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Atthe heart of a tragic western

kingeam is starcrossed Tstivin,
a ety haunted by demonic packs, ,'Jgn
devieus dark elves, ard worse. A

complete urban dark fantisy mini-
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Jarmes Ryman just keeps getting betrer
anel better, Dowerow's favorite paladin
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PLAYER REWARDS!
Take advantage of the RPGA'S Pravin
REwak s progra by scoring points
with the adventures frimn this issue of
DLIHLEUN! Ezu:’]l adven fure i5 worlli-
2 DED Fl.i\-tr Rewards p{:-mts and
remams at five untl 130,05, Dirap by

‘. i L T T

wwwLrpga.comm for more details, and

uze the following adventure cndeq
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Us been a menth sinee we sent the

firial Shackled City Adveniture Path

installimenl bo press, and 1 miss it
already. Dot get me wrong. | love stand-
alone adventures like thiz issue's “Fallen
Angel” and some of my most mema-
rable roleplaving experiences came from
the geod old days: when TSR was crank-
ing out clizsic modules like Agairst the
Cialt of the Repiile God and Hidden Shrine
of Tamoachay on what seemed like a
menthly basiz. Stand-alone adventures
are preat, Bul campaigns are hetter

Thanks 1o the Internet, conventions,
Kalghts of the Dinper Table, and our pet-
sonal interactons with other gamers,
1 think moest of us can agree that there
are certain types of plavers common to
just about every saming sroup. The rules
lrwyer, The power gamer. The guy who
anly plays dwarves, But what doesn't get
discuzged muclyiz that there are different
types of Dids, ton.

[ an unabsshed campaign builder, and
view almost eversthing through the lens
of how Tmight At it into my campaign, |
tend to approach published adventures like
| approach puzzles. Sometimes, the pieces
fit. Other times, you've got to jam them in,
bending & little cardboard in the process.
A sormetimes; you by and oy, but it's
ultimately just not worth the effort.

But to comnpaizn builders like me, the
cffort i half the fun. You gee, | dom't
think we're DMs becauze we like clean-
ing up empty pop cans and pizza boxes
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the morning after the players leave, [
think we're Dis because atter the play-
ers have pone home, we're really still
plaving the game.

Mayheil's something vou seein ameovie
or o TV, Mavbe it's something vou read
in g book. 1 hope it's something vou've
pulled from this magazine. Whatever the
source, campaign builders are always on
the lookour for new mensters, new chal-
lenigres, ard mew locales to weave into the
leatmevwark of their campaigns.

Ciet a couple of DMs alone ina roonm,
and it doest’t ke lang helore we starl
sharing secrels about our campaigns that
would shock our plavers. Ard sometinmes,
evenn when we're alone, we'll snicker as
sorme evil thoughl crosses our minds.

I should mention that whether or ned
we're actively tunning a gane is inci-
dental. ve got notebooks full of magps,
iddeas, and story hooks gathered during
the last couple of vears, when work and
a tiny apartment stood in the way of me
running an ohgoing game. During that
hiatus, | had dezens of conversations
that besan like this: “T came up with a
cool idea for my campaign last night.”
Fven when there was no campaizn, and
nohope of a campaign, in sight. 1na way,
L was still playing the game,

When we sat down tooreimagine
Douneeow a2 few months ago, 1 made
a conzcious decision to expand the
magazing's forus beyond adventures to
include arlicles on other aspects of being

Ao A £
a Dungeon Master, Dungeoricraft helps
us lione our crafl, while the L‘.ismp'flgr‘l
Workbook provides us with ided start-
ers and tools we can use imrmediatel,
Wil Save covers the paming life, which iz
after all a big part of being 2 DM,

And, untl recently, the Shackled City
Adventure Path provided an example of
how to consirucl a campaign. As L've
mentioned before in this space, we're
already well into presproduction on the
next Adventure Path, which we've tenta-
tively calling “Age of Werms." This time
around we'll be publishing adventures
written foca strict outline, and will know
in general terms how the Adventure
Path will end before the fivst adventure
appears in these pages. IF you're inter-
eated it some hