huge coravans and
their supply trains completely, Devious traps and well-lad
ambushes  demeraliced  those navelers who survived (e
assaults. Within a century, rraffic through the pass was almos
completely shut down, Worse, reinforcements for Blister were
also |3|'|-d;||'|l|;er|;=.d, as the nonhumans serrad |.j]-"é}i‘: fuanfifies of
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magic from the looted expeditions and used much of it ro
attack heavily armed units caught on the ground. The wizards
whao ultimately commanded Blister were not particularly com-
petent in military matters, and seme ol their generals were not
much better, 1 is ironio that the nonhumans, who could net
match the wizards in magic or mtelligence, turned oul 1o be far
wiser i military matiers, Blister was corefully kept moa per-
manent srare of Siﬂﬂﬂ, iTs armaments now almost Impatent, and
the southern pass was hlocked The teleportation links on the
plaing were sealed ofl 1o prevent thair use by the nonhumans
to invade the base, bur their magic was left active,

Some reinforcements were able ro enter Blister with the aid
of vaiious lelepotation spells ar flying devices, bul Blister was
a hard post, unpopular with most roops. Food was always in
shiort supply, as linle eould be grown lacally, Magical assis-
tance bocame loss available once the phaerimm appeared o
challenge the ampire, as the wizards directed their afforts to
combating this new foe. Blister itsell sutfered a severa-atrack
by phacrimm around 442 DR that destroyed many of is
undergroursd supply roems and caused near siavalion amung
the: troops. Bridges, stairs, and unnels connecring various lev-
els of the fortress-city collapsed. Several wizards in command
positions were killed during a personal feud afterward; the
remaining . wizards were overwhelmed by their duties, and
same fled, Blister was largely abandened ar this point, as the
M lierese vuw fuweht the phacrimm’s life- and magic-draining
assaults across the whole reatm. Netheril's fall in 230 DR cut
alf the small rickle of supphes and remfarcements, and the
weary soldiers at Blister knew the gnd was near.

Around gz o lalmost oo years agel, kobold sappers
completed a gigannc tunncling project begun hundreds of
yiars earlier, entering Blister through its lowest underground
tevels while assauling the city Trom the outside. The tiny non-
humans, the only group that had nor abandoned all hope ol
conguering the toriress-city, poured into Blister by the thou-
sands and overwhelmad the garrison. The desiruction and
looting of the city went on for months, Word of their rriumph
sent ares and goblinoids on a delivious rampage, Hooding the
southern regions ol Metheril Ffor o briel period before the
spreading wastes of Anauroch forced them back. Their
descendants now live across the Goeblin Marches  and
Stonelands, telling ancient 1ales around their camplires of how

they drove an empire of wizards info ils frave.
What the kobeolds did not destroy, the clements did, A
present, Dister is a huge network of ancient, monster-filled

caverns. and weathered  mountaimiop ruins thal you  can
develop as desired. The kobolds' descendanes remain [wirh
strange allies), and a few strange magic effects and ilems From
Metherase times have survived. This underground network has
na cennechons to the wast Underdarck.

[he three=story admmistrative building Feom which Blister's
poiral nelworh was operaled i oa porbially imtect shell, The
wooden second floor collapsed after the building was set
aflame, leaving a huge empty hall [ahean 35 Teet hyghl over A
rubble-filled First Noor. The third Hoor, buliressed by magic,
hetd firm, bur the wooden rool burned awsy and even The
charcoal from it is gone, leaving the rop Hloor with solid walls
and e windows or doors, open to the sky, Mo stairs exist in
the bullding. as teleporiation was used instead. The Hoor-lo
floor felepariation magic is entirely gone now,
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wall disappears, After 1+ more round, the portal becomes com-
pletely connecred o another active porralin the system (at the
Mexus Room). The two portals now link, in every way, the
space on either side of them. Sounds and scenes outsids one
portal can be heard and viewed through the other. Objects and
creatures tossed or passing through one portal come oul 1he
other. Instead of an instantaneous transfer of marerial through
the Astral plane, the two portals acrually join their respective
5paces N S0mMe manner.

Left uninterrupted, this connection lasts for only 10d6 min-
utes. Two minutes betore the portal connection ends, the stone
archways of both porfals grow noticeably darker, almost black,
in color. A low, clear musical note, as if from a luning fork, can
also be heard. This effect lasis for 1 minure, during which time
passage |hrough the porsals can still be made. In the last minute
of activation, the connection between the rwo portals becomes
unsure, An illuminated mist fills the space within the archway,
and all scenss and noises from one side cannct be seen or
heard from the other. Objects and persons caught in or pass-
ing through the archways are sither flung back and prevenred
from crossing through the porral (70%) or shoved on through
the portal with considerable energy (30%). A Reflex saving
throw (DG 12) is required fo prevent 1d4 points of damage if
thrown, After this final round, the portaf link ceases function-
ing, and the stone archways return to their normal appear-
ance, The operation of the portalis unaffected by spells such
as hold portal, as no actual, physical door is present.

To cluge the porral quickly, the user merely places one hand
on an archway and speaks another command phrase ("Cloge
the vell of the universe for mel”), The conneaction immediately
becomes unsure, as above, with objcets and persons caught in

Packed Dirt

T gy
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the mist-filled archways either flung back and prevented From
crossing through the portaf or shoved on through. After 1
round, the portal link ceases functioning.

IF the PCs slay the orcs presen! and never figure our whar
the pentagonal doorway Is, other ores will take care of the
problem for them. A relief squad of eleven ores and two
waolves (they carry no poison but are otherwise identical fo the
orcs in the ruins) opens the porfal and comes through one day
after the PCs arrive. Thoy arc unaware of any fighting, and
simply mean to send the other ores home.

A freshwater well is buried against the wesr wall. If uncav-
ered as the rest of the room is excavated, it looks like a rec-
tangular stone coffin, 10 feet long, g feet wide, and 3 feat high.
If the B-inch-thick stone lid (weighing about 480 pounds) is
lifted away from tha top, the stonc wall is seen 1o be 1 foot
thick. The water level is 50 feet down, a huge potable aguifer
that could supply drinking water 10 a whole town. Mo buckers
or other means of retrieving warer are presant,

Tne Hexws Room in Buister
Read or paraphrase the following boxed text when the PCs peer
or pass through the porfal below the Stonelands Ruins:

Peering through the sirange pentagonal doorway, yau see a
large chamber beyond thar appears o be open to the sky. A
wall smerches away to your immediate right, beyond the
doorway, and another wall stands apposite you about 6o-70
feet away, Along both walls, you can see other pentagonal
archways |ust llke this one, four per wall, The room’s floor is
filthy with assorred debris and old stains.
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The Nexus Room is a 2,000-vear-old stone-mortared room,
7o feal by po leet I is surrounded by a stone wall whoss 1op,
crumbling with age, is abour u-16 feer high. The well-builr room
15 actually an the third floor of a rumed but shil standing build-
ing, thaugh no stairways or windows are present, (This was a
building from Metheril, and a teleporter was used to get from
floor to floor. Lighting was provided by magic, but that's all
gone now.) The room had a large, ornate wooden roof above
it, bur it burned and decayved over 1.000 years ago, and noth-
ing is lefr of it bur marks in the stronework where the rafrers
and suppart beams were placed.

Owver centuries of being open to the desert air above, the
room collzered o lor of dust, branches; bones from griffons
building nests, and soms fallen stonework from the walls.
Recenily, Cull of 1he Dragon members and Thunder Peaks orcs
have tried 1o clean the place up, but it still looks messy, Some
debris has been shoved against the walls, except for assorted
piles of dirt and branches around the center of the room.
Much of the debris was disposed of by ores, who hurled it out
through Portal 5.

Along each wall of this room, spaced abour 6= feet apart
or 50, are four pentagonal arches thar project our from the
wall. Each porral has a numeral painted beside ir, in whire paint,
starting from the porfalthe PCs are using (Portal 1) and mowv-
ing clockwise around the Toom fo tha porsal fo their right
(Portal 18}, The paint seems to be o recent additien,

Portals of the Nexus Room

Of the original sixreen penragonal porrals In Blister's Mexus
Room, only eight can now be activared by fouch and voice
command. (In later adventures, other portsfe can become
active as the old magic stirs to life again—in other words, when
you are ready for them to be opened.) However, the portals
operare in an unprediciable fashion. The magic used ro creare
them was laid down in a haphazard fashion, and time has
eroded the portal system's reliabiling. The deteriorated state of
the Mexus Room’s magic is not obvious fo an onleoker, beyond
the Facr that eight porrals cannot be activated.

Onee activated, the pentagenal archway of an operating
portal behaves exactly as the portal that led the PCs here
(Portal 1%, This includes the duralion of the portal’s aclivation
(10d6 minutes), and signals to indicate the portal will soon close
{2 minutes befare the connection terminates).

Each of the eight working portalsis linked to a specific sep-
arate porfal somewhere else in FaerGn, Originally, the magic
powering and directing all of the porfals here could be modi-
fied by Netherese wizards to connect to a variety of other
porrals In the complere system. Abour sevenry pentagonal
archways were part of this system, most of them scarrered in
various locations to the south. The Mexus Room's operating
wizards merely cast a few spalls to cause a porfal there fo
scleet a new connceting porfal and the new connaetion would
be effectively permanent, no matter how many times it was
activated, until another connecting portal way selecied, These
porrafs were primarily for the use of the military, scouring
enemies, and supplying forces in the field. However, they were
also used by wizards to aid their exploration of the rest of
Faer(n, connecting to laborateries and research facilities they
built across the world.

As the orcs and goblinoids around Blister began arracking
wizards and troops away from the citadel, many of the stone

archways were deactivated fo prevent the nonhumans from
gaiming use of (hem. (The system For aclivaiing a porfal was,
after all, quire simple, and anyone could copy It after seeing it
only a few times.) Some archways were discoverad by non-
humans and fitted with traps to slay those who used them, or
were destrayed by force or magic. Before the fall of Metheril,
nearly the entire remaining porfaf network at Bliater was deac-
tivated, as the surviving wizards in charge believed (rightly)
that the soldiers there were on the verge of deserting en
masse through the porral system.

Before they were finally deactivated, most of the MNexus
Room's sixteen porfals led fo surviving archways in various
locations south of Blister, in the lands now known as Cormyr
and Sembia. These aided military strikes at nonhuman armies,
bul they wers disconfinued before long as (he nonbumans
found the archwavs and sabotaged them. A few portals were
connected fo archways placed by wizards for whatever pur-
poses, but these were deactivated sarly on to prevent nonhu-
mans from using them. As a result, the operating pertals
appear to lead to & random assortment of places around
Faertn, with no apparent rhyme or reason o their location
except for the obvious clustering of some porrals within a cou-
ple hundred miles 1o the south. Even the reason for this clus-
taring will not be immediately clear to the user without a great
deal of research info Metheresa history, parficularly about the
cmpire’s decling and fall, (The great library ar Candlckeep
might be useful here in long-running campaigns. Survivor
slates of Mellweril kept a few records of Blister's predicament,
and some of these documenrs were brought here by adven-
turers or researchers.)

How the Portal Network Was Activated

Portal 6 ia the source of all the chaos and trouble into which
the PCs are heading. (See the description of this poriaf later,
under “Operating Portals of the Nexus Room."} Once used by
Netheril's military for arracks and spy missions against nonhu-
mans, the buried chamber holding Forfal 6 lay forgotten for
cenfuries until the ciry of Saerloon, in Sembia, was built right
above it. A merchant discovered the stone built room while
digging below the foundation of his shop, and he had the cham-
ber completely excavated and converted info a wine cellar.
The business has since passed into the hands of rogues
belonging ta the Culr of the Dragon, who maintain the shop as
a front for their activities.

Recently, one of the cult members discovered the pentag-
onal archway on one wall of the old cellar was magical. Careful
examination of the chamber revealed thar one of the old floor
stomes was made to be pried up. and below it were polished
metal plares on which were engraved instructions on reaci-
vafing the porfal system. The plates were placed there by a
Metherese wizard who meant for the chamber to be raacti-
vated by someone clse From MNetheril, assuming the war against
the phaerimm would eventually be won. With the help of an
allied sage, the cull was able 1o iranslate the insiructions, and
an armed force reacrivared the porral system and passed
through it

The cult members came at once to the Mexus Room in
Blister and found it had been used as a griffon nest for many
years. Fortunately, no griffons were present. Once they
shoved aside the debris, the culrists began exploring the pos-
slbilitles of the other portals. They numbered the porvals from
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Nexus Room

one to sixteen using paint on the walls next to each, so they
could keep track of what each porfal did.

Their first choice was to open Portal 4, which had disas-
trous conseguences. Though startled o see the porval vpening
on their side. the Thunder Peaks orcs who were resting on the
other side immediately aracked. In the brief, brural fight that
followed, the orcs overwhelmed the cultists. A junior member
of the cult begged for his life by offering the orcs the secrer
of operating the portal system, but the orcs killed him and the
other culfists after getting the information. (The metal plates
were kept in Saerloon by other cultists,)

The orcs elected to wark on the porrafs during the night,
when they ware ar their peak and humans were not. The orcg
opened Fortal 1 and found |t led to a rubble-tilled chamber,
They swiftly cleared part of it our and explorcd the ruina

1 square = 5 feat above, but they were not sure of their
location. (At ‘this point, & distant

—-AHEBI Cormyrian scout spotted them and For-

s warded the report of "bandits” in the

area, which got the PCs invalved.) Porta

Top View hich got the PCs invalved.) Portal

2 was left closed after a nocturnal foray
by several orcs ended when they mer a
basilisk there; only one ere survived to
tell the tale, Portals 3 and 5 were found
to be Interesting bul useless, their loga-
tions on Faerdn unknown 1o the orcs.
{Mosr of the rubble from Fortal 1 and the
burnt © griffons’ nests was thrown
through Portal 5 to be rid of it.} Portal &
was left closed but carefully guarded, as
the orcs knew from their (late) prisoner
that it led 1o more cultists in Saerloon,
whom they expected would open the
porial again before long,

Then the orcs opened Portal 7.
Within minutes, a band of cight ores
encountered several late-night revelers
from one of the excellent dining estab-
lishments In Monksblade and killed them.
The: ores did not outlive their victims by
even an hour, Opening the porfal
attracted the attention of a local spirit
knewn as the Looking Lady. Unknown to
everyons in the present day, the Looking
Lady was originally a wizard from
Metheril, struck by a poisoned arrow
during a goblin attack on her expedition.
Mute and unable to cast spells from the
poisan's effects, she fled the battle to
find the nearby portal through which her
gxpedition had emeiged, bul she died
before she could touch the archway. Fer
2000 years, the Looking Lady has
silently prowled the general vicinity of
her death, searching for some device or
clue to meke the portef operate, which it
will not do given her undead state. She
has watched the nonhumans be driven
our by human serlers as Cormyr slowly
rose. The pentagonal archway Forming
her portal (noted as magical but desmed
harmlsss) was made part of the rear wall of a temple to Tyche
during the period when Monksblade became a center for reli-
gious worship, A varlety of legends, all lalse, arose abour the
spiril. and her presence was accepred and even capiralized on
as an arraction for visitors 1 see. The Looking Lady had not
attacked anyone for centuries, as everyone wisely laft her
alone to wander about,

When the Thunder Pesks orcs opensd the portal to
Monksblade, the Looking Lady was instantly made aware of 1he
porials uperation, She hurried back to pass through the por-
tal but the orcs attacked and delayed her. After killing them,
she gof ta the archway but found the portalhad closed, Insans
with rage, the Looking Lady became a ferror to Monksblade,
attacking anyone who went about at night, Five people, exclud-
ing the orca, have now been killed by her.




After the loss of the eight orcs through Portal 7, witnessed
by the ores remaining in the Nexus Room, the orcs elected to
open only Portals 1, 2. and 4. avoiding all others, (Unknown 1o
them and the cultists, Portals 8 and w6 were not funcrioning
anyway at this time.) Still uncertain as to the real location of
tha Mexus Room, the orcs nevertheless discovered that Portal
1 went to the Stonclands after discovering some goblin-made
itemns of a style the ores recognized. A sizeable parrol of eres,
wilh supplies, was It in the underground chamber oulside
Porral 1, and a second force began exploring outside Portal 3,
also hunting for game. Additional Thunder Peaks orcs, mean-
while, had gathered outside Portal 4, assembled by messengers
From the initial group. The ores’ leaders are currently arguing
over the best way to use the portal system to continue their
war against Cormyr and the annoving Cult of the Dragon.

Just prior to the arrival of the PCs ar the Stonelands ruins.
the expected counterartack of the remaining culrists from
Fortal B took place. Fighting was intense as heavily armed
human warriers forged ftheir way info the Nexus Room and
Fought hand to-hand against the cqually well armed ores there,
The cultists were soon overwhelmed once more despite their
use of poison and spells. A Tew surviving cultists fled through
Porral g, bur they are now dead. Ores killed in the arrack were
taken through Portal 4 to be buried by their sizable mibe, Six
orcs were lelt in the Nexus Hoom to guard It, and more wara
left at Portal 1. The pordal network went unused for a day, until
the PC arrived at Portal 1.

A few minures before the PCs open Portal 1 1o the Nexus
Room, a two-headed griffon came our of the sky, remember-
ing the place of its hirth, and was pleased to find rasry ores
here for it to rend and eat. The griffon is gone now with its
meal, but it will return only 4d4 minutes after the first PC
steps out into the Mexus Room.

Creature (EL 5): A two-headed griffon returns to the Nexus
Room. flying in over the wall, The griffon shrieks once before
it appears, so PCs can ger a Listen check (DC 1o ro detecr It
befare it cames into sight.

This creature is identical to a normal griffon excepr that it
gets an exira bite attack {18 meles, 2d4+q points of damage)
and has a +8 racial bonua to Spot checks in daylight (instead
of the normal +4 bonus),

4 Two-Headed Griffon (1): hp 64 Monsrer Manual 13,

Tactics: The griffon is not hungry, hut it is rerritorial. It has
instinctively decided that this is a prime locafion to re-estab-
lish a nest, and it has determined to drive any intruders away.
The griffon fights until reduced to 20% of its hit points or less,
at which point it decides its nest can be built elsewhere.

Using the Portal Netwark Now

The parfsls in the Nexus Room will operate properly as above
tor the first gd4 times they are used each day. More than one
portal can be activated at the same time.

After the above limir, the system's performance worsens,
but this will not be immediately obvious to the users. The sys-
Tem now needs 1o rest afier each use for 1dg hours, or else it
will operate In a chaofic manner. |f the system in operared
without such rest, sach Maxus Room portsf opened now has a
50% chance of appearing fo connect to its regularly assigned
portal but it will actually aend anyone passing through if to o
third portal selected at random from the present choices
available, As soon as one persun or object has complerely
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passed through the portal to the randomly chosen porfal thar
portal link shuts down and cannot be reopened for 1dg hours.
Anyone or anything else in the pentagonal archway will be
thrawn hack the way he, she, or ir came from, with Reflex sav-
ing throws needed to avoid 1dy4 points of damage from falling.

The PortaLs

The fellowing is a list of where each of the eight operating per-
tafs connects and the current envirenment around that porial
including local Inhablrants. Adjust the descriprions given 1o the
players based an the time of day, which will be approximately
the same at each of the eight portal exits. Weather at the var-
ious locations can also be added, with conditions at Portals 1
(Stonelands), 2 (Anauroch), 3 (High Forest), and 6 (Sacrioon)
probably being quite different from those at Portals 4, 5, 7
and g. which lie in the southern half of Cormyr itself.

Portal 1 (Stoneland Ruins)

This porfal leads back to the excavated underground chamber
in the Stonelands ruins, If the PCs left guards here, the cham-
ber and ruins will be just as they left them.

If the PCs did not leave guards and have been gone to the
Mexus Room or elsewhere for longer than 2 hours, the upper
part of the ruins are now heing explored by a Zhent explorer
and his nonhuman followers. The Zhent, Lord Gargdol, is a
minor noble from Zhentil Keep who actually enjoys the
Stonelands and prefers ogres to the humans he worked with
at home, Ogres like him as well. This motley group came here
fo spy on the aclivities al the Black Craler of Tilverion, Irying
1o figure our whar's golng on there, bur the thought of way-
laying merchants on the roads proved maore appealing

One ogre spotted the ruins, and Lord Gargdol led his group
to the site. They have already found evidence of the orcs’ and
FCs’ presence here (assuming that such was left out by the
FCs} and now are on guard against anything exiting the tunnel
from the underground chamber. One ogre lies on the ground
by the porral listening for anything thar might come our. IF
alerted, the ogres quickly surround the exit tunnel, raise their
clubs, and get ready to strike. Lord Gargdol is happy 1o lat the
ogrea have their fun, but he has prepared his own affacks,

Creatures (EL gl Lord Gargdel's mission is to patrol the
Stonelands. spy on traffic along the Moonsea Ride, and cause
havor whenever possible to the Cormyrians. He's also good ar
gaining ogre followers and might yet lead large groups of them
against Purple Dragon pafrols in this area.

&' Lord Gorgdel, Male Human Ftry: CR 7 Medium-size
humangid (6 fr. 4 in. talll; HD 7dio+zs; hp 73; Init +5 (+1 Dex,
+4 Improved Initative), Spd 2o fr.; AC 25 (+g armor, +5 shield,
+1 Dex); Atk +12/+7 melee (1d8+7 plus w6 electricity/crit =3,
+1 shock battleaxel or +8/+3 ranged (d8/crit w3, longhow);
AL CE; SV Fort +5, Ref +3, Will +4; Str 18, Dex 1z, Con 17, Int
12, Wis 14, Cha 15,

Skiffs: Climb +6, Handle Animal +3, Intuit Direcrion +3,
Jump +6, Listen +4, Ride +2, Search +a4, Speak Language
(Giant), Spof +4. Wilderness Lore +4, Feals: Aleringss, Cleave,
Endurance, Improved [niriarive, Leadership, Power Aftack,
Weapon Focus (battleaxe), Weapon Specialization (baftleaxe).

FPossessions: +2 banded mall, +1 wooden shield of arrow
deflecrion, +1 shock battleake, ring of sustenance, brovch of
shielding (61 hp remaining), gogeles of night, longbow with 46

arrows,

D gecn
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The ogres are named Redface, Deadbiter, and Three Eyas
(who has an eyelike birthmark on his forehead, not another
eye). They are as loyal to Lord Gargdol as ogres can possibly
be to a human, because he gives them magic items and speaks
their language perfectly.

# Ogres (3): hp 30 each; Monster Manual 144. Note thar
since Three Eyes carries a +1 grearcfuf, his melee artack honus
is +g melee (instead of +8), and the damage he deals is 1dio+8
linstead of 2d&+7).

Fossessions: Redface carries an eversmoking bottfe. Lord
Gargdol gave Deadbiter a forn of foag, and Three Cyes a +
Areatclub. Redface and Deadbiter use their items constanily 1o
play jokes on each other, Three Eves just likes ro smash things,

Portal 2 (Anauroch)

fhere is no map for this locarien. The pertal exits onto the top
of the ruins of a Netherese floating city Opus, now an isolated
hill on the sastern border of Anaurach, Read the following 1o
the players:

Beyond the portal Is a desert. A hot, dry wind [a cool, dry
wind at night] blows through the portal, carrying bits of dust
and sand with it. The view outside reveals the rocky, dabns—
strewn top of a hill overicoking a barren, sandy wastefand.
Dunes are visible in the distance, as are low rocky outcrops.
To the lefi. you see mountains. Nearer, the hilltop is covered
in numerous scraggly, brown plants and dirty, odd-shaped
stones, some of them flat and geometrically regular (squares,
rectangles, and so on).

Any FC who has seen the outer reaches of Anaurech
quickly gets the idea this might be a place in that desert, and
it is. The hill is about 1100 feet across at its base and 320 feel
high, an anomaly rising Mrom a vast, flar strerch of parched
deserr. A Bedine rown, Tel Badir, lies sivry milas north-narth-
west of the hill. The high, barren peaks of the Desertsmouth
Mountains are ¢learly visible on the northern and eastern
herizone, seeming quite close although the foothills actually
start fifreen miles away. The pentagonal archway here faces
southeast. A huge canyon lies three miles west; to the south.
the desert sireiches for over thirty miles.

This porral ariginally led to a military supply center near
the top center of the floating MNetheress city of Opus, which
was destroyed in around 335 0.R. during the {literal) fall of the
empire. As the floating city of Opus atruck the ground, killing
everyone on it, the porfal survived the rerrific shock bul was
knocked flat, The floaling city, originally an upside-down cone
cut from a mountaintop and floared by magic, instantly became
a round hill, In later years, various mtelligant monsters and
adventurers visited the tumbled ruins here, mast not compre-
hending what the hill actually was. The intact porfal lying face-
up, was used to hold water as a makeshift pool for some
senturiss, but was eventually recognized as magical and raised
1o ils proper position, Mo one could make rhe porraf aperate,
however, and it has heen ignared for many vears.

An exploration of the hill itself revesls the remains of
numerous encampments dating back many hundreds of years;
some campsites arc obviously recent. Some were made by
traveling Beding, but most are from Zhent, Hillsfar, Cormyrian,
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Semhbian, or Dalelands expeditions. A few were made by
adventurers from even farther afield. Lite of walue is here
aside from mingr lost items (coing, tools, small weapons, and
5o forthl. Alse present are many geemetric stones, which were
ance the tiles, bricks, blocks, columns, and other components
of the builldings on Opus, as well as a number of well-carved
stafues deplcring fearful Bedine ribesmen and surprised-
looking wayfarers. Two of the sfatues are Thunder Peaks orcs,
one surprised and one angry, staring in the same direction at
something on the slope that is not there now.

Creaturo {EL 5): A desert basilisk has made its home on the
hill, It comes -out only at night, feeding on the scorpions,
insects, snakes. and other wildlife. Hunting at night, especially
when the moan is not full, allows it o lie in wair far prey and
catch it without turning the prey fo stone with its magical gaze.
Bedine now aveoid the hill for this reason. During the day,
assume the PCs have a cumulative 20% chance per hour of
running across the drowsy basilisk and awakening ir. At night,
the encounter happens within wdio minures of the PCs srepping
through the porral

< Basilisk (1): hp 40 Monster Manual 23,

Tactics: The basilisk Is rerritorial and fights to the dearh. If
is smart enough to realize when it is overmatched and doasn’t
hesitate to uze its gaze attack. It will try, however, to spare at
least one PC from its gaze, so as to save itself a meal.

Development: IF the basilisk s deah
with, lacal scorpions remain a prohlem,
particularly late in the day as the scorpi-
one (of avery size) use the stone-backed
archway as shelter from the afternoon
heat. In time, a solitary lamia might also
wander info the arsa 1o investigate the hill
and irs possible secrers.

Portal g (High Forest)

This portal leads to the overgrown
remains of a wizard’s ancient home,
deep in the High Forest, This area was
priginally in the elven kingdom of
Eaerlann. The archway faces the south-
east. in the direction the sun rizes. Read
the following aloud when the characrers
pass through this porat

The porfal opens inlo a deep forest
over level ground, excepr for a low
meund abaut a5 feet in fmm of the
archway. Trees -
except in a ::Ieanng fhe extend: 3

30 feet around the muurH:I TumHed'
bullding stortes, very worn and coy-
ered wi'rh oSS, ::Hn bf:_:s n aruund'

The mound is about 55 fest across
and covered with briars and shrubs.
Anvone who makes & successful Spol
check (DC 2a) discovers thar droplers of
dried blood are spattered everywhere
across the ground and plants near the

Ruined Wizard's Abode

High Forest

porfal Bloody handprints even mar the porralitself. Bootprints
in the earth suggest some kind of intense struggle, with at least
two people being dragged away From the portal in the direction
of the mound. (Perhaps they were dragging something heawy
from the mound toward the porral however.) Their bosrprints
digf info the black soil, then end abruptly aboul 2o Feel Trom the
archway. These marks are all thar are left of two Cult of the
Dragon rogues who escaped from the orcs bur were caught
and slain by the resident monster here: a tendriculos.

A pentagonal archway was placed hare in the High Forest
long ago with the permission of an clven wizard, a noble sub
ject of Eaerlann, who befriended several Metherese wizards.
When the wizards were sent 1o Blister fo suppert the military
effort there, the porrai by her rower was linked 1o the Newus
Room, and she and the wizards stayed in touch. Unfartunately,
the wizard was slain and her home destroyed when she inves-
tigated a nearby tomb containing a hideous monster, an abom-
ination used as a weapon ages ago during one of the elves'
ancient Crown Wars. The Netherese ar Blister quickly closed
her porral Intending to reopen It later (afrer things calmed
tdown) to investigate the monster themselves. Netheril fell at
this peint, howeawver,

The tendriculos has lived here since, consuming local
wildlife, ruining the wizards’ abode, and growing cver larger.

This abomination becomes dormant after feeding, allowing

1 square = 5 feet

A EST

Tendriculos
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hungry and careless larger animals (and the rare adventurer)
ta come within reach of its two gigantic tendrils.

Creature (EL 8): The 1endriculos appears 1o be a low hill on
which only small shrubs and briars grow. The air is strangely
quiet in this part of the High Forest, as no birds will inhabit the
area where the monster lives. Az the monster was active in the
last few hours, no other animals are here, cither. A character
aceustomned to the outdoors (like a druid or ranger) notices the
absence of sound here ar once; others must make successful
Spot checks (DC 15} to reallze thar anyihing is amiss.

# Tendriculos (1): CR 6" Gargantuan Plant; HD 18d8+144;
hp 225; Init -1 (Dex); Spd 20 fr; AC 18 (-4 size, -1 Dex, +13 nat-
urall, Atk +15 meles (4dB+13, bite) and 110 melee (1d8+6/
1d8+6, two tendrilsh Face 2o ft. by so fr; Reach 25 ft; SA
improved grab, swallow whale, paralysis; 5Q plant, regenera-
fign 10; SY Fort +1g, Ref +5. Will +5: Str 36, Dex g, Con 26,
Int 3. Wis 8. Cha 3.

The special atracks and qualities of the tendriculos can be
found on page 175 of the Monsrer Manual

*Ad Hoc XP: Due to the size of the tendriculos, award the
PCs double normal experience if they defeat it.

Tactics: Once the tendriculos detects prey within range of
its grasp, it snaps its tendrils our 1o snag Its meal. If the prey
cannorf be caught on the first ey, the tendriculos heaves itself
up for pursuit. The process of tearing itself loose from the
ground fakes 1 round because it is so firmly rooted. The entire
hill thus bulges up and starts to move. The tendriculos is too
large to fit through the pentagonal perval bur one of s go-
feor-tong lendrils can easily be shoved through. IF the porral
shuts downs while the tendriculos has a tendril in the archway,
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the portal will shove the tendril {and anything ir holds) back
inle the High Forest.

Portal 4 (Thunder Peaks)

There is no map for this lecation. Once used by the Nethorese
military to. strike at enemics in the forested regions south of
their empire, this porfal exits from a sheer wall carved inlo the
western side of a mountain in the Thunder Peaks, The dense,
eastern verge of the Hullack Farest surrounds the spot. Read
the following when the characters go through:

You look out into a thick, primeval forest. The air is warm
and smells of earth, bark, decaying plants, and other rich
wa-ndiand odors, The ground slopes down away from you, as
il you were looking down a large hill

A veritable army of arcs, all staring at you among the
trees from their side of the portal, confronts you. One of the
orcs roars 2 one-word command, and a dozen ores suddenly
rush toward you, weapons raised and Screaming war cries,

They appear to have been expecting you.

These are Thunder Peaks ores. Each ore has two crossed
lighming bolts painted on his shield, with a glowing red eye
painted eyer the spot where the bolts join. Many of these ores
ware recently driven from Cormyr, and some took part in the
looting and burning of Arabel before they withdrew months
ago. These orcs use a lot of armor and weaponry taken from
Ihe bodies of dead Cormyrians.

Creatures (EL & for the first wave of twelve ores): Twelve
ores charge through the porfal Unless they wera warned ear-
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lier of an attack, the orcs believed—until the PCs appeared—
that six of their number were guarding the Nexus Room. (They
haven'r looked there in a while.) These Thunder Feaks orcs are
ready and eager for barile against any human foe. Their pre-
vious victories over the Cult of the Dragon members have
given them courage.

# Orca bk hp 5 cachy Monsrer Manual 146, More Thar
thess orcs cach wear brna:fpla’rﬁa {rather than scale mai
ing them AC 15, Thay alsu carry longhows (rather than javeling).

Possessions: Breasmplare (raken from a slain Cormyrlan),
greataxe, short sword, longbow with 12 arrows,

Development: Another two hundred ores inhabit this camp
{see the "Orcs of the Thunder Peaks” sidebar on the adjacent

for statistics), In a pile about 30 feet to one side of the

portal are nineteen human and half-elven bodies, stripped of
their black armor and gear. The black tattoo of the Culk of the
Drragon can be seen on the upper lefr-arm of sach one. This
was the main forge of culfists that attacked here one day
before the PCs reached the Stonelands ruins. All wera slain,
although many orcs alse died in the atrack,

Portal 5 1Draganrnere!

There is no map for rhis focarion, This parraf leads ro the top
of a circular, goo-foot-diameter, horizontal walf of farce thar
hovers 220 feet over the Lake of Dragons. At the moment the
PCs exit this portal the platform {once used for research and
spying) is deep inside a large passing cloud. Lighting conditions
depard on the time of day and llumination carried.

Stepping through the archway, you cannot see farther than
a dozen feer in frontof you. A thick fog blows araund you
and blots out the rest of the world. You can tell that you are
freading on rough ground made up of muddy sofl and rock.

The sound of the wind fills your ears, and the moderately
cool breeze has the taste and smell of seawaler—nol sally,
but fresh, Ehe- ihe Ses nf‘ Fallzn Stars, Wyvernwar_er ar r_he_'
Dragonmere.

As you move about, you see piles of large hﬁnﬁh&s scat-
rered about, some burned into charcoal and others appsar—
ing to have been chopped apart with axes. The bones and
shulls of various large animals are-alse present. You recog- |
nize old: herse skulls and deer antlers among The-debr__::
Some of the bones are broken open and ad
ar cla Everyrl-ﬂng has the loo uF having E
tossed he

The pentagonal archway here was deliberately made invis-
ible by Metheress wizards 1o keep its location a secrel, making
it useful for spying 1o the south using flying magic or winged
mounts. it can be touched and felt, and the warning tone from
it can ba heard when it is about to cease functioning. It is oth-
erwise undetectable. The archway's exit faces north, the anly
direction through which it can be entered. (The other side of
the archway is solid, as usual) The archway is in the exact
cenrer of the circular wal of force.

Thanks fo cloud cover and recenr rainfall, the whaole sur-
face of the invisible platform is wet and slick. Also, thanks to
the Thunder Peaks orce who made this spot their dumping
ground, much of the surface is covered by a thin layer of mud.
The main danger here lies in walking too near the edge and
falling off. if no dirr is present 1o show where the edge lies, or
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possibly slipping in the mud and sliding off while running. A
Spot check (DC 20) in the fog will reveal the very edge of the
platform ahead of a walking character if mud covers it (Bo%
chance). Walking on the surface is quite precarious due fo the
mud and precipitation, requiring a successful Balance check
(DC 12) from each PC who wants o keep her feer sach round
of combat or each minute of "normal” fime. A PC whao fails this
check falls prone in the square she occupies. Failing the check
by more than five within 5 fecr of the cdge of the wall indi-
cates that the PC has slipped over the edge. She must then
make a successful Reflex save (DG 12} or plummel zzu Teet 1o
the water below (see the Duwcrow Master's Guide, pages niz-1tg,
for falling damage rules),

Anyone who pokes or probes the ground notices that a
very solid surface lies just below the layer of dirt. Further
gxamination reveals that, once the dirt is wiped aside, the PCs

appear to be standing on a gigantic plate of glass hovering
high over an ocean. This might provoke great consternation
among the adventurers and lead ro them using a grear deal of
caulion while moving around. though they carnor break the
wall of force without some spell or device that destroys or
negates magic effects.

This location has no dangers other than Falling off the adge.
You might have a few winged torrors drop by in a few days,
however, if they notice the floating mound of dirt. The south-
ern coasl of Cormyr is eight miles Trom 1his spor, Marsember.,
the nearest ciry, lies abour Twelve miles to the northwesr.

Portal 6 (Saerloon)

This portal exits inside a wine cellar in the Sembian seaport of
Sacrloon. Read or paraphrase the following when the PCs
travel through this portal:

ﬂn the: ather 'sazlee_-:-n?:-.ﬂmrpuraif- 'i'5~;a[;m:g;y:-mrlc;rwm- that
smells of mildew—and, oddly, some kind of sweet, alcoholic
beverage like wine. No source of light is present.

This portalleads to a small, brick-walled cellar with a packed
dirt floor. The ceiling is made from ihick wood and appears 1o
be part of a bullding’s ground floor. Directly in frant of the
portalis a woaden winge rack with 26 bottles of Sembian vin-
tagie. In fact, the wax label on each bottle has a note, "Bottled
in Saerloon,” along the bottom. The cellar has a stairway lead-
ing up and three more wine racks that hold another 142 bottles
of Sembian wine, all bottled in Sasrloon by various vinlners.

Trap (EL 5k The porval archway has been trapped by a spell
that aftacks anyone coming through it with electric shocks. The
first living creature fo come through the porraf takes 8dB
points of damage; the next one through rakes 646 points, the
third one 4dB, and the fourth edB. Thercafter, the spell has
ended. A successful Reflex saving throw (DC 14) halves the
damage. This trap cannul e detected in the usual manner. as
it Is on the exit side of the porral a derscr magic spell casr
before walking through, however, reveals that the area within
the archway on the far side has 2 peculiar shimmer o it (a
moderate Transmutation aura),

=" Electricity Trap: CR 5; firsr creature through trapped
area takes 8d6 points of electrical damage, second takes 6d6
points of elecirical damage. third rakes 4d@ poinrs of elecrrical
damage, and fourth takes =d6 points of damage; Reflex save
(DC 14} halves; only detect magic spell can detect; Disable
Device (DC 23).

Creature {EL 10): Alse in the collar, waiting quistly out of
sight of the PCs, is a lookout. He is a member of the Culr of
the Dragon, whose Saerlvon chapter has its headguariers in
this small wine shop. The histary of how the culrists here
started the trouble with the portsf system is fold in “How the
Fortal Metwork Was Activated.” Bresnos, the cultist, will ba
warned of the party’s approach the instant that the archway
on his side activates, 1 round before the pertal fully opens. He
uses his dust of disappearance, then prepares 1o strike af any-
one who survives the Trap and wanders Into the cellar.

This cultist rague volunteered to stay behind and guard the
portalin the wine shop, while the other culrisis organize a third
attack force into the porfal system, Ha is willing to die fighting
rather than refreat, and he would prefer to fight in darkness
than in light.
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& Bresnos Huantilar, Male Human Rogio; CR 10; Medium-
size Humanoid (5 fr. 1 in. talll; HD wod@+20; hp 5g; Init +8 (+4
Dex, Improved Initlattve); Spd 3o i AC 20 (+4 armor, + buck-
ler, +1 ring of protectian, +4 Dex) Atk +1/+6 melee (dfi+2/crit
17-20, + keen short sword with Weapon Focus feat), or +i2/+7
ranged (d4se plus poisonferit 1g-zo, thrown dagder with
Weapon Focus feath SA sncak attack (+5d6)k SQ cvasion,
uncanmy dodge, special ability {feat); AL NE SV Fort +5, Ref +u,
Will +3; Sir 14, Dex 18, Con g, Int 12, Wis w, Cha n,

Skilfs: Climb +10, Decipher Scripr +6, Disahle Device +7,
Escape Artist +5, Hide +10, Infimidate +8, Jump +10, Listen +10,
Knowledge (Cult of the Dragon} +4, Move Silently +10, Open
Lock +5, Pick Pocket +5, Scarch +8, Spot 110, Swim 110, Use
Rope +4. Feats: Alertness, Blind-Fight (special abiliry),
Improved Iniliative, Quick Draw, Weapon Focus (dagger),
Weapon Focus {short sword).

Possessions: +2 feather armar, +i keen shortsward, +1 ring
of protection, dust of disappearance (2 uses), masrerwork buck-
ler, @ daggers coated with larga scorpion venom, 2 vials of
large scorpion venom {DC 18; initial and accondary 1d6 Str).

Development: The little shop presently is closed, its doors
locked and windows shurtered. A sign on 1be front door says
the owner has gone on vacation bur will rerurn in a few weeks
to make repairs and reopen. What's actually happened is that
the survivors of the Cult of the Dragen here have gone for
help and will return in about a month's time with reinforce
ments from other cult centers. The cult members fook with
therm the meial plaies describing in delail how the portal sys-
tem works. However, a copy of the text on the plates was
buried in this wing cellar beneath the floor stone where the
plates were originally found.

A successful Search check (DT 2o) reveals the hiding place
where the papers, wrapped in waxed cloth, are now kept. The
papers tell how 1o close down the entire porfal network so that
It canmot be used until a second procedure is followed to start
up the porrals again. Thus, the culfists could reacrivate the
portal network at a lafer time even if the PCs close it down for
now. A long struggle over the porfals is almost cerfain.

Portal 7.(East of Wheloon)

There i mo map (o s focation, This: porial is set ina stong
wall, nearly all that remains of a temple of Tyche. The temple
is on the outskirts of the village of Monksblade, asiride rhe
Way of the Manticore about haltway between Wheloon and the
Vast Swamp. Read or paraphrase the following to the players
when They pass lhmu,qh Tl'us pcrr.raf

cars 0 be e g ine _?%wa;hp

Once the portal has closed, anyone staying in the ruins and
looking at the pentagonal archway notices that the stone wall
in the back of the pentagon. which vanishes when the porralis
opened, was long ago painted with a large, red miangle, poinr
down. A narrow, five-pointed star (also in red) springs from
the triangle’s center, its points fouching the angles inside the
archway. A large, corroded halo of metal surrounds the arch,
mounted on the remains of the stone wall. Anyone who makes
a sutcessiul Knowledge (religion) check (DC 23] recognizes
this as a symbol of the now-dead goddess Tyvche {a sibver coin
with a red star on one side and a red triangle on the other).
Some places in central Cormyr, particularly around the village
of Monksblade, were well known for their temples to Tyche in
ancient Cormyrian times.

The temple was builr here around the archway, which was
abandoned by the Netherese bur not destroyed by enemy non-
humans, who didn’t know what to do with it. Tycheans thoughe
the pentagenal arch was a sign that they should build a smaill
temple here, so they did. The temple was destroyed long ago
by a group of ovil wizards who rampaged through this region,
stealing from various temples before they were slain. The ruins
are siill visiled by adventurers who loss copper coins inlo the
grassy area blocked by the foundarlon In hopes of galning good
luck. A successful Spot check (DC 15) reveals many dozens of
such coins over the ground. These can be collected without
harm (132 cp tofalk nearly all are Cormyrian in make, though
some are centuries old.

IF the PCs appear hers in the daytime, they have nothing to
fear right away. The Way of the Manficors, a one-lane dirt
road, is at the hattom of the hill. Something smells bad in the
gir, like a creature died hereabouts recently. On the way down
the hill through the tall grass, PCs must roll Spot checks (DC
13} fo discover the decaying bodies of cight ores, all bearing
shield designs common to orcs of the Thunder Peaks. The bod-
ies fell in a line leading from the road to parl way up 1he shope
ta the temple ruins. The orcs nearesr the Top of the hill seem
to have been running when they died. The bloated bodies,
though exposed fo outdoor air and insects for several days by
this time, have no signs of violence on them. A few of the bod-
les appear to have been examined earlier by other peopls,
probably merchants and wayfarers coming up from the road,
then left alone. _

Excepr for distant farms, no one lives around here. The
nearest settlement, Monksblade, fies two miles west and is a
guiet Cormyrian spot with superb food and sleeping accom-
modations. Recently, a popular if spooky local “attraction” has
been acting oddly, and no one will come out at night anymore
for any reason. Locals call the problem the "Looking Lady"—the
ghost of a skull-faced woman thar was once relarively harm-
less but is now attacking everyane.

It the PCs open the porfalhere after sunset, fo either arrive
or depart, they quickly find out what the problem is. Only 2dy4
minutes after the porral opens, the Looking Lady arrives. She
wants o gel through the open pordalas fast as possible so she
can ger back 1o her home on Opus using the Nexus Room (see
description of Partal2). If confronted, she artacks in a vialenr,
hysterical manner, frying fo slay everyone near her.

As noted earlier, the Looking Lady cannot operate the por-
tals in her present condition. She soundlessly commands
bystanders to do this for her, without telling anyone the for-
mula for doing so. I she is nol obeyed within zdg rounds, she
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% The Looking Lady, Female Human
Ghost Sorf: CR 8; Medium-zize Undead
(Incorporcalk, HD Gdiz; hp 45 Init 13
(Dex): Spd 30 fr., fiy 30 f1. (perfect); AC
17 (44 deflection, +3 Dex); Atk +6 melee
(1d4. corrupfing touchk SA corrupfing
rouch, horrific appearance, manifesra-
tion, spells; 301 incorperesl, rejuvena-
tion, +4 turn resistance, undead; AL NE;
SV Fort +2, Ref +5, Will +5; Str n, Dex
t7, Can =, Int 16, Wis n, Cha 18,

Skiffs: Concentration +10, Knowledge
(Netherese magic) +0, Hide +8, Listen
+17, Search +18, Spellcraft 10, Spot +18;
Faars: Alertness, Silent Spell, Spell
Penetration, Still Spell.

Spefls Known (B/7/8/ 4; base DC = 14

T

magic, flare. ghosr sound, mage hand,
prestidigitation, read magic: 1st—chill
touch, magic missile, shisld, silent image;
end—fag clowd, spectral hand; srd—hold
Fﬁf'.i'ﬂf]‘.

3ee page 212 in the Monster Manual
for descriptions of ghost special abilities,
and page 6 in the Maonsrer Manual for
information on incorporeal undead.

Portal g (North of Arabel)

There is no map for this focation. This
portal lies twenty-eight miles north of
Arahel, in a thicker of mees due wesr of
the nearby trade roufe, nestied in the
foothills of the Stormhorn Mountaing,
That is, the portal would let people exit
at this spot if the enfire archway were
not encased in a thin blanket of lead,
then buried in mortar and stone! The
lead and stone were added o block
detect magic spells and keep the exis-
tence of the porral a secref. The
Metherese of Blister had nothing to do
with the above changes, however.

allacks [or g rounds, then again Iries o order everyone o The lead wall is thin and soft enough that ir can be cur away
help her. This cycle repears unil elther she is destroved, her  with a knife, bur behind I Is a mortared wall of stone (2 fr.
victims escape, or she 15 aided as she wishes. If she Is allowed  thick, Break DC 4o, hardness 8, hp 12a). If the PCs manage to
to go through the porfal system to Fortal 2 (she knows which
portal leads to her old home), she flees through the archway
onto the debris-atrewn hill that is left of Opus in Anauroch and
instantly vanishes, Her spirit is laid to rest, never to return.
Creature (EL 8): The Looking Lady. who appears only at
night, artacks anyone who delays her from reaching an open
portal She does not speak or make any sound, and she does
not understand any “modern” languags, though she can make
hand gostures to fry 1o communicare.
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and remounted. It is ‘now buried in the mlild{& of ¢ ae-

stone-and-morfar monolith, a kind of marker sbnpad Iﬁga a
giant rectangular iqmbsltann or a section of a. wr,-u'l wall. The
dark gray, timeworn monalith is 12 feet high, g‘l’a_q nd
ﬁ i’e&'f th&d{._lf one steps bmk'lq;lg ﬂ'ﬂaumundiﬂgﬂmgaa'

were viewing some unusually amusing scene.

Aler leaving the encircling frees, the PCs see thal they are
in a region of low hills and scamered rrees, very much like the
northern part of Cormyr (which iz exactly where this iz). The
monument is the Laughing Head, a notorious landmark whose
reputation is widely known to locals of this area, and PCs who
make a successful Knowledge (local) check (DCis).
Supposedly, when the light of the rising moen falls upon the
head at a cerrain fime of year (most people say in the winter?,
the head speaks a crypric challenge. The puzzle, combined with
cerfain words that appear on the front of the monument at
that time, are clues fo a hidden place or thing. The monument
i known to be old, probably older than Cormyr itsclf. Further
specifics are impossible to come by. Many up-and-coming
heroes in Cormyr have seen the Laughing Head a1 least once
in their lives and mried o figure our irs importance.

This porfal was originally built here and made invisible by
Metherese wizards planning to use it to ambush nenhumans in
the area, Like many other portals, this one was shut down to
prevent it from being taken over, then forgotten after the fall
of Netheril. The stone monument encasing the porfal archway
was built by an Asram archmage, Zaros, who happened by
about three centuries larer, in -33 D.R. The archmage was dying
of a dreadful disease that was swiftly destroying his homeland,
a suryivor state of Metheril,

Having carlier found the archway and made it visible again,
Zaros knew enough of Netheril's magic to rework some of the
spells on the poriaf so 1hat, in addition 10 wherever else il led
iwhich was of no concern o him), It would also serve as a por-
taf ta his burial place. The archmage was a master astrologer
and astronemer, and he used the Blister-linked portal to cre-
ate a more powerful portal that would lead from Toril straight
toits giant satellite, Selone, when the light of the midwinter full
moon Fell upon the portal In a desolate canyon on Seline, the
archmage bulll a mansionlike mausoleum. This done, Zaros
passed through the parfal which he activated in the srandard
way on a moonlit midwinter night, then used magic to sheath
the portsfon Toril in lead to prevent its quick discovery. Magic
also finished mortaring the archway into the monument, whose
resemblance to a tombstone was delberate. Zaros went to his
crypr on Seline, where he entombed himsell with his posses-
sions and died, his body preserved by his spells.

Zaras left an inscription on the monument, written in the
ancient tongue of Metheril, and designed it to appear only dur-
ing the light of the full moon on or about Midwinter MNight. A
comprehend languases spell is sufficient ro mmanslate rhe writr-
ing, The inscription gives hints 1o the operation of the porral
and where it leads, but the clues are cryptic. To discover a
secrer place of rest “heneath the lighr of the world” the frav-
alar must wait for a "cold moon,” disrobe, then usze one hand
and a command ["Part the veil of the universe for me!”) 10
travel there, Zaros meant for the traveler to firat wait for a full

midwinter moon 1o shine down, which would activate the con-
ditions necessary to make the portal open on Seline instead of
anywhere else. The traveler must then “disrobe” (remove the
stones and lead sheath from) the monument, dig our the por-
fal place a hand on the archway. and speak the key phrase to
activare the porral The place of rest (Zaros's crypr) fies benearh
the light of the world (Toril, hanging directly overhead in
Selone’s sky). One can imagine the anfics adventurers have
gone through over the years trying to make sense of the
inscription and maks it work.

The: laughing head and shoulders on jop of the monument
were added by a siill larer Individual—unfortunarely a power-
ful cleric of Moander the Darkbringer, in 26 DR (The Year of
Opening Doors). The monument was already known to humans
in the region, though no one suspected its frue purpose. The
cleric, Orgur Thok, was also known fo the locals and the infant
kinzdom of Cormyr, created just thar year and consisting only
of Suzall and the land around it in the south. Orgur was sought
by the royal Oharskyr family on charges of murder and plot-
ting against the crown. While hiding out, Orgur secretly stud-
iad the monument and figured out how to get o the ports/ and
operate it. He then decided to use Zares’s mansion fomb on
Sellne as his secret refuge, from which he could strike back
al @ lulure time and destroy those who sought his death. On a
whim, he added the large sculpred head wirh irs absurd grin To
the. monument and enchanted it so that it would magically
speak and be understood by everyone within go Feet of it, at
the same time Zaros's inscription appeared.

The head's cryptic challenge was designed to confuse any-
one Irying o solve the original inscription, 1o prevent the
monument from being used to reach Orgur's hideaway. A
cargful study of the monument using a dwarf’s stanecunning,
Knowledge (architecture and engineering) [DC 20, or
Profession letone-mason) (DC 18) reveals the head was added
a3 o scparate faature some time after the monument was built,

The head's cryptic challenge is often interpreted in the fol-
lowing way: An ancienl evil seeks the destruction of the
“southern kingdom,” and 10 5Top ir, @ hero must take the “king's
heart,” then follgw the rast of the instructions on the monu-
ment. The idea here was fo frick foolish heroes info killing or
stealing. from the king of Cormyr, perhaps even kidnapping
Family members who might be his “heart.” If anyone brought
such items 1o the monument and aciually figured oul how o
open the porfal Orgur would be happy ro 1ake the offered
iterns, kill whoever hrought them ta him, and use the items
against Cormyr,

Orgur opened the monument porfal and fled to Seline
before he could be captured or slain by Cormyrian soldiers.
Using a wish spell, he repaired the damage to the monument
and lead sheath, so it was left just as he had found i, However,
Orgur did nar count an wo things. Firsr, the herees of Cormyr
are generally so patriotic that they nearly always discount the
idea that their king should be attacked; they instead try to
interpret the grinning head's spoken words in extremely eso-
teric and symbolic ways. For example, the head might really
have said the "king’s hart,” the largest deer in the realm, or il

might just mean “courage” which a king (or adventurer)
should have in abundance. Many helieve the “southern king-
dom™ is not Cormyr but some other place south of it, further
gonfusing the issue, The Obarskyr Family has long ceased wor-
rying that someone will assasainate the king to take his heart,
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but the monument is checked now and then by wizards work-
ing for the realm. What became of the evil cleric was never
learmed, though divination spells indicated Orgur died soon
afrer he vanished. Orgur vanished from the pages of history
as well, except in ald Cormyrian fomes kept by the Obarskyr
family, Candlekesap, and a few other places, OF Laros, no writ-
ten record remains.

Second, the lethal disease that killed Zaros was still active.
Ir was magically created by the goddess Talona ages ago and
designed o slay an entire kingdom in a month's time. She
meant for the disease to vanish on Toril after a certain point,
50 she tailored it fo quickly become completely extinct; more-
ovar, it cannot be spread on Toril if it is reinfroduced by some
means. Though the discase vanished on Tordl, the spells Zares
used to preserve his body in death also kept the dissase alive
inside him, particularly as he was no longer on Toril-a loop-
hole In Talona's crearion of the disease. Orgur was In the
process of moving his assorfed belongings mta the mansion-
tomb when he disturbed £ares's body and infected himselk.
The progress of the disease was extremely rapid. Orgur soon
reglized whar had happened and rried ro flee his new home, but
he died atrempting 1o open the great, heavy iron doors 1o the
mansion-mausoleumn.

Development: Anyone apening the rwo greatr doors of the
mausoleum will find Orgur’s mummified remains on the floor,
gurled up. The ¢ause of death iz nor obvious, and neither ic
Orgur’s identity. Among Orgur’s effects are books and papers
about his worship of Moander and his actions in ancient times,
as well as his plot 1o come 1o Seline and use Zares’s lomb as
his base. Morhing was wrimen abour his disease. although he
speculates that Zaros was one of the last survivors of Asram.

,ﬂ.mﬂﬁM PLAGUL

InTecrion Do
All vectors™ o
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Zaros's papers and books offer extensive information on
astrology and astronomy, invaluable to sages and some wiz-
ards. You can decide whal specilic magic items and other per-
sonal effecrs are In the mansion-tomb, as well as the romb's
actual layout {should the PCs find their way here).

Only one or two magic items are presenf, of an ancient
make. However, the papers and books are all perfectly pre-
served, if brirle, and would be worth thousands of gold pieces
to a sage, wizard, historian, librarian, or collector, Candlekesp
would pay our a minimum of 35,000 gp for the lot, although
transportation would prove quite a problem,

Asram Plague, as it is called here, affects only humans and
part-humans (half-elves, half-orcs, and so on). Statistics, per
the Duwcrow Master'’s Guide (pages 74-75), are in the “Asram
Mague” sidebar below.

Remember that the porfa/opens to Seline only if it is acti-
vared under the Midwinter full moon. At any orher Time, The
portaf opens back to the Nexus Room. As this adventure takes
place in midsummer, the PCs have a while to wait before this
part of the adventure continues—but they have plenty of time
to bone up on the monument's legend before visiting it later.

otiviting Pown Tre Fortar &vitem

The portal system can he femporarily deactivated only from
the Mexus Room. The notes written by the Cult of the Uragon
membar in Saerloon show that to closs a porfal a wizard must
cast read magic and say aloud the rune words written around
the pentagonal archway. A metallic magic item must then be
touched 1o the arch. This causes the jtem 1o immediarely be
srripped of its magic, and the porral cannot be activated again
in the normal way. Only by spesking the rune words aloud
once more, in reverse order, and touching another sacrificial
magic item to the archway {which also loses its magic) allows
the portal to be reactivated. Reading the runes around the
pentagonal archway fakes 1+ minute. A wizard can creale a
spur-of-the-moment magic rem by casiing a spell like fefr on
a metal coin, which will serve nicely,

(@nausine THE APVINTURL
Once the PCa have gained control of the portafs and shut them
down to prevent further abuse, they should go back 1o the
army camp at the Black Crater and report to Captain Dunman,
Encounrers along the way are ar your discretion; goblin raiders
are common this time of year. The captain will not send any
assistance fo the PCs in the form of soldiers, spellcasters,
horses, and so forth, She will take their verbal reports, have
them tranacribed, and send those along to Lord Hawkiin. She
will request a force of Purple Dragons come 1o seize conirol
of the portal network If the PCs have no interest In holding .

To the chagrin of the party, everyone's paperwork will be
checked again once the group returns to the camp. Any irreg-
ularities will result in arrest, though if the party obviously did
a good job, the captain might be lenient and merely send the
PCs home with a letter of complaint and a reprimand, with a
pemalty [ee assessed, Any papers the PCs bring back, such as
rthose showing how the parral system operates, will be copied
and sent back ta Suzail.

Those members of the group returning to Suzail {assuming
no one stays behind to “hold the fort”) can go home within a
day of reaching the camp ar the Black Crater, using the inter-
mittent porvaf there. A page in the service of Lord Hawklin will
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ENCOUNTER LEVEL (HART

Summarized below are the Encounter Lewvels (EL) for all the encounters
in "The Door From Everywhere! Four Bth-level PCs should garmer
enough #F from these encounrers ro reach i level, Although many of
fhe encounters have an EL higher tham 6, the PCs have the ophan ta rest
and heal hetween encaounfers.

Areo Encounter Descripfion EL
" # Male Orc Frrz {3} )
P Wolves (2)
o * Male Orc Frra (8) ]
s Tuncheaded Gritfn G) 5
P1 # Lord Gargdol, Male Human Firz 0
# Ogres (3)
Pz # Bagilisk (i) 5
Py # Garganiuan Tendriculos (1) i
F4 % Orcsili) L]
& Creseyl Blackbanas, Mals Half-dragon Fief 10+
& Spike. Hewlor §)
F Tharleck the Elfscourgs, Male Half-ore WizlEvaln
& Ore Frre {ie)
# Cros (A6}
PO° & Eleciricly Trap B
& Bresnos Huannlar, Human Rogio 10
Py # Ihe Looking Lady, Human Ghost Sor6i i

* Srgnefand Ruins: Qrownd Level
** Btoneland Ruins: Lowsar Level
% Mexus Room

he present at the Court's ports/ room to escort the PCs fo
their lord, Lord Hawklin is glad to see them return, especially
if they have much news, tales of adventure, proof of their
mravels, and so on. The PCs notice thar Lord Hawklin has a
fresh scar on one cheek, about which he says nothing except
to sigh and change the subject, (The Steel Regenr accldenrally
gave it 1o him in a fir of rage.] Payment for the adveniure is
quickly made, though the PCs are reminded once mere of their
paths of loyalty and secrecy, particularly about the porfals.

In T lone Run . ..

The best outcome, from the Cormyrian government’s point of
view, would be to have the PCs or someone else hold the
Stonefands ruins and allow the War Wizards to explore the
portal system, The site, it not taken by the PCs, will be hald by
a significant force of Purple Dragons and War Wizards, who
build defenses around it and look for ways to make good use
of the portafl system to aid Cormyr's recovery. In time, mili-
rary sirlkes using Portal 4 can be made against the orcs In the
Thunder Peaks; Fortals 1, 7, and g can be fornfied and used for
moving froeps rapidly across the realm. Portals 2, 3, and 5 will
largaly be loft alone exeept for adventuring missions spon-
sored by the crown. Portal 6, opening as it does info Sembig,
will be used exclusively for spy missions,

Even il the PCs wish 1o use the ruins as their furure home,
bullding their own farnificarion there, the War Wizards insist on
keeping partial contral and ownership of the portal network, as
it is too risky to allow such rapid access to the heart of Cormyr
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from its.borders. Rebellious nobles, assassins, foreign spies,
evil nonhumans, and bandirs would all love control of the por-
tals For their own purposes. If word of the portal system leaks
out, attacks against the site are certain to occur,

Once the PCs return to Suzail, they mighr be sought out by
unirusiworthy nobles, foreign spigs. and other adventuring
groups who make it their husiness 10 char with anyone seen 1o
have business with the crown. You can play out the conse-
quences of such encounters, remembering that the crown
hates oathbreakers, spies, and traiters,

Perhaps the worst outcome of the adventure would be the
return of the Cull of the Dragon members 1o their porialin a
month's time. From Saerloon, they will certainly do all they can
to strike hack at the heross and Cormyr ifself, as well as the
froublesome ores of the [hunder Peaks. The cultists assemble
a powerful retaliatory force, perhaps complete with a dracol-
ich or two, and try to reclaim the Nexus Room,

THE OTHIR FORTALS

You ean expand this adventure by activating more of the por-
tafe in the Mexus Hoom, You will need to determine each des-
tination as well as what might ba waiting for FCs on the other
side. Here are some ideas based on adventure hooks presented
in the Foraorren ficatms Campaigh Setfing sourcebook:

Portal 8; The Haunted Halls of Eveningstar (pages zg5). The
porraf s tucked away In some crafrily concealed corner of the
underground fortress, as yver undiscovered.

Portal 10: Uitadel of the Raven (page 18o). If the Zhents
inhabiting this outpest are aware of the partal they might have
a chained hydra or some other creature waiting to devour
unwanted interlopers.

Portal n: Aencar's Manor (page 121). The porral occuples a
chamber hengath the haunted ruins thar has jusr recently been
excavated and seized by the Cult of the Dragon. The culfists
recognize the importance of the porfal but haven't been able
to activate it From this side yet,

Portal 12: Myth Drannor (page 124). The portaf is located
beneath an ancieni ruin inhabiled by a band of drow shadow-
dancers. These dark elves are searching for a relin of Lalth
hidden in Myth Drannor centuries ago.

Portal 13; The Vast Swamp (page 11z). A mad beholder named
Xibalgar recently found a way to repair this porfal, which
broke into three pisces after sinking inte the marsh, Xibalgar
fancies irself a collector of "beholder artifacis™ and has con-
vinced a tribe of lizardfolk o ransport the newly repaired por-
taf overland to its new lair in the foathills of the Thunder Paaks,

Portal 14: Scimitar Spires (page gg). Floating between thres
of thesa dark, obelisklike peaks is a basalt tower—a Metheresze
remmant recently thrust Into the sky by a wizard shade, The
shade is experimenting with the newly recovered porfal

Portal 15; The Dragonmere {page 142). This porralsits ar the
barrem of the lake, in the flonded traasure cave of a dragon
turtle, wereshark, or some other aguafic creature.

Portal 16; Qld Skull Inn [page 13g). This perraf exists in the
Underdark deep below this popular adventurers' hangout. ©

This is Roger’s second appearance fn DuNceon Magazine, (His
first advenrure, “Juggernaur,” appeared in fssue #27.) By dav,
Rager raises giant hamsters on the asteroid city of Bral By
nighi, he dabblas in eldritch magic, hoping fo unfock portals fo
far-flung worlds both wondrous and benign.
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Thirds of Purloined Vellum

Sometimes Paper is More Valuahle than Gold

by Graham Robert Scott

artwork by Kennon James » cartography by Christopher West

“Thirds of Purfoined Vellum” is 2 D&D advenrure for four good-aligned isr-level
characters. DMs should find it easy to tailor the adventure for higher level characters.
The scenario is set in Athkatla, the capital of Amn in the FORGOTTEN REALMS campaign
setting, where agents from a distant thieves’ guild have sabotaged a trade mission by
stealing documents crucial fo its completion. Adventurers can expect a mix of
intrigue, problem solving. and roleplaying as they track down the agents.

The module isi't a linear dungeon crawl! or rigid script, and the FCs might make
unforeseen moves, so it works best for experienced DMs

i Magic liems 9 Monsters

Abverture Backsrovii

Athkatla, the capital of decadent Amn, enjoys more than its
share of intrigue. Its streets are vife with shullduggery, espi-
onage, backstabbing (both literal and figurative), and trade
rivalries taken to dangerous sxfremes.

The reception was no different when Kathkallan. a promi-
nent merchant and alderman of the Dragon Coast city of
Teziir, came to town recently on a trade migsion. The merchant
hoped to close two deals that could imprewve his city's stand-
ing as an inner-sca trade power, Unfortunately, his dreams of
financlal conguest weren't fo be; someone has sabotaged his
attempts. This time, Athkatlan natives aren’l behind the cloak-
and-dageer behavior. Instead, the merchanr has hecome the
victim of forcas employed by his fiercest trade rival

Things didn’t begin on a sour note. Until recently, every-
thing looked rosy. Here are the events that led up to the situ-
ation to which the PC3 are introduced:

« Kathkallan identified a rare substance coveted by Amn's
wealthiest residents and cams up with a way to provide it. He
secrefly establisherd rwo giant bee farms, from which he hopes
to cultivate royal jelly, a byproduct of giant bee colonies that's
reputed to heal, cure disease, and alleviate the effects of aging.

- Kathkallan's royal jelly Farms face litle competition. In the
past, the substance was brought to market by adventurers, not
Farmers. Since adveniurers tend (o destroy the hives in the
process, Amn long ago depleted its jelly-producing colonies.

« Jasaar Arrastl, the head of a powerful Amnian merchant
house specializing in perfumes and cosmetics, agreed in
advance to buy Kathkallan's first shipment of royal jelly for
4,000 gp per half-pound jar.

& Non-Player Characters (NPCs)

who fike to think on their fest,

& Objects W Settlements  «" Traps

« Kathkallan also acquired an option to buy 200 pounds of
vanilla beans for 20,000 gp from Greater Galleon, an Athkatlan
company. He hopes to buy the vanilla with proceeds from the
jelly, then carry the spice back to Teziir for sals.

« A year after signing the confracts, Kathkallan's bee farms
produced their first crop: nine jars of royal jelly.

s All ning jars survived the caravan frip from Teziir fo
Athkatla,

Evarything fell apart when Kathkallan reached the capiral,
When the merchant arrived, he sent his journcyman, Galliad,
to schedule meetings with both Arrasti and Greater Galleon
while he arranged Tor the sale of a wagonload of wool (his
cover story for the mrip). He also asked Galllad 1o arrange for
security on the trip back, sither by signing on with a caravan
or hiring guards. Galliad never returned.

Kathkallan’s trade mission is now in jeopardy: To prove he
represented his master, Galliad was carrying Kathkallan's con-
tracts when he disappeared. The documents are irreplaceable,

Indeed, Kathkallan can't complete his trade mission without
them: The other merchants pretend they don't remember ever
making fhe deals unless confronted with their signatures.
Thar's because, thanks fo recent evenfs in Amn, the terms of
those contracts arc no longer as favorable to the merchants of
Athkatla as they once were.

Arrasti, for his part, is in a linancial bind. He ilicitly. used
his estate as collateral on two Ioans, each for a separate over-
seas venture. He was gambling thar sales from the rwo ship-
ments would cover the debts. But both vessels were lost fo
pirates, and monthly loan payments have nearly wiped out his
reserves: Worried that one of his creditora will acon try to
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claim his estate and reveal his deception [ruining his credit and
reputation in the process), Arrasti is desperate to rebuild his
fortune quickly. Thus, the perfume merchant is particularly
determined to squeeze every copper of profit out of any deal
presenied fo him. Alihough he could double his money on the
royal elly even if he boughr ir ar the contract price of 4000
gn. he affers only 1.000 gp a jar unless presented with the
writlen agresment.

Meanwhile, several shipments of vanilla were also loat at
sea. Ag a result, speculation on the remaining vanilla has more
than doubled sireer prices for the sweetener since Kaihkallan
negoligied his option. The oprlon ghves Karhkallan a subsrantial
discount an Amn's hottest commadity because it binds Greater
Gallean to an earlier, lower price.

Desparate to recover the contracts, Kathkallan and his
bodyguard attempted to retrace Galliad's steps. At the start of
the adventure, a day after Galliad's disappearance, they have
walked into an ambush—and the PCs are there to see it.

for the Dunazon Master .
Galliad is dead, lured into a trap by agents of Tezlir's archrival:
the city of Westgate, Teziir has leng played second fiddle to
Westgate when it comes to trade, and the latter city often takes
drastic steps o ensure things remain thal way, Wary of poten-
tigl rivals, Westgare jealously guards Is dominance in Dragon
Coasr trade through likeral use of its powerful thieves' guild,
the Night Masks.

The Might Masks have statiened a team of five agents per-
manently in Athkatla (see “The Night Masks” sidebar). Amorg
their other duties, they are under orders to foil any Trade
efforts between their host city and Teziir.

When Galllad wenr abour his errands, he encountered one
of the Night Masks, 3 woman named Anteashara, A permanent
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resident of the capital and an Amnian native whe rurned 1o the
Might Masks at an carly age, Anteashara works In town as a
porter. In Athkatla, porters do more than just carry luggage.
They acl as coordinators, guides, messengers, and ferches.

As Galliad wanderad through the market scheduling
appamtments, he encountered Anteashara, who offered har
services. Eager fo complete his assignments, Galliad asked her
where he could find o caravan headed for the Dragon Coast.

Recognizing Galliad as a rative of Tezir, she direcred him
tir @ business run by another Night Mask: her consort, Catellion,
Known as the Platinum Ouill, Carellion’s firm arganizes wagnon
trains and hires guards for fraveling merchants. It also claims
to insure cargo headed to fexziir.

Galliad was hooked. He paid her 2 sp, gave his thanks, and
sped off to the city's financial square—the Atrium—where
Anteashara said the business was locared.

When the eager journeyman gor there, Carellion agreed m
everything he wanted and offered extremely generous rates
for his services. In the process, he learnad 3 great deal about
Lialliad’s trade mission, Instead of becoming suspicious of his
good fortune, Galliad was delighted and decided to apend some
of the money he'd saved at a nearby tavern, the Silent Siren
{which Carellion helpfully recommended). After a couple of
hours ai the bar, Galllad mer a local courresan named Finmi,
This meeting was no accident. The Night Masks had hired her
to lure Galliad fo a garden on the north side of the city afrer
hearing Catellion's report.

The visit proved fatal for both Galliad and Zinni. The gar-
den was the backyard of a manor owned by a wizard named
Manlailus, the leader of the Night Mask ream. ‘Wirhin it grew
the wizard's favorite per: a rare, creeping vine called the pil-
lars of Parthenope. The plant has a scenr so alluring, few can
resist eating its poisonous berries. Both the courtesan and
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journeyman succumbed fo the berries and died shortly after
saling them.

Since looting Galllad and reading the contracrs, the villains
have estahlished fwo goals:

1. Mantatlus, under the cover of his change self spell, has
hired a band of thugs to mug Kasthkallan and take his royal jelly.

2. The wizard alao hopes to sell the contracts to what locals
call a "shuffler,” a special breed of fence who deals in forger-
ies and stolen paperwork

Abveriture @ummary

The FCs’ mission is fo uncover Galliad's fate, recover the con-
tracts, and return them to Kathkallan. To do this, they must find
the MNight Masks. The best way to find the villains is to refrace
Galliad’s steps on the day he disappeared.

This is, in fact, what Kathkallan is doing when he is ambushed
by thugs in front of the PCs In the opening scene. IF the PCs help
hirn and are willing, Kathkallan hires them to search for Galliad,
His briefing covers the bulk of the “Adventure Background” and
should give them enough clues to get them started.

The adventure’s clues are scarrered around Athkatla's
Trades Disirici. A few encounters are driven by NPCs, rather
than location-based. Called “Interludes,” they appear in a side-
har at the end of the adventure.

Most of the clues follow a logical progression. However,
even If the party ignores evidence or visits locations out of
sequence, many of the clues overlap, so there's little risk a
missed clue will spoil the adventure,

A brief summary, followlng the thugs’ amack on Karhkallan:

1. Interrogared thugs claim they were hired by a fat, sweaty
man. They don't know who he was or where he can be found.
Some phrases he uttered suggest he might have been from
Westgate, and they met him in a tavern called the Silent Siren
(area F).

2. PCs who attempt to remrace Galllads steps learn he
scheduled appointments with hoth Arrasti-and Greater Galleon
before his disappearance. Arrasti's scribe overheard a female
porter teliing the journeyman he could sign up with caravans
at “the Platinum something-or- other.”

3. The best place to find a caravan is the Airium, a finan-
cial square in the Trades Districl, There the PCs Find the
Platinum Quill (area C) and Catellion, its Night Mask owner.
However, he claims he never saw Galliad. (He's lying. See "For
the Dungeon Master” ta learn what happened.} Observant PCs
notice that Catellion lives with a female porter, Anteashara,

4. Another merchant in the Atrium, Yemmemalius Gheldieg
(area D}, contradicts Catellion's story if questioned. Gheldieg is
secretly a member of the Shadow Thieves, Amn's own thieves'
guild, and he hopas the party will ger the Night Masks off his
turf. Gheldieg doesn’t disclose his true motives, but ha tells the
party Galliad signed some deals with Catellion, then went to the
Silent Siren (arca F) for a drink.

5. The bartender at the Silent Siren remembers seeing
Galliad leave the tavern with a courtesan from the Path of Silk
Flowers, locared on the North Side.

6. Another courtesan from the Fath of Silk Flowers claims
the woman in the bar was her friend, Zinni, who has since dis-
appeared, She adds that one of Zinni's regular customers paid
her to lure Galliad 1o a garden somewhere, She deesn't know
the customer’s name, bur she thinks he's from Wesigate. (He
was Gil. a Night Mask.}

7. If the party asks other porters, particularly one named
Bernal. about Anteashara, they learn she has a hush-hush cus-
romer near the Path of Silk Flowers: His address and identity
are not common knowledge, but Bernal believes he has an
interest in art history.

8, From the information above, the party should be able to
find the manor of the Night Mask leader, Mantatlus. It's the
only home on the Path of Silk Flowers that malches all the
clues above. The siolen conmracrs are hidden there, in the wiz-
ard’s art collection,

g. If the PCs have trouble pinpeinting the maner, the mod-
ule includes another clue: A fortune feller emploved by
Gheldieg comes to the PCs and delivers a riddle-style message
as part of a faux fortune. (See “Interlude " for details.)

w, Allernatively. the party might learn thar stolen conrracrs
are frequently sold to a special hreed of fences called “shuf-
flers” and correctly guess the Might Masks plan ro sell the
documants. Gheldieg can lead the PCs 1o the right shuffler, a
woman named Roseshade, giving them a chance to steal the
conlracts back from Mantatlus when the wizard shows up to
sell them.

Ewven If Investigarion falls, the Nighr Masks might come ro
the PCs, Two of the interiudes (see the sidebar) involve attacks
on the party: One is an assassination attempt; the other is a
follow-up attempt to steal the royal jelly and kill Kathkallan.

(ontract I33ues

Agreements in Athkatla are hard 1o falsify. They're written and
notarized three rimes each on long, single sheets of vellum,
then cut jagdedly with a razor info thirds. One third goes with
the zeller, ancther third with the buyer, and the middle third
goes fo a city nofary.

To exercise a contract, one party must summon a notary.
Nolaries authenticale contracts by matching their edges, since
the zlgzags for each documenr are unigue. Karhkallan's three-
piece contract with Arrasti is provided as a handout on the

next page.
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Becinming the Apventure
Al the siarl of the adventurs, the PCs are in the ‘Wafl, a slop-
ing, curved streer In Athkarla's Trades Dismricr devored o mer-
chants selling spices, perfumes, incense, and other aromatic
goods. How the party gets to the Waft is left to you. |he PCs
might just be passing through, or they might have recently
arrived by caravan or ship. An effective technique is to give
the party an uneventful mission delivering something fo a
merchant house on the Waft, bur with warnings (o ook oul for
amhushes, Many players will bhe vaguely disappointed when the
delivery proves routine, and, ifching for excitement, more
likely to gat involved when the thugs attack Kathkallan,

The ambush takes place on the stairs to the Waft, at the
location marked % on The Waft map (see next page). When the
action slarls, read or paraphrase the following:

THIRDS OF PURLOINED VELLUM

Creatures (EL 3k The merchant is Kathkallan; the man in
rad is hia bodyguard, Bozzem, The six thugs, sailors from out
of town, were paid 20 gp each by Mantatlus (in disguise) to
ambush the merchan! and swipe his jais of royal jelly. IF the
PCs don't vell a warning or bother to help the merchant, the
adventure ends here. Within 5 rounds, the bodyguard slays
two of the thugs, but he and Kathkallan alse fall and are looted.

# Thugs, Male Human Com: (6): CR '/2 Medium-size
Humanoid (5 ft. 8 in. tall); HD 1dgq+y; hp 5 cach; kit +1 (Dex);

Dungeon  4u
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Spd 30 fi; AC 1 (+1 Dex); Atk +1 melee (1d4+1/crit 1g-2o, dag-
gery or 1dG+1, clubk AL ME; 8V Forr +1, Ref +1, Will -z; Srr oz,
Diex 15, Con g, Int g, Wis 7, Cha 8.

Skifls: Climb +z, Hide +2, Move Silently +z, Profession
(sailor) +3. Feats: Dodge, Skill Focus (Profession—sailar),

Fossessions: Club, four dageers, 5 gp each.

& HKathkallan, Male Human Rogz: CR 2 Medium-size
Humanoid (5 tt. & in. tall); HD 2d&; hp B; Init +1 (Dex); Spd 30
ft; AC 1 (41 Dex); Atk r2 melee (1dg+1/crit 1g-20, dagger); SA
sneak attack +1d6; 50 evasion; AL NG; SY Fort +o, Ref +4, Will
+1; Str i3, Dex iz, Con oo, Int 16, Wis 13, Cha 15

Skilis: Appraise +8, Bluff +7, Decipher Scripr +8,
Diplomacy +7, Knowledge (nature) +5, Knowledge (local} +5,
Gather Information +7, Innuendo +6, Listen +8, Pick Pocket +£,
Search +8, Sense Metive +7, Spot +8; Feafs: Aleriness, Dodde.

Fossessions: Dagder, ning silver rings worth 20 gp each,
purse, wagan, shoulder bag containing nine jars of royal jelly,
chesi containing 200 pp, 43 Ep.

& Bezzem, Male Human Frrz: CR 2; Medium-size Humanoid
(5 fr. g in. rall, HD 2dwo; hp 16; Init +3 (Dex); Spd g0 fri AC 15
{+2 leather armor, +3 Dex); Atk +4 melee [idB+1/crit 18-20,
scimitarl; AL LM; 8V Fort 13, Ref 13, Will +o; Str 13, Dex 16,
Con n, Int 13, Wis 11, Cha 13,

Skilis: Clireb +3, Diplomacy +2, Gather Informarion +2,
Infimldate +3. Jump +3. Listen +4. Spot +4. Feais: Weapon
Focus (scimirar), Diodge, Expertise, Alermess,

Fossessions: Leather armor, scimitar, jewelry worth n2 gp,
backpack, peuch containing 32 gp.

Tactics: Kathkallan's opponents arc neither exporicnced
nor particularly brave. If tha PCs yell a warning, Kathkallan
whirls around and gets his dagger out quickly enough to fore-
srall an amack from behind. If he doesn't recelve a warning, he
takes 2 points of damage from a weak blow to the back,

If the PCs don't join in, the bodyguard dispatches one thug
every other round, but Kathkallar is critically wounded, falling
o 0 hir points in the fourth round, Bezzem falls the subsequent
round under the weight of multipls atracks.

The thugs turn to face the PCs if the party gets Involved,
bur flee or surrender if reduced fo half their original number,

Development: If the party aids Kathkallan, the merchant
immediarely offers them employment, promising 200 gp up
front if they'll help guard him and his cargo at night, plus 1,000
gp if the PCs find out what happened to Galliad and get his
coniracis back, If the party haggles, he can go as high as dou-
ble his original affar.

If the party accepts, Kathkallan briefs them on the situation.
He relates everything in the "Adventure Background” section,
bur none of the information in the section labeled “For the
Dungeon Master”

By the end of the encounter, it is about 3 . The party has
several hours 1o Investigate before the shops close ar 8 e IF
the party seems directionless, Kathkallan recommends refrac-
ing Galliad's steps, adding that he was on his way to Arrasti's
pavilion (area A) himself when the thugs attacked.

Any captured thugs answer guestiona if promized freedom,
or if charmed. The mugeers, who are sailors from out of town,
don’t know the name of the man who hired them. They were
approached by a porfer named Bernal when they gor off a ship
that morning. Bernal fold them they could esarn some easy
money by talking to a man at the Silent Siren (area F). The man
they met at the bar was a sweaty, fat fellow, He gave them zo

£p each and a description of the intended victim, felling the
thugs fo expect him near Arrasti’s pavilion larea A} in the
Waft. They were alse told to search the merchant's bady for
five or more jars and taks them.

Their employer claimed fo be local. But his accent slipped
from 1ime o fime, and he used srange jargon. For instance, he
described the operation as a “pigeon pinch®—a term unigue 1o
Westgate, In & pigeon pinch, 2 courier is ambushed by two
teams of attackers, one to distract defenders and the other to
grab what he's carrying.

The sweary man didn't make arrangements to pick up the
jars, bur assured the muggers a strangsr would offer 50 g2p
each far tham before the day ended. (Manrarlus planned ro wse
Anteashara for this exchange.)

If the PCs ask around and make a successful Gather
Information check (DC 10), they learn Bernal usually calls it a
day early and goes to the Silent Siren (area F).

The Treded District
The adventure is set in the city's Trades District, within which
are three areas where key clues and characters are found: The
Wafr, the Atrium, and the Morth Side.

The PCs start in the Waft, Clues there will probably lead
them 1o the Arium, the ciry’s main financial square. The vil-

lains stay In the Morth Side, as do several pessible sources of
informatinn.

The Waft

The Waft, described partly in the opening scene, slopes at a
zo-degree grade from the hills of the city's upper-crust Gem
District to the Trades District below. For part of the way, it
forms the border berween the dismicis.

On the west side of the Waft is the estate of the prominent
Ophal merchant house, which deals in spices. Independent
competitors and mercantile companies occupy the east side of
the street,

Across from the Ophal compound is the Arrasti esrate and
pavilion. Farther up the hill is Grearer Galleon. FCs reiracing
Galliad’s steps must visit both locations.

A. Jazasari Arrasti’s Pavilion, Arrasti (male human Ariz; hp 7;
Diplomacy +4, Sense Motive +4) meets customers and suppli-
ers in his pavilion, a billowing tent of burgundy silk in front of
his Family's esiate,

Luxurious rugs cover the floor of Arrasii's siming room Just
inside the tent, but they're barely visible under the hundreds
of silk pillows spread around the tent, some of which are large
enough to support a grown man, A small redwood throne

The Wait Mar [y

1. Arrasti Manor 1. Incense £t Candles

2, Arrasti Perfumes 11, Ginnamon
3. Arrasti Cosmefics 12, Sugar

4. Adamantine Mug Tavern 13, Nurmeg

5. Honey Stand 14. Cocoa

6. Orange Stand 15, Garlic

7. Bakery 1fi. Apothecary

8. Coffee and Tea
g. The Ophal Estate (salt,
pepper, herbs)

17. Mixed Seasonings
18. Alchemist
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adorned with a plump red cushion and silver-threaded pillows
overfooks the sea of silk,

Crearures: From a rable ar the entrance to the pavilion,
Arrasts seribe, Omannar, handles routing transactions, keeps
records, and takes down appointments. Behind him is Arrasti's
sitting room. The estate’s guards arc always within earshot.

# Omannar the Scribe, Male Human Comn; CR Yz
Medium-size Humanoid (s 1. 5 in. tallk HD 1dg-r; hp 3; Init +o0;
Jpd 30 ft; AC 10; Atk -1 melee (id3-1 subdual, unarmed strike);
AL N; 8V Fort -1, Ref +o0, Will +i; Str g, Dex 10, Con g, Inf 13
Wis 13, Cha 1o,

Skills: Bluff +1, Listen +7, Profession {Scribe) +5, Spot +7,
Swim +1. Foats: Alermesa, Run,

Possessions: Book, quill, ink, pouch with 23 sp.

& Arrasti House Guards, Male Humans Frrz (10): CR =
Medium-size Humanoid (6 f1. tall; HD adio+z; hp 21 each
(includes +3 hp for Toughness), Init +o; Spd 20 ft; AC 14 (+4
scale mail armor); Atk +5 melee (1d6+4/crit 18-20, scimitar);
AL LM; 8Y Fort +4, Ref +i, Will +0; Str 14, Dex 10, Con 13, Int
10, Wis 10, Cha n.

Shills, Intimidate +2, Spol +2, Listen +1. Fears: Alermess,
Power Arack, Weapon Focus (scimirar), Toughness.

Possessions: Scale mail armar, scimitar, pouch with 52 sp.

Treasure: Arrasti uses letters of credit and carries little o
monatary value, !

Development: Omannar readily acknowledges that Galliad
came in to schedule an appointment, He lasi remembers he
journeyman falking just our of sight around the corner of the
1ent, bur within earshor, 1o a female porter about where to find
& caravan broker. He believes she recommended a business
called “the Platinum something-or-other.”

september,oc
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B. Grearer Galleon. Grearer Galleon disrribures, markers, and
sells spices on behalf of several merchant houses.

From the din near Greater Galleon's shop, it sounds as
though someone is auctioning off vanilla beans. The counter
under the store's awning is nearly obscured by upper-crust
citizens clamoring for a merchant's artention, He is holding up
a single bean.

Under the awning, near the frant of the store, a large ket-
tle hangs over a small brazier, The ketile looks dusty, like it
hasn't been used in a while,

Creatures: The head merchant at Greater Galleon is
Moszan Zahad.

#' Mossan Zahad, Male Human Com; CR 'z Medium-size
Humanoid (5 fr. 4 In. talll; HD 1d4+2; hp 6; it +0; Spd 30 fi;
AC 10; Atk +0 melee (1d4/crit 1g-20, dagger) AL LN: SV Fort +2,
Ref +o, Will +4; S 10, Dex 10, Con 14, Inf 13, Wis 14, Cha 10,

Skills: Biuff +2, Diplomacy +4, Listen 16, Spot +6; Feats:
Iron Will, Skill Focus (Diplomacy).

Possessions: Pouch with 103 gp.

Tactics: The storefront deals primarily in vanilla, but its
supplies are running low hecause several expected shipments
of vanilla are now at the bottom of the sea or in the hands of
pitates. In response to the shortage, vanilla prices have
increased considerably, The beans Kathkallan can buy for
zo,000 g2p [if he recovers his contract) are actually weorth
about so,000 2p.

The kertle was once used o beil cream and vanilla beans
berause the aluring smell drew customers. That tactic is no
longer used: Vanilla has become too expensive To waste,

Davelopment: Zahad is reluctant to sell vanilla for the price
on Kathkallan's contract and refuses to unlass presented with
the paperwork. I he hears e contracts
have disappeared, he's quiery delighrad.

He also flatly refuses to help with the
investigation. “It really isn't my problem, is
it?" he says, with the hint of a contemp-
tuous amile. “Mow, if you don't mind, I'm
busy.

All he knows is that Galliad scheduled
an appointment there, then lefr, heading
downhill. His smug smile and abrupt
manner might give PCs the impression he
knows more than he lets on -that, in fact,
he might be involyed, IF attacked, Zahad
runs away and screams for help, If
‘charmed, he tells the party what little he
knows and apologizes for being rude.

The Atrium

The Atrium iz the bustling financial
square of Athkatla, through which mos!
irade-related paperwork flows. The ciry
norary mainfains a small office here, as
do most of the city's moneychangers and
banking operations.

Anyone retrocing Galliad's stepa ia
likely to come to the Atrium, since one of
his errands was 1o lind a caravan, and
any local porter tells the parry thar mosr
caravan coordination s done here.
Galliad's parh leads to the Platinum Quill
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(area C), and valuable clues are available
at a nearby merchant stall {area D)

Adjpcent 1o the fingncial square is a
small tavern called the Silent Siren (area
Fl, where the party and Kathkallan are
staying, The tavern is also the last place
Galliad was seen alive.

C. Platinum Quill. I the PCs hawve infer-
viewed Omannar (area A) and are look-
ing for the word "platinum” on signs in
the Atrium, they find only one match: the
Platinum Quill, Indeed, the company spe-
ciglizes in coordinating and forming car
avans, hiring security for traveling
merchants, and providing insurance—
precisely the kind of place Galliad would
have gone.

The proprietor of the Platinum Quill,
Catellion, denies ever seeing the jour-
neyman, noting that the previous day
was “actually sort of slow.” Catellion is .
lying; as one of the Night Masks, he uses
his husiness as a cover for his operations
and was instrumental in Galliad’s disap-
pearance. PCs who make a Sense Motive
check against his Bluff skill realize he's
hiding something. {See "The Night Masks"

sidebar for a full desgription of Catellion
and Anreashara, and “For the Dungeon Master” for a deserip-
tion of what transpired )

Catellion conducts most of his business From a counter
under the shop’s awning. He and Antcashara, another Might
Mask, live rogether in the back of the shop, which is separated
from the sterelronl by a curlain.

If the PCs call Catelllon’s bluff (by making the successful
Sense Mative check), he calls for Anteashara, wha joins him
from wherever she's currently loitering in the Afrium, The fol-
lowing round they make a break for it, leaving the Atrium
through the north exit, circling around to the cast to throw off
any pursuit, and heading to Matatlus's manor. Perceptive PCs
can prevent Mantatlus from becoming awars of their Invesri-
garion by insrigating a confrontarion with Carellion hefore he
has a chance to alert his boss.

If the PCs fail to catch Catellion in his lie and head off to
pursue their investigation elsewhere, the MNight Mask immedi-
arely writes a short message to Mantatlus and hires a runner
to defiver it 1o the manor house in (he North 3ide. I the PCs
refurn 1o Carelllon once they've visired areas D, E, and F and
confront him with hig lie, he calls Anteashara to his side and
the rwo Iry to escape (as described above). |

Creatures (EL g} Catellion employs two thugs who stand
just outside an alley directly east of the Atrium, mingling with
the light crowds meandering through the district, As Catellion
runs out of the Attium, he signals the two guards, who move
a0 feer down the alley and prepare 10 amhush Carellion’s pur-
suers, Catellion and Anteashara then sprint down the alley past
the guards before turning to make a stand.

& Catellian and Anteashara: See “The Might Masks™ side-
bar for statistics and equipment.

& Thugs, Male Human Warm (2): CR 'z Medium-size
Humaneid (6 ft. tallk, HD 1dio+s; hp 6 each: Init +1 (Dex); Spd
3o fr; AC 13 {41 Dex, +2 leather armor); Atk +3 melee {1dB41,
club); or +2 melee (1dg+; crit 19-20, dagger) AL NE; SV Fort
+1, Ref w1, Will -2; 5tr 12, Dex 13, Con 13, Int g, Wis 7, Cha &.

Skifs: Climb +3, Hide +2, Jump +3, Move Silently +2; Fears:
Dodge, Weapon Focus {club),

Fossessigns: Leather armor, club, rwo daggers, 5 gp each,

Tactics: The thugs fight until slain, as Catellion has prom-
isad them (falsely) that they will ba raised if they die serving
him. If both guarda fall, Catcllion and Antoashara attempt to
flee, heading to Mantatlus's estate in a roundabout manner.

Development: Although Galliad filled out some paperwork
during his rransacrion with Carellion, the Nighr Mask burned all
the papers later that night after the journeyman was slain.

Catallion and Anteashara do not willingly befray the Might
Masks. If charmed, they admif fo their role in Galliad's disap-
pearance and explain what happened to him, They won't
divulge whers Mantatlus lives—the spell isn't powerful enough
to make them berray thelr parmer. They might offer to dellver
amessage to him; a stealthy party could follow them to his lair,

If the PCs spy on the couple, they learn Catellion raraly
goss far From the shop, while Anteashara runs errands for
clients all over the city. During some of these errands, how-
ever, she stops at Mantatlus's manor or meets with the wizard
or his henchmen in public. using her profession and the wiz-
ard's change seff spells 1o throw off parenrial observers.

The only interesting things in the room are a small chest
containing 56 gp and a pair of "domine masks” (black-cloth
masks covering the eyes and nose, but with two eysholes cut
outl. A successful Knowledge (local) check (DC15) reveals the
masks as calling cards of the Night Masks thieves' guild,

DU @ecn
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ested in meeting with Mantatlus. Thl‘:s siratesy

challenges, however: _
« Mantarlus doesr't mEet with anyone E‘.'" pgs.

them by someane he fnds credible. Catellio referred hﬂ‘n%n;n

Rosashads, for instance. If the PCs pay hér 50 gpiRoseshade.

{arﬁa E} agrees fo refar the wizard to them and :

. The wraardﬂa [y Follows the shuffler’s advice
Dut bf mmpfamd Faith;in Irans judgment. |
' a There's @ good Eham.é ghT Masks are aware of the
Fﬁs parﬁ:ulﬁrly"lf rhe:,r h[J  when dealmg wirh The
igs in the opening 5&:]!.&?11:& Han Antaashara
i *i‘ha A

um,'Any FC pr am:lmg t-:: ba ai,marschant there=
fore, must rol Bt and D s the wizard's

Senm:l’*‘lmw& and Spot skil mspﬁi;ﬂv i ¢ :.’

D. Gheldleg's Boorh. The party mighr ask other merchants In
the Atrium whether they saw Galliad hefore he disappeared. Ar
least one merchant, a moneychanger named Vemmemalius
Gheldieg, says he saw Galliad.

Even if the PCs fail to question neighboring merchants,
Gheldieg approaches them, pitching his services. His true pur-
pose isn't sales, however; He hopes they'll ask him abour
Galliad or Carellion, bur he doesn’t want them ro realize it was
his idea.

Creature: Gheldiag is a Silhouetts, or high-ranking officer
in the Shadow Thiewves. He runs the guild’s counterintelligence
operations in Athkatla's Trades District, and he knows the
Might Masks are treading on his turf, The Shadow Thief hasn't
taken any direct actlon agalnst the Night Masks, because he'd
rather study how they operate while they think they're achivi-
ties are going undetecred; that way, he can outmaneuver them
later, However, he doasn’t mind giving the PCs a few hints,
He'd like to see how the Might Masks react to opposition, pro-
vided they don't know the Shadow Thieves are involved.

& Yemmemalius Gheldieg, Male Human Rogf: CR G
Medium-size Humanoid (5 fr. 10 in. rall); HD 6id6; hp 23: Inir +3
(Dex); Spd g0 ft; AC 15 (+3 Dex, <2 ring of protection); Atk
+5 melee (1dB+1/crit 19-20, short sword); +7 ranged tid4+1/orit
19-20, thrown daggers); SA sneak afrack +3d6; SQ evasion,
uncanny dodge; AL LE; SY Fort +z, Ref +8, Will +3; 5tr 1z, Dex
17, Con g, Int 15, Wis 12, Cha 6.

Skifls: Balance +n, Climb +g, Disable Device +10, Hide +12,
Jump +8, Listen +g, Mowve Silently +12, Open Locks +12, Pick
Pockats +11, Search +i1, Spot +g, lumble +i2; Feats: Alertness,
Dodge, Expertise, Mobhility.

Posscssions: +2 ring of profection, short sword, three
throwing daggers, pouch containing 76 gp,

Develgpment; Gheldieg gives the following information only
if the parry asks appropriate questions. (He doesn't want 1o
appear too eager, just cooperativel.

= Catellion did meet Galliad, despite his assertions to the
contrary. They filled out a fair amount of paperwork, in fact,
and seemied to strike some sort of deal,

« At the end of their dealing, the journeyman asked a ques-
tion Gheldieg couldn't hear and Carellion polnied toward the
Armrinm’s west exit, Galliad walked that way and entered the
Silent Siren tavern.

=« Carellion lives with a Female porter named Anteashara.

If briefed on the party’s mission, Gheldieg readily cbserves
that stolen documents in Athkatla are often sold 1o "shufflers™—
dealers in illicit paperwork, He informs the party that the city's
most prominent shuffler is a woman named Roseshade, just a
few tables away (area E).

E. Roseshade's Table. Manratlus plans 1o sell the stolen con-
tracts to a dealer in stolen or forged documents, also called a
shuffler, named Roseshade. The PCs can learn about the meet-
ing merely by guessing he might try fo pawn the contracts and
asking around. Gheldieg (area D) even recommends they talk
to Roseshads if prompred.

Crearure: Roseshade is a Shadow Thisves contact. Her
orders are to aid the PCs' investigation as much as she can
without arousing their suspicion,

# Roseshade, Female Human Comi: CR '/2: Medium-size
Humaneid (5 ft. g in. talll; HD 1dg; bp 4; Init +0; Spd 30 ft; AC
s Atk +o melee Gdaforil w-zo, daggery AL N; 3Y Furt +o,
Ref +o, Will +2; Sir 10, Dex 10, Con 10, Inr 14, Wis 14, Cha 14.

Skille: Bluff +4, Forgery +4, Knowledge (Amnian docu-
ments] +4, Listen, +6, Spot +6; Feats: Alertness, Skill Focus
(Forgery).

Possessions: Purse with 53 gp.

Development: Roseshade readily confirms an unidentified
“red-haired northerner” (Mantatlus using change seff) offered
1o sell her a vanilla option and royal jelly contract. Because she
wanted to find a buyer before commirting to the sale, she told
him to come back at noon on Day Three of the adventure,

She willingly gives the PCs the date and time of the
exchangs, since the Shadow Thieves have made it clear she's
to answer the parfy’s guestions. Even if the party doesn't
interrupr the exchange, Roseshade ulnimarely refuses ro buy
the confracts from Mantatlus—another arder from the Shadow
Thigwves,

F. The Silant Siren. The Silent Siren, a coral-decorated bar at
the Arrium, allows overnight guests 1o use it a5 a common
room for 5 sp per person. Kathkallan has the party stay here
with him—to profect him=unless the FCs offar 10 provide ber-
ter accommadations elsewhere,

Ewvan if the PCs don't stay at the tavern, they can question
the bartender and one of the patrons, a porter. The bartender
confirms Galliad was at the bar before he disappeared and
ulfers anolher clue, Bernal, who helped recruit the thugs in
the opening scene, has some ingighrs ahour Anreashara, one of
the Night Masks.

Fi. Main Room.

lThe tavern accommodates 1dB overnight guests, plus tha
party, Kathkallan, and Bezzem,



The coral mermalds look so much like
they should be golems thar most wizards
aren't comfortable around them unfil
they've used datect magic to verify that
they aren't magical.

Creatures; Able Yaleen, the owner
(male human Comn hp 3 Profession—
barkeep +4), 1ends the bar during markes
hours. Bernal the Porter {male human
Comi; hp =z Profession—porter +2;
Alertness) is here from about 3 M. on,

Development: Yalsen, if questioned,
confirms thal Qalliad came info the bar
the night he disappeared. The journey-
man enjoyed drinks with a black-haired
woman wearing an orchid brooch and
evenfually left with her. Yalean didn’t
recognize her, but most women who
wear an orchid brooch are courresans
who live on the Path of Silk Flowers,
located on the North Side.

The bartender also remembers the
tat merchant described by the thugs. He
doesn't know the man's name, but Yaloen
says he's been to the tavern a faw times.
He remembers that the man lefl the tayv-
ern several mes bur rerurned each Time
roughly an hour later. (Mantatlus, dis-
Huised as the fat man, had to leave peri-
adically to renew his change seff spell)

Bernal drinks heavily, but he is easy to intimidate,
However, he recalls only that a fat man paid him fo recruit
sallors and send them 1o the ravern for inferviews.

If asked ahout Anteashara and paid 10 gp, Bernal waxes elo-
gquent sbout the rival porfer. He knows she lives at the
Platinum Quill, and that she has a secretive clisnt in the Morth
Side ncar the Path of Silk Flowers. He doesn't know which
houss the client lives in but says Anteashara is always digging
up infurmation on sculplures and other ari objects for him,

Other porters in the Trades Disrricr are 30% likely ro relay
the same infarmation.

Fz. Owner's Quarters, Yoleen stays here, He has few furnish-
ings other than a cot and nightstand, since he compulsively
invests his earnings in speculative, unprofirable venfures.

F3. Kitchen and Storage Area. Shelves hald wines, fruis,
cheeses, and breads delivered from local bakeries. [he room
has a small stova.

The North Side

The Morth Side is mhabited largely by people with plenty of
money bur [imle status among the ciry elire. The area hugs the
narth wall of the city. i has two key, well-known features: the
Path of Silk Flowearz and the Avenue of Chimas.

Path of Silk Flowers

THIRDS OF PURLOINED VELLUM

Muost of the city’s high-class courtesans live in apartments on
the Path of Silk Flowers, a brick walkway winding along the
narrh wall of the Trades Distrier. The PCs might visir the srreer
after hearing Galliad was seen with a woman who appeared to
be a courtesan (see area F).

The courtesans of the street share a hobby that gives the
path its name: Each maintains a bed of artificial silk Aowers,
compeling fo see who can build the most afrractive garden.
Faux gardens are spaced along the brick walkway, where they
can be admired by passing pedesiTians,

Creatures: Ar any fime, up o si¥ courtesans wander the
path, but there’s only a 15% chance that Nashafeen (below) is
among them. If the PCs offer a bribe of 10 gp or more and zay
they're looking for men from Westgate, the other courtesans
recommend talking to Zinni but note, sadly, thal she's been
missing for a couple of days. If the PCs insisr on finding some-
one who knows her, they fFetch Mashafeen.

# Mashafeen, Female Human Comi: Medium-size Human-
oid (5 fr, 6 in. rally; HD 1d4; hp 4; Init +o; Spd 30 f; AC 10; Atk
+0 melee (idq/crit 1g-20, dagger); AL N; SV Fort +o, Ref +o,
Will +1; Sir 10, Dex n, Con 1, Ini g, Wis13. Chaas.

Skills: Listen +7, Spor +7. fears: Alermess, Run.

Fassassions: Dagger, orchid broach worth 15 gp, gold ear-
ring werth 85 gp, purse confaining 1z gp.

Dungecn 55



THIRDS OF PURLODINED YELLUM
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THE NICHT MASKS o

“The Night Masksiis a notorious thieves' gulld based In the &w
of Wesigare on the south coast of Dragonmere. In this adyen-
ture, the PUs run afoul of & group of Night Masks led by a
wizard named Mantatius) has an estatelon the Path of
Silk Flawers in the North Side"sf the Trades District, ,

Mantatlus's most important f&nchmanyis Carellion, as e ls
both the wizard’s eves and earsiin the streets. Catellion s

the city bett ,..‘rﬁ‘a

n any of tham. Manitatlus aleo ‘retains two
lowal hnq ards named, | ang Haim"bmh of whom live at
the wizarl's manision. -

© & Anteashara, Female Human Rogi: Huﬂ‘ u!‘h =size Human-
eid (5 ft. 7 in. tall); HD 16+ hp 7; Init +4 (Dex) Bpd 20 ff;
AG 14 (+3 Dexst pad‘dﬁd};ﬁ.r%m melee (1d4/cririg=20, dag-
werl SA sneak arack -+ A
41 8t 0, Dexab, Con 13; Int g, Wis 1z, Lhﬂ,l%

Skills: Balance +5, Climb +3, Hide 4+ Jum
Move Silently +7, Open Locks +7, Pick Pt
(Porter) +3, Search +5, Spur 7 Tumb
Aleriness,

Possessions: Padred armar, ddgBer, pauch mﬂ-s 31 Bp.

Raven-haired Afitaashara wses her porter job as a cover
for her spying and fo relay migsives between @ﬁﬁi_bn and
Mantatlus, Because she's easive ap ccomplished,
innlle.epe
thie Platinum Quil

ts:a-r,'

ft. & i, tall); HO 3d6;.hp 2zt +4 (Dex) Spd a0 ft: AC 14
(+4 Dex); Atk +3 melee, {fdbrferit 1g-20, short- sWord); or +6
ranged (idg#1/crit1g-20, dagger); SA sneak affack 12d6; SQ
gvasion, uncanny dodge; AL LE; 8Y Fort +1, Ref +7, 'Will +2;
Str a2z, Dex 8, Con 10, Int 14, Wis 12, Cha 14.

Skills: Appraise +5, Bluff +8 Climb +5, Disguise +8,
GarherInformation +8, F}% Jump,+3, kisten +7, Mave
Silently +10, Open Locks: Puckets +8, Search +8, Spot
+B, Use Rope +6, Feats: e, Expertise, Mobility. e

Possessions: Potian of favisibility, shnﬂ-awﬁd. three dag-
gers, pouch with g4

Catellion'tuns a business called the Platingm Quill (area €,
coordinating caravanssand guards for maveling-menchants.
From his pasition; he'gallects information on trade deals and
dispenses’ it to Mantatlus, A swarthy, natural salasman,
Eaﬂallion lives in the-back of his shop with Anteashara.

2 leather armork Atk +1 melee (d6+1/crir 1p-20, short sword
and polson); or #3 ranged (1d8/erir ig-20, lighticrosshow); SA
sneak attack +1dBiAL NE: SV Fort +o, Ref +5, Will -; Str 12,
Dex 16, Con 1, Inthg, Wis 8, Cha io.

Skills: Balance 150 Climb +4, Disable Deviee' +7, Hide +7,
Jump. +5, Listen +3"Move Silently +7, Fick Fockets +7,
Search+4; Spot +3, Tumble'+7. Feats: Dodge, Mobility.,

Fossessions: Leather armer, short sword, rwo daggers,
light grosshow with 20 bolrs, far of blue whinnis poison (1o

"See the:BuncEon MAsTER's Guide, page 8o,
- A short,Swiry man with ¢arefully braided black halr and
Eoatee, Gil dotses himself liberally with cologne several fimes

alded by an Athkaridh narive namer Anteashana: who knows,

INE; SV Fal:ﬁ:g;h_l__ﬁéf w5, Wil

veuch for her. She [ives: \-(ﬁﬁ“ﬁafellmn inarea G, .

& Catellion, Male Human Rogg: Medium-size Humanoid (5

‘Since the adventure dnight s
‘might prepare spells omher than those listed above.

' & Gil, Male Human Rogy; Mediumssize Humanbid (x ft. 6
intalll HD 1d6; hpi6; Init +3 (Dex); Spd-ao fi.; AC 15 {+3 Dex,

applications)®, vial of cologne, pouch confaining 11 gp.ur4 sp..

L 3 s . i
aday. In combat, e is inclined roward reckless and cinemaric
stunts. He livies in Manratlus’s manor (ared Gj.

& Holm, Male Human Rogr: Medium-size Humanoid [6 t.
Tl HD 1d6-+4 lincludes +3 for Toughness feat); hp 1opit +3
{Bexcl Spd 36 fri; AC 15 (+3 Dex, +2 lebther ‘armark Atk +2
melet hdﬁ-rz:"cm 19720, short sword and poisen); or +3 ¢
1angf:d {rd.ﬂfm il 19720, light crussbow) 34 sneak artack sd;
ALLE: SV Fort 41, Ref +5, Will -z Str 14, Dmg 16, Con 12, Int
10, Wis g, Chaé};

S.RJWB Ha]sqce +5, Climbiee 5, Hide +7, Jurnp +4, Listen +2,
Move Silenfly*17, Open Locks +6, Pick Pockets w7, Search
+4, Spof +2, Tumble +7. Fears: Dodege, Toughngss.

" Passessions; Leather armor, shorl sward, fight crossbow
with 2o bolts, Jar f blue whinnis polson (8 applicarions)”,

' thieves' tools, pouch containing 318p, g sp."See the DUNGEON.

MMagTEr's Guide, page Ho,
Holm iz -tallar a_ﬁd more muscular than his partner, Gili He
has ler his halr Srow o cover ritual scarring on his scalp,

« but several ridges ol ‘Sears remain visible on his cheghks and
*forehead. He lives:

Mdnrarluas manor {area GJ.
¢ Manrarlus; Malnﬁ-Mnan Wiz4: Medivm-size Humanoid

[5 ft. 6 in. talll; HO 4d4+% hp 17: Init +3.(0ex): Spd g0 fr.; AC

.I.-t (+2 Dex, +2 bracers of armor)i Atk +2 meles (1d4/crit

ig-20, dagger); or +5 ranged (1d8/crit 19:20; light erossbow);
SA spells; S@uspells; AL LE; SV Fort +2, Ref +44 il +4; Sir
10,Dex 16, Con iz, Int 18, Wis 10, Chage,

&._hﬁis Bluff #3. Concenmrarion +8, Dispuise +3, Garher

Infotmation +3, Knowledge (history) +g, Knowledge (nature)

0, Listen +4, Profassion (apothecary) +2, Profession (herbal-
ist) +3, Spellcraft +n, Spot +4. Fears: Alermess, Combat

“Qasting, Dodge, Scribe Stroll.

“Spells Prepared (4/4/% base:DC 14+ spéll level): o—daze
detec! maeic, mage hand, resistance: 1st—change self, s,n.'a‘er
chimb, summon monster | UI'J.‘S'EEEJ sarvant; and—darkness,
{nvisibifity. ddsate object. .

Possessions: Potion of cure fggﬁrmynn’a scroll of ahange
self, invisibility, and summon mons| i 42 bracers of armoty
dagger; room key; chestkey; ¢ Ataming 324 2p; 150:5

pkl several days, Mamaﬂi.%

“His Spellbook includes those spells listediabove, @ well as

the following:
Spelibock: o—all cantrips; 1st—alarm, charm person, cem

prohend languages, magic m,;r.fa.' erid=car’s grace, resist le-

ments.

Mantatlus is of average hulld and height with dark halr, bur
he seldom appears in public withour a change seff spall. Two
characteristics might give hlm aﬂ.-f_ar A glandular condition
causes him to sweat aasily, ges of any disguize or spell
effect. Alse, he has an araamma{pfc tattoo of the symbol of
Mask, god of thieves, on hisichest, A derecr masgic spell
reveals the glow of Ihe falloo, through fis shirt.

ianfatlus, a guerrilfa-srvle oppdhent, prefers ro sirike and
slink away wirhout gerting mired in combat. His favorite tac-
fic is te send in henchmen or summened monsters to keep
enemies:busy, ‘while'he uses spells like spider climb, change
soll; on, iAvisibifity to'take advantage of the situation and use
his umshﬂ# 1o pick off unengaged opponents—especially

; u]hm apulluw
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Development: Nashafeen falks if one of the PCs makes a
successful Diplomacy or Intimidate check (DT 15) and slips her
10 gp. She'll also talk for 30 gp if the check fails. She has the
following information to rolare;

= A foreigner named Gil has visited Zinni several times
since arriving in lown a month ago,

« The orther day, Zinnl said GIl had hired her o meer a
friend of his ar a local ravern and lure him fo a nearby privare
garden “for a surprise.” She hasn't been seen since.

= Mashafeen doesn't know anything sbout the garden of
poisonous berries or Gil's whereabouts {or residencel.

« Although Gil denied it, Mashafeen thinks he was from
Westgare, based on his accenr and cologne,

If the PCs ask, Nashafeen shows them Zinni's apartment. If's
rather small and there’s nothing of interest there.

Avenue of Chimes

The Avenue ties inte an important clus slsewhere in the mod-
ule (see “Interlude "), s0 s important 1hat al least one PC be
aware of Ir. Ulimarely, the Awenue Is Imporiant because
Mantatlus's manar, located at its intersection with the Path of
Silk Flowers, rakes advantage of its unigue properties. Head or
paraphrase the following as the PCs pass by

THIRDS OF PURLOINED VELLUM

The phenomencn is the resull of a permansnt magical
effect placed on the smeer by one of the few prominent wiz-
ards in Athkatla. His identity is unimportant to this adveniure.

[he Might Mask wizard lives here, and all of the locals in the
part of town are awars that a spellcaster ocecupies a residenca
on the avenue, if not of his affiliations. Mantatlus figures his
own operations will go unnoficed in the shadow of a greater
and more ostentatious mage who enspelled the chimes, and he
uses the chimes as an inanimare warchdog for the gare 1o his
garden (area GB). The scents of his garden (see below) drift
inta the street but have no dire effects at this range.

0. Mantatlus' Manor. The party should evenrually come 1o the
wizard's manor, assuming they piece together enough of the
avallable clues. There are only two other manors on the Path
of Silk Flowers with gardens; and the exterior of Manfarlus's
home has some ftellfale signs that someone knowledgeable in
art history lives there.

DUn@eon £7
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Mantatlus's Manor
1square =5 feet _QUJFST

sneak away. Orherwiss, he casts sum-
man manster { and enters the fray.

The front doors, which open into the
main foyer (area Gi), are locked (Open
Locks, DC 15). The doors leading o the
fover from the garden are nol locked,

Gi. Main Hallway.

[he double doors to the garden {area
Gy) are not locked.

Ga. Study.

Mantatlus uses this room as his
study, The bookshelf holds tomes on
ancient history and herballsm. PCs
studying the latter tomes and making a
successful Search check (DL zo) find a
passage in one book that describes and

If Mantatlus is home when the PCs arrive [vour discrefion),
he Ts probably in the manor's study (area Ga), Gil and Holm
usually play cards in the kitchen (area G8).

If the PCs use the Avenue of Chimes or enler noisily
through the front door or one of the manor's barred windows,
the Mighr Masks reacr quickly. Gil and Holm stanion themselves
at the doors fo the garden (area Gi) so they can guard the
manor i semeona enters that way, or ambush intruders if they
come through the front door. Fighting from the doorway gives
them an escape route regardless of the party's approach,

Mantatlus casts fvisiiline and heads 1o the exhibit (area
Gz) 1o survey the siruation. IF he feels outclassed, he takes the
contracts from their hiding places in his exhibit and tries to

illustrates the pillars of Parthenope, which
can be found it the garden (area Gy). The desk holds paper,
vellum, quills, and ink, bul nothing else of inrerest. The door 1o
the south is locked and leads to area G4

The sraircase climbs to a ledge in the manor's turret where
Mantatlus exhibits several oddities (area Ggl.

¥ Locked Wooden Door: = in. thick; Hardness 5; hp zo;
Break (DC 25); Open Lock (DC 25),

(3. Exhibir,

given assume the PCs find an interested buyer);
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. A bronze-plared sratuerre of an efreer, Ir (s gbour five
hundred years old and weighs 250 pounds. The statuette is
worth 300 gp.

2. A marble statuetre of an ancient general, which is abour
nine hundred years old. It weighs more than 2o0 pounds and
is worth 150 gp.

3. A bronze dagger—suppusedly the weapon used In the
assassinatlon of the aforementioned general. The real dagger
would be worth 100 gp, but this version is actually a fake,
(Mantatlus was fooled by the man who sold it to him.)

4. An illuminated religious text, onc thousand yeara old, that
is worth roughly 7oo gp 1o a collector. Mantatlus has hidden
the roval jelly contract on the other side of 1he pedestal’s label,
inside the frame. requiring a Search check (DC 15) 1a find.

5. A seven-hundred-year-old decorated bronze seroll case.
It holds nothing, but is worth 75 gp.

B. A three-thousand-year-old clay water jug from a long-
dead culture. Partly chipped, it's worth 30 gp to a collector.

i I i 2 & e

THE ART ©F INTERVIEWING |+
Many clues in the adventure rely on m'rerwewsam wﬂ—
nesses. Keep in mind that this mi‘ormatmn uldn't just be
handed out to the first FC whe talks to a gource.

. Although PCs can use skills like IRtimidate and
Diplamacy fo convince a source o lalk, IH8) doesn’t mean.
the: subject knows which facrs are helpful, Many wirnesses
don'r elahorare on details, and sometimes they focus on
irrelevant Facts. This*farces an Interviewer to pick up on
small defails and home in on them. If the PCs don'r pick up
‘on such clues on their own, alfw them to weed out the
important details with, qucmpsful Gather Information
checks (DC o). F v
~ For Instange, assume aqu'rure-d 111115 fells the party he:
doesn't know. the guy whothired him. Thetinrenview might
go snmeﬂ'nng [ike this: I != \

PC: “Did he give you a name? Whai :H Bhe (o3 |r§'ﬁ k
Thug: “No name. Just a hug. Far, :sw::dl‘_v guy.‘ﬂa

was a |I:Il:ﬂ|

ﬁ JAr rhis poinr. th

Ar rhy _ I'IF%::‘ nka:’cep a successful hnuenda
‘check (DC 10) o Spot th L
PC; "Said" he !?#

rha.%s et HprceJ
i ink he's Fmam
Bl5e:

pamwhcn:

Thug:; “OF, frdant know. 'I'h': other guys I‘rum my ship -
sald something aboutthis accent not being right, like it was’
faked. Andihe said some things they thought were funny."

CPE: “Like whar?” i v
' Thulg “When | asked what the job was, haf? me it wss~|
@ plgann pmch | didn't know what that maﬁm&i
PC: “What's it mean?” Uy

"l'hugf “Muggin’ a cour e He had 1o Hxl;l'ﬂll'l it 1o me.”
| PC: “And the orher }guys yg.l were wnrkmg with
ThoughT that wnv. weupd?"

Thug! "Yeah. One of the Euys—ynu killed him in that
ﬁghf—sard he's only haan:l penple use Thit ‘expression in a
few placesi )

PC: "Like?!\ ¥

Thug: “On The: ﬁ&%\ln Loast, Waamam | rhlnk“

Bo =5 eplke mhber/actabor 200

7. A 150-year-old painting of an Athkatlan street scene, By
a respected |ecal painter, it's worth 200 gp. The vanilla con-
tract is in plain sight, having been tucked in front of the
podestal's label, but because the labels are all vellum and the
iagged edges of the contract are hidden by the frame. only PCs
reading he |abels and making a successful Spor or Search
check (DC 10) narice it

8. An ornately gilded plate that was commissioned two hun-
dred years ago by a notorious local prince. If's worth q00 gp.

9. A chalice to march the plate above, with a similar price
tag of 300 gp.

Traps {EL 1 sach): The pedesials under the gilded plare and
chalice have been rigeed with a version of the shocking grasp
spell (cast from scrolls that Mantatlus acquired in Westgate).
Aryone affempfing to [ift an object without first turning the
pedestal go degrees friggers the trap. The jolt ruins the
object—a side effect Mantatlus, whe's urfamiliar with electric-
ity, hadn't contemplated.

5" Shockimg Grasp Traps (2): CR 1; discharge affects per-
sen touching the ohject or pedestal (1d8+4 points of electric-
ity damage); Reflex save (DC 12) for half damage; Search (DC
a1); Disable Device (DC 21).

Gg. Mantatlus’s Bedroom.

Treasure; The chest, which is locked (Break DC 25: Open
Luck DC 30). confains the wizard's spellbook and 220 gp.

5. Bath. Thiz room contains a marble tub that fills with water
from a hot spring under the property. There is nothing clse of
interest in this ream.

G6, Gate,

Anyone approaching the gate or wall sels off ringing along
the Avenue of Chimes, alerting the wizard and his guards that
someone is near his property

¥ Locked Wooden Gafe: 2 in, thick; Hardness 5; hp 2o
Break (DC 25); Open Lock (DC 15).

Gy. Qarden.

The garden contains two hazards in the form of Mantatluss
Favorite pets, the pillars of Farthenope. These are rars, poi-
sonous climbing vines that thrive on the nutrients of decaying
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bodies. Mantatlus haa tended the vines long enough that he's
immune to their scent, if net their toxic berries, Gil and Holin
avoid the garden.

Two rowers on the south corners of the yard act as sheds
for gardening tools. The fountain is unremarkable, and the
small building is the manor's bath {area Gzl

Trap {EL 4} The pillars of Parthenope, which usually elimb
trees or columns, have wrapped around the two lemen trees.
Anyone who comes within 5 feet of the trees must succeed ar
a Will saving throw (DC 12} or be compelled to ear a berry.
Those who eat must then make a Forfitude saving throw (DC
12). Success indicates the individual feels ill and is no longer
rempted by the scent, These who fail tha Fortitude save take
peint of initial Constitution damage. Another save 1 minute
later is required to avoid the identical secondary damage.

One round after the first falled Will save, the vicrim muss
then make another Will save (DC 13) or eat another herry. This
requires another Forfitude save (DC 12); failure indicares the
wvictim has taken another point of initial Constitution damage.
This confinues each round unfil the victim dies or is forced
away from the plants. The Will and Fortitude saves becoms
increasingly difficult with sach berry consumed; increase the
DC by 1 per berry earen afrer the first. IF victims are dragged
away hefare killing themselves, they recover their Constitution
at the normal rate,

+" Pillare of Parthenope: CR 4; poison berry {1 point of ini
tial and sccondary Con damagel; Will save (DC 12) to aveid
compulsion to eat; Fortitude save (DG 12) negales. More: The
DC 1o avoid esing and raking damage from the berries
Increases by 1 every round on a failed save

G8. Kitchen. This reom is 2 combination kitchen and dining
room. It holds o stove, dining table, two counters for food
preparafion, and a cabinet.

INTERLUDES

Theae encounters happen art specific times over the course of
the adventurs. Teel free o alter the timeling of these evems
1o suit your own campaign and style of play.

Interevie 1: The Fortune Tevier

Creature (EL 4): During the first night of the adventure, the
Shadow Thieves send the party a clue in the form of a for-
tune teller calling herself Madame Lamia; whe offers to el
them their fortunes for a nominal fee (5 gp).

o Madame Lamla, Female Human Rog4q: Medium-size
Humanoid (5 ft. 3 in. fall); HD 4d6; hp 18; Init +7 (Dex,
Improved Initiative); Spd 30 ft; AC 13 (+3 Dex); Atk +3 melee
(1d4/erit 19-20, dagger); SA sneak attack +2d6; SQ evasion,
uncanny dodge; AL LE; SV Fort w1, Ref +7, Will +5; Strn, Dex
17, Con 1o, Int 14, Wis 1, Cha 14.

Skilfs: Bluff +8. Disgulse +8, Garher Informarion +8, Hide
+7, Listen +6, Knowledge (Astrology) +5, Move Silently 47,
Search +7, Spelicraft +4, Spot +7, Use Magic Device +g.
Feats: Dodge, Improved Initlative, Mobility.

Fossessions: Scrall of slecp and hypnotic partern, dagzer,
pouch with 19 gp.
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The kitchen holds no surprises. The counters are currently
bare, and ihe cabineis hold an assortment of foods.

Gig. Storage Room.
e

Thara is little of interest or value here,

Cio. Gil and Holm's Room,

Treasure: The bottom of one bed post has been hollowed
out and contains a pouch with three aguamarines (worth 5o
gp sachl A Search check (DC 15) reveals the hiding place.

(onavding the Apventure
IF the PCs bring Kathkallan the contracts, they carn a long
term patron in the city of Teziir. The city has historically
avoided employing mercenaries, but is reconsidering due 1o
raiding by pirates and thieves. A known, trustworthy party
with Kathkallan's recommendation can find rewarding patrons
in Texziir.

It the PCs sell the conrracts for their own gain, however,
Kathkallan places a 2,000 gp bounty on them,

Future adventuring possibilities are mamy. Karhkallan mighi
need profeclion while he completes the deals and tmavels back

Development: If no party members want to hear their for-
tunes, Madame Lamia atrempts to lure them in with comments
like: “Your fares are unusually clear 1o me. Tell me, do you
seek five thieves and a merchanr from afar?"

Unce she has hooked a PG, and has been paid 5 #p, she
tells him.or her: “You seek a wizard whe lives in the shadow
of anothar wizard, and thisves who operate in the shadows of
other thieves. The spirit of a man recently slain says you will
find the wizard where sight meefs sound and smell"

The riddle describes the location of Manrarus's manar:
The Path of Silk Flowers represants sight (the flowers, though
pretty, are fake) the Avenue of Chimes represents sound; the
wizard's garden (area Gz) represents smell.

[nteriupe 2: Govpeues

Mantatius sends his henchmen, Gil and Holm, to assassinate
the PCs If thelr investigarion makes much progress ar if he's
warned by Catellian or Anteashara. Individually approaching
the PCs on a busy street, they attempt to plant gold coins in
the party’s purses using their Pick Pocker skills, The coins—
which have been treated with a light coat of contact poison—
are called "goldbugs” in Night Mask lingo, a reference 1o a
legandary insect resembling a gold coin.

continued on nexs pags | . .
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The assassins scaffer if noticed, spilling goldbugs as they
flea in hopes the PCs will think the cash is theirs and pick it
up. PCs who handle the goldbugs must meke an immediate
Fortitude saving throw (DC 12}, as well as a second Fortitude
save 1 minule laler, Failing either save results in an affecred

FC raking 1d3 points of Consritution damage. Nare thar PCs.

st make one save for gach coin handled. Being exposed
once does not make somecne immune to exposure later,

Goldbugs: Contact, Fortitude save (DC i2); initial and soc
ondary damage 13 temporary Constitution,

|nteriupe & Busnr in the Nient
At your discretion, the Night Masks might attempt to swipe
Kathkallan's stash of roval [elly one night in a raid on the
Silent Siren. You should wait, however, until the PCs have
settled down for the night before launching the attack,
Catellion and Anfeashara join the raid only if [t's evident
the party already knows thev're Night Masks. Otherwlse, the
couple stays aut of the skirmish, ohserving from the shadows
acrozs the street. If this encounter occurs affer the PCs have
encountered Catellian and Anteashara in the Atrlum and the

pair ascaped, they ara mora than willing to test their steel
against that of the characrers.

Before the ambush, Gil and Holm pay to spend the night at
the tavern and are feigning sleep in the shadows of the com-
men room when e armack siars.

Mantatlus cannof scry specifically for the royal jelly, since
he hasn't had contact with it, but he uses focafe ebjact to
divine where any half-pound jars might be, then casts sum
mon monater | ordering the critters to attack whoever car-
ries them, Gil and Holm attempr 1o sneak attack any. PCs who
don't suspect their Night Mask affiliation.

Meanwhile, the wizard uses spider climb, fnwvisifiltty, and
unseen servant as neesded to swipe the jars from fallen foes,

Al Might Masks in the figzht concentrate on killing Kath-
kallan and swiping the jars of royal jelly. If the combat goes
against the villains, Mantatlus runs low on spells, or the Night
Masks nab the roval jelly, they each flee in separate direc-
flans. The wizard casts invisibiiny fram his scroll once out of
sight. His henchmen climb walls and hide on top of buildings
fo evade pursusrs.

CRLRIENCE AWARDS

Summarized below are the Encounter Levels (EL) for all the

the adventure.

Area  Encounter
. & Thugs, Human Comi (6)
L = # Catellion, Male Human Roga
& Anteashara, Female Human Rogi
& Thugs, Male Human Wars (z)
G & Mantatlus, Mals Human Wizg™
Gz  «" Shocking Grasp Traps (2)
Gy <7 Plllars of Parthenope
3 ¢ Madame Lamia; Female Human Rogy
0 # Gil, Male Human Rog

# Holm, Male Human Rogi
* See "Beginning the Adveniure” For details,
t See “Interludes” for details.

Event

PCs save Kathkallan

MCs track Galliad ro The Platinum Cuill

POs successfully guestion Gheldier and Roseshade

PGs successfully quesnon Nashafeen

FCs save Kathkallan from assassing

PCs prevent the Might Masks from stealing the reyal jally
PCe determina the location of Mantatlus and the contracka
PCs remrieve the contracts and return them to Kathkallan

complered by the PCs. PCs who musr frequently resart to b

half experience for accomplishing a specific geal,

in "Thirds of Purloined Vellum,” as well as story awards for key events in

“ If Manrarus is accompanied by Gil and Hodm, this is an EL 6 encounter.

As the DM, you must derermine whether story goals are “successfully”

ather factics not especially suited to the adventure might only receive

to Teziir. Moreowver, If any Mighr Masks escape,
the organization learns of Kathkallan's bee farms
and sends a team fo destroy them.

encountars
Apventure Hooks

This module can be used as part of your ongo-
ing campaign. Here are some adventure hooks
rhar play off the PCE" success:

» The PCs will most definitely make an enemy
of the Might Masks in this adventure. This would
make any frips to or near Westgate quite inter-
esting in the near future. In fact, having dis-
rupted such a lucralive deal, the Might Masks will
very probably rake It upon themselves 1o pur a
hounty oul on the PCs' heads. If Mantatius or
other Might Masks in this adventure escape, thay
could make excellent recurring villains,

+ The merchant Kathkallan will now see the
FCs as a potential ally. He might be interesied in
hiring them as personal guards, or possibly for
his farm. If he later hecomes interested in trad-
ing his royal jelly farther afield, the PCs will be
the first people he calls to guard any caravans

LA m
T & ORI

R

Award heading out of the vicinity of Teziir and Athkatla.
5o X = The Shadow Thieves might see the PCs as a
su HF group thal can be sasily manipulaied into serv-
25 AP Img the gulld's goals. PCs could wery easily
a5 %P hecome caught up in one or more of the Shadow
100 XP Thieves' plots, forced into the shady side of
e XP Athkatla through the maneuvering of the schem
150 HF ing guild, £

oo AP

Graham writes: “As the managing editor of a
Sourharn California busingss journal and a 080
pilayer for 2a vears, 've become fascinared by
corporate infrigue, city adventures, and exofic
locales, This advemture combines all three.”

ite force ar
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MAKE IT BIG

Make It Big

.. Or Else!
hy Jeff Quick

artwork by David Day # cartography by Christopher West

"Make Ir Big” is a D&D Side Trek adventure for four grh-level PCs bur can be modified
for stronger or weaker groups as noted in the "Scaling the Adventure” sidebar befow.
This adventure is designed o “reward” the long-suffering playver who spent skill points
on underused Craft or Perform skills in the name of rofeplaying. In fieu of that, a bard

serves nicely. It mainly takes place in low hills near a thorp or hamlet.

| Magic Items % Monsters

Apverture Backarounp

The hill giants of the lower slopes have enjoyed many vears of
plundering, smashing, and ravaging the area. They particularly
enjoy picking on the nearby hamlet of Humhollow. However,
after years of living in squalor, some have become dissatisfied.
They want the finer things In life: good clothing, better
weapons, or music to help pass the long nights.

The giants' leader, Uk, is a little smarter than the average
hill giant, and far mora shrewd. He has bullied a young halfling
from Humhollow named Benry into being his spy and steolic in
the surrounding countryside. In return, Ulk promises that the
gianls won'l throw rocks a Benry, his Family, or their house
[somerimes they do amyway).

Benry feels no loyalry 1o the hill giants but fears what they
would do to him and his family if he disobeys or runs away.
Further, he lives prefty well off the giants' discards, so he
obeys.

When the PCs arrive in Humhollow, Benry reports their
presence and abilities to Ulk. Ulk commands Benry to get the
PCs to come to the giants' camp and use their wondrous skills
and abilities to make the giants’ lives more pleasant,

@(AUI‘IC: TH[ ADVEHTURE

1ur qur nnh- dventurars,

or highear-
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# Non-Player Characters (NPCs)

@ Objects W' Settlements " Traps

for the Dunston Maiter

This Side Trek beging once the PCs leave Humhollow.
Presumably they spent enough fime there to heal up and
restock supplies, meeting a few people and gaining some
attachments or rumors. While thers, the townsfolk might men-
tion the glants in much the same way as an occaslonal natural
disaster. They arrive suddenly, do some damage. and leave,
The giants' raids are commenplace enough that they telerare it
with lirle complaint,

Lurking Behind

Once the PCs are out of sight of the rown, they can make a
Spor check {DC 15) 1o norice thar they are being followed. Even
if no one notices the short, skulking figure in the brush behind
them, Banry reveals himself when he comes within 30 feet.

“Ladies and sirs: | apologize for creeping abour, but may |

‘speak-1o.you for a moment? You mighr have heard about a
band of hill glants: in the area? They . .. the glants, | mean,
hmr& SenT a mgsaage for you. They umnrwu 10-ga 1a their

5 1o shon

1woth- to |1T|1-|::'w'cl PCs; Upgrade hill giant

nurmbier
rer, and
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camp and falk to them. If you don't, they say they will crush

~our rown afrer vou leave. Will you please ralk 1o them? They
want you to come toddy I'can lead “ymu there. They proba-
bly won't hurt you"

4 Benry, Male Halfling Come: CR "/2; Small Humanoid {3
ft. vink HD 2dg; hp 5; Init +2 Spd 2o fr; AC i3 [+ size +z
Dex); Atk +3 ranged (1dg, slingl; SQ halfling; AL N; 8Y Forr +1,
Ref +3, Will +0; Sm &, Dex 15, Cono1o, Inf 12, Wis g, Cha 1o

Skilfe: Climb +6, Handle Animal +1, Hide +8, Jump, +3,
Listen +5, Move Silantly +4, Profession {Farmer) +3, Spot +2
Fears: Skill Focus (Climb),

Fossessions: Sling, knife, pouch with nuts inside.

Benry sheepishly explains his "servani-boy™ relationship
with the giants anly afrer the PCs pry ir our of him. Benry does
nof want his Family to find out about this; they would be scan-
dalized. He is sure that the giants will follow through on their
threat if the PCs do not come.

Report for Duty

‘After a couple of hours of averland travel acmss sev&ral
“steep hills, you come upon a hillside pockmarked 1.-.rltfh caves.
Saveral small uprooted trees fuel 2 bonfire near the lower
caves, and three female hill g‘iarﬂs huddle around it cooking
a bear on a spit. Another male hil giant stands on  guard with
a dire wolf on a rope. As soon as vou move Info view, the
wolf straing against the rope, snarling and barking. The guard
yells out something in Giant (“Ulk! Little panpla heral” for any
PCs who' speak: Giant). Seconds later; a large, shaggy head
pokes out of a cave halfway up the hillside. Then the head
withdraws and a:-whele giant leaps out of the cave to: ﬂ'm-
ground some 2o feel below.

Lk is the only one among the gdiants who spesks Common,
Ihanks 1o Benry, he knows how many PLs were in town, what
race sach was, and how heavily armored sach appeared to be.
If the PCs fail to appear in the same number and proportions
that Denry reported, Ulk questions them abour discrepancies,
Then he begins;

“You lnok around, and maybe you think, M:,'gianrg'--gdr
good caves, plenty to eat, lofs of people to steal from ., a
pretty good life You're maybe wrong. We kill what we want.
-and suck the b:mu; of our enemies, sure, but Uk thinks,
ma}rha there's more!”
~ “Benry saysvou linle pﬂupie can make: amI'E 51:1 ynu n'iséie ]
‘stuff for us and sing songs and dance for us. If you don’,
we'll go crush that town,” he poinfs in the dmeriﬂnn af
Humhollow, “flat.” Ha chuckles and seems to get lost in the
thought of it. Then he snaps back and eyes you wanly.
"Maybe you dor't wanit to do rha'! Maybe you think you
want to fight. Maybe you think you're tough, Maybe: you are
rough. Bur we're more than you. Even if you win, we still
hurt you a lot. And any of us who live is gonna get that lit-
tle fown. Se you think. You genna help us? Or we gbnna
have to crush you und ﬁ'.mf rwn?"

Creatures (EL 15 Uk's band consists of g I1'Id]E hrll giarnls
and 4 dire wolves, plus 4 female non-combaranrs, On the day
he ewpects the PCs to arrive, he has sfarioned one giant in




each cave on the hillside (except for his cave, the valuables
cave, and the dire wolves' cave] with a supply of five throw-
ing rocks each, He has stationed another in the dire wolves'
cave, crouched and ready to release the three wolves if the
PCs attack: The other twa giants move behind the PCs with the
fourth dire wolf, ready to cut off their remrear.

% Ulk, Male Hill Giant (1): hp 15; Int 10, Wis 12; Saves: Wil
+7; Monster Manual gB.

Featz: Cleave, Iron Will, Power Arrack.

Passessions: Greatclub, bag containing 5 throwing rocks,
oo gp, hides and furs.

# Hill Giants (3} hp wz each; Momster Marmal g8,

= Dire Wolves (4): hp 45 each; Monsrer Manual 57.

Tactics: Ulk has prepared his followers for the possibiling
that the PCs might fry to cast a spell on him. It Ulk starts act-
ing in an unusual way, the giants have orders fo grapple the
PCs and subdue them inte unconsciousness. IF that happens,
ship 1o the evenis at Bed Time. In addition, any PC wha is seen
casting a spell Is Instantly rargered with many thrown boulders.

Develapment: Ulk allows the PCs a few moments to discuss
things. If the PCs try to fight, Ulk is prepared fo fight back. If
the PCs try to negotiate, Ulk is open, but impatient. He believes
he haz the upper hand, and he wants the PCs to get started
making his life easier.

Hillside Map

Once the PCs accept Ulk's terms, he wastes no fime. He
points at the primary skilled character who Benry reported on
and says, “Benry says pours good st {fill in the blank). Zaf s0?
What you need to do that?” Any reasonable equipment the PC
asks for will be appropriated from a nearby town for their use.

He then turns to each other charscter and asks, “What can
you do?”

Any PC who does not claim to have any special skills will be
given menial (possibly disgusting) tasks like cleaning caves,
personal grooming of various members of the band, or mend-
ing the gate over the dire wolf cave.

Within a lew hours, members of UKs band will have
returned with necessary materlals for nearly any mundane
Crafr ar Parform skill. If a Crafr skill is used, Lllk demands that
the PC get to work. IF appropriate (for Crafr: cobbling, For
instance), you might asses a -z circumstance penalty against
any Craft skill checks for working on a larger-than normal
scale. If it is a Perform skill, Uk demands that all the PCs be
ready o enrertain ar the fire that night,

Bed Time
Once night falls and any labor or performances are finished,
Uk says re the PCs:

R

| “Okay. lip‘it'r ﬁ.:rl nﬁdwp. Ydu'rﬁ
CUUEST s o et taves
LA, b mﬁaﬂ#gﬂ%mjhg .ﬂm HP:PI'W"
1 suare = 5 fret :_Woﬁﬂ feet off the ground. A
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Norva climbs up fo the ledge and
unlatches the gate. Kesk then roughly
hands the MCs and Benry up to Norva
one al a lime, who deposits Them in the
cave (area El. Morva then closes and
securas the gate,

Once the lateh is secured, Ulk climbs
up to the gate and presses his face
against it. “You better be there in the
morming or efse we crush thar fown, vou
remember? Hefr heh. We gor vou" Ulk is
very praud of his joke

Though usually sloppy, the giants
have paid careful atfention to the gate
protecting this cave, The larch is heavy
and secure, requiring a Strength check
(DC 23) 1o open. Any Small character
making a successful Escape Arnist check
(DC 15} can slip between the bars of the
gafe. Climbing up and down the hill is
relatively easy (DC 10) but must be done
quietly afrer hours,

Tactics: MNorva and Kesk alrernare
guard duty af night. They do not watch
carefully, however, and gither giant has
a 40% chance of being asleep at a given
time, Thera are no other guards, but the
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The caves In the hillside serve varlous purposes for the gians.
They have ane roughly hewn ledge large snough for a glant to
stand on that runs the length of the hillside 2o feet up. The top-
most cave also has another, smaller ladge.

A. Sterage: This cave serves as panfry for dried foods and
special storage for firewood, fools, extra throwing rocks, and
other items the giants want 1o keep handy but don't consider
“valuable.

B. Females’ Sleeping Cave: The femala giants: stay-in this
upper cave. They generally sleep todether in a heap on a bed
of furs. They have nothing of Interest here, Sometimes they
leave hides or food to dry on the ledge;

C. Ulk's Cave: Ulk rakes the central cave for his own, Other
giants are not allowed inside without his permission. Ulk also
closely guards access to the female giants from here, using
mating privileges as reward or punishment for his warriors.
Ulk. gleeps. on. a tapastry he stole from a traveling merchant a
few weeks ago. If the PCa try to take it, it weighs about 100
pounds, and is worth 300 gp. _

D. Wolf Pen; A crude wooden gate blocks this: low cave

where the giants keep the dire wolves penned. The wolves:

dire wolves all sleep lightly and reccive Listen chocks {made
with a -4 penalty) against any PC's Move Silently check if the
PCs attempl 1o sneak around al nighl, I one woll succesds,
they all wake up and bark and growl ar the PCs. The glants will
he awakened by the naoise, bt chack on the waolves before the
PCs, since the “stupid wolves” do this often enough te be a
nuisance. If this happens on successive nights, Ulk begins to
Eat wize.

Doing the Job

COwer the next week, the giants keep the PCs husy with vari-
ous tasks. They often harass or insult the PCs, toss halflings or
gnomes about, and sometimes deliberately ruin a projsct or
performance and laugh heartily. Ulk goes out of hiz way to
taunt the PCs, reminding them that he has the upper hand, and
that il he doesn't like the job they do, he'll crush Humbollow,

gnaw on the gate and press against it every lime someone
comes near, lsaving the gare In constant need of repair. On a
Srrength check (DC 20), the walves break the gare and rush o
aftack any living creature that isn't a giant.

E. Waluables Cave: By Ulk's command, the giante keep their
valuables here locked behind a solid gate. This is alsowhere Ulk
puts the PCs ar night. The valuables consists of:

« Two enormous bags of gold coins (g,000 gp, 180 pounds
each). The bags are fled loosely, and one has spliled all over
the floar,

« A lifa-sized bronze statue of a gnome paladin on a war-
pony {1,500 gp).

« A g-foot tall, decorative iron urn (Boo gp. 200 pounds)

» A folding boar, unfolded, in 24-foot-long boat form. (The
gignts brought it here and accidentally said the command word
once inside. Now they can't change it hack.)

F. Males" Sleeping Cave: This cave also opens up at cave
H. Male giants who are not on guard duty sleep hera:. They

also sleep on furs, but tend to be more territorial than the

females, and sleep separately.

G. Guard Cave: When UK appoints a guard, he usually
keeps watch from this shallow cave.

H. Sleeping Cave: This is another opening info cave F.

(oncLuping THE Abventure

At the end of the week, each performing or crafting character
ke @ skill check, I7 the roll Fails, the giants are incensed, Ulk
immediarely decides ro rake his displeasure our on Humbollow.
If the PCs take 20 or otherwise do a superior job, Uk is so
happy that he releases the other PCs, but keeps the excellant
performer as a pet, If the PCs take 1o or do a merely compe-
rent job, Ulk is satisfied and simply lets the PCs go.

IF the PCs killed any of the gianis or wolves during the
advenrure, glve them experlence poinis as appropriare. If the
PCs did their johs, resisted the taunts and threats of the giants,
and Humhollow staved safe, give them experience for a CR g
encounter. If they also managed to sneak the treasure out of
the giants' caves without killing the wolves, give them experi-
ence as if they had defeated the wolves.

If the PCs kill or rout all the giants, the residemis of
Humhallow are very happy and offer their humble hospitality
for ag long as the PCs wish it If Benry's invalvement comes
out, he will be shunned by the fown, but not his Family,
although they will be sorely disappointed with him. £
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THE SEVENTH ARM

The Seventh Arm

Six Arms Isn’t Bad Enough

by Tito Leati
artwork and cartography by Stephen Daniele

“The Seventh Arm” is a DE#D adventure for four 7th-level PCs, easily adaptable
tor heroes of levels 3-1r and suitable as a starting point for higher-powered
chaflenges. No parricular PC classes are required ro complere it successfully,
although a cleric with the Law and/or Good domains could be especially useful
ro the party. The module can begin in any large rown of the DM's campaign
sefting (referred fo here as “the town”), with the heroes being hired by an
important rown official. The deities mentioned can be replaced with

gods more appropriate to the campaign in which you set the adventure.

i Magic rems  ® Monsrers

Apveriture Svromnis

Walking the streefs of a large town after sunset, the PCs wit-
ness 3 local aristocrat, Kalier Golods, being accosted by a
heoded man. Frightenad by the heroes, the asssilant runs
away, leaving hia victim dying. Healed, the aristocrat explains
how he was attacked by Corlag, a rogue emploved by him for
an espienage mission. Corlag, a rrusted hireling until now, was
following the tracks of a false merchant, Cidals Alzota, who
tried to snatch a medallion from Kalier using magic. After rhe
failed attempt, Odals probably rock refuge in the nearby
Tarwood, once the home of the infamous wizard Yenejg Togan.
The aristocrat asks the PC to compléte Corlag’s mission and to
find oul whai has caused 1he rogue's murderous madness,

Odals Alzota 1s actually a sorcerer named Jaines Tyskie, an
adwenturer defermined to recover a hidden treasure left by
the long-dead Yenejg in a cache under Tarwood, The sorcerer
knows that the wizard's old medallion, now kept inte the city
treasury, is a magical key to reach his objective. Needless to
say, the medallion is the very one that Kalier successfully
guarded against the false merchant. The recent facrs and
Yenejg Togan's shady background make the ciry freasurer fear
that some evil is at work fo bring ruin to his beloved and pros-
perous ciry.

Mfrer accopting Kalier’s patronage, the PC can try to
reconstruct the past through local rumors and an account
written by Falerjan, the lawful cleric who destroved Yenejg
Togan and his demonic ally, Penfavasra. Then, afrer a sharr mrip
to Tarwood, the heroas must deal with the diverse monsters
that still inhabit Yenejg's tower. In the tower dungeon, the
encounter with Jainos Tyskie could esarn them an ally or an
enemy. Finally, the PCs must uze the wizard's medallion and
solve a puzzle to enter the former lair of the demon
Penfavasia, where the Lower Flanes are just a step away,

& Mon-Player Characters (NPCs}

@ Oblecrs W Senlements " Traps

Abventure Backerourb

Seven decades before the beginning of the advenfure, an evil
conjurer of demons named Yenejg Togan ruled the town for
three years: In local chrenicles, this harrowing time is known
as the Rule of the Seventh Arm, for Yenejg was regarded as
little more than a limb of his most dangerous accomplice, a
marilith named Penfavasra. Before overraking the town with a
coup, the wizard lived In a secluded tower about ten miles
from the ciry gates, built after a lifetime of adventure and
magical research into the dangerous fields of summoning and
necromancy. The forest around Yeneig's abode, Tarwood, was
a frightful place, shunned by hunters and rravelers alike.

During his first five years in Tarwood, Yenejg conducred
many foul experiments in the dungeon of his rower; than,
obsessed by secrecy, he started looking for a really secure
place to further his activifies withour unwanted interference.
Frohing the underground with divination and clemental spells,
the wizard located a nearly inaccessible cavern about zoo feet
desp under a rocky hill in Tarwood. Yenejg reached the cav-
ern easlly with a refeporr spell; once there, he worked hard o
build a shrine dedicated to his craft, enslaving many extra-
planar entities as guards and assistants,

In the following years, he made proselytes among criminals
of the nearby city to obfain & ready aupply of human sacri-
fices, using his sorcery to subtly beguile and corrupt many
aristocrats. Finally, Yenejg summoned Penfavasta to support
his definitive rise ro power. He housed the marilith in his
secret cavern and persuaded her to serve:him with the prom-
ise of an aenfire town to faast upon, At first, Yenejs employad
Penfavasta as an infallible assassin and unbeatable bodyguard:
The wizard simply called the demon with a special medallion of
his own consiruchion, and fhe marilith arvived instanily using
her releporr wirhour error abllity, Soon, all opposition was
overrin by the sudden and deadly appearances of Penfawasta
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S(ALING THE ADVENTURE

“The Seventh Arm” was designed for four average zth-level
I'Cs, adding some more difficulty in the seciel cavern lareas
21-34) to reward the recruitment of Jainos Tyskle in the last
part of the adventure. The PCs are lkely o nesd a period of
riest before entering the secret cavern, and this could coincide
with their coming back 1o borrow Yeneje's medallion from
Kalier. The encounler with Typazkor (EL 13) can be dangarous
for a pih-lewel party, and vou should be careful with .
Arvpway, 1he Facl that the vrock is summoned makes him a lir
tle weaker, mainly because he cannot use his abilivy 10 call other
demans at his side Ta adapl the adventure for higher or lower
lewvel parties, vou can make the following changes:

Lavels =-3: The adventure, with its invalvement with pow
erful outsider and deadly traps, was not written for such low
lewvel PCs. With such an inexperenced party, vou can run only
thi first part of the adveniure, keeping Yene|g's amuler from
the PCs until they are tough enough for the secrel cavern, In
this case, you should I‘l.':-||0w the IJul{iehnrM, for levels 34 lcan
befow), and beef up the party wwh one or fwo MPCs from
Shapic (low level clerics, druids or rangers, see the NPC 1ables
in the Ouneeon Mastoe's Guidel. |lalve the number of -
bears, and assume that Wurzokk went away o the meer the
chiefrain of his tribe. Make the ghast in area 7 2 normal nne
{4 HOL or change it into a pair of ghouls. Heduce the water
elemental in area iz to Small size. Reduce Gleir fo a very low
amount of hp and make her flee after being struck by a single
blow. Make Jainos Tyskia freat the PMCs with contempt (see
"Dealing with the Soroecer™), wid e the sorcerer el he

heroes fo come around when they are grown up.

Levels 3-4: Redurce by four the number of bughear males,
and assume that Gleir and loadstool have fought fo claim
Cerlag as a victim, Supported by the bugbears, the lamia has
won, and the fiendish carctaker was killed, Toadstool's corpse

can be found in area 1. The bugbears have invaded the 1ower
and 1aken all ol the carelaker’s belongings in area zo. Glelr is
still wounded when the PCs arrive in the dungeon (10 points of
damage] The waler elemental in area 12 should be a Medium-
sized one. In the secret cavern, you should substitute the
roper in area 25 with a lesser menace (some darkmantles or a
single grick). Take away the vrock, replacing it with a Medium-

gjg’s side, and the wizard became the absolute monarch
of a terrified town. Afrer his definitive wvictory, Yenejs
amassed the treasure stolan from his slain enemics in the
secret cavern, which was watched over by the ever-vigilant
tanar'ri. To reach the place easily with groups of ser vanis and
victims, lhe wizard enchamed rwo special 1eleporrarion cham-
bers: one in his eld ower and one in the palace he occupied
in fown -as the city ruler. The same medallion he used to call
Fenfavasta magically activated these rooms.

The next three years passcd as an uninterrupted nightmare
for the town popu sshed under the oppressive and
murderous Tule of ¥e who saurificed more and more vic-
tims to the lords of Abvss. As his power grew withaut control,
the haggard wizard was often seen by his servants babbling
nonsense and rubbing his medallion, until a sly-looking, bajaw-
eled young weman (Penfavasta in disguise] camc out of the
shadows with soma vile ad
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sized air elemental instead. Reduce the damage, 1o hit modi
ficrs and save DCs ol the ifraps in arcas 2B8-31 Let the
ertombed kytomn in ares gz lahl with only one chain, Por only
one Tiendish girallon in area 34. Jainos Tyskie should he only
7th level with his claak-of efvenkindg as the anly magic item.

Levels g-B: Haduca by lwo the number of bughear males,
and assuma thal Toadstaol was struck by rthe illness known as
the Shakos (sec the DuwGoon Masioe’s Guide Tor detailsh, The
discase reduced the caretaher's Dextenily 102 (il -4, AC 2.
Thes Shakes also prevent Toadsiool from reloading the 1rap in
area 1. In the secrel cavern, you should subshitute the roper in
arga 25 with some gricks. Heplace the vrock in area 27 with a
Large air elemantal. Pur only two lendish girallons in area 4.
Jainas Tyskie should ba anly 7th level,

Levels 8-g: Increase the number of bushears. Give
Wurzokk and Toadstool one or two warrior levels. Pump up the
monsier encouniers In numbers and/or levels. Increase the
damage, attack madifiers and save DCs of the traps in areas
ali-m Jamas Pyskie should be gth level, with one or bwe addi-
fional minor magic items.

Lewels 10-1: Double the number of bugbears, Give Toadstool
three or four warrior levels. Pump up ihe monster encouniers
in numbers and/or levels 10 a greater degree. Increase the dam-
age. airack madifiers and save NCs of the rraps in areas 28-9,
arding deadly spell combinations. Jaines |vskie should be uth
level with two additional magic ilems, Mote that a grh-level
arcane spellcaster in the parly might be able to go to and from
the secrer cavern with his or hl::r own fefeport spell.

Lewvels higher than w1 is no) difficull 1o run this adven-
ture for hizher levels, due 1o the extra-planar nature of the
mansters, the possible way to the Underdark in area 25, and
the gate device in area 3z, The sacref cavarn might be a start-
ing point for exploring The Abyss or the hrurqu,hcnd of some
demonic invasion. Put a "serious” gang of demons in arca 27
(see the Morster Marmual for some nasty teams), and no FC will
vumplain about the adventure being “ioo easy”

An increase or decrease of challenge in the adventure
mus1 be matched by a similar scaling ol the amount of treas

e "The Seventh Arm” can deliver up to 55,000 2p worth of
rreasure [discounting Jaings Tyskic's belongings, which
include the magic lamp in area gl Adjust 1the amount ol 1reas-
ure a5 you adapt the adventure challenges,

Mews of the unbearable sufferings of the town spread and
came fo the attention of the church of St. Cuthbert, Shortly
thereafter, a high priest named Falerjan gathered a party of
heroes and knights to overthrow e 1yranl end his abominable
rule. On a glorlous and sunny morning, the enfire population
of the town arose against the wizard's troops as soon as
Falerjan and his small army arrived at the city walls, opening
the gates ro the liberators. Later, after many hours of fighting
in the streefs, the high priest and his party assaulted Yeneig's
palace, where Penfavasta rushed ro defend the wizard in her
horrible demun form, In the successive bartle, all of Falerjan's
henchmen fell before the marilith was finally defeared. Left
alone and drained of his magical resou Yanejg tried to run

teleportation room in the palage, but was blocked and
slain by Falerjan himself. In the night after the battle, Yanejg®
palace was looted and destroyed by a mob of angry citizens.
Ar dawn, the mad wizard's corpse was burned ar the stake.,




In the next months, the priesthood of St. Cuthbert re-
established a lawful government in the rown. The rubble of the
tyrant's palace was removed and a new city hall was bullr over
its foundations, Before deparfing, Falerjan wrote a brief
account of his adventure and closed it in a small chest with
Wenejg's medallion. The high priest gave the casket to the
newly appointed city treasurer, Brolin Goloda, asking him to
keep it jealously until his return, Falerjan’s intention was to fur-
ther his investigations on Yenejg's past activity, bur not before
the semling of more urgent marmers. Unfortunarely, the high
priest, kept away by his many commitments, never came back
to follow the evil wizard's tracks.

Mow, after seven decades, the town has prospered, assum-
ing its present, happier aspact, Most commoners have forgot-
ten the Rule of the 3eventh Arm, and no evidence of il has
remained inside the city walls. Yenejg's tower and the secret
cavern, howewver; sfill lie in the nearby Tarwood.

Eleven days before the beginning of the adventure, Kalier
Goloda—the descendant of the old city treasurer—received a
visit from a rich locking, sclf-styled merchant of arcang and
exotic goods, who infroduced himself as Odals Alzota, Quite
oddly, this man knew a lor abowr Yenejg's medaliion and irs
current collocarion in the rreasure vaulrs of the town. Odals
told Kalier that he wanted fo buy the object for one of his bast
customers {a wealthy collector living in a distant country}, The
merchant offered, as an Immediate payment, the sum of 500
dold pieces, Kalier was impressed by the proposal, as he barely
recalled the medallion himsell. For this reason, he asked lor
fime to think abour the deal and 1o see wherher the old thing
was still among the ciry's measures. Odals agreed 1o come back
three days later.

Kalier found a casket containing the medallion after a thor-
ough search in the cellara of the city hall. He also read an
attached document written by Drolin Goloda, his ancestor,
which said that the object had to be kept in the reasury untll
the rerurn of Falerjan, high priesr of 31 Cuthbert, and that
nobody else should be allowed to fake it. Inside the casket,
beside the medallion, Kalier also found Falerjan’s account, writ-
ten in Celestial (a language he could not read), Even though he
figured Falerian was certainly dead of old age by now, the
freasurer was bound by his ancestor’s orders. He decided nol
to sell the medallion to the merchant, at least until he better
understood the object and s hisrory.

When Odals returned to the city hall, Kalier asked him how
he knew about the medallion; the merchant calmly answered
that he learned about it in a remote temple of 3t Cuthbert,
reading a biography of Falerjan {who had been dead for forry
vears). Kalier asked for three more days ro “consult the ciry
council” before selling the medallion. The merchant was visibly
disappointed but agreed to this further delay, adding that the
next visit would be his last and raising his bid fo Boo gold
picces. After Odals departed, Kalier called Corlag, a half-clven
rogue occasionally emploved as a spy by the town authorities,
and ordered him lo shadow the merchani and gather informa-
tion abour him.

Carlag followed him from a local inn to the wildernass of
Tarwood. Warried by grisly tales of the forest's occupants, the
spy went no farther and returned to report his discovery to
Kalier. After receiving this information, the city freasurer
decided to keep the medallion from Odals, afraid that the mer-
chant was somehow connecied fo the tyrant Yenejg Togan.

THE SEVENTH ARM

When Odals came again to buy the medallion, he faced a
neal refusal. Withou! showing disappoiniment, he asked 1o @
leasr see the object. Ar thar poinr Kalier realized thar Odals was
rying some kind of magical trick (a Aypnotism spell). Offended
by the attempt, the treasurer cried for the guards and turned
to draw a sword hanging on the wall. As soon as Kalier grabbed
the weapon, magical derkness filled the room, The city hall sol-
diers were held at bay by a magically blocked door thar defied
their best efforts 10 break down. Panicked, Kalier slashed the
air blindly as Odals urtered maore arcane words only a few
steps away. When the door finally gave way and the darknass
dissipated, the sorcerous merchant was nowhere to be found,

Marmed, Kalier erdered Corlag to enter Tarwood at ence,
find out whatever was thers, and report on any activity. To
overcome lhe rogue’s Tear of the haunied foresl, the ciy
treasurer gave him enough gold to hire a small group of mer-
cenarles. The day afrer, Corlag went to Tarwood with three
companions. Only Corlag returned—with an odd and insane
degire to destroy his patron.

for the Dungeon Master

Yenejg Togan's isolated tower stands over a low hill in the mid-
die of Tarwood—a ruin overgrown by mrees and brush. Only a
long-lived, monsiTous caretaker named Toadsiool was left by
the evil wizard fo keep an sye on his home, and nobody has
entered the sceret cavern below the tower for scventy yoars.
Much of the treasure stolen from Yenejg's victims still lies in
whal was once Penlavasia’s lair.

Four decades ago, a band of bugbears claimed parr of the
dungeans beneath the ruined tower, becoming a constant
menace for countty people fiving around Tarwood. A lamia
named Gleir has also moved in, making a deal of mutual tolar-
ance with the bugbears, The oumumbered Toadstool is now
forced fo share the place with the new occupants. At the fime
the adveniure begins, the three groups barely tolerare each
ather and are unable to cooperate.

Odals Alzota is actually a chagtic neutral sorcerer (from a
foreign kingdom) named Jainos Tyskie. Jainos is a dedicared
treasure hunter with a greedy passion for magic irems, but he
has another, stronger motivation to seck Yeneig's hoard. One
of his ancestors, a cily notable belors the Rule of the Seventh
Arm, was murdered by Penfavasta, who snatched from him a
magical ring passed on for generations in the Tyskie family.
Jainos wants to recover this item at all costs. The sorcerer has
gamed most of his remarkable knowledge about Yenejg's
medallion and Penfavasta's lair with the clever use of a
recently encountered quasit’s commune ability, (His invention
of Falerjan’'s biography Is a plausible ons: Even if the high
priest was known for his habir to write memories of his adven-
tures, nobody ever compiled an account of his whole life.)

A month before hiz first meefing with the city freasurer,
Jainos moved ro Tarwood and, thanks to his sorcerous pow
ers-and false charm, was able fo deal with its chaotic evil ocou-
pants: Afler finding Yeneje's teleporiation room in he
dungeon benearh the wizard's rower, he devised a trick 1o
acquire the medallion necessary  for  its  activation.

Unfortunately for him, the keeper of the item—Kalier Goloda—
was strong and lucky enough to resist the sorcerer’s Aypro-
tism spell, His attempt thwarted, Jainos escaped rhe city. Since
then, the sorcerer has been trying o think of another plan ro
steal the Yensig's medallion, so far excluding the possibility of
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revealing his frue identity and relling
the stubborn aristocrat the truth.

Two days before the beginning of the adventure, Corlag's
party, sent fo investigate Tarwood, met the humanoid dwellers
of Yenejd's tower with disastrous results. All three of the half-
elf's companions were killed by the bugbears in an ambush;
Corlag escaped only to meet the terrible lamia, who used
charm person 1o beguile him and learn abowl his mission. To
rerallate agalnst Kaller, the Instigaror of Corlag’s inrrusion, the
lamia used her suyggaston ablliry on the half-elf to increase his
resgntment toward the aristocrat for causing the death of his
friends. Finally, the lamia sent Corlag back to the city, knowing
that the half-elf's anger would cause a lor of rrouble to his
patron and himself, Jainos advised against this decision, afraid
of too much rrouble with the rown authorities, but this served
anly 1o further mativate the evil and whimsical lamia to do just
as she wanted. The outcome of Corlag’s aggression on Kalier,
the last background event before the PCs arrive on the scene,
is described in the "Beginning the Adventure” seetion,

Besinning the Apventure
The advenrure begins in 1own. The following rexr assume thar
the PCs are walking the sireets past sunset

As you walk in a deserted street; lit by a few suspended
lanterns, you notice the flickering of candles behind the thick
glass of a large. second-story window of a nearby, well-
appointed building. Suddenly, the soft light is dimmed and
made intermirrent by the shadows of rwo Fast-moving fig-
ures who seem fo be having some sort of conflict inside the
house. In a brief moment of sfasis, you glimpse a lean,
hooded man grasping the throat of a robust opponent. The

latter raises a dagger, but the First catches his wrist to
stop the incoming stab. After a few more instants of
furious struggle, the window explodes in: a shower
ol glittering shards as the robust figure is thrown
outside. The man falls without a ery, hitiing the
ground an a strip of grassy soil with a dull
thump. [he hooded man leans out of the bro-
ken window and puts a foot on the sill, appar-
ently ready to jump down. However, he sees
you and darts back inside. The Ffallen man
moves slightly and utters a palnful moan.

The PCs have two obwvious choices: aid
the victim or pursue the hooded man. Soon
they hear the crash of another broken win-
dow toward the rear of the building, fol-
lowed by the warning cries end running
steps of the ciny warch.

Aiding the Victim

This is simply a must for good PCs. Even a

cursory examination of the man reveals that

he is dying due to the wounds received in the
siruggle and subseguent fall. Before fainting,
he has only the smengrh to whisper: “Thar
thief! Catch him!™ A successful Heal skill check
(DC 15) or any curative magic is sufficient to
stabilize the vietim and save his life.
Creature {EL 2): The victim—a middle-aged man
wearing a fur-lined (unic and a golden necklace—is the
aforementioned Kalier Goloda.

& Kalier Goloda, Male Human Arig: CR 3 Medium-size
Humanoid (5 t. g in. tall; HD 4d848; hp 27 (currently -1k Init
-t Dexk Spd z0 ft; AC g (1 Dexh Atk 13 meles (now
unarmed) or +2 ranged (now unarmed); AL LN; SV Fort +2, Ref
+o, Will +4; Str 0, Dex g, Com 1z, Int 13, Wis n. Cha 13.

Skilts: Appraise +8, Bluff +3. Diplomacy +4, Forgery +6,
Listen +5, Profession (scribe) +5, Ride +5, Sense Motive +3,
Spot +4, Swin +3; Feats: [ron Will, Skill Focus (Appraise), Skill
Focus (Profassion—seribel.

Possessions: Neble's outfit, four galden rings set with gems
(worth 420 gp, 270 gp, 240 gp, and 150 gp), golden necklace
{worth o0 gpl, 25 gp in pouch. Kalier is a very rich man who
can obrain any kind of expensive equipmenr. His fortune
amounts to no less than 20000 gp, including a half dozen
buildings within the city walls. He also owns a masterwork
breastplate and many fine horses and weapons,

Pursuing the Hooded Man
The main entrance to the house |s locked from nside, and all
of the first-story windows are closed by iron bars. A nimble
FC could quickly climb a rain-pipe (Climb, DU 15) and reach the
broken window, Forcing the door or looking for another way
in wastes time. Tho best cheice is to circle the building and
pursue the hooded man in the strects. If the PCs head for the
noise of shallered glass, either passing through the house or
running around it, they see the lean stranger jumping from a
redar window across a narrow alley; he lands on the eaves of
another building and runs nimbly toward a clustar of slums,
& Locked Wooden Door: 2 in. thick; Hardness 5: hp 2o
Open Lock {DC 28); Break (DC 2a),



Creature (EL 5): The hooded figure—Corlag—is quick. Only
tional swifts or magic will allow PCs to chase him
effectively In the darkness.

This encounter is ideal fo stage a dangerous pursuil over
the rooftops, where rogues, monks, and agile, lightly armored
PCs can shine. Spe as fump, spider olimb, levitare, Ay,
and air walk arc quite uacful in this situation.

To run the pursuit, follow the guidslines below:

o Firsi, the players musi just declare which members of 1he
party Ty To pursue the hooded man: This has 1o be a guick
decision, and you should immediately cut out from the chase
any PC who does not state his intent within 30 seconds of real
time, Heroes wearing medium or heavy armor will have a dif-
ficult time keeping up unless they have some method of
enha r their speed (boots of siriding and spring
haste spell, for example). To reach the roofs and start the pur-
sUif, a PC must ascend a ladder from the street (Climh ]
or leap from th window used by Corlad to leave K
houge [Jump, DT 14},

« Choose a serics of obatacles that the PCs must overcome
1o keep up with the fugitive in the “Pursuit Events” table. The
chase, which happens in the moderaie darkness of a muonki
night (one-quarrer concealment), is a quick and unpredicrable
situation, with the PCs constantly on the move, getting glimpses
of Corlag as he dashes in the shadows, hides behind chimneys,
and jumps over dormer windows,

« To overcome a given obstacle, a PC must succeed in whe
is referred o as a "hey roll” (a skill check). Failing one of th
rolls, which are much like the cruclal momenis of an acron
movie sequence, cuts a PC aur of the chase. (Kind DMz might
allow rwo Failures if the PC does not fall te street level with the
first one.) Overcoming four obstacles should be enough to
stop Corlag’s escape (see "Tha Fatal Jump"™).

* Roll Corlag’s skill checks only when they must be opposed
with those of PCs: grant him an automatic success otherwise,
This advantage should halance the many resources of the ryp-
ical party of adventurers.

+ Except during events #5 and #6 in the "Pursuit Events”
table, the herocs might rarget the half-elf (whe is usually 6o
feet away) with a ranged attack or spell. A PC who does so,
however, loses a Tew precious seconds aiming and should be
given a -4 penalty to the next key roll needed to keep up with
the fugitive. Carlag's uncanny dodge ability allows him ro use
his Dexterity bonus to AL against any attack targeting him
while he is running,

« Flying PCs can successfully pursue and target Corlag at
the same fime, automatically overcoming most obstacles
{evenis g1-0 in the adiacenr table). They can alse charge the
fugitive with a melee weaapon. You must adjudicare the effect
of other spellz depending on the situation.

« Corlag iz parficularly wulnerable to Enchantment spells
due to his reduced Wisdom. The use of hold person or similar
magic to take him alive, however, could not be a wise choice,
as any kind of sudden conlusion or paralysis causes the hall-
elf 1o fall fram the roofs (assume a height of 1d3+1 = 10 feer).
Corlag also falls if disabled (o hit points) or knocked unicon-
scious by a ranged attack.

¢ Corlag, Male Half-elf Rogs: CR 5 Medium-size
Humanoid (5 ft. & in, tall; HD 5d6; hp 23 (currently 15} kit +3
(Dex); Spd 30 fr; AC 15 (+3 Dex, +2 leather armgr); Atk +4
melee (1dB+1/crit 18-zo, rapier) or +8 ranged (dg/crit 1g-z0.
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PURSUIT EVENTS

Each result in the following rable occurs onby once, wirth the
exceptinn of event £7 Mark results that come up and con-
sider those that have been already rolled as 7" instead.

Roll 1d8

1 Corlag reaches the top of a 1o-foot-high section of
stone wall that strelches belween (wa lowers. Key roll; PCs
musr make a Climb check (DG 10) 10 follow him.

7 Corlag traverses a roofl along a steep pilch covered
by tiles, When the heroes run after him, a tile slides under
the Foot of one randomly determined PC. Key roll: The char
acter must make a Balance check (DC 15) 1o avoid slipping,
Il the PC fails, she falls on the liles, rolls down the pirch, and
hits a chimney near the roof edge, taking 1dy points of dam-
age. A successful Tumhle check (DC i) negates the damage

3 A VMC sees Corlag as he jumps From the roof of a 20-
foor-fall house 1o the top of another building 10 feat away,
Koy roll: PCs must make a Jump check (DC 15) to reach the
other building. The first 'C who fails manages to grab a
pourly repaired guller hat runs along the rool. I gives way
under the FC's weighi and rears from the wall. A momen
later, the PC Finds himself hanging in mid-air al a height of
20 feef, He can jump down veluntarily to reduce talling dam-
age {Jump, DC 15) or proceed along the squeaking and fot-
tery dutter fo reach the safery of a balcony (Climb, DC 15).
PCs who ail aller this simply Tall 10 the sireet bebow.

4 Corlag steps over a fighr, 2o-foor-long laundry line ro
reach the paves of a nearhy huilding. The heroes glimpse him
as he leaps off the rope. The thick hemp line has an old wool
rug stretched ovear if, held in place by a row of wooden clips.
Key roll: The pursuing PC must succeed at a Balance check
(DT 15) ar Jump check {DE z5). Failing cither chech means
the PC Falls 20 Feet o the streel below. The First PC o fall
can 1y 1o grab the rug (Reflex save, DC o). If he manages
to cateh i, the wooden clips snap open one after the other
in a few seconds, reducing the falling damage by 1d6 points.
PCs who Fail after this fall to the streer.

8 The Tugitive disappears trem sight and gets a chance
fo fide i the roollop shadows, Key roll; At least one PC
must succeed at a Spot check lopposed by Corlag’s Hide
result) to eontine the chass

B Ihe hooded man disappears from sight Tor a momen
but must walk across a creaky wooden ledde 1o gel away,
Key roll: A PC whao makes a successful Listen check (opposed
by Corlag's Move Silenthy resulr, made with a -2 circum-
stance penaliy due (o the creaking of the ledee) can dele
ming the direcrion he headed.

I Corfag turns and shoots the lead PCowith ks hand
crosshow at a range of Bo leet ltwo range incraments), Key
roll: If Corlag hits, the PC must make a Balance chack (DG 5
plus any damage suffered) ro avoid swaying in a precarious
siluation and Fosimg precious lhme,

8 A flock of starfled bars flies info the lead PC. Key roll:
Thes FComust make a Concentration check to avoid heing dis-
iracted by the bats® shrieking and fluttering (DC 1ol IF the
check fails, the PC must then make a Reflex saving throw
{DC 10} 10 dodge a bat heading straight for his Face. Failure
reaults in a collision with the bat that deals 1 point of damage
1o the PG,

o 't!L%E‘DI': 70
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hand crosshow); SQ evasion, sneak attack +3df, uncanny
dodge (Dex bonus to ACE AL Ny 8Y Fort +, Ref +7, Will -z
Str iz, Dex 17, Con u, Int 14, Wis 5, Cha 1o

Skiffs: Balance +w, Climb +0, Decipher Scripr +4. Disable
Device +5, Escape Arfist +6, Gather Information +8, Hide +7,
Jump 10, Listen +4, Move Silently +7, Open Lock +7, Pick
Pocket +7, Ride +8, Search +8, Spot +4, Swim +3, Tumbla +4,
Use Rope 14. Fears: Alermess, Exotic Weapon Proficiency
{hand crossbowl.

Fossessions: Leather armor, rapier, dagger, hand crossbhow
with 10 bolrs, climber’s kir, crowbar, thief's Tools, g gp In pouch.

The Faral Jump
If ne PCs keap up with him, Corlag escapes in' the darkness. He
is not under tha effect of the lamia's suggestion anymore, but
an overwhelming fear of the consequences of his latest actions
keeps him away from the city for the rest of the adventure,
On the other hand, if the PCs were derermined and lucky
enough in the dangerous pursuif, award Corlag’s XF value to
the party and read or paraphrase the following:

The hooded man fries to speed his escape, but he begins to
show signs of fatigue, Once more, he dashes oul of sigh on
the roof of an abandoned bullding: a momenr later, a loud
crash followed by a piercing cry shakes the cold air of the
night. The subsequent nioisa of falling timber and broken tiles
marks the end of the hooded man's escape.

Corlag's recklessness made him jump over the unsafe roof
ol an old warehouse; the rotten timbers gave way under his
weight and the half-elf fell inside from a height of an feet. The
subsequent collapse of a large section of the roof over the
rogue’s head made the fall even more deadly {a roral of 648
points of damage). Bince Corlag drops inside the building, it is
impossible for the PCs to save him with a feather Sl spell.
When the fracas of the collapse stops; lwo or three voices
from the nearby dwellings complain abour the noise in an
“unorthodox” way.

The PUs can gain access to the warehouse by climbing
down from tha roof, a task made quite dangerous by the insta-
bility of the structure (Climb check, DC 2o, failurs means the
PC falls and takes 9d6 points of damage). Otherwise, they can
bresk through the buildings only wooden door. now spiked
shur 1o Keep Squarmers our.

¥ Spiked Wooden Door: 2 in. thick; Hardness 5, hp 1o
Break (DC 16).

Once inside, the heroes find Corlag Iying supine on the
floor with his head splir by a fallen roof tils. The young haif-clf
wears a burglar's tight leather oullil and carries some of o
rogue’s fyplcal equipment. Any PC who Inspecrs Corlag's body
and succeeds at a Search check (DC 13} notices an odd sign
among the rogus’s many wounds: the recent mark of what
looks like a lion's claw {actually a lamia’s) on the left collarbone,
If Corlag died From the fall, which is likely, PCs can use speak
with dead spells to get information, If Corlag’s fall s a non-
lethal one, the FCs have the opportunity 1o interrogate the
rogue once he regaing conscinusness.

If the PCs interrogate Corlag, he is shocked and babbles
about how he was magically persuaded to artack Kalier Geloda,
Corlag claims fo have been enslaved by sorcery, but his mem
ory has been seriously compromised by being charmed and
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drained of almost all his Wisdom. For these reasons, the half-
elf's words seem contradictory or implausible. Corlag remem-
bers a headlong escape from a deadly bugbear ambush in
Tarwood, where his three companions fell. He also waguely
recalls & mepting with a girl dressed in rags, imprisoned in a
cellar, who claimed to be the captive of an evil wizard. Corlag
concludes by saving that he did not want to kill Kalier but was
angry at him for sending hia party inte a deathtrap. If he's still
alive when the town guard shows up, Corlag is tightly chained
Ly the \own guards and locked in the city dungeon uniil the
end of the adventure. Lawful good PCs might feel a moral need
to prove the unintentional nature of Corlag’s crime and save
him from an untair and harsh punishment. IF given the chance
to return fo Tarwood, though, the half-clf says that he prefers
to remain in prisoen.

The City Watch Arrives

Guards arrive at Kalier's house shartly after the chase ends,
as they were instructed by the aristocrat to check the building
frequently. The house serves as the treasurer's new dwelling,
but he has not yet moved in. Kalier keeps just a small study on
the first floor, where he can deal behind-the-scenes work with
wase and meet people in absolute privacy. It is here where the
ciry treasurer mer Corlag to receive his first report some days
ago (see "Adventure Background”).

Creatures (EL 5): The head of the incoming patrol, Warder
Wilsk, uses a potion of cure fight wounds to revive Kalier, if
necessary. The PCs on the scene are briefly and respectfully
interrogated by Wilsk-aboul whal they have seen. Kalier is car-
rled on a makeshlfr srrercher 1o the ciry hall 1o receive further
healing. Guards are posted at the entrance and inside the
rogms with the two broken windows. The heroes are not
allewed inside until after their talk with Kalier next morning. IF
a stealthy or invisible PC wanta to sneak past the sentinels and
take a look at the fresh crime scene, he finds no useful clues
inside what looks like a newly buili. nearly empry dwelling of a
rich official. The key 1o the front door and a masterwork dag-
ger, both lost by Kalier during the struggle, lie on the floor of
his private study upstairs.

If Corlag is killed or captured by the PCs in the abandoned
warehouss, the same city watch patrol encounfered near
Kalier's house shows up after a while. eventually raking care
of the half-elf (his body or his person) and helping the haroes
out of any frouble with angry cifizens.

# Warder Wilsk, Male Human Firg: CR 3; Medium-size
Humancid (5 ft. 1o in. tally HD 3dio; hp 24 (including
Toughneas); Init +1 {Dex); Spd 30 fr; AC 17 {+1 Dex, +5 chain-
mail, +1 small shield); Atk +8 weles (id8+a/orit =3, = barti-
axe), or +5 ranged (1d8+1/crit 1g-zo, light crosshow with +
Biofrsk AL LN: 3V Fart +3, Ref +2, Will +1; Sir 14, Dex 13, Con
n, Int 8, Wiz u, Cha 1o,

Skills: Handle Animal +2, Climb +4, Intimidate +3, Ride +4,
Swim +3 Fears: Power Attack, Skill Focus (Intimidate),
Toughness, Weapon Focus (battleaxe), Weapon Tocus (light
crosshow),

Fossessions: +1 barrigaxe, poron of cure fighr wounds,
chainmail, small woaren shield, light erosshow with 1o bolts and
4 +1 boifrs, 13 gp In pouch.

#' Scldiers, Male Humans Wari {4); CR "/2: Medium-size
Humaneid; HD 1d8; hp 1z each (including Toughness); Init +o;
Spd 3o fr; AC 15 (+5 chainmaill; Atk vz meles Gdw+/oril <3,



dlaive); AL LN; SV Fort +3, Ref +o, Will
+0; 3ir 12, Dex n, Con i3, Int 8, Wis 1o,
Cha 8.

Skiffs: Handle Animal +2, Climb: +3,
Ride +2, Swim +3, Fears: Toughness,
Weapon Focus {glaivel

Possessions: Chainmail, glaive, short
sword.

Meetinig witn Natier
Kalier has ready access to the most
powertul healing magic in town due fo ¢
his high rank, and he is cured to full
health in a marter of hours. The morning |
after Corlag's attack, i they respond to
his invitation. the PCs have a meeting
with the city freasurer, who explains
whar he knows of the “Advenfure
Background” section. Quite predictably,
the treasurer wants tha PCs fo cxplore
Tarwaood and learn the whereabouts of
Odals Alzota, Kalier describes the False
merchanr as a slender young man abour
30 years old, with penefrating black
eyes, long dark hair fied in braid, and
sxpensive purple clothes, This descrip-
tion can be useful to the PCs, as Jainos
Tyskie's “disguise” as Odals Alzora is just
a change of clothing and halrstyle. If a
PC looks honorable enough (most good-
aligned PCs should qualify) the treasurar
offers an advance of 300 gp for the
party's services (directly taken from the
pockets of the town taxpayers). Kalier
promises @ much larger reward depend-
ing an the party's success, as well as the
gratitude of the city council. The freas-
urer also shows the medallion and
Falcrjan's parchment to the heroes. IF a
FC i5 able to read Celestial, present her
with a copy of the cleric's account {see
the adjacent handout). Otherwise, the PCs
need a comprehend languages spell or a successful Decipher
Script check (DC 25}, IF all else fails, Kalier finds a lazy ¢iry hall
. scribe whao is foolish anough to admit his knowledge of the
Celestial tongue; the seribe ia instructed to translate the docu-
ment but cannot have it finished before dawn of the next day.
The wooden casker containing Falerjen's account is plain
and unremarkable. Also srashed inside is a piece of parchment
with a note written (in Common) by Brolin Goloda. It reads:
“This box contains the medallion of the accursed Yenzjg
Togan, lefr in the city freasury’s custody by Falerjan, high
priest of St. Cuthbert, Only he or his brothers can retrieve it
Yenejg's medallion is-a unigue magic item described in “The
Marilith’s Disk” sidebar.

Taking Yenejg's Medallion

To borrow the medallion from Kalier—according fo Brolin's
document—a PC should be a cleric of 8t. Cuthbert, Skillful PC
oratory, however, can twist the most obvious meaning of the
word “brothers” to include other good clerics, palading, or jus!

FALEUAN’S TALE
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lawful newrrals (St Curhberr's alignmenr). AT this point in The
adwventure (the meeting with Kalier), this is a difficult check to
maka (Diplomacy, DC 24). The PCs will have a much better
chance of convincing Kalicr to loan them the medallion if they
come back after finding Yeneig's telepertation room in the
dungsons of his tower (the DC then drops to16). IF the PCs are
willing ro make a refundable deposir of ar least 1,000 gp, they
receive a +5 circumstance bonus to these checks. If the PCs
double the deposit, there’s no need for the Diplomacy check.
Kalier savors the shine of 2,000 gold pleces.

After learning of its importance, the city treasurer keeps
the medallion tied to his belt at all times, even if aware of its
bad luck effect: There. a successful Pick Pocket check (DC zo,
with Kalier's apposed Spor check affecred by the medallion’s
curse) can succeed where negotiations have failed. Stealing
frem the city treasurer can bring the heroes lots of trouble,
but defeating Kalier's stubbornness in this fashion should earn
them the aristocrat’s full XP value,

; Wirards of the Coast, lnc, Prrnission is granted to.photocopy this hendowt for home pame wse mhr
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Bits of Folklors
At thizs point, the PCs should have
enough information to make plausible
conjectures about the enrire srory,
especially if they both franslated
Falerjan’s account and were able to
interrogare Corlag, Howewver, nobody
knows anything certain sbout Yeneje's
old tower, and most people in town are
nol even sure il exists, Moreover, the ciry
records abour the Rule of the Seventh Arm
were destrayved in the same fire thar obliter-
ated Yenejg's palace.

A bard in the party can recall a song about a six-
armed tyrant who “changed a forest of trees into a for-
est of houses” (bardic knowledge, DC 1g). but nothing more.
PCs looking for clues In the clry can find the following:

» With a successful Gather Infarmation check (DC o), a PO
overhears a busy innkeeper’s wife rebuking her mischievous
kid with these words: “If you den't behave, Toadstool will take
you away!” Most town citizens know Toadstool as sort of a
local bogeyman used by housewives to scare children, and
they describe him as a hopping fellow with srained skin and an
enormous mourh. The figure hehind this “popular™ character is
the caretaker of Yenejg's tower in Tarwood, once employed by
his power-hungry master in many raids to capture human sac-
rifices. When the heroes ger this information, you can also give
them hints abour Toadsteol's special abilities (see “The Tower
Co-ownership” sidebar).

» With a successful Gather Informarion check (DC 13), a PC
sees many citizens stopping by a wall of the town hall square,
touching what locks like a statue in a niche. An old man with a
crutch, a shock of white hair and a patch on his left eye begs
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for charity nearby. The 3-feet-tall marble statue represents 5t
Cuthbert—a memento of Falerjan’s victory—and is still in good
shape. The god's mace, however, is highly polished by the
touch of worshipers over the years, Il a FC drops a coin in the
beggar's bowl, he savs: “Thanks, sirl Don't forgat to rub St
Curhberr's mace for good luck!™ Although this sounds of
superstition, touching the statue's mace grants a +2 luck bonus
to the next saving throw or skill check made by a lowful good
or lawful ncutral character who follows the old man's advice
(you might determine a variable effect rolling on the 1able in
Dracan Magaaine #270. page 30 The beggar, Chevreg, Is ang
of the oldesr men in Town and was only an 8-year-cld boy
when Falerjan came to free the town from Yenejg Togan's
grasp. Chevreg's father took part in the uprising against the
Rule of the Seventh Arm and in the pillaging of the old palace;
"I remember thar my Father was quite disappointed with his
share of reasure; they
tore apart the
building with-
out finding
marg
than

one
third of
whar was
supposedly
stolen during the
previous three years,
As you can see, the descendants of these hereic rebels are still
having scrious financial problems.” Chevreg’s words hint at the
high probability that a large part of Yenejg's lreasure remains
undiscoversd,

Traveting to Tarwoob

When the PCs set out to Tarwood, they must follow a well-
traveled road to Shapic, a small village of hunters three miles
away. From there, however, only a few game rrails lead info
the forest. No remarkable encounters bother the party during
the short and pleasant trip te Shapic.

The Hamler of Shapic
Shapic consists of only two large, three story wooden build-
inga surrounded by a neatly kept orchard and circled by a rall



fence. Each building houses a dozen families that live in small
flatz and share a huge common room. These jointly owned
houses look somewhar massive, but their balloon-frame struc-
ture makes them comfortable. The inhabitants of Shapic,
mostly humans and haif-elves, worship Ehlonna and lead a
community-centered Iife. A few of them are low-level drulds
and rangers. Although a peaceful people, they can he fierce
defenders if their home is threarened,

When the heroes arrive, they receive a polita welcome. IF
they bohave in a Friendly manner, perhaps making a tasteful
non-monetary gift, the villagers offer them a night free of
charge in a cozy guestroom. The village of Shapic has no ruler
heyand a demaocraric assembly of all the male and famale adulr
citizens, presided over by Bria, the eldest resident.

W Shapic (Fortified Hamlat); Conventional; AL NG; 5o0-gp
limit; Assers 5,000 gp; Population 180; Mixed (human 8o%,
half-elf 15%, halfling 5%).

Autliority Figures: Bria, femals human Clrg (Ehlonna).

fmporrant Characrers: Plasem, male human Rgr3.

Others: Clra (1), Clri (x3), Drdz 2], Drdi (5], Rgra (x4,
Rng (8), Expa (q), bxpr (26), Comyt Bagol.

Motes: Due to their religious natures, most of Shapic’s cit-
izens are neutral good, Prices in Shapic never excoed the
Flayer’s Handbook rates, and locally produced ifems (wool
clothing. tanned pelts) are usually discounted by su%. In spite
of Shapic’s very low gp limit, a PC making a successful Garher
Information check (DC 17) can find a quiver of Effonna on sale
for only 1,200 gp. The quiver belongs to Piasem, a generous
B3 year-old hunter whe wants to give a rich dowry to a niece
living in a nearby kingdom,

Bria, the eldest woman in the hamlet, is 72 vears old and
recently widowed. She Is a priesress of Ehlonna and an excel-
lent cook as well. Bria offers the PC a loaf of fresh bread and
bowl of wenizson stew, and she can give them the following
information on Tarwood:

« A tribe of bugbears has infested Tarwood for the past
forry vears, and the inhabitants of Shapic have fought them
many fimes. Fourteen years ago, afrer an exceptionally harsh
winfer, a large group of hughears tried ro seize the village.
Luckily, they were soundly beaten, and their losses were sa
high that they withdraw to the innermost part of Tarwood.
Since then, they have been seen only on rare occasions.
Delving inside the forast is still considered dangerous for inex-
perienced hunters; though, and many rash boys and careless
girls have disappeared there in years past.

» If the heroes declare their bold intention to challenge the
bugbears in their territory, Bria shows them a rusty, nasty-
locking arrowhead that slew a hunter four months age. The
arrow was poisonad with Blistermusk, a bugbear concection
that causes the skin fo burst in painful sores around a cut
{injury DC 15; Initlal o; secondary 1d3 Dex plus 1d3 Con), Bria
thinks she can prepare a poultice to fight off the effecrs of This
substance, bur she is not sure how well it will work. She pre-
pares and gives the PCs three doses of poulfice, tightly
wrapped in sweet-amelling leaves, warning that its effective-
ness wears off guickly (two days). The poultics is effective
during this period. but anly if it's smeared over the wound
before the secondary effect of Blisrermusk rakes place (it
prevents but does not cure the poison’s damage).

= Yenejg's tower stands near the center of larwood, about
fifreen miles southwest from Shapic. Many hunters spotted it
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in the past, but nobody in the village has seen it since a great
earthquake ravaged the region thirty years ago.

= Both Corlag and Jainos Tyskie (disguised as Odals Alzota)
have visired Bria o buy some food in the past rwo weehs, The
wise woman did not like either of them much, but she remem-
bers the merchant as quite an interesting man, smiling ofien in
spite of some kind of personal obsession: Bria does not know
abour Odals’s business in Tarwood, though.

# Brig, Female Human Clrg (Ehlonna): CR 4 Medium-size
Humanoid (5 ft. 4 in. tall); HD 4d8; hp 17; Inir -2 (Dex); Spd 30
ft. AC & (-2 Dexk Atk +2 melee (1dB-1, 1 longsword) or =1
ranged (g, sling); SA spells, turn undead, AL NG, 3V Fort =4,
Ref -1 Will +6; 3 7, Dex 6, Con 10, InT 13, Wis 15, Cha 14.

Skilfs: Diplomacy +2, Heal +4, Knowledge (nature) +5,
Knowledge (religion} +3, Profession (cock) +5, Sense Mofive
+2, Spellcraft +e. Fears: Brew Potion, Martial Weapon
Proficiency (longsword), Skill Focus (Profession—cook).

Spells Prepared (5/5/4; base DC = 12 + spell level): o—cre-
are water, fight. purify food and drink, resisance, virtue wi—
Bless, calm animals”, detect evil. divine favor, protection from
evil and—aid, hold animal®, hold person, remove paralysis.

*Domain spell. Domains: Animal {can cast animal friendship
once per day), Good (cast good spells at +1 caster level).

Possessions: + longsword, sling with 10 bullets, woodan
holy symbol (Ehlunmal, go gp and 4 gems (worth so gp each)
in pouch.

# Piasern, Male Human Rgr3: CR 3 Medium-size
Humanoid {5 . 1 in. tall}; HD gdio; hp 21 it -1 (Dex); Spd g0
ft.; AC 11 (-1 Dex, +2 leather) Atk +2 melae (1d6-1/1d6-1, quar-
rerstaffl or +2 ranged (id8/crit 3, longbow) 8Q Track,
favored enemy (goblincids), fight with two weapons; AL NG;
3Y Fort +3, Ref +o, Will +2; Str g, Dex 8. Con n, Int 13, Wis
13, Cha 12,

Skiffs: Animal Empathy +g5, Hide +2, Listen +4, Move
Silently +2; Intuit Direction +4, Knowledge (nature) +4, Ride +1,
Spot +3, Swim +1, Wilderness Lore +7. Feats: Point Blank Shot,
Precise Shot, Skill Focus {Wilderness Lore).

Fussessions: quiver of Elfoning, lealher armor, quarter-
sraff, dagger, longbow with 20 arrows, wooden holy symbol
(Ehlonna), 12 gp in pouch,

Nortrern Tarwoob

The herces can start their journey at cne of the game trails
that lead our of Shapic and into the forest. Then, as there are
no paths 1o reach their destination, they must hope 1o sight
Yenejg's tower from a distance as snon as possible.

In the trackless meanders of Tarwood, a typical party can
proceed at just one mile per hour. Horses are more a nuisance
than an advantags in this envirenment, and Shapic could be a
safe place to leave mounts behind. The weather is fair, and ir
remains like thatl for the duration of 1he adveniure. While pro-
ceeding in the forest, PCs can mry 10 reach the rop of a ree
(Climb, DC 15) and attempt to spot the ruins of the old tower
(Spot, BC 7 per each mile of distance). Heroes who levitate or
fly above the forest canopy gain a 110 circumstance boanus to
the Spot check, as do spellcasters with a winged familiar. From
a distance, Yenejg's tower looks nothing more than a pile of
gray rubble, badly damaged but siilll more than 3o feer tall. IF
the heroes can’t see the tower, they must state their direcrion
of movement (north, south, and so onk otherwise they can
move straight to their destination,

Dungecn



The bugbears, alarmed by recenr evens, have ser many
traps and snipers in the area, hoping to catch something more
full-bodied than Corlag's three sinewy friends. Every half
hour, the PCs might have a random encounter. Roll 1dzo and
multiply the result by two: If the fotal is higher than the DC for
sighting the tower from the party's current position, some-
Mving befalls 1o the heroes on the way (see the “Forest Random
Encounters” rable). See the map helow for DC values.

Bugbear Hunt

Any bugbear hunters the PCs encounter belong to a band that
dwells in the dungeon beneath Yenejg's tower. The oldest and
most powerful male, Wurzokk, is 1heir leader. The band is part
of a larger bughear riba thar lives ten miles away, beyond the
stream running southwest of Yene|g's tower.

If heroes camp outdoors at night atter their first encounter
with 2 bugbear (a sniper or the hunters from the “Random
Forest Encounters” table), they might hear the sound of a bug-
bear trumpet coming from the tower (Listen, DC 4 per mile
from the tower), This is a muster signal for the bugbears: All
males, including hunters and snipers still our in the woods, rally
near the tower. Then, led by Wurzokk, they set out to hunt the
intruders, leaving the females at home. The bugbsars go first
to the place where the PCa were spotted last and Wurzokk
searches for their tracks. If tracks are found, the bugbears
hunt the FCs all night (8 hours). IF they don't find the PCs
before dawn, the bugbears rewrn 1o the rower and wair in
ambush there. No bughear leaves the lair without Wurzokk's
permission affter the band is aware of the party’s presence,
since their leader wants to face dangerous intruders with his
entire force of warriors at hand. The male bugbears, including

Wurzokk, are EL 10 if mer in a single group. See “The Tower
Co-ownership” sidebar for Wurzekk's statistics and area 1g for
those of his warriors.

When attacking the PCa by night, the bugbears surround
the party’s camp, take one-half cover {+4 AC, +2 cover bonus
1o Reflex saves), and shuol poisoned arrows to weaken their
enemles. As long as they have ammunition, they join meles
only if forced by the PCs. If two of them are killed, or if their
arrows run out, the bugbears retreat. Keep track of bugbear
losses, reducing the number in arca 1g accordingly,

The PCs can question a captured bughear only if they
speak Goblin. The creafures fear their leader's crushy above
all else {see encounter # In the “Foresr Random Encounters”
rablel, and pravide information anly if persuaded with spells
such as charm person or suggestion,

Tenejers Tower & Vicinity

Yenejg's house in Tarwood was built with mundane malerials
bul enhanced with magic. Therefore, after seven decades of
near abandonment, much of it has fallen apart, The five-stary
tower was mare than 5o feet fall, but an earthquake brought
down the uppermost twe floors thirty years ago, reducing the
height to just 30 feer, When the heroes reach this location,
refer to the Yeneig's Tower Complex map.

Gravel Field, Assume thar the PCs arrive ar the gravel field
north of the fower. Read or paraphrase the following:

You find a barely recognizable gravel field surrounded by a
low atone wall, Beyond a rotted wooden gate on your left, the
remains of a small stable and a well are still visible under the




growing grass and vines. Before you, a ramp of stone steps
leads up & low, rocky slope to a higher courtyard. There, a
fruncated tower topped by a makeshift roof stands beside
two smaller. ruined buildings.

The bed of gravel is almost completely hidden by the grass,
and the dry wall around it is encrustad with moss. The wooden
stable has fallen down entirely.

FOREST EN(QUNTERS

Hesults 1-4 in the table ogcur no more than twao Himes; the
remaining encounters can happen only once (roll again if nec-
essaryl. The chance of defecting randomly encountered fraps
is given as a Spol check lwith a high DC) instead of rhe usual
Search check. since it is unlikely that the PCs proceed slowly
enough in the wilderness 1o use their Search skill effectively
Most encounfers in fthe fable feature bugbears and rheir
snares. These humanoids are members of the small group
dwelling under Yenejg’s lower, Bughears killed in a random
encounter should be marked off from the total residents of
area 1g i e bugbear lair,

Rall wiB:

1 Bughbear Sniper (EL 2): A lone bughbear on a tree 5 qui-
etly watching for intruders or game. He sits on a crude, 2o
feot-high platform hidden by a net interwoven with rags and
leaves (+g circumstance bonus 10 Hide checks, so% conceal-
ment) and is armed with a longhow, You, the DM, should make
the apprapriate Spot and Hide chacks (with a +2 hahus to the
bughear’s Spot check for his carefully chosen position) fo
can shoat the PCs and vice
versa from an initial distonce of 150 foet. IF the heroes focate
the bugbear and attack, the creature sounds:a hornlike metal
frumpe oowarn his biethren, climbs down the rree and Dees
1o Yenejg's iower. The sniper is one of the residents al area g
in the bugbear lair,

@ Bugbear: hp 15 see Monsier Manual 27, The bugbear
wiglds a longhow ins de of a javelin, and he carries 15 arrows
Hpped with Blistermusk poison.

2 Barbed Met Trap (EL 2); A PC steps on a nel laid over a
depression in the ground and hidden with leaves and dirt,
When this happens, the net Flies up, pulled by a bent tree IF
the wictim Fails a Hellex save (D0 20), he or she s caplured

determine whather the sniper

by the nel and suspended 5 Feel above the ground. A caughi
PC is grappled and must cut the net with a slashing weapon 1o

escape, The net is riddied with mefal barbs poisoned with
Blistermusk, which wound the viciim when the rap springs,
pxposing the characier o the poison. These traps are usually
set within hearmg range of a sniper’s post (see encounter 1
above). Give a nearby sniper a Listen check {DC 155 A sniper
who hears intruders out of his sight immediately seunds his
trumpet lo raise the alarm,

<" Barbied Mel: CR 2, 45 miglee (see nulel, Rellex saving
throw (DG 2ol negares: Spor (DC 188 Disable Device (DC 151
Mare: Characters in g-ft sguare are grappled and poisoned
IBlistermusk poison, DO o, initial o, secondary dy Pex plus
1ds Con) by the net (Str 18] if they fail the Reflex save (DC aol,

3 Spiked Fit Trap (EL 3): The lcad PC stumbles into a con
cealed wo-foot-deap pit bristling with wooden stakes. The sharp
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Creatures (EL 3): Five stirges have made their lair among
the rotten timbers of the ruined stable. They arrack only i the
FC search inside the fallen building.

@ Stirges (s): hp 5 each; Monsrer Manual 173,

Tactics: The stirges are drowsing when the PCs arrive, hid-
daen out of sight in nnuL and cranmies in the ole 2, They
become aware of the party’s presence 1 round after the PCs
enter the building. The stirgoa cach attack the closest target.

rfips are smeared wirh the foul Blistermusk; the poison, how-
ever, 15 somewhal absorbed and made less effective by the
wood [DC v instead of 15) The noise of the trap might warn
a bugbear sniper (see encounter 2 abowve),

+" Spiked Pit Trap (10 fr. deepl; CR 5:1d6 points af falling
damage, +10 melee [idy stake attacks for 1dq points of damage
and Blistermusk poison—DC 1o, initial o. secondary s Dex
plus iz Con—per successful hirl: Refles save (NG 20} negates;
Spot (DC 2ol Disable Device (DC 20l

4 Staked Pendulum Trap (EL 2): The lead PC staps over a
trip wire, releasing a pendulum hung on the top of a 1all irec.
The head of the pendulum is @ g-foor-tall and 1~ Foot-wide trunk
segmenl covered wilh sharpened stabes, Once morg, the bog
Im.arﬁ have paisoned the tips (ke DC of the poison save here
is alse reduced to izl As wath the ather Iraps. check for a
nearby sniper’s awareness,

- Spiked Pendulum Trap: CR 2 <5 ranged (2df and
Blistermusk poison, DC 10, inifial o, sccondary s Dex plus s
Conl; Spot (DG 23}, Disable Device (23),

5 Bugbear Hunters {EL 5); The PCs encounter a party of
Frur hunting hughears at a distance af gn feet, with a chanes
of both groups being surprised. Make Spol and Listen checks
for the bugbears, opposed by the parties Hide and Move
Silently checks respoctively lassume the PCs are taking 10 on
these checks if they don't state otherwisel. Give the PCs the
same [ree checks, opposed by the bogbears' Hide and Move
Silemly checks {again, assume the bughears are 1aking 100, The
bughears try to disengage after loosing one arrow each. If the
heroes pursue them for more than 5 minutes withou! catching
them, they stumble into-a trap (roll |t13| v o this Yabile- 1o deser
mine the typel The hunters are residents of area 1g in the
buchear |air,

# Bughears {4¥: hp 15 see Monster Manual 27. The bug-
hrars wield Innghows instead of a javelin, and they sach carry
15 arrows tipped with Blistermusk poison,

6 Bugbear Carcass (EL —): The PCs smell the foul odor of
a rotting corpse. If they follow the stench, they find the body
of a dead bugbear. The corpse Is prone, naked, and bears a
ierribile wound on the skull. The bugbear was slain by Wuarzohh,
his bioss, for disobeying a direct order abour a week ago: his
carcass was stripped and left o rol as an example o the res)
of the tribe, A speak with dead spell reveals enly how and why
the bugbear was killed (assuming the caster speaks Goblinl,

T ".'-"uld Deer (EL —): A herd of wild deer passes by, The
heroes can nulice of them with @ Spor or Listen chech (DG o),

B Badger (EL —): The heroes disiurb a badger resting
uner a shruh The animal seutties away unless the PCs use a
speak with amimals spell. The badder is laconic, but it the
speaker hands over something edible and 1asty, it stands on its
hind lags, mimics a bugbear, sniffs around, and gestures with
its head in the direction of the tower.

DL @eon An
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Development: A successful Search check (DC 10) anywhere
in the tower grounds is likely to reveal bughear foofprints that
mostly lead to the vicinity of their lair's entrance (area 15),

Well. The well at the east end of the gravel field is almost intact,
A winch system, rusted beyond repair, once allowed a person
I easily pull & heavy, Tull bucker of warer from below.

Crearures (EL g): If the bughears derecr the party’s pres-
ence, they set up a net trap near the well, carefully hiding it
under the gravel, (See Trap below for details.) Four males wait
for the PCs in a rough circle-around the trap, spread over a
s0-foot radius (the circled area shown on the “Yenejg's Tower
Er Yicinity” map) bensath camouflaged netiing. PCs who make
a successful opposed Spor check (opposed by the bughears'
Hide check) notice an odd shrob with pointed, furry sars.

Trap (EL 2): This barbed nef is hidden beneath the gravel
near the well. See the "Forest Encounters” sidebar for details.

# Bughcars (4): hp 15; see Monster Manual z7. In addition
to their morningstars, these bugbears each carry three javeling
tipped with Blistermusk poison, They wear crudely wrought
breasrplares (+3 AC), giving them AC 18,

Tactics: The bugbears prefer to wait for the ap o spring
but might also fake advantage of any other distraction, such as
a PC searching around the well or fighting the stirges.

The bughear ambushers throw javelins until the arrival of
their brethren (see Development below). Once all the bugbears
are present, they charge into melee, Wurzokk is virually indis-
tinguishable from his warriars in this hattle, altheugh a PC
looking for a leader among the bughears can notice Wurzokk's
sheared-off ear with a successful Spot check (DC 25),

Development: Hearing sounds of battle ar the ambush site,
the bugbears inside the lair rush ro join the fray. (Il 1akes 3
rounds for them 1o arrive at the ambush zonel If the PCs
approach the lair without raversing the amhush zone, they are
probably seen by the sentinel before the entrance (area 15). In
this case, the bugbears insida the lair make a sortie, and those
in the ambush zone lzave their position to flank the party. All
of the male bugbears tagether with Wurzokk are EL 10, See
“The Tower Co-ownership” sidebar Tor Wurzokk's statistics
and area 19 for those of his warriors.

Az ‘Wurzokk and his warriors fight the heroes, the female
bughears go to area 16 and wait for the outcome of the battle,
They are ready to escape with most of the band's treasure and
provisions, If the females are trapped by the adventurers
mside the lair, they beg for mercy and offer their belongings
in exchange for their lives. IF the PCs refuse, they fight to the
death with the handaxes they use to harvest firewood.

The bughear warriors flee when reduced to siy or fewer
[four it Wurzakk is still alive). Running away, they sound their
frumpers to warn the females. Escaping warriors and females
flee across the stream and hurry to get help from their mibe.
You musl decide whether the surviving bugbears come back
with relnforcements 1o reclaim their lair in the following days.

Faved Courtyard. Thanks to its solid foundation, the courtyard
pavament is well preserved, although slightly overgrown, The
paved surface is dofted by drain holes that double as small
shylights for the cellar below {area n). A torering, rusiy grare
tloses each G-inch by 8-inch hole, The rwo minor bulldings—a
shed and a warehouse—are hadly damaged, with roofs and Fix-
tures almost completely destroyed,

Crearure (EL 6): When the PCs walk through the courtyard,
Gleir, if not warned earlier by very loud noises [such as a bat-
tle with the bughears), must make a Listen check (DC 5 unless
the PCs are attempting fo be quiet) to hear them from her lair
(area 14). Once she's aware of intruders walking on the court-
yard above, the lamia approaches them in a Jeceitful Fashion,
Read or paraphrase the following:

The long tree branches that hang over the courtyard weave
a guivering grid of soft shadows on the paved surface,
overlapping the irregular pattern of the flagstones. As the
wind dies, you hear the feeble voice of a young woman: "ls
there anvbodyout there? Oh, please. for Ehlonna’s sake, help
me!” The source of the sound, however, remains Lmseen,

Any PC who makes a successful Spot check (DC 10) sees
the delicare hands of a woman (Gleir) groping out of one of the
drain holes. The woman begs for halp until the PCs approach
the grating. Il guestioned, the lamia prefends ro be forgerful
and confused (much like Corlag, if the PCs have interrogated
him). She claims to be the captive of an evil wizard in an aban-
doned cellar. The FCs can detect her ingincerity with a suc-
cessful Sense Motive check {opposed by Gleir's Bluff check).
If the PCs do not try to help the woman within a few rounds,
the lamia gives up the attempr and disappears Trom sight
Otherwise. approaching FCs evenrually see Gleir under the
grating; in this situation, however, making our the maonstrous
features of the lamia is next to impossible witheut magical aid
{such as arcana eysl. To reach the grating from the floor of
the cellar bensath, Gleir is standing on the hind legs of her leo-
nine body. PCs who do not come very close fo the drain out-
let are able 1o see only 1he lamia's feminine, attracilve features.

Gleir's srarisrics are listed in “The Tower Co-ownership”
sidebar,

Tactics: Gleir fries to touch any PC whao arremprs 1o remove
the grating or get a better look at her. Depending on the situ
ation, the lamia might cast charm persen on a suspicious
onlocker to lure her into arm's reach,

If a PC removes the grare with a successful Smrengrh chack
(DG 7}, Gleir might use her sugdestion power to make the res-
cuer thrust her head into the drain hele to check it the "girl”
i5 all right. A PC who does so is considered a helpless defender
far a full round (with all the tragic consequences). When ket
true nature is discovered, or if the PCs ignore her, the lamia
relreals fo ared 14 and prepares ro fight them in the dungeon.

Development: Pearing down any of the drain holes with a
light source, the heroes can see a small portion of the cellar
beneath [area n). A Small PC can squeezs inside a drain hole
quite easily; Medium-size heroes require an Escape Artist
check (DC 17) to wriggle through.

Ruimad Strucrures. The ruined warehouse s unremarkahle; irs
roof has almost complerely collapsed, and vegetation grows all
over the floor. Mothing of value can be tound here. The shed
ie in the same condition, and only an old stone oven stands out
clearly from the rubble againat what once was the east wall,
Mear the aven, which hasn't been used for vears, the PC can
lind ihe lresh carcass of a young desr, brurally rorn ro pleces
by some beasr. A Search check (DC ) reveals a recent,
blnady handprint on the nearby broken wall: It locks human,
but fraces of webbing can be seen between the fingers. The hand-



print belongs to Toadstool, the half-fiend
caretaker of Yenejg's tower.

Arrrosching the Tower

When the PCs approach the tower from
fhe courtyard, read or paraptiass the
following:

The truncated tower looks fiem in
spite of the damage caused by the col-
lepse of its upper stories. The top of
the tower is uneven and ruined, but a
makeshifr roof has been rebuilr over
it, Part af the rubhle around the hase.
of the fower has been cleared fo leave
a free passage fo the enfrance, where
an &-foot-tall deor surmounts three:
storie steps. The doorframe’s apex is:
adormed with @ life-size stone mesk of
a gaping wolf. The door is in excellent
shape, its wood painted deep black and
its brass bands polished and oiled. In
the middle of the door, a ring-shaped
knocker is fixed over -a brass plate
with a shut peephole. The brass hinges
and kevhole look shiny and perfectly
funcrional, A dried miller broom leans
against the door’s leff jamb.
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Circling the tower, PCs can sce two
identical windows, one on the second story and one on the
third, sharing the same style of closed wooden shullers rein-
farced wirh brass.

The B-foot-tall entrance door and 3-fool-tall windows are
locked. A successful Climb check iz required to reach the win-
dows (at 15 and 25 feet above ground respectively). A PC who
puts an ear to the door or a window for at least 2 minutes (tak-
ing o) might hear someone’s infermittent snoring inside the
fower {Listen, DC 27 from the entrance door and the third-
story window, or DC 22 from the secand-story window).

§! Locked, Reinforced Door and Windows: 2 in_ thick; Hard-
ness 8 hp 25; Break (DC 24); Open Lock (DC 28),

Toadstool, the monatrous carctaker, maintains and repairs
the tower as best he can. The real name of this unnaturally
long-lived half-fiend is unknown even by himsell, and he has
been the wizard's servant for as long as he can remember.
Mow, seven decades after the death of his master, he sl
dwells inside the tower, coming out only to obtain tood and
water, Beside the occasional eating and sweeping, Toad-stool
lazes about or sleeps uneasily on his wooden pallet in area 2,
worried aboul the return of his sfrict masrer fo such a dilapi-
dared property.

Wharever hour the FCs arrive, Toadstool is sleeping on the
gecond floor, digesting a large meal of raw deer meat.
Howewver, the half-fiand has excellent hearing and awakens if
he hears the PCs moving about. Toadstool, now obliged 1o
share the tower with the lamia and bugbears, is somewhat used
ro neise owrside and keeps the windows: and door closed for
thiz reason. The careraker fears and dislikes his neighbors and
prefers to avoid contact with them whenever passible, For
Toadstool's stats, see “The Towsr Co-ownership” sidebar.
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toarea 15

Tactics: If a PC uses the knocker, Toadstool awakens imme-
diately and rushes 1o greer the newcomer, After a minute, the
peephole In the middle of the deor opens and the heroes hear
a raspy woice ask, “Who's there?” The lonely Toadstool is
gager to meet humans, whom he considers fastier than the
usual deer by far, and looks at the lead PC with a hungry glare,
To notice his inhuman eye through the pecphols, the charac-
ter directly in front of it must succeed at a Spot check (DC
25). Toadstool asks for the visitor's identity bul states immedi-
arely thar only his masrer can enter. The half-flend Is nor very
bright, and a male PC could make him believe that he is Yenejg
Togan. To do this, the PC must show the wizard's medallion and
make a successful Bluff check. Toadstool can make an opposed
Sense Motive check to discern the truth. Give him & +5 bonus
if he can clearly see the features of the PC making the claim.
A hood or large hat coupled with-a successful Disguise check
(DG 10) makes the ruse convincing enough to fool Toadstool
through the peephole,

PCs might attempt other ruses to win entry inta the fower,
For instance, a PC might claim to be Yeneig's apprentice. The
dim half-fiend recalls no apprentice but isn't likely to turn away
anvone who claims 10 be an importan Tollower of his master.
Such a ploy requires a Bluff check, although feel free 1o apply
a bonus to the PC's roll for excellent roleplaying.

Trap (EL 2); The wolf mask above the doorframe conceals a
brass conduit that runs inside the sculpture and is connected
to a dispenser of magical vapor in area 1, If the FCs try fo
Toree the door while Toadstool is aware of them, the half-fiend
pulls a ring Inside the tower that causes a small cone of frost
to beleh forth from the mask’s mowth, The effect is similar o
a winter wolf’s breath weapeon, and anyone standing within g

Durgeon
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feet of the door is struck by ir. The ammunition for the trap is
4 quart of normal water, which is turned into loy vapor by a
riny alchemical apparatus.

+" Cone of Frost: CR 2; cone of frost (4dB points of cold
damage); Reflex save halves damags (DC 16); Search (DC 2g)
Disable Device (DC 2g).

Toadstool needs a Full-round action to reload the apparatus
from a nearby water bottle (see ares 1), and he ries (o acti-
vare the frap as many 1imes a5 he can before the PCs break
through the door, The broomstick leaning on the doorjamb is
just weod and dry millet, but a resourceful PC aware of the
danger overhead could use the stick to plug the conduit In the
wolf'a head, thereby preventing further blasts from the mask.

Oiher Ways In

Exploring the rower complex and viriniry, the PCs mighr find
several ways to reach the underground areas below: the out-
door passage leading from the tower cellar {area 5), the stone
stairway to the dungeon (arca B), and the entrance to the bug-
bear caves larea 15). Refer to both the "Yenejg's Tower &t
Yicinity™ and "Yenejg's Tower Dungeon” maps o check the
position of these access points.
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* To area 5 This wouden trapdoor is hidden under a thin
layer of fallen leaves (Search, DC 1o, elves and half-elves have
an automatic chance of noticing It if they pass within 1o feat).
It shows signs of mainfenance and recent use: The trapdoor is
locked (see area 4 for trapdoor statistics),

« To arca B: A flight of atone steps leads down 1o the tower

o dungieon. A wooden door at the bottom of the stairway has

been smashed 1o pieces by a barrage of morningstar blows.
¢ Tovarea 15: The mouth of the hughear cave—a g-foar-tall,

¥ dank passage—is hidden by camouflage nefs and foliage. It is

clearly wisible from 2o feef, or from 40 feet with a successful

'Spot check (DC 15},
b Yenejers Tower (Areas 1-5)

I The remalning floors of the runcared tower, in spire of the
. heavy damage sustained by the earthquaks, run ne risk of col-

lapsing unless highly destructive spells are used on the walls,

The tower was built to last, and it has survived fairly well ever
8 the years. The masonry walls are bare outside and plastered

inside. The ceilings and floors (rooms are usually 10 feet high)
are made of wood.

1. Tower, Ground Floor.

The ground floor of the towar is dark and almost empty,
ever though the plaster and ceiling fimber are in good con-
dition. A blug ceramic sfove oceupies (he west comer, with
a large lead pipe going up through a hole in the ceiling. A
closed wooden cupboard occupies’ part of the south wall.
MNear the door, a wooden lever juts from a brass box fixed
on the wall at-a height of 2 feet. A brass tube from the box
runs upward and disappears in the wall at the top of the
door, A full, gallon-sized glass bottle of warer rests on 1he
flvor near the box. A stalrway along the norh wall leads up
to the first floar: A wooden trapdoor is set info the flaor
near the west wall.

The cupboard holds a rusty lantern, a pair of stiffened
leather gaiters, and a can of hardened greass,

The Lrass box, sealed shui, radiates Transmuration magic
when a derecr magic spell is cast. It congaing the magical appa-
rarus for the cone of frost trap (described above): an elabo-
rate yet small alchemical alembic. Atfixed to the box is 2 small
funnel used to load the apparatus with watcr, If's impossible to
tear the box away from the wall without breaking the delicare
alembic inside. The water in the bottle is the trap’s “ammuni-
tien” {sufficlent for four uses).

The wooden stairway goes up fo area 2. The Irapdoot on
the floor, unlocked and easily opened, leads dewn to area 4.

Craature (EL 7): If the PCs break into the tower, Toadstool
runs up to the first floor and turna to fight on the rop of the
stairs, where only one opponent can engage him in melee {suf-
fering Ihe disadvantage of lower ground). The fiendish care-
faker does nor flee from this point, fighting to the death 1o
defend his home. See "The Tower Co-ownership” sidebar for
[oadstoel's statistics,

2. Towar, Firat Floor.

This floor of the tower Is furnished as a humble bedroom. A
crude wooden bed rests an the northeast corner, coverad



by a mat-and a yellowed sheet. A small chair stands nearby
with a threadbare, gray wool cloak carcfully folded upon it.
A ceramic pot and a wooden bucket sit along the east wall.
The window is closed, and only the feeble light of & clay il
lamp, held by an iron sconce over the bed. illuminates the
room. The lead pipe coming from the stave downstairs runs
from floor to ceiling in the northwest corner. A wooden
stairway: leads to the second story.

Since the collapse of his quarters in the warehouse ourside,
this has become Toadstool's bedroom,

The wooden stairway leads up To area 3.

Treasure; A small niche, hidden behind the bucker and
closed by a stone block (Search, DC 21}, containg Toadstool's
savings: 38 gp ond 23 pp in an carthenware moncybox.

3. Tower, 3econd Floor,

This room doesn't have a flat celling but is capped by an
oblique, makeshift structure of wooden beams ‘and boards
that holds up many uneven rows of salufaged files. Dozens of
wooden boards of various sizea and shapes are chaotically
scattered on the floor and against the walls, The boards are
painted with grotesque. disturbing, black-and-red images of
torture and death. The hearing pipe coming. from: helow
passes through the roof structure; presumably leading out-
side. On the floor are two segments of a 2o-foot-long, col-
lapsible ladder, a dozen roof ftiles, and a wicker basket full of
tools. A whetstone rests over the sill of the window in the
south wall.

Afrer the collapse of the upper part
of the tower, Toadstool slowly repaired
the roof to the best of his ability. He also
began to paint obseasively, filling rablets,
planks, and pieces of salvaged wood with
absiract images of his horrible past. The
paintings are eerie but worthless.

The baskat on the floor contains a
hammer, a saw, & steel punch, and fo
foet of hemp rope.

4. Tower, Basement.

The tower’s basement is a dark aridh
musty storeroom. A passage fo the east
has been walled up with stone blocks.

The only furniture in the room is woodsn shelving on the
south wall, which s crammed full of old rools and miscella-
Neous Iunk-. Three green glass demi|ohns are lined up against
the north wall. '

Toadstool walled up the east passage after the arrival of the
bughears. It's a weak atructure; up to three characters can
bring it down (Break DC 27} or work for 6 hours to demalish
it with the 1ools stored in the room (see below).

A secret door in the northwest corner leads to area 5. The
rotating stone panel runs smoothly, but some strength is
needed to spin it.

¥ Secret Stone Door: 3 in. thick; Hardness 8; hp 45; Break
(DC 30} Strength check to open (DC 1),
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The three demijchns near the north wall contain respec-
tively flammable oil, turpenting, and vinegar.

Treasure: Among the discarded junk and ordinary mainte-
nance ilems stored in the shelving, the PCs can find the fol-
lowing useful or valuable items:

» A crafe of +-foot-long, rusty steel pitons

= 30 torches

« 200 wax candles

« & shovel, a sledechammer, and a wood axe

= A jar of black, greasy paint {which must be meled before
use) and a wide decorator's brush

+ An unlocked wooden box containing 240 sp

« A basker full of crumbling soap bars

« Thres clay flagons confaining a pofion of darkwision, a
potion of levitate, and a potion of hiding respectively.

5. Secrel Tunnel.

This funnel, dug hastily in the rocky gmund under the tower
complex, is roughly hewn and encrusted by moss. Sturdy
wooden timbers support the tunnel ceiling.

The runnel connects the secret door in the tower basement 1o
a trapdeor used by Toadstool for his escapades In the forest.

& Locked Wonden Trapdaor: 2 in. thick; Hardness g; hp o;
Break (DC 16); Open Lock (DC 24).

Tower Punceon (Areas 6~14)
This part of the complex is made of limestone masonry walls,
wilh arched ceilings averaging 1o fewl high. Many iron gandle-

stick holders are fixed to the walls at intervals of 20-30 feet.
The holders are all empty, bul their large number suggests thal
the place could be llluminared for riual purposes.

B, Stairway.

The stone structure of a 15-foot-long, steep stairway
‘emerges from the foliage on the forest floor, leading down
into a dark brick-and-mortar funnel. A wooden door at the
hottom of the steps has been smashed open.

Thig stairway is used by Gleir and Jainos Tyskia (when the
latter does not cast dimensien doer) to enter the dungeon. A
wooden door at the base has been smashed by the bugbears,
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A Wilderness Lore check (DC zo) with the Track feaf allows
a PC to spot the following tracks: a mountain lion's paws
{Gleir}, a human male's boots (Jaines Tyskic), and a biped with
clawed feet (the ghast in area 7). A PC stopping to make a
Listen check (DC 15) in the corridor downstairs hears gnawing
sounds somewhere ahead and smells the mace of a horrible
stench. A familiar or animal companion with the scent ability
detects the stench automatically and recoils in disgust.

7. Guardroom.

The green curtain that covered theao-feet-wlde entrance to
this:room has been torn to shreds. In the space beyond, near
2 foppled table and several broken chairs, the mummified
carcassas of four fallen warriors lie on the floor in varlous
unseemly positions. The dead humans wear rusty scale mail
and are armed with lengswords, the latter still sheathed in
the scabbards. The corpses are somewhal well presecved
bur are bearen and lacerared by powerful blows.

A successtul Intelligence check (DC 10} upon examining the
bodies reveals that the warriors, who died in a fight without
drawing their weapons, were glready embalmed as animated
zombies before being “killed” again (by the bugbears), A suc-
cessful Search check (DC 1z} reveals that one of the corpses
has heen gnawerd on recently. All the armar and weapons on
the corpses are rusted beyond repair, (All valuables have been
raken by the bughears.}

Creature (EL 4} When the PCs enter the room, they are
ambushed by a particularly formidable ghast that crept inside
the dungeon and is munching on one of the corpses. The mon-
ster Is hiding in the room; give the lead PC who is cautlous a
free Spot check (opposed by the ghast's Hide check) to detect
it. A party that benefits from the scent ability of an animal is
automatically aware of the gha st's presence.

# Ghast: CR 4; Medium-size Undead; HD 6diz; hp 2g; Init
+2 (Dex); Spd 30 fr; AC 16 (+2 Dex, +4 natural); Atk +5 meles
{1d8+1 and paralysis, bite} and +2 melee (1d4+1 [~z and paral-
ysis, # claws)k SA stench, paralysis, crears spawn; S0 imdead
(see Monster Manual page 6 AL N; SV Fort +2, Ref +4, Will
+7; 5ir 13, Dex 15, Con =, Int i3, Wis 14, Cha 16

Skills; Climb +6, Escape Artist +8, Hide +10, Intuit Direction
+3, Jump +86, Listen +8, Move Silently +g, Search +86, Spot +8.
Fears: Mulliatack, Weapon Finesse (bite),

SA—Srench (Ex) Those within 1o feer of a ghast must suc-
ceed at a Fortitude save (DC 15) or be racked with nausea, suf-
Fering a -2 morala penalty to all attacks, saves, and skill checks
for 1dG 14 minutes,

SA—FParalysis (Ex) Thase hit by a ghast's bite or claw attack
must succeed at a Forfiude save (DC 15) or be paralyzed for
1d6+4 minutes. Even elves are vulnerable 1o this paralysis.

SQ-Creara Spawn: If not devoured, the hody of a ghast's
victim rises as a ghoul in 1d4 days, Casting bless on a body
befora the end of that time averts the fransformation,

Tactics: If it hoars the party coming, the ghaat atops cating
and crouches behind a chair in the northeast corner of the
room. ready to spring on the first FC who walks in, The ghast
is unusually srong, bur it tries 1o run past the PCs and escape
outside as soon as it realizes the numerical superiority of its
opponents,
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8. Yestibule.

This large, rectangular room overlaps a T-junction among
thres corridors and has 10-foot-wide passages exiting to the
south, west, and north. A large, 15-foot-wide polygonal niche
was carved in the middle of the east wall. Flanking the niche
are two wonden benches that stretch along the east wall. A
round table of white marble, carved in the likeness of a
squatting demon, stands in the center 'of the niche. The table
surface is emphy. A badly damaged wardrobe occupies the
southwest cotner,

Yenejg's culrists gathered in this room o prepare for their
awful rites. Before each ceremony, they laid fributes fo their
mastar on tha marble table. The wardrobe, badly damaged by
careless bughear plunderers, contains the ragged and dusty
remains of several green cloaks.

A successiul Search check (DC 1s) in the northwest pard of
rhe room reveals a peephole in the corner of the room abour
g fear ahove the floor, The peephole is a shir half an inch rall,
closed on the other side by a small srone wedge. If Jainos
Tyskie heard the party approaching, the peephole is open, and
the sorcerer spiea on the heroes from the other side,

g. Secret Room.

“This small room, dimiy iluminated by an oil lamp, s warm and
dry. The lamp rests on a stool in the northeast corner. The
only other objects inside the room are a bedroll and a ruck-
sack. A diagonal passage to the southwest lead 1o an obser-
vation point behind a peephole.

Yenelg used this small chamber to spy on his guesrs
through a peepholein the southeast corner. Jainos [yskie took
up residence in this room after discovering the secret door in
area 1 (see below). Once inside, he used an arcane fock spell
to seal the stone door and secure the place. The room is con-
nected 1o the secret door in area w by a short corridor.

In the room, an open hedroll and a big rucksack full of ryp-
ical adventurer's supplies {mostly food, drink, and lamp oil) lie
near the south wall. The only piece of original furniturs is an
old stool in the northeast corner, where the sorcerer keeps a
brass lamp lit at all times. Jainos found the lamp inside the
room and soon discovered ils magical properties. The lamp's
flame does nor consume oxygen, and I1s 15-foor radius of light
provides protection against the elements as a [eomund’s tiny
hut spell cast by a sth-level wizard (without the ereation of the
spell's opaque sphere].

Creature (EL 8) In the past few days, Jainos has been
searching the teleportation room {area 1o} inch by inch, look-
Ing for clues and secretr mechanisms. but fo no avail. He has
concluded that Yenejg's medallion is absolutely necessary fo
pass through, especially since he has no way of determining
the locafion of the chamber on the other side, preventing him
from going there dircctly via dimension door

After the capture of Corlag, Jainos told Gleir that the half-
elf was only the first of a bunch of potential victims coming to
Yenejg's tower in the near furure. He explained this theory by
tellng her that many adventurers had recently learned of a
great treasure buried deep under the evil wizard's dungeon.
Jainos asked the lamia to destroy any other competitors that
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arrived in the nexr few days. For her help, the sorcerer
offered Gleir half of the great treasure he expected to find.
Ihe lamia accepred, luckily tor Jainos, Gleir likes the sorcerer
and is willing ta give him a chance.

For Jainos Tyskie's statistics, see “The Tower Co-ownership”
sidebar,

Tactics: The sercerer usually enters and leaves the com-
plex with a dimension door spell, thus minimizing his contacr
with the dungeon’s other dwellers. If Jainos hears the PCs
coming, he uses the peaphole in the secrer room to take a look
at them when they traverse arca 8. If the PCa defeat Gleir, the
sorcerer casts message on one PC and offers to parley (see
the "Dealing with (he Sorcerer” sidebar below),

10. Telaportation Room, Dungaon.

This 3o0-foot-wide room is shaped like an octagon. The bas-
reliel of an cight-pointed star—a much bigger and more
imposing: reproduction of the ong on Yenez's medallion—
decorates the far wall of the chamber facing the entrance.
Six brass levers profrude from the remaining six walls of the
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octagon. A shim, 3-foor-fall pewrer posr jurs from the exact
center of the floor. The vaulted cefling of the room is cov-
ered by a dense network of geometric carvings and mysti-
cal inseriptions.

Yenejg used his chambwer to fefepory 1o his secrer cave
with minlons and caprives. To acrivare i1, the PCs musr have
the wizard's medallion. The entire room radiates Transmufation
magic. A suceassful Spelleraft check (DC 20) on the chamber’s
carvings hints at their vague similarity o the symbols of a
telepartation circle,

The levers protrude from brass plates nailed 1o the wall G
feet above the floor. The levers are all down and none of them
can be raised without breaking them, Breaking any of the
levers (hardness & hp 20; Break DC 22) or the pewter post
(hardness & hp 3o; Break DC 26) disables the teleportation
room permanently. Simply removing the pewter poat, though,
does not damage the room’s function. The post is inserted in a
low depression in the fluor and can be lifted sasily; it weighs
go pounds and is warth 5o gp. If this small column is taken
away, the room cannot work until the object is put back in
place. The smooth, -foot-diameter circular top of the post
looks like a tiny table surface, in the middle of which the shape
of a small disk has been carved. The depression is 1 inch deep
and can accommodate Yenej's medallion perfecily (i the la-
ter is placed with the blank face down). Afrer the medallion is
in positian, rubbing or spinning it sfarts a magical effect
accompanied by a harmless jolr of energy. Head or paraphrase
the following;

The demonic figure inlaid on the surface of the medallion
gledms eerily, Then, a magival force rotates the disk siowly
and steadily unril the small star over the marilith’s head
aligns with the bigger one carved on the west wall. As soon
a5 the two stars are aligned, the entire ceiling amirs a bright
light that fills the room with wavy orange shafts of brilliance.
With a loud click, the six brass levers on the walls spring up
simultaneously. Ar the same fime, menacing elecirical dis-
charges flash ang crackle around: the cenmral post. Afrer a
few moments, the discharges cease and the pewter post
issues 3 low hum. The enfire event take no more than a few
seconds.

Once the medallion is properly aligned and anuned 1o the
room, il can be removed from the pewter post only with a
successful dispal magie ar bresk enchantment spell (DT 24),
which “switches off” everything. If no aftempt to dispel the
affect is made, the oranga light lasts for 5 minutes, after which
time it fades and the room returns to normal. The levers drop
to thelr initial positions af once. The room can be reactivared
by rubbing or spinning the medallion again, When the room
deactivares, for wharever reason, the medallion rorates o a
random, unaligned position and can be removed from the post
without danger,

When the roem is activated, pulling down the levers in the
proper order fefeports all of the room's occupants and their
gear to area 21 (an identical teleportation chamber). To refeport
away, the PCs must charge the active room with supplemen-
Tary energy, lowering the six levers ane afrer the other in the
correct order while the orange glow still persists. Whenever a
correct lever is lowered, the hum and orange light amplifies.



Any creature rouching the post when the room Is “ackive™ is
siruck by the energy accumulated thus far, sutfering =dt
peints of electrical damage plus 16 points per lever in the
“down” position; a successful Reflex aave (DC zo) halves the
damage, The same thing happens 1o a PC who lowers a lever
oul of order. Any discharge “deacrivates” the room and causes
all the levers 1o drop down.

The correct sequence can be determined by studying the
image of Penfavasta carved on the madallion. {Players should
be allowed to srudy the medallion clesely; give them the Yencjg's
Medallion handeur at the end of the module.) When the room
activales, with the star on the demon's head poinling 1o he
bas-rellef on the wesrt wall, each one of Penfavasra's arms cor-
responds to ane lever i the room. To find out the correct
sequence, the PUs must correctly inferpret the right order,
from one to six, of the marilith’s arms. The right sequence is:

1. Morningstar. The single head of the morningstar means
‘one” The marilith's upper right arm corresponds 1o the
soulhwest lever,

2. Greataxe. The double blade of the greataxe means “two.”
The marilith’s middle left arm corresponds to the north lever.

3. Trident. The triple point of the trident means “thres.” The
marilith's lower left arm corresponds to the seutheast lever.

4. Shuriken. The four-toothed configuration of the shuriken
means “Tour” The marilith’s bower left arm corvesponds 1o 1he
northeasr lever.

5. Open Hand. The empty hand's outstretched fingers mean
“Five.” The marilith's middle rght arm corresponds to the south
lever.

6. Hexagonal Prism, The sides of the prism mean “six" The
marilith's upper left arm corresponds to the northwest lever.

If the PC complete the correct sequence. the light inside the
raom flashes and all living creatures within the room are efe-
parted (along with their carried gear) to area 21 with no save,
Yenejg's madallion relaports with the room occupants.

Ad Hoe XP: Using the teleportation reom corroctly the first
time counts as a Gt 5 encounter.

11. Cellar.

It fs impossible to’ cateh this enormaus cellar with a single
glance. The vaulted, 1o-foot-tall ceiling is-supported by a grid
of massive square pillars, and the whole place is it and ven-
tilated by the same drain holes that dof the surface of the
courtyard above. A network of lead gutrers ser Info the stonge
floor collects rainwater from the holes, bringing it through a
passageway on the east wall Several wine kegs, now empty,
are scaffered here and thers on the floor, The Faint traces of
old summening circles and Blasphemous inscriptions—partly
etched in the stone, partly painted in black and red—can be
seen everywhere,

The passage where the gutters converge leads fo a cistern
{area 12). Yenejg used this huge cellar for most of his early
rites and experiments, Amaong the evident traces of an evil
cult's activiry—dried bloodstains, charred bones, and torn
scrolls—the PCs can find some clues. A Search check (DC z22)
among the foul debris reveals the following:

» A crumpled piece of parchment hearing the crude draw-
ing of a demon. A successful Knowledge (the planes) check
{DC 10) reveals that the depicted monster is a vrock and gives
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nformation about the creature's combat and special abilities.
[Flayers can be permitted fo study the description of the vrock
in the Maonster Manual)

« A magical inscription traced on the wall by Jainos for no
special reason. A Spelleraft check (DC zo) identifies it as an
arcane mark. The slx characters are T-'¥-3-K-I-E (the sor-
cerer's family name).

= bvidence of the use of summoning spells fplanar bindingl
recognizable with a Spelleraft check ([DC 26), and traces of
complex calling diagrams. A PC who succassfully identifies the
diagrams can make out the names "Penfavasta” and “Typazkar”
if she can vomprehend Abyssal, and the name “Ramzash” if she
comprehends Infernal. (The vrock Typazkar and the kyton
Ramzash lurk deeper under Yenejg's fower, in areas 27 and 32
respectively.)

Creature (EL 6): Gleir, the lamia who lives in area 14, con-
fronts the heroes here. (See "The Tower Co-ownership” for
her statisfics.) When she becomes aware of the parly’s pres-
ence In the dungeon, the lamia creares a figmenr of herself,
using her major image power, with a normal girl's legs. Gleir
places the imagde near the passage fo the cistern and hides
behind the pillars, keeping watch on the cellar’s entrance to the
south. The lamia hopes to lure the PCs to the cistern, where
Yenejg Togan conjured and bound a warer elemenral,

Tactics: As soon as the FCs enter the cellar, assuming that
The lamia sees them and can maneuver her illusory pupper ar
the right moment, they glimpse a girl peering apprehensively
behind the corner of the wall Immediately afrar, she rung ouf
of sight down the tunnel to arca 12, With this trick, Gleir hopes
that the herces chase the figment to the cistern, where the
water elemental quietly waits for intruders. If the PCs follow
the figment raking precaurlons, Gleir Increases the dramaric
effect of her major image with a girl's scream and the sound
of running steps splashing in the water. If the PCs draw within
range of the water elemental’s attack (1o feet from the cistern),
the monster immediately attacks them.

At this point, Gleir casts mirrer image and moves to cut off
the party’s retreat, The lamia makes good use of her poren of
fire hrearht 10 augment her offensive ahiliies, OF course,
Gleir's plans change if a PC drops inside the cellar from a drain
hole near her lair, or it a clowdtill from a party’s spellcaster
pours down through the gratings above her head, A stealthy
PC can gaf near enough to see the lamia and the false image
of 1he girl well before Gleir moves the fgment. An invisible PC
auromarically bears Gleir's Spor skill bur musrt silll rake care o
conceal his footfalls ar light source.

While determining the lamia's course of actions, keep in
mind Gleir's cunning, intelligence and—above all-her survival
inatincts. If reduced to fewer than 2o hp, Gleir tries to escape
the dungeon via the stairway in area 6, using what is left of
her spell-like abilities ro distract pursuers.

Development: If you want fo present 2 complex roleplaying
situation, you might allow the PCs to parley with Gleir. In this
case, it is likely that Jaines Tyskia shows up, too. The develop-
ment of such an unusual encounter is up to you, but keep In
mind that the lamia is thoroughly evil and that no deal with
such a cruel monster should produce beneficial results to a
party of good-aligned FCs.

If Gleir sscapes the dungeon, she heads 1o the enfrance of
the bugbear caves (area 1) and tries to sfrike up an alliance
with Wurzokk; the bugbear laader.

Dungeon
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1 Cistern.

This room, shaped like an elongated octagon, containg a large
cistern fed by rainwater coming trom the cellar to the west,
The cistern appears filled almost to capacity. A 2-foot-wide
atone walkway tuna around the perimeter of the room. An
empty metal bucker sits near the north wall ar the-entrance;

Creature (EL 5): Yenejg built the cistern as an indoor water
supply and placed a water elemenfal to guard it against possi-
ble poisoning, The cistern Is 2o feet deep and almost full. The
clemental attacks only if someone comes within 1o feet of the
water. Gleir, if alive, takes advantage of the elemental's aftack
Io Mank the pariy, The lamia, however, is very careful 1o avoid
coming within reach of the elemenal, as the creamure does not
recognize her as an ally.

# Water Elemental, Large: hp &7; Monster Manual B4,

Tactics: The water elemental prefers to fight from the cis-
tern. Any PC standing within 10 feer of the cistern whe is struck
by the elemental’s slam attack must succeed at a Balance check
(DC 5 plus damage suffered) or be drageed Into the warer.

The elemental does not attack until someone comes within 10
feet of the cistern. Unce prevoked, though, it pursues intrud-
ars anywhere in the dungeon for at least 5 rounds. Inany case,
the clemental cannot go more than 180 feet from the body of
water where it was summoned (the cistern) and returns there
as soon as it can. Il veduced 1o Fewer than 1o hp, the elemen-
1al rerrears 1o the bormom of the cisrern, hoping 1o be lefr alone.

13. Cell.

The door 1o this small room is ajar and sports a broken lock
and a small, shuttered window, presumably 1o-allow 1hose
within to look our or those outside to peer In. The room-con-
tains a wooden pallet, the remains of a wool blanket, and an

empty clay jar.

This small cell, now empty, waa used by Yeneig to hold cap-
fivas, Many crude writings scraped on the wall testify o the
presence of many hapless prisoners i the past. If vou like, vou
can pur a clue relared 1o the campaign among the otherwise
meaningless graffin.

14. Lamia’s Den.

The door ta this room Is half-open-and was wvisibly forced.
The smell of a savage beast permeates the alr inside. A plle
of srraw covered hy filthy, poorly ranned deerskins rests n
the northwest corner of the room, filling nearly half’ of the
available space, An opened wooden crate in the east part of
the room contains a heap of bare humanoid skulls.

Qleir -made her lair in this room. The skulls in the crate
belong 1o a dozen humanz and humanoids killed by the famia
(no bughear skulls, thaugh).

Treasure: A Search check (DC 15) raveals a lsather sack
under Gleir's bed that holds her valuables, mostly stolen from
alain victims: two 1-foot-tall silver statuettes of the god
Heironeous (worth 10 gp each), a platinum cup (zoo gp), a sil-
vered punching dagger (1o gp). the golden hilt of a broken
longsward {go gp), a pouch containing 75 gp, and an arcane
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scroll with, five spells cast ar 6th level (color spray, obscure
afyierr, protection from chaos, Tasha's hideous faughrer,
Tenser's foating disk). The silvered punching dagger is a gift
from Jainos Tyskie to Gleir.

The Bucezar Lair (Areas [5-20)

This natural cavern complex was incomplere a0 the time of
Yenelg's deparfure and remained an Irregular srructure of
partly natural and partly hewn stone. The bughears occupied
it without making many changes, with. the exception of a new
tunnel from area 19 to area zo. In the constructed portion of
the cavern, the ceiling height varies from 7-g feet.

15. Entrance.

Beyond the 7-fooi-wide mouth of a natural cavern, almost
complately coverad by camouflage nets made of vegetable
fibers, a roughly hewn passage slopes down into darknesa, A
small niche next to the entrance is furnished with a single
stone block that serves as a crude srool.

Camouflage nets cover the entrance, affording fotal con-
cealment (50% miss chance). The passage beyond slopes down
for 3o feet toward the core of the bugbear lalr. Any bugbear
attacked ar home fights fisrcely, calling upon the help of his
brethren o repel the invaders.

Crearure (EL 2): A bugbear senry waiches the entrance
from a niche near the entrance, siffing on a block of srone
taken from the tower walls, Even with the cameoutlage nets
draped over the cave mouth, emall holes allow the sentry to
look out in the immediate vicinity. The bughear seniry, who
lives in area 1g, wears a crudely fashioned breastplare over his
leather armor (ireat as studded learher),

# Bugbear: hp 15, Monster Manual 27. The bughear car-
ries a wooden signal horn as well as three javelins tipped with
Blistermusk poison [DC 15; initial o, secondary 1dg Dex plus
1ds Con),

Taceties: If the sentry spots the PCs and the tribe wasn't
already aware of the party's presence, he silently aleris the
rest of the bugbears. If the PCs derecr the sentry and arrack,
he blows his signal horn before falling back inta the lair.

16, Common Room.

A thin ray of light penstrates this circular, 15-foor-tall cave
through a hole in the smoke-blackened ceiling. A fireplace
dominares the middle of the flaor, raised on a round pedestal
of neatly squared stones. A heap of similar blocks, once part
of the fower structure, have been used to build a plain
throne against the western wall, Thirteen lesser seats, cach
a single stone, circle the fireplace, where an elaborate sys-
tem of metal grills and spil supporis has been set up, CGrude
portery, mosthy dirty, Is scarmered everywhere. The room
smells of soof, spices, and rancid meat.

The stone bed of the fireplace is littered with ash, charred
wood shards, and fragments of bone. A Spor check (DC 10)
reveals a human skull in the mess, Many gnawed animal and
human bones, siripped bare of flesh, can be found on the floor,
The larest big feast, with Corlag's companions as the main
course, was less than a week ago. A half-empty bowl of some



Foul-tasting green sauce on the brink of the fireplace is the
main source of the spicy scent.

Creatures (EL 4 For Wurzokk): When not resting in area ig,
hunting, or working in area 2o, Wurzokk sits on the throne,
tormenting the female bugbears with orders and rebukes. If
the PCs reach this area withour alerting the enfire tribe,
Wurzokk shouts for aid as soon as trouble appears. Any female
bughears present refreat to area 18,

See “The Tower Co-ownership” sidebar for Wurzekk's sro
tistics and information,

17, Fantry.

Ihis small cave contains many clay vases and containers
arranged on crude shelves. The smell of spices and rancid
meat is very strong here.

The foodstuffs stored here are mostly comprised of heav-
ily spiced deer meat, dried mushrooms, chesmurs, and herbs.
A large, corked glass jar holds a gallon of very strong (but oth-
erwise potable} walnut liguor, The room also confains a scora
of full watersking. Four B-Foot-long, greasy steol cooking spits
lean against the wall opposite the entrance.

1. Females® Dormitary.

[his cave is occupied by a half dozen crude beds made of
leaves: and animal skins. A peorly rendered, s-foot-fall
wooden statue of a bugbear armed with a morningstar
stands atop @ carved stone near the enfrance.

This room is similar 1o area 1g, although smaller with just
six bads. A successful Knowledge (religion) check (DC 15) can
tell a PC that the statue represents Hruggek, the bugbear god.
The wooden statue weighs 15 pounds and could make & nice
souvenir, but it is otherwise worthless.

Creatures (EL 3k The six lemale bugbears—concubines and
servants 1o the males—share this room, leaving the lair only
accasionally 1o bring water from the nearby stream or to idle
outdeors.

4 Female Bugbears {(6): hp n each; Monster Manual 27,
Mote that these bugbears are unarmored {AC 14} and wield
only handaxes (+q meles, wWhrz damage),

Tactics: IF the bugbears have prepared an ambush In the
tower grounds, the females wait in ares 15 for the outcome,
ready to escape info the forest If things go awry, The females
fight only If cornered and threatened by the PCs.

Development: There are no young in this lair, since all bug-
bear young are born and raised in the safety of the nearby
il llovated w miles southwest of Yensig's rower),

15. Males’ Dormitory.

Eleven beds of straw and animal skins are arranged against
the wall of this cave. Hunting trophies and filthy furs cover
svery wall. The bed in the northernmost part of the room
looks bigger and is covered with the pelt of a dire bear.

Ihis is where Wurzokk and the male bugbears sleep. The
dirs bear pelt on the leader’s bed, though overridden by lice,
is worth 200 gp if cleanad. A wooden chest, neither locked nor
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trapped, is hidden under the straw of the largest bed. It con-
taing the Treasure.

Creatures (EL varies, see Encounter Level Chart at the end
of module): Eleven male bugbears, including Wurzokk, sleep
here, The humanoids who are not hunting. keeping watch in the
farest, or laying in ambush outside—usually five—are likely 1o
idle in the dormitory or somewhere else in the |air.

% Mole Bugbears [1o): hp 15 each; Monster Manual a7,
Each male carrics a signal horn in addition to his normal gear,
wears a crude metal breastplate over his leather armor {treat
as studded leather), and carries a longbow and ifteen armows
Tipped with Blistermusk poison.

Tactics: IF the bughears are unaware of the PCs presence
and haven't set up an ambush in the courtyard, the non-sen-
try males wil be present in this room. If caught by surprise,
they fight to the death to allow the females fime to escape.

Treasure: Inside the chest, FCs can find three brown-green
garnets [1zo gp each), two rubles (500 gp each), 410 gp, 730
sp, A clay hottle containing Alistermusk poison oil (fwenty-five
doses), and plenty of nonmagical hunting and adventuring
paraphernalia (mostly raken from Corfag’s companions and
wvictims from Shapic). Wurzokk keeps the gems with him if he
Feels threatened {for instance, if the PCs' presence has been
detected), I the lemalss gather in area s for an escape pend-
ing an unfavorable ourcome 1o the ambush, they take and
divide among themselves all the gold in Wurzekk's chest.

20, Armory,

This room serves as an armory. A wooden rack cluttersd
with weapons and pieces of armor spans the north wall. In
the snuthwest corner are some arfisan’s tools and a small
anwil. A rusty iron door with & small, barred window blocks
a passage leading west,

All told, the bugbears have v ill-fitting metal breastplates
{ireal as studded leather armor), 1 mormingstars. n longbows
{some stolen from slain hunrers), 8 handaxes, 35 javeling, and
140 arrows. Most of the listed weapons are in the hands of the
bugbears at all times, but the males don the crude breastplates
only when expecting a big fight, The weapons of Corlag's
three ill-Fated companions—two short swords and a battleaxe—
lie against the south wall. PCs can also spot the remains of wo
sults of leather armor thar were torn o pleces to supply the
bughears with spare material, The tools are used by Wurzokk
te produce arrowheads and repair broken or damaged gear.

This room used to be Yenejgs treasury. The iren door in
the west wall is completely blocked by rust, and its key was lost
decades ago. A small, barred window without a shutter allows
characiers 10 peep through 1o the orher side. Once in a while,
Wurzokk and Gleir meer on the opposite sides of the door 1o
rénew their pact of mutual tolerance. Six months ago, the
lamia fried unsuccessfully to charm Wurzokk. To placate the
bugbear’s rage and avoid retaliation from the tribe, Gleir had
te surrender the three garnet gems described in area 1g.

& Rusty Iron Door, Blocked: 2 in. thick; Hardness g, hp 18;
Break (DC 26).

Secret Cavern (Areas 2]-25)

Once the PCs have activated and used the felsportation room
correctly (see area 10), they arrive in a similar underground
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chamber far beneath Yenejg's tower complex (area 21). The
place is fotally dark and vary dank, but the air is fairly tresh,
due to many natural asration ducts.

The seccret cavern is situated about four miles northwest of
Yeneis's tower complex, beneath a low hill in Tarwood (see the
“Morthern Tarwood” mapl. Inside the secret cavern, thanks 1o
stonecunning, a dwarf PC can esrimare the depth ta he ahout
200 feet below the surface, but the overall altitude is almost
the same of Yenejg's tower. Since many locations in the secret
cavern are on different levels, their relative heights in fect
hawe heen marked on the "Secret Cavern” map.

The features of areas 2rez are raller ordingry and ideni-
cal to those of the lecales under ‘enejg's tower {areas f-14).
The natural caves found by Yenejg—one huge and two smaller
ones (areas 23-25)—are natural limestone structures.

21, Teleportation Room, Secrat Cavern.

This vutagonal chamber looks Identical to the one In the
tower dungean. The carridar to the sast, however, ohviously
leads to 3 different place, and the air s humid.

This room is exactly as arca 10, with the pewter post in the
center and the six brass levers on the walls. Teleportfed heroes
arrive in the same relative position they deparied from, with
the chamber “swirched off” and inacrive. The same halds rue
for Yenejg's medallion, which marerializes atop the pewter post
in the middle of the room. At this point, you have two options:

+ The pewter post is in place. The PCs can thus activate the
room and go back to Yenejg's tower immediarely if they want.

« The pewter post is missing. When the PCs arrive in the
deslination chamber, Yeneiz's medallion mareriallzes In mid-alr,
falling in the empry depression where the hase aof the pewrer
post should be with an ominous clang. The PCs should imme-
diately realize that using the room without one of its compo-
nents is impossible, and that they have a big problem. IF only
one PC mried o use the releportation room, consider this
option carefully, as the PC would lind hersell alone in a dan-
Ferous situation.

If the pewter past has heen removed, it can now be found
in-area 25, [he post was taken away by a group of subtaer-
ranean adventurers about ten years ago (see below).

When they eppear in thiz chamber via releportation from
area 10, the PCs detect a sudden increase in humidity and hear
waler dripping and flowing ro the east,

g2, Fallen Guardian.

This room contains rocky fragments of a shattered statue, A
low pedestal sits-in the middle of the Floor, but it looks like
the statue did not Fall from it. Rather, (he statue shattered
near a 10-foor-wide passage thar opens in the east wall.

Like the zombie soldiers in area 7, another guardian craated
by Yenejd Togan was defeated in this chamber well bafore the
arrival of the PCa. In fact, 8 group of adventurers came to the
secret cavern ten years ago, magically digging their way to
area 25 [rom some part of 1he Underdark. The race of these
subterranean herees or villaing is up to you: dark elves, deep
dwarves, derra. duergar, or swirfneblin are all possible
cheices. Close examination of the fragments reveals that the

'.'.-m]'.:'t.i" ctober soul

[HE TOWER (O-OWTERSHIP

Ar the time of the adventure, Yenejg's tower and the dungeon
beneath is occupied by three groups that live in separate
areas: Toadstool; the fiendish caretaker (areas 1-5). Gleir the
lamia (areas 6G-14), and the bughesrs led by Wurzokk (areas
15-21). Inv addivion, the sorcerer Jainos Tyskie is encamped in
area g, bvaryone fiving in the complex fears and dislikes their
respectiva neighbors. Wurzokk somefimes ponders the idea of
killing and robbing the badly outnumbersd caretaker and lamia,
but he and his warriors have been lightened by 1he powers of
their potential victims, especially the warer elemental In area 12
and the cone of frost rap abave: the tower enfrance.

The Caretaker {EL 7); Yeneis Togan found Toadstool, the care-
taker, In a dungeon Infested by demons: a crossbred child
abandoned by a loathsome outsider. The wizard raised the child
as his personal servani, reaching him obedience and some
basic skills: Toadstool was Iefr by Yeneig to take care of his
tower when he moved to town as its new ruler. The half-fiend,
who has not-seen Yenejg for seven decades, suspécts that his
master is dead but alse thinks that death is not such a sure
thing for a powerful wizard. Toadstoal, in spite of his ancestry
and long service 1o-a master of 1he arcane arts, is dim-witted
and unable to use the ryplcal spell-like abllires of a half-fiend.
Toadstools fiendish features include oversized eyes and sars,
webbed hands, a wide mouth filled with sharklike teeth, and an
unnaturally pale complexion. He wears simple peasant clothes
and a pair of strange pointed shoes. Toadstool has red marks
all ever his exposed skin, making him seem like the victim of
some disease. The stains are actually a lattice of enchanted tat-
tons, trawn by Yenejg, that give Toadstool additional capabili-
ties (see below). The tattoos radiate Transmutation magic.

# Toadstool, Male Half-fiend/Half-human Comz: CR =
Medium-size Qutsider (Evil, Chantic); HD 7dg+14; hp 2g; it +2
{Dexl; Spd 30 fr; AC 13 [+2 Dex, +i natural, Atk +7 meles
{1d6+3, bite) and +3 [x2] melee (1dg+1, claws): SA Fury, big jaws:
30 blink, fiendish resistances, darkvislon Go fr.; AL CE; SV Fort
+4, et 44, Will £o; 5 17, Dex 15, Conig.nt 7, Wis 6, Cha 8.

Skills: Climb «g, Craft (carpentry) +2, Craft (painting) +a,
Craft [stonemasanty)+3, Jump 8, Listen 18, Tumble +5, Spot
;4. ;’e&rs.' Alertness, Blind-Fight, Mulriatrack, Weapon Focus
bite),

Foszessions: Peasant's ourfi, ufiling knife (not used In com=
bar), steel ring wirh four keys (for all the lncks in areas 1-g).

SA—Fury (Su) Thank to his magic tattoos, Toadstosl can
rage as a 7th-level barbarian. In thic state, the half-fiand has

43 hp AC 15 Fort 18; Will 12; Atk +8 meles (d8+5, bite) and
+5 melee (idg+2 (2], claws); Str 21, Con 1g. Toadstool has a
perfect contral over this supernalural ability and can use it just
to scare off ‘nosy parkers.”

SA=Big Jaws (Sul: When Toadstool rages in combat, his
mouth enlarges dramatically, increasing the die type for the
half-fiend’s bite damage. The bite of a raging Toadstool deals
1d8+ 5 points of damage.

SO—Flink (Suk When raging, Teadstoolis under e effecl
of a biink spell for the duration of his frenzy (see the Plaver’s
Handbook, page 180, for demails on the flink spetl).

SO=Flendish Resistances (Ex) Toadstool is immune fo poi-
son of .any kind, and has acid, cold, electricity, and fire resist-
ance 20,
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The Bugbear Leader (EL 4): Wurzokk is the leader of a small
group of bugbear hunters—a detachment of @ much larger
tribe living nearby. He is a burly, middle-aged bughear with
very dark fur and the point of an ear neatly slashed off.
Besides his cormbat skills, Wurzokk s a capable artisan among
his people. The bughears have been living in Tarwood for four
decades, and the voung Wurzokk occupied fhe cave under
Yanejg's tower shortly after the ryrant was slain, After zettling
the caverns larcas 15-20), Wurzokk and his bugbears explored
part of the dungeon beneath the tower (areas B-14) but were
driven oul by the water elemental guarding he cistern larea
i2). ‘Wurzokk was also frighrened by the supernarural fury of
Toadstonl, whom he avoids carefully. When Gleir arrived,
Wurzokk allowed her to lair in the vacant part of the dungeon,
hoping that she would leave as soon as possible,

# Wurzokk, Male Bughear Exp3: CR 4 Medium-size
Goblinoid (7 Fr. tall;, HD 3d8+3 (busbear) plus 3d6+3 (Exp); hp
ao; Inft +1 (Dex) Spd 3o fr; AC 18 (41 Dex, +3 narural, +2
leather) ar AC 17 (41 Dex, +3 natural, +2 leather, +1.cride
breastplate): Atk +7 melee (1d8+2, morningstar) or +5 ranged
{1dB/erit w3 and poison, longbow, or 1d6 and poison, javelink
80 darkvision Bo ft;; AL CE; SV Fort +3, Ref +5, Will +4; Str
iff; D 13, Con g, Int 1, Wis 1o, Cha 2

Skiffs: Alchemy +3. Climb +6, Crafl (blacksmithing] +3,
Crafr (howmaking) +4. Crafr (rapmaking) +5, Hide +5, Listen
+6, Move Silently +7. Spot +3, Wilderness Lare +4. Feafs
Fower Attack, Track.

Passessions: Morningstar, longhow lwith 15 arrowsh or 3
javeling, leather armor, crude breastplate (stored in area 2o
bur worn during barife), camouflage. ner (folded or worn),
trumpet horn. The tips of Wurzokk's arrows and javeling are
dipper! in Blisrermusk peison (DC 15: mirial 0, secondary idg
Dax plus 1ds Conk

The Lamia (EL '6): Gleir, a wandering lamia, tock refugs in
Tarwood about one year ago. After a long “career” as a slayer
of unwary travelers and incautious adventurers. in @ distant
land, Gleir was hunted down by a group of derermined heroes
who loated and destroved: her laits The. lamia barely escapad
with her life, and she decided to. move to a place Far away to
ayoid any additional pursuit. Upon her arrival in Tarweed, the
lamia settled in a vacant part of the dungeon beneath Yenelg's
tower. Exploring her new home, with a figment of herself wel
ahead as a precaurion, Glelr discoverad the deadly ‘elemental
in-area 12. Needles 1o say, the lamia decided thar the cistarn
was an ideal way to dispatch unwanted Intruders, not o men-
tion a fine home sacurity system.

Gleir i3 an ordinary member of her race: Her humanlike
torso is: that of & beautitul) savage givl with long, chestnut
brown hair and green eves. Her beastly lower body. s thar of
a maountain lion:

# Gleir, Lamia: CR 6, Medium-size Magical Beast; HD
gdio+g; hp 58; Init +2 (DexJ; Spd Bo ft; AC 17 (+2 Dex, +5
naturall Atk +n/46 meles (idg, dazger) or v melee i perma-
nent Wisdom drain, touch), SA spell abilitizs; wisdom drain; 5Q
low-light vision, darkvision Go F1; AL CE, Y Forl +7; Rel +8,
Will +7; Str 10, Dex 15, Con 12, Int 13, Wis 15, Cha 12.

Skills: Bluff +13, Goncentration -+, Hide +14, faars: Dodge,
Iran Will, Mobility, Weapon Finesse (dagger),

Fossessions: Fotion of cure light wounds, potion of fire
breath; dagger, golden armband {70 gpl.

SA-Spell-iike Abilities (Sp) Once a day, Gleir can use
charm persen, major mags, mirrer image, and sugcastion.
These:abilities are a3 the spells cast by a gth-level sorcerer
{save DC 1 + spell level),

SA-Wisdom Drain (Sul By making a successful touch
arrack, a lamia permanently draing 1 point of Wisdom: Lamias
try to use this power 2arly in an encounter to make foes more
susceptible fo charm parson and suggasrion,

The Sorcerer (EL 8): Jainos Tyskie, also known as the mer-
chanl Odals Alzots, arvived al Yenejg's lower jusl one monih
before Corlag's arrack on Kalier Goloda. The sorcerer was able
enough to avold confact with the bughears, and he simply
ignored Toadstool, heading directly for the telaportation room
in the dungeon {area 1o}, When Janos met Gleir, instead of
fighting her, he managed to calm her down with a false prom-
se of wictims and rreasure. Affer his deal with the lamia, the
sorcerer found a cozy secret room (area gl and camped
there, hoping 1o stay just lang snough fo refrieve Yenejg's
medallion and activate the teleportation room. Unforfunately
for him, Jaines's attempt to steal Yenejg's medallion has Failed,
as has his scarch for an alternate route to the seercr cavern.
Things became more complicated with the arrival of Corlag
and the lamiz’s decision (o send him back 1o kill Kaler fo
demonsrrare her vengeful cunning: Moreover, Gleir is losing
her patience, and cohabitation with her is gefting more and
more uneasy and dangerous for Jainos.

Jainos is a lean human of average hetgh’r in his early thir-
tles, He has long black hair and sky-blue eyes, As Jainos
Tyskie, the sorcerer, he dons dark gray clothing, a cloak of
elvenking. a pair of bracers of armor, and wears his hair loose
on the shoulders: As Odals Alzora; the merchant, he wears
rich, colorful clothing and an expensiva hat. He'is a charming
Fellow, although he is frustrated by his-inability to recover his
ancestor's ring: this has cast & dark shadow on his otherwizo
sparkling personality.

& Jainos Tyskie, Male Human Sor8: CR 8: Medium-size
Humanoid (5 fr. 10 in. 1all); HD 8d4+i6; hp 35: Init +1 (Dex);
Spd-go ff AG 15 (+1 Dex, g bracers of armor) on AC 16
lsame as above, with Dodge Feat); Atk +5 melee ldg/erit x5,
masterwark punching dagger) or 16 ranged (d8/crit 1g-20,
masterwork light crosshow) AL CN; SV Fort +4, Ref +5, Will
+0; 3ir 1o, Dex 13, Con 14, Int 13, Wis 11, Cha (6.

Skilfs: Bluff +6, Concentratlon +8, Diplomacy +6, Disgulse
+4, Knowledge (arcana) +6; Knowledge (the planes) +7, Listen
+2, Sense Motive +3, Spellcraft +5. Fears: Combat Casting,
Dodge, Lightning Reflexes, Skill Focus (Knowledge—the planes).

Spells Known (6/7/7/ 5/ 3; base save DC = 13 + spell level):
o—arcane marh, dancing lights, defect magic, disrupt undead,
fiare. fishe ray-of fros, read magte: 1si=hold porral ypno=
TS, messace, magic missile, mount; end-arcane lock. dark-
nass, levitate; ard—dispel maghc, fightning bolf: Ath—dimenstan
door,

Possessions: Cloak of elvenkind, 14 bracers of armor, wand
of shocking grasp (command word “zirphan,” 35 charzes left),
masterwork punching dagger, light crossbow with 1o bolrs;
traveler's outfit (worn when Jainos is himself), courtier’s out-
fir {worn when Jamos is posing as Odals Alzora), five gems
l200'gp each), pouch containing 13 pp and 25 gp.
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g-foot-tall statue represented a heavily armored warrior
armed with splked gauntlers (a stone golem). A PC wilh he
Track feat, or one succeeding in an Intelligence check (DG 15},
can daterming that the shattered construct fell on its back
toward the pedestal, and that the infruders probably came
from the east. A successful Search check (DC 10} allows the
PCs to find the remains of masterwork ranged weapons and
ammunition, The splinters are but traces of the magic weapons
used by the parly 1o desivoy the animaled statue, The exaci
nature of the weapons depends on whar race of crearures
aftacked the starue (for example, hand crosshow bolts for
drow, barbed javelins for troglodytes, and so on). A character
who makes a successful Knowledge check (DC 15) can identify
the interlopers’ race. The PC gets a +6 competence bonus if
she knows Undercommen. This clue can be used fo provide a
link 1o a subsequent adventures involving the Underdark, as
well as 1o give the players a ready explanation for the missing
pewter post in area 21. {See area 25 for further information.)

23, Limestone Cavern,

The passage ends al a polygonal stone platfiorm thal juls info
a huge limesrone cavern full of wer, shiny columns of rock;
toathy stalactites and sralagmires, and albino mushrooms and
moss. The cave is crossed diagonally, southwest to north-
east, by a three-arched stone bridge whose middle section
has collapsed. The bridge connected the southwest platform
with'a similar one on the:far side of the cave, where a cir-
cular stone door has been fixed 1o a8 masonry wall.

Almost perpendicular ta the bridge, a small siream. of
water crosses the middle of the cave, running south. The
stream is fed by three smaller rivulets to the north and die-
dppears through a small fissure at the extreme south end of
the cavern. The floor of the cave, located approximately 30
feer below the polygonal platforms, plunges to the south,
sloping gradually along the sides. The arched celling follows
the slope of the floor, mainfaining an average helght of 5o
feet along the course of the siream and hanging about 20
feat abova the bridge. '

Due to the clear, reflactive nature of the moist imestone, a
single torch near the center of the bridge can provide suffi-
cient lluminatlon 1o allow the PCs a decent view of the cave's
shape and size.

The central section of the bridde collapsed during the sams
sarthquake that truncared Yenejgs tower, To cross the 2o
foot-wide gap in the middle without magical means (such as a
e spell), the PCs must make a successful Jump check [DC 2q),
PCs faling from the bridge take 3d6 points of damage.
Alrernarively, they can climb down a nearby rocky wall and
climb up the one on the other side. The cave walls around
these sfructuras are lirfle more than stesp slopes, but thay are
slippery (Climb, DC 10).

Creature (EL 3): When the PCs walk on the floor of the
fimestone cavern 1o reach a significant passage or fissure in
the cave walls, they have a 1-In-4 chance of encountering a
single phantam fungus.

# Phantom Fungus: hp 30; Monster Manual 149.

Tactics: The phantom fungus remain motionless and invisi-
ble among the rocks until a PC wanders within reach, It then
attacks quickly and mindlessly until defeated or the PCis

dropped ta o hit points or fewer, |f the latter occurs, the phan-
tom [ungus Iries to the drag its victim 1o the edge of the room
before stopping 1o begin irs meal.

A large fissure in the northeast part of the cave leads to
area 24. A passage in the southwest leads to area as,

South of the cavern the stream runs through a -mile-long,
twisting natural tube that cannot be followed very easily. A
Small PC with darkvision and warer breathing can navigate the
flooded tunnel in 1 hour if she makes three successful Swim or
Escape Artist checks (DC ) over the course of the journey
to avoid obetacles.

Magic Portal: On the east platform, a 1o-foot-tall, sculpted
slab of white marble encloses a circular stone portal. The slab
bears the same image of Penfavasta inlaid on Yenejg's amulet,
oversized bul otherwise identical. The portal has no hinges and
looks as if it were simply fixed in the rock. The slab radiates
strong Abjuration magic and is incredibly thick and resilient.

® Magical Marble Portal: 10 in. thick; Hardnezs ac; hpgo;
SR 30; Break (DC 35)

Trap {EL sce below): If a PC touches the portal with Yensjg's
medallion (see “The Marilith's Disk" sidebar), the marble slab
glows and becomes an opague curtain of monochromatic light.
If lefr alone, the opalescent portal shimmers and wavers for a
minute before turning back fo marble. The curtain is like a sin-
gle layer of a prismatic wall spell, bur ife light is not strong
enough to blind onlookers. A different coler curtain appears
each time the portal is activated (in the following order: red,
orange, yellow, green, blue, indigo, violel) uniil each color has
been actlvated once. The sequence then “resers.”

Yenejg's medallion is impervious 1o any of the prismanc wall
effects of the portal. A single Spellcraft check (DC 28) identi-
fies the curtains for what they are, possibly suggesting the way
to negate them [(see the Players Handbook, page z3g. for
details). If the PCs wait for the “right” color fo come our, they
have g wide choice of spells 1o negare the porral, (Yenejg usu-
ally used magfe missie an the blue currain.]) When negared, the
color disappears for 3 minutes, leaving the passage open.
Once this fime has elapsed, the shimmering portal reappears
with the next color and lasts for a full minute before turning
1o solid marble again,

%" Prismatic Currain: CR varies; effects described in the
prismatic wall table on page 230 of the Plaver’s Handbook. For
XP purposes, the portal is considered to have an CR equal 10
the leval of the spell used to negate a curtain; for Instance, if
the PCs use a daplight spell to negate the Indige curtain, the
trap is considered CR 2 or 3 (dayfight is a end-level spell for
bards, sorcerers and wizards and a zrd-level spell for clerics).

24, Northern Grorro.

[This small grotta is almost completely encrusted by moss and
small fungi. The stream running through it springs from a
narrow crack on the north wall. The water pouring out from
ihe fissure forms a clear, z-foot-deep pool in the middle of
the cave.

A PC who carefully searches the pool or makes a success-
ful Spot check (DC 17} finds a large, 1=pound chunk of raw,
transparent quartz (of wvoleaniz origin). This preduct of an
anclent, distant eruption was carried here by the siream and
partially cleaned of its ashen crust.
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Treasure: A PC who succeeds ar an Appraise check (DC 14)
can determine that, if properly worked by a gemcufter, the
guartz chunk can become a huge, colorless rock crystal worth
1,500 gp. Refining the gem requires a successful Profession
{gemcutting) check (DC 26); failure produces a much less valu-
able resull (500 gpl

Development: The fissure on the north wall s impassable
even for Small creatures,

5. Southern Grotto,

The ceiling inside this cave is zo feet high. Here the rocky
formations are pariicularly bizarre, similar 10 elaborate
draperies and undularing currains. A g-foor-wide passage.
opens in the south wall.

If the pewter past was nat in area &, the PCs find it here,
oti the floor near the north wall of the cave. In the middle of
the uneven rocky floor, the PCs can
detect traces of an old camp made by the
same creatires who desmaoyed the stone
golem in area 22 (Search, DC 20): a bro-
ken clay cup, pieces of coal, dry fruit
shella. Unable to open the marble portal
in area 23, the subterranean adventurers
took the pewter post as their only
reward for defearing rhe consrucr. The
object, however, was tao heavy, and they
abandoned it just 2 short distance from
its original location, To recover the post,
the PCs must face the Creature, which
has crawled here from a crack in the
south funnel,

Creature (EL 10): A wandering roper
currently occupies the cave. The mon-
ster stands near the cave wall opposite
the pewter post it attacks as the PCs
inspect the object.

# Roper; hp 8s; Momsfer Manuals0.

Tacrics: The roper is positioned on the
ground amang several sfrangs rocky
outcroppings, so it receives its full +8
racial bonus to Hide checks due to the
rocky terrain (for a total of +18). It waits
until two or more PCs come within rangs
of its strands before attacking. Although
quite intelligent, this roper isn't interestad
in bargaining unless the FCs can provide
it with an alternate source of fresh meat.

Development: The passage leading south ends in a cave-in
after a faw yards. If you'd like, the tunnel could be used 1o
bring the PCs direcily 1o a section of the Underdark and
anorher adveniure,

Tue Hibbere Snrine (Areai 21-34)

Passing through the magical portal in area 23, the heroes enter
what was once Penfavasta’s home and Yenejg's hidden shrine.
The rooms and corridors are lined with green tiles shaped like
reptilian scales. Any lighi source moving along the unnels is
reflecred in such a way thar a soft, slimy glow glistens on the
tiles, giving the impression that the whole wall is undulating like

some colossal snake. Here the air Is drier, warmer, and sur-
prisingly freshened by a light, whirling breeze: this wind, how-
ever, carries a fainf, disturbing smell of mysterious incense,

All doors in this part of the dungeon are made of rein-
forced wood; unless otherwise noted, they are still perfectly
functional, have no lock, and open easily by lowering a brass
handle. The corridors are 1w feet hish,

26. Ominous Cylinder.

A thick central column supports the zo-foot-high ceiling of
this room. The column is an upright cylinder of iron, & fest
i diameter and covered by iw-inches-long spikes that jut
menacingly from Its surface.

The cylinder has a nasty ook, but if's immobile and harm-
lass, for Yensjg Togan died before enchanting it as a magical
trap. The cylinder sounds hollow, and the steel spikes can be
unscrewed (Sirength, DC z2). Through
a hole left by an unscrawed spike, the
PCs can see a nartower column of
solid granite complately encased by tha
irgn cylinder.

z7. Winged Demons,

This tall room sirerches. upward 8o
feer 1o its apex. Yol enter the room
at flsor laval, from the jo-fest-wide
passage in the middle of the wast
wall. On the other three walls, four
5-fest-wide archways open on the
top of truncated pilasiers gl various
heighrs. A 10-faor-1all band of differ-
ent tiles rune all around the base of
‘the chamber. The files bear the typi-
cal spiraling motif of elemental air.
Under each of the high passages, at
the base of the four pilasiers, the
band |s Interrupred by the painted,
majolica figure of an A-foot-tall,
winged demon, The four demons are
perfectly identical In appearance and
pose and look forward with a fixed,
hateful glare.

See the adjacenr diagram for the
room’s structure, The demaonic statues
and the spiraling symbols painted on
the tiled floor radiate Conjuration magic when a defect magie
spell is cast. PCs who make a successful Knowledge (the
planes) check (DC 15) recognize the demons as vrocks. The
whirling breeze that blows in this part of the dungeon is a lit-
fle stronger here, as is the odor of exotic incensa. This room
is magically linked to the Elemental Plane of Air (the source of
the fresh air) and to the Abyss [the source of the disturbing
smell reminiscent of incense).

To reach the top of the truncated pilasters, the PCs must
miahe & very dillicull Climb check (DC 35) on the majolica tiles,
or use magic. The corridors beyond the high passages and the
corresponding sections of dungeon were bullt at different



heights {as noted on the “Secret Cavern” map). A locate object
spell used in this room to find Jainos Tyskie’s family ring
reveals the passage to the south fo be the right one. (The
information given by the sorcerer concerning the ring is suf-
ficient to use focate obfect successfully.)

Two rounds afrer one or more living creatures enter the
room, the eyes of the demon images glow with a red light, the
breeze and odor of incense grows stronger, and the sinister
presence of some creature—the vrock Typazkar- can be “Felt”
by anyone in the room, Once Typazkar is alerted to the arrival
of infruders, read or paraphrase he following:

The fixed eyes of the demons flare red and the stirring
bresze increases, bringing an aven stronger odor of incense,

Yenejg linked Typazkar's awareness o the majolica statues,
and the vrock can use them to scry on the chamber and its
veeupants. Two rounds afrer the statues’ eyes begin glowing.
a summon monsrer (X spell {cast by a izth-level caster) brings
Typazkar to the room. This spell can be activated once/day;
destroying all four statues negates the spell and pravents the
vrock from materializing, .

¥ Majolica Vrock Statues, Hollow (4): Hardness € hp 30;
SR 21, Break (DC zoj.

Creature (EL u): Typazkar does nor use its teleparhy o
contact the PCs, Instead, the vrock uses the 2 rounds before
its appearance fo acfivate its detect good and mirror image
spell-like abilities. On the third round, the vrock materializes at
the apex of the room, just below the ceiling,

# Typazkar (Vrockl hp 65 Monster Manwal 41,

Tactics: Typazkar charges with a sin-

gle claw arack. During
the fight, the wrock
does not use any
supernatural or
spell-like
abilities,
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preferring to make full-attack actions. The demon concen-
trates all five of its meloe attacks on a asingle target. Typazkar
also uses its extraordinary ability to release spores every 3
rounds as a lree action, The demon fights 1o the death, using
its detect good power to discern its preferred targets. If not
killed, Typazkar auromatically returns to the Abyss after 1z
rounds [when the summon monster IX spell duration expires).
Davelopment: Yenejg used levitate to traverse this room,
instructing the wrock to elevate anyone else with its refekite-
sis ability, PCs can use similar magic 1o navigare the room.

28, Ceiling Trap.

The corridor makes a sharp bend and ends at a wooden
door, A B-Inch-diameter, brass eight pointed star is fixed to
the middle of the door.

Trap (EL 3): Beyond the door, a 5-foor-square room houses
the bulky mechanism of 3 complex and deadly trap. When
someone opens or smashes down the door (Break DC 16}, a
matal bar on the other side falls on the floor, releasing a winch
connected to a hoist and set of steel chains thar hold up a sec-
tion of False ceiling over the passageway. The false ceiling con-
sists of three B-inch-thick, s—foot-square stabs of marble {each
weighing ahour one fon) that are linked to the chans with
screw pitons. When the false ceiling falls, any PCs standing in
the 5-foot by 15-foot space before the door suffers 6d6 points
of damage, or half damage if a Reflex save (DC 1g) suceeeds.
Disarming this trap is difficult, but PCs aware of the trap can
devise a methed fo aclivare il from a sale dislance,

=" Crushing Ceiling: CR 3; 6d6 points of damage; Reflex
saving throw (DC 19} halves; Search (DC 21); Disable Device
(DC 2g).

eg. ldol Trap. The corridor bends north and dead-ends after
zo feet. At the end of the hall stands a 3-foot-high cylindrical
plinth tupped by @ 3-foui-tall stone idol resem-
bling a crouching drerch with a gaping maw and
ganghy, outstretched claws.
Trap (EL 3): The demon idol radiates a
chaotic evil aura, and a
datect magic spell
reveals a moderare
Mecromantic aura.

Dun@ecn 1o
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If ane or more lawful or good infruders come within 2o feet
of the Idol, it shoots the black ray of an snarvation spell at the
nearest target, If the sculpture senaes neutral heroes only (or
PCs cbscured by undetectable alignment) the aura of black
energy just lingers on the idol as long as an intelligent creature
{Int 3+}s1ays wirthin range.

Touching or attacking the idal in any way triggers the ener-
vation effect (with a +6 circumstance bonus to hit), A PC who
casts detect magic and makes a Spellcraft check (DC 24) on
the aura identifies the enervation effect and can counterspell
ir. A successful dispel magic cast on the idel (DC 28} removes
the map. Reckless PCs can also arfempt 1o destroy the Idol
before it discharges is ray, but this is exiremely difficulr
(hardness &, hp 180, Break DC 35).

The trap cannof farget a PC who
moves out of sight. PCs |ust peering
around the bend have a good chance
of avoiding the trap and have up lo
go% cover. The Idol derecrs nearby
creatures and their alignments with a
magical blindsight and can project its
attack into the Ethereal Plane.

If hit; the target of the enarvation
ray suffers wdg negative levels (nho
savel. Afrer shooting the enervation
ray {or afrer the enervarion effecr is
dispelled or counterspelled), the idol
breaks into minute fragments.

+" Enervation Trap: CR 3 ray
attack (+6 ranged) for 1dq negative
levels damage (as enervation spell);
this trap cannot be disabled by normal
means.

30. Telekinetic Trap, Read or para-
phrase the following when the PCs
round the bend in the corridor:

Srtone blocks and heavy ceramic tiles
are scattered at the end of this
unfinished corridor. Suddenly, two
blocks and five files rise from the
floor and float in the air.

The floating blocks and tlles, which radiare Transmurarion
magic under the serufing of a datect magie spell, artack the
PCs as objects thrown with a felekinesis spell (gth-level
caster),

Trap {EL 4} The trap springs when one or more intelligent
creatures {Int 3+) come within 15 feet of the end of the cormi-
dor. Each projectile attacks a different target, chosen at ran-
dom among those possible, derecring nearhy creatures with a
magical blindsight. The five 25-pound tiles each deal 1d6 points
of damage, while the fwo 100-pound blocks deal 4d6 peints of
damage apiece. A PC who makes a successful Spellerafr check
(DC 20} can identify the refekinesis effect and can counterspell
it. A successful dispel magic cast on the end of the tunnel (DC
2ol removes the trap. The blocks and tiles can also be
desrrayed through brute force. Consider all projectiles to have
AC 10. The tiles have 15 hit points each, and the blocks have
fo hit points.

10z september/october 2o

The trap strikes with a +4 bonus fo initiative, and it cannot
target a PC who moves out of sight. PCs just peering beyond
the corner from the sharp bend before the trap have a good
chance of avoiding it and recelve up to go% cover, depend-
ing on their actions. After making their ranged attacks (or
after a successful dispelling or counterspelling), the enchanted
blocks crumble to dust,

<" Talakinetic Projectiles {7): CR 4; +6 ranged, 4d6 (2) and
1dB (x5} peints of damage: this trap cannet be disabled by
normal means; hardness & hp 15 and Go,

3. The Mace. This chamber is one elaborare trap. Refer 1o the
adjacent diagram for the room's structure, and read or para-
phrase the following when the PCs approach the room:

A wooden stairway leads 10 feet up to
@ wooden door painted deep black.
The door Is adorned with the ressel-
lated: :mia,gﬁ ‘of & heavy mace, inlaid on
thie surface with milky whire pieces of
mother-of-pearl,

Treasure: If pried from the door, the
moller-of-pear] picces are worth a (ol
of 2o gp. The door Irself is stuck in irs
frame, and forcing it open [with a suc-
cessful DG 6 Strength check) activates
an insidious Trap.

Trap (EL 8); The door at the fop of
the stairs appears stuck, Forcing ir open
releases two hooks beneath the staircase
thatr prop up its upper end. The wooden
stairway swings down info a hidden space
below., Anyone on the steps Falls down a
chute into a 1o-fect-deep pit lined with
stee| spikes,

The room beyond is shaped like a 1all
sllo, with the floor 30 feer below the Top
of the stairway. The pyramidal ceiling |s
studded with large, metal bosses shaped
like gaping, fanged mouths. Each spike on
the floor corresponds to a particular
boss, Both the floor spikes and the
bosses above radiate Conjuration magic
when a derecr magfc spell is casr. when a spike draws blood
from a living creature in the room, the boss over it flashes and
triggers a summon monster M spell. Each spell summons a var-
gouille, which dives in the following round fo finish anyone
who has fallen into the frap.

<" Spiked Pir and Summoning Trap: CR 6 &d6 poinis of
falling damage, 1d3+1 splke attacks {+12 meles) for 1d6 polnts of
damage per successful hit; each hit summaons a vargaoullle (see
Creature below); Reflex saving throw (DU 22] negates; Search
(DT 25k Disable Davica (DC a7).

Creatures (EL included i the Trap): The vargouilles sum-
moned by the steal mouths on the ceiling disappear affer 10
rounds and cannot leave the room. While fighting on the bed
of splkes, a PC suffers a -2 penalry 1o amack rolls and a -4
penalry ta effective Dexterity, and moves at half speed.

A PO struck by a vargouills must succeed at Balance check
(DC 5 plus the damage suffered) or provoke an immediate



attack of oppartunity from one of the splkes. A maximum of
ten vargouilles can appear in the room in a single day.
# Vargouillas (up to 10k hp 5 each; Monster Manuaf 18z,

32. Gate Room.

This chamber has-a vaulred, 15-foor-1all ceilling supported by
5ix evenly spaced pillars. A recrangular altar has been raised
on & pedestal in the eastern half of the room, with an elab-
orata set of chains and shackles fixed on its top. Tha base of
the altar ia 4 feet wide and 8 feet long, docorated with inter-
woven carvings reprasenting chains, spikes, and blades. Oval
plares of gold, each with & staring eye engraved on ils sur=
fare, have been fixed in'the middle of each of the four sides
of the altar.

The center of the east wall features a 10-foet by 10-foot
false portal shaped rather like & horseshoe, The False portal
has a 1-foot-wide brass frame circumscribing a smooth slab
of whire marble. The frame is decorated with arcane symbols
and demonic faces. Red gems are set in the brass frame-ar
WATIOUS points.

Like the teleportation rooms {areas 1o and 21), the false por-
tal iz a device invented by Yanejg Togan. If a dimension door,
teleport, teleport without error, passwall or plane shift spell is
cast while touching the marble slab, instead of the normal
effact the caster causes a gate to open within the frame. An
analyze dweomer spell cast on the false portal reveals (fs
power, as does an Intelligence check (DC 17) made after using
raad magic on the frame's arcane symbols.

If you are net prepared for your PCs to deal with an extra-
planar gare, you can rule thar the porral works under prohibi-
tive conditions, such as the performing of foul sacrifices. The
acrivated gare radiates Transmuration and Conjuration magic.
A total of seventeen identical red garnets (worth 100 gp each)
are set inte the frame af varieus peints; they can be dislodged
with a short blade or sharp tool. If one of the garnets is
removed from the frame, the gate cannot be created.

The: top of the allar is smooth marble with four steel rings
near the corners where the shackles are fixed. The four gold
disks on the base weigh 5 pounds each and are warth a total
of 1,200 gp (Strength check, DC 23, to remaove). The altar radi-
ates Abjuration and Conjuration magic when a defect magie
spell is cast, a3 well as a strong lawful evil aura. Yenejg used
the altar during sacrificial rituals. To hold his screaming vic-
tims. the wizard bound a kyton within the alear, When the FCs
enter the room, the chaing rarle vigorously. Read or para-
phrase the following:

The steel chains on the altar rattle about as if shaken by an
Invisible force, A sparkling, green light appears in the eyes
of the disks arourid the altar-base. Then, you hear a guttural
voice from within: “Who goes there? Is it vou, untruthful
wizard? Where have you been? What abour your oath o
release me affer seven years of service? Do so af oncel” As
the voice achess in the room, vou see fwo chaln segments
rise from the altar like steel tentacles. With a serles of fright-
ening clicks, sach chain sprouts razor-edged barbs.

Yenejg summoned Ramzash, the kyron rrapped Inside the
altar, when he became ruler of the ciry. Yeneig made a pacr
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with the captured devil, vowing to release him afrer seven
years of willing service as torturer and guardian of this room,
Unfortunately for Hamzash, the wizard did not live long
enough to free him, and the kyton has remained inside his
prison ten times longer than was promised him. The kyton's
material body is hibernating Inside the altar base, which is hal=
low like & sarcophagus. From within the sarcophagus. however,
Ramzash can use his abiliry 1o animate chains, and he uses the
golden eyes to see, hear, and speak.

The kyton is furious about his situation, If the PCs answer
Ramzash’s questions in a truthful and logical way, explaining
what has happened to Yeneig Togan, the kyton asks them to
Free him from his prison., Ramezash does not know aboul other
rooms in the dungeon, and he is unwllling To say anything
about the sacrifices performed in the room during his firsr
three vears of captivity. He does know that light can break the
enchantment that keeps his material body in hibarnation, and
so he asks the PCa to remove the lid of the altar-sarcophagus.

DBreaking the altar base (hardness 8; hp 3o; SR 20) or tear-
ing off a golden eve-disk have the same effect of removing 1he
lid, as these actions creare a hole in the strucrure thar allows
a sliver of light inside. Ramzash hated his chaotic evil master
and is eager to refurn to his home plane; he swears that he will
depart immediately for the Nine Hells if the PCs free him from
his prison. If the PCs refuse te help, the kyton attacks them
with his chains, irying 1o keep them out of the room. On.ihe
other hand, if the PCs agree to his deal. Ramzash lets them
approach the altar. Removing the lid requires a successful
Strength check (DT a1). Inside the altar-sarcophagus, the FC
find the horrid kyton with eyes closed and his chain-shrouded
arms crossed over the chest. As soon a3 light falla upon hia
body, Ramzash's eves pop open and he laughs gleefully: "You
did ir, morrals! See you in the Nine Hells!” The lawful kyvion
keeps his word and disappears the following round in a cloud
of smoke.

Creature (EL s): While trapped in the altar, the body of
Ramzash is practically invulnerable and the PCs must fight his
two chains instead {hardness n; hp 13 each; SR 17). The chains
have a reach of 2o feer. Attacking a chain is like striking a
weapon and provokes an artack of opportunity from the kyion
{maximum of one per round). Thanks 1o the golden ayes on the
altar base, Ramzash is magically aware of his surroundings
within Bo feet, can see invisibility, and fights with no penalties
due to his condition. If both chains are broken, the trapped
kyton dies of shock with a horrible scream: His material body
crumbles to dust, and the green light in the golden eves goes
our. The PCs should be awarded Ramzash's full XF value If
they dafeat the chains, but anly half if they free the kyton
from his prison. {A destroyed devil is a better accomplishment
than one just sent back home).

4 Ramzash, Kyton: hp 45 (almost untouchable whils trappad
in the altark Monster Manwal 48,

Tactics: Ramzash targets spellcasters within reach of his
chaing first, hoping thar fighrers and their ilk will be foolish
enough to smash open the sarcophagus to reach him. If 2 PC
begins attacking the chains, he immediately changes his focus
to that person, not stopping until that foe is slain,

43, Anteroom. The east door is frapped (see Trap #1 below).
The frap Is riggered the Instant a living creature other than
Yenejg or Penfavasta crosses the doorway.

Dungecn
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Trap #1 (EL 7): A symbol of insanity has been inscribed on
the floor in the doorway. When the door is closed, the symbal
is obscured and requires a successful Search check (DU 43) to
notice; when the door is cpened, the symbol iz automatically
visible. The symbel looks like a stylized "Y."

When triggered, the symbof affects all creatures within Go
feet whose combined 1olal hil points do not exceed 150, The
symboi lasts untll i has affecred 150 hir points worth of crea-
tures, The effects of the symbol are identical to the insanity
spell (see Player’s Handbook, page 217),

+" Symbol of Insanity: CR 7; causes insanity (as the spell)
to all creatures within 6o feer whose total hit points do not
exceed 150; Will save (DC 22) negates; read magic with a suc-
cessful Spelicraft check (DG 1g) allows one 1o Identify the
effacrs of the symbol without discharging it; Search (DC g3);
Disable Devies (DC 3a).

Read or paraphrase the following when the PCs peer into
the chamber:

This room looks like a small study. An ornate desk srands
against the south wall, with a marching chair and a clay mash
can nearhy, A large frink sits in the northeast corner. The
clay mask of a grinning medusa hangs on the wall over the
trunk. An odd-looking padded armchair sits in the northwest
corner, and @ circular wool rug covers the center of the
floor. A heavy oak door is sef info the diagonal wall berween
the west and south walls.

This anteroom was used by Yenejd to rest and meditate
during his visits to Penfavasta, The diagonal passage leads
directly to what once was the marilith's apartment (area 34).

The clay trash can is empty.

THHG TOGAN'S PLANAR STLLABUS
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On rop of the desk rest three quills, a friple inkpot (contain-
ing the dried remains of black, red, and blue inks), a charcoal
pencil, and the items described under Treasure 1 below. The
desk has four drawers, all of which are locked; they contain
Treasure 42,

® Locked Wooden Drawers (g): 1 in. Ihick; Hardness 5; hp
5; Break (DC 14); Open Lock (DG 1g).

The large trunk againsr the east wall is made of oak planks
bound with iren and clesed with a big, rusty padleck. Insida is
Treasure 43 The clay medusa mask hanging over the trunk is
a mundang and harmieas object,

& Locked Large Trunk: 1 in. thick; Hardness 7; hp 18; Break
{DC 24); Open Lock (DC 23),

The wooden parrs of the padded armchair are carved o
resemble hordes of screaming drefches. The armchair radiates
Transmutation magic if a defect magic spell is cast, and it is dan-
gerous (see Trap #2 below) to anyone but its deceased owner.

Treasure #1: In addition to the less valuable items, PCs
searching the top of the desk find a sharpening knife made of
platinum and sliiver (40 gp), a golden candelabra shaped like a
five-headed hydra (250 gp), and two books bound in silver.

Une of the two fomes on the desk is a spellbook. The meral
binding of the book is locked (Open Lock, DC 30; Break DC 25)
and covered with demonic carvings, but it is not trapped, The
pages inside contain the following arcane spells: zrd—keen
edge, My, summon monster B vampiric fouch: gth—solld fog
contagion, polvmorph other; sth—lesser planar hinding, tefe-
pors; Bth—summon monster Vi control warer. The spells fill ga
of the 100 pages of the book,

The other book looks similar to the first, but it s a cryptic
diary of Yeneiz Togan's experiences in the outer planes, See
the “Yenejg Togan's Planar Syllabus” sidebar for details on this
magic tome,

Treasure #2: The desk drawers hold the following items:

Drawaer 1. This drawer confains a stack of blank parchment,
a fine brush made of fiendish boar bristles (5 gp), and a
wooden holy symbel of Pelor (taken from a slain adventurer),

Drawer 2. This drawer contfains a portable silver incense
burner (10 gp), a-small wooden box of seventeen tindermwigs,
and four recrangular blocks of green incense. The incense is
magical and has a smell similar to the ewotic odor thar par-
vades this part of the dungeon. If burned, it has the effect and
duration of a pefion of intelligence for every living being
within 1o feet.

Drawer 3. This drawer holds three identical, unlabeled crys-
tal wigls containing different liquids: a porfon af bull’s srrengrh,
a porion of cure serious wounds, and a pofion of gaseous
form, Breaking or forcing open the drawer {rather than pick-
ing the lock) has a 50% chance of shartering one of the vials
idetermined randomly).

Drawer 4. This drawer confains a gold-rimmed magnifying
glass (1zo gp), a pouch conlaining seven moonstones (50 gp
eachl, and a strange dagger. The dagger, made of soft pawter,
is magical. Its hlade is shaped like a forked tongue, and its hilt
Iooks like a grotesque reptilian demon with arms outstratched,
Although useless in combat, the dagger works as a brooch of
shiling for Its bearer. It can absorb 45 more points of magic
missie damage before melting,

Treasure #3: The trunk contains a folded green cloak, a
large bedroll, three woolen blankers, a leather bag containing
220 sp, and a hlack, 2-foot-long wooden stick with a silver fip,



The fip is shaped like a minute demon holding its right forefin-
ger before its mouth. The stick is a wand of siance with 22
charges remaining,

Trap 2 (EL g} If an intelligent creature {Int 3+) touches the
armchair, she must make a Fortitude save or ba turned into a
dretch by a pofemonh otfier spell. The rap works only once,
after which time the maglcal aura of the armchalr fades: away.
A successful oispel magic casr on the armchair removes the
trap (DL 18},

=" Polvmorphing Armchair: CR 5; turned to a dretch (see
Monster Manual for details) by a polymorph other spell;
Fortitude saving throw (DC 16) negates; this frap cannot be
detected or disabled by normal means.

34. Penfavasta’s Room. Read or paraphrase the following as
the PCs peer into the diagonal corridor leading to this room:

The door from the antercom opens Inte a diagonal corridor
ending at another door engraved witl-an eight-pointed star.
The scaly. inrerlocking tlles thar cover:the walls surround six
pamted murals depicting various harrible frends—three per
wall. A faint, amber light seeps through the crack under the
far door.

The murals depict the following demons: northwest wall—
succubus, vrock, hezrou; southeast wall—glabrezu, nalfeshnee,
balor. The murals are skilifully rendered but harmless.

When the PCs apen the unlocked door at the end of the
corridor, read or paraphrase the following:

You atand before a magnificent 25-foot-tall vaulted chamber
walled in fine marble.” The room s 30 feetr sguare with
smooth corners. Six slender pillars, sculpred like bumpy ree
trunks, are irregularly distributed abour the chamber. The
pillars blossom near the ceiling in a laffice of brass branchas
and leavas that cover almost the antire surface of the vault.
Seven glowing, sllver orbs fixed to the branches light the
chamber. The metal foliage is populated by small, alabaster
statues of monkeys and snakes. While and blue mosaics of
eight-polinted sfars of varlous sizes decorare the walls, par-
tially covered by orange curtains.

Mear the middle of the floor, multicolorsd rugs and lux-
urtous pillows surround a marble pool. An unmade double
bed, with blue sheets embroidered with thread of gold; rests
in the northwest corner. A marble dressing table with a large
mirror stands against the west wall, crammed with vials,
flagons, and caskers. Files of precious items and coins are
seattered an the floor, their shine only partially dimmed by
a layer of dust.

The gaudy furnishings and plain ostenfation of treasure
sugdest a weird cross berween the chamber of a spoiled
princess and the lair of a dragon,

The seven silver globes an the ceiling cannot be taken away
without exfinguishing the permanent fighf spells inside them.
Remaoving the globes requires a Climb chack {DC 15) to ascend
the pillars first. Each globe, engraved with a atylized flame
motif, is worth 5 gp.

Some of the small alabasier sculptures among the brass
branches are summoning devices similar 1o the demenic srar-
ues in area 27 and the bosses Inoarea 31 When the party
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enters the room, a PC who makes a successful Spor check (DC
18} notices that one of the alabaster monkeys has four arms as
well as a flickering, murderous glance in its eyes. Immediately
after, three four-armed alabaster monkeys trigger summon
monster Vspells within the room, summoning a rrie of fiendish
girgllons {see Creafures below),

The pool, 15 feer in diamarer, containg no water, and a layer
greenish dust has settled on the bottom, The dust is a harmless
cosmetic mixture, Near the pool, four ceramic bottles of var-
ious sizes and shapes hold exctic bath salts (total value 50 gp).

The mirror on the dressing table is magical. When the MCs
look into the mirror, they see a three-dimensional image of
Penfavasta caprured In Irs reflecring surface. Read or para-
phrase the following:

A threa-dimensional, still image of a marilith is reflected by
the mirror. The six-armed ‘demon, sitting on her coiled
spires, beholds her inhuman beauty with & friumphant
expression. Her face and arms are garishly made up with a
brighr red war ‘paint. On her upper bady, the demon wears
a:golden gem-encrusted pectaral, a dozen silver armbands,
and a precious headpiece. A morningstar, greataxa, and fri-
dent, now missing in the reality before the mirror, can be
seen resting against the edge of the table—in a chamber
where the pool is full of warer and everything else looks new
and shiny. Two other oblecrs—a four-poinied shuriken and a
hexagonal, crystalline prism—appear in the reflection near
the marilith’s elbows buf are nowhere fo be found on the real
dressing table,

The mirror radiates llusion magic and can take still, three-
dimensional piclures of whal is before il when an intelligen (Im
3+) creamure touches its surface. Presently, ir shows the last
image of Penfavasta before she used her fefeport without
error ability to join Yenejg Togan in his baftle against Falerjan.
The image does not change or move in any way unless a PC
touches the mirrar. In this case, the reflection blurs and fades
into blackness before reforming in a new image after a few
seconds, This time, Penfavasta and her weapons have disap-
peared, and the PCs see a "picture” of themselves in a dusty
room with an empty pool. If a PC tries to dislodge the mirror
from its marble frame, the latter shatters and loses its magical
abilities. The mirror's magic function con be turned off (an on
again) by touching the surface and spesking Penfavasta's
name as a command word. The mirror reflects images nor-
mally when Irs magic is furned off. You can use the “old” image
to drop in an important clue appropriate. to the campalgn,
Perhaps a key villain (a long-lived or undead one) paid a visit
to Penfavasta seven decades ago, or an artifact sought by the
PCs was among the marilith's treasures just before her death,
but now is missing.

Creatures {EL 8); Each summoned fiendish girsllon materi-
alizes within reach of a random PC. The summoned monsters
surprise thase PCs who did not notice one of the evil-looking
monkey sculptures hanging from the ceiling. The fiendish giral-
lons fight until destroyed or until 13 rounds had elapsed (at
which time the spell’s duration expires),

# Fiendish Girallons {3} CR 6; Large Oursider (Chaotic,
Evil; HD ydwo+14; hp sz 50, 49; Init +3 (Dex); Spd 40 fr.
climb 4o fi; AC 16 (-1 size, +3 Dex, +4 naturalk Atk +12 melee
(1d4+8 [x4], claws) and +7 melee (1d8+4, bite); Reach 10 ff; SA
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ERCOUNTER LEVEL (HART

Jume ELs in this adveniure are rated a linle lower due o the facr thar
the monsters are summoned by devices rather than encountered nor-
miafly. This hodds true for Typazkar (area 27], the vargouiltas (area g1,
Ramzash (area g2}, end the girallons (area 54). These creaturas prasent
an aasier challange for the PCs, a5 they are more vulnerable te dispeliing
and pratection spefls,

Summarized below are the Encounter Lewels (EL) for all the sncoun-
rers In “The Seventh Arm,”

Area Encounter Dascription EL
* & Corlag, Mala Half-alf Rogs 5
5 # Male Bughear Snipor z
** " Barbed Ner Trap z
b o« S1aked Fil Trup 3
kg <" Sraked Pendulum Trap 2
i & Mala Bughean Hunters (4] 5
1 # Toadatoal, Male Half-human/Half-fiend Camz 7
i # Ghast (1) 4
q & Jomes Tyskio, Male Human Sord i)
I # Gleir, Lamla ' ]
12 @ Large water Elemental (1) g
16 = Wurzokk. Male Bughear Expg 4
withv 1t Fermals Bughaars [noncombarants) +4
18 # Bugbear Females (6) 2
19 # Male Bugbears (5) g
with ‘Wurzokk +1
15 # Male Bugbears (g} a
with Wurzokk 2xt
23 % Phantarm Fungus (i) 3
" Prismatic Curtain
Rad 5
Orange 3
Yefbow L]
Green g
Blus 1
Indiga 24
Vieler 3
25 4 Roper 1) 1o
27 % Typazkar, Summoned Yrock I
20 " Crushime Ceiling 3
] =" Enervaron Trap ]
20 " Telekinetic Projectiles 4
o +" Spiked Pir &t Summaning Trap f
] & Rarmzash, Summened Kyren 5
55+ Symbol of Ingarity 7
=" Folymarphing Armchalr G
34 # Summoned Fiemdish Qirallons {23 il

* This encounter is nat keved to a specific loration
** These are random encounters,

rend, smite good; 30 damage reduction 5/+, cold and fire
resistance 10, SR 14, darkvision Bo ft., scent; AL CE; 8Y Fart +7,
Ref +8, Will +3; St 26, Dex 17, Con 14. Int 3. Wis 12, Cha 7.
Skills: Climb +18. Move Silently +8, Spot +7.
SA—Rend (Ex): If a fiendish girallon hits with two claw
attacks, it latches onto the oppenent's bedy and tears the tlesh,
This automatically deals an additional 2d4+12 points of damage.

SA-Smite Good (Su): Once per day, a fiendish girallon can
make a normal attack to deal 7 additional points of damage
against a good foe.

Tactics: The girallons arack with unmarched fury, using
their smite ability in the first round and attacking the nearest
rargets almost mindlessly until they, or their victims, are slain.

Treagure: This room holds many valuable frinkets and tro-
phies. On the dressing table, the PCs find the following items:

+ A collection of high quality make-up implements such as
brushes, nail files, combs, hairping, and so on, Many of thess
items are madé of gold and [vory inlaid with diminurive gems,
and have incredibly odd shapes and decorations, Penfavasta’s
"beauty case” is worth a total of 400 gp.

+ Five slender clay flagons containing perfumes, balms, and
cosmetic oils (total value 70 gpl.

» Three different glass vials containing off of timelessness,
a potion of Charisma, and unholy water respectively.

+ A silver palm hox (worth 15 gp) with a magically pre-
served lock of blonde hair (Penfavasta’s; it might be useful to
create a magic item) tied with a green ribbon.

+ A small wooden box containing a collection_ of rings
{worth a total of 100 gp). Before the Rule of the Seventh Arm
and Penfavasta's terrible series of murders, the rings belonged
to the leaders of the most Important families of the ciry. Amang
a toral of sixteen rings the PCs can find Jainos Tyskie's ring of
counferspelfs (currently contains a hold person spell, ses the
“Dealing with the Sorcerer” sidebar) and a ring of swimming,

+ A pouch centaining 1o gema of various types, worth 500
£p, 200 £p (x3), and 100 gp (=6} respectively.

o A caskel containing a silver necklace with thirry whire
pearls, worth 3,000 gp tatal.

The gold-embraidered blanket on the bed is worth 400 gp.
Ihe remaining treasure scattered abouf the room consists of
a vast number of coins of all types labout 100,000 ¢p, 30,000
ap, 1,500 gp, and 100 ppl, heaps of bangles and semiprecious
stones {assume a total of 2oo pieces worth 10 gp each), lesser
art objects (roral valus 2,500 gpl, siverware (1,500 gp), pre-
clous vases (foral value 1,000 gp, fine carpers (total value 500
gp), and many worthless playthings, Carting everything to the
teleportation room (area a1) requires some vigorous backs and
20 hours of work {assuming four workers), and bringing all the
furnishings back to Shapic could be a difficult job indeed.
Although the treasure amassed here is a remarkable portlon of
what was stolen by Yenelg, most of rhe wizard’s booty was
sacrificed to powerful demons and spirited away fo the Abyss.

(oncLuping the Apventure
If the PCs reach Penfavasta’s room and zather its treasure,
they might need some help carrying It our of Tarwood. Taken
lo the las| copper, in fact, all the riches In area 34 weigh no
less than three tons. To bring everything home, the FCs could
rafurn to Shapic and rent some mules or use their own mounts
as such. It the escaped bughears have come back to the tower
with considerable reinforcements, the PCs might be attacked
by the bugbears as they load their pack animals with lots of
tantalizing goods. The ambushing group, up 1u fifleen warriors,
might be led by the chieftain of the fribe (Wars) and include
an adepr (Adpa), Wurzakk (if still alive), or even a vengeful
Jainos Tyskie {if the PCs arfacked him).

It the PCs have given the bugbears a sound beating, the
inhabitants of Shapic warmly welcome them and Bria prepares



a feast in their honor. Piasem, the old ranger, is so pleased that
he offers his guiver of Chonna to an archer in the party for
just Boo gp lone third of marken price,

Onece back in the ciry, the herees are rewarded by Kalier
Goloda based on their accomplishments. The city treasurer
gives them jo00 gp for unraveling the mysteries of Yenejd's
tower and 1,000 gp if they have captured Jainos Tyskie, IF the
PCs make a gaudy enfrance in the town with a cart full of
riches, a mob of beggars surrounds the party asking for char-
Ity and tugging ar the cloaks of good heroes. Chevreg, the old
man by the statue of 51 Cuthbert, recognizes a silver bowl
[worth 20 gp) as his "grandfarher’s spittoon” and humbly asks
for it. Kalier Goleda, after endless handshakes and congratula-
tiona, thanks the PCa for bringing back what once belonged to
his fellow citizens and says that, according to the local law, half
of it must go to the heirs of the rightful owners (city aristo-
crars). How the reasurer enforces this legalized robbery is up
to you, but it's uniikely that Kalier will act on threats to “oust”
the heroes from the city it they do not "abide by its rules.” If
the heroes comply, the freasurer says that they should still pay
a 20% custom tax for bringing so much money and goods
inside the city walls. At this point, if the PCs show signs of hos-
ity er intolerance, Kaller drops the matter, dismissing the tax.
After relisving the herpes of half their loot, the city measurer
is willing to forgive even a PC who has stolen Yenejgd's medal-
lion from his custody. OF course, Kalier asks the PCs to return

PLaverir Hanbouts
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the marilith's disk to the city treasury, now that they have no
further use for it. After business, if everything goes well, Kalier
invires the PCs 1o drink a cup of wing in the city hall,

Regardiess of how evenrs unfold with The greedy Treasurer,
the town offers the PCs the opportunity to visit a large mar-
ket, where they can sell most of the precious objects found in
Penfavasta's aparfment at convenient prices. 0

firo Leati writes: i pursuing
gualifficarton 1o reach fiafian
ra foreigners and exploring
cenfral Europe whenaver |
find some colns in my
pocket instead of cobwebs.
o1 also trying fo fgure
put the secrer of writing
sticeessfuf narrarive
fext—in ftafian, of
course!” Ihis fs Titos
fourth appearance in the
magazing, after "Triaf of the
frag” (Issue #78), “Iriandel”
(Issue #83), and “The Shalm’s Dark
Song™ (lssie #87).
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LETTERS (continued from page 12)

Submitting *Maps of Mystery™ is as easy
as sending them in. Oe sure ro include a
copy of our Stenderd Disclosure Form
(which vou can downlpad fram aur weh-
sitel with your map submission. Digitally
rendered maps are preferable to hand-
drawn ones.

QUIT Of fRINT, QUT OF MIMD

| really disliked Issue #86. | can under-
stand why you printed the DRAGONLANCE
advaenture, but you gave poor guldelines
for adapting to a more "normal” cam-
paign. Worse sfill, vou gave it far too
many pages! If it only took up a few |
wouldn't mind so much.

Even worse was the Crusades adven-
ture ("Mysterious Ways")l |gnoring the
Fact that the adventure portrays the

True Cross as a weapon and an object of
political ambition, you took & totally use-
less campalgn serting and gave no guide-
lines an how to adapt itl And itf's near
impossible! My peint is this: IF wou're
going to use adventures from non-stan-
dard campaigns, then:
= Make sure it's a campaign that
sumebody actually likes (not the Friggin'
Crusades); and
» Make sure it's easy to adapt.
| am really sorry to have to wrire a
|letter of complaint to such a high quality
magazine, but | truly feel if's necessary.
Paul Teevan
via amail

Welfl Faul wou have some inferesting
concerns. It's not our habit fo print
adventurcs for out-of-print campajsn

Come Hither,
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Renstore.com

Ready to serve all of
your Renaissance
desires, from clothing
to weapons. Visit the
wehsite now or call
for a free catalog.
1-800-730-5464.
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you SAau cy Wench

seftings, but when you have such a fan-
tastic desiener as Tracy Hickman, nor 1o
menrian a fantastic adventure idea, its
hard to say no. That said, this is the First
complaint wa've had that the adventure
was tag hard to adapt 1o non DRAGONLANCD
sattings—the same for Thomas Harlan's
Pysterious Ways" In faci, most folks
S8am prery pleased wirh "TAmad of Tima”
(see the next letter for one example) and
how easy ft was to adiust, “Mysterious
Ways"is even easier: Try changing the
namecs of the fowns and the neme of the
artfifact. Presro!

PRAGONLANE STRIKES HOMIE

I've been purchasing Dunaeon Magazine
on and off over the past cight years, and
| must say that | have scen a steady
increase in the guality of the adventures,
It 15 also nice o see some of the ald wrir-
€75 Tern 1o creare new adventures. |
really enjoy sesing Krynn return. | hope
to see more DRAGONLANCE adventures in
issucs to come,

By the way, the art is gefting better.
The minotaur (lssue #80) looks awe-
some—aong of the hast yer

Travis Hoowvestal
Fradericksburg, VA

THle AN THAT

Ron Wroczynskl's emall requesting the
inclusion of star biocks is primarily why |
am writing. | understand and agree with
your space concerns, but the adventures

. are much casicr to run with the atat block

close at hand for immediare reference,
The game's Mow is sometimes difficulr 1o
maintain, and having fo stop and flip
pages makes it that much harder. My pro-
posal is to have a downloadable star bleck
appendix similar to those in the back of
the Forge of Fury and Sunless Citadel
adventures., Pur these .pdl appendix
pages for each adventure ar the Dunvetow
website along with the downloadable
maps. Referees can print these out and
mark them up or highlight them as neces-
sary, saving the page flipping for special
ahilities or more complicated issues.

Also, withoul going into s of long
winded derall, here are my opinions on
some other issues that have been men-
tioned in the Forums:

Lavaiz: | like low- or mid-level mod-
ules, | ean medify mid-level modules up
or down to suit my player's needs. | dis-
ke ot high=level adventures,
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Seexmic Our-or-Privr TirLes?
Neen ™HE New Stuer TooT

D&DE Ino Entrion
d20
ADEDE v Eormow
ADED® 157 Eormow
Basie DEDR

Mo computer? Welbs fos current price st

540 Morth Lapeer Roud, Sulte 255
Orlon Townahip, M1 43362

Takens: Great. These are very useful.
Maybe dungeon files also?

fold-out maps and inserts: Great, espe-
clalty at a scale for miniatures.

Art:The art has been mostly great. |
would like some black and white art, how-
avar. Small black and white skefches maka
reading the adventure mere readable, and
| can copy them for playver handouts.

Joe Advernures:| don'l like them, Go
online and play a MUD or £verguesr,

CC in this issue:| loved it | also would
net mind having the tokens, cut-out build-
ingts, or miniature-scale dungeon tiles on
an extra goodie CO.

Kevin Chenevert
Mew Orleans, LA

. Stat blocks in the new editian are so com-

plate, it really bolls down to this: Would
you rather have the information you con
find /n wour three core books printed
again i Duvaeon and lose one advenfure
per Issue, or would you rarher have rhe
axtra aovenrure and do some paga flip-
ping? Beflave me, the star blocks add that
much space.

Dracon Magazine has published soveral
dunigeon tiles in recent issues, Lxpect fo see
more of these beginning with the January
2002 Eswe. £
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Come check out NERQ! We are the premier Live Action Role
Playing organization in the United States today. In Live Action
ole Pla i"ﬂ' you become the character of your fantasies,
the u used to desecribe as
ur gaming table. Instead of dice, y
character has earned as well ag the skills the pluzar brings To
the game. Your imagination has found o

NERO has 34 chapters across the United States
and Canada. Chances are, there is one near your

homel For more information on NERO, or the
locations of our chapters, check out our website at:

www.nerolarp.com
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MONSTER TOKENS—SET #3 Dungeon

Sometimes it is easier to play out DEAD battles using miniatures on a battle mar. If you do not collect miniatures; you can use these
tokens to ropresent monsters. All of the monsters below are from adventures appearing in lssues #87-88. To use, cut carcfully
along the dotted lines, When a monster is slain, flip over the token, Color photecopy this page to make multiple monsters of the
same type. Permission is granted 1o photocopy these monster fokens for home game use only.
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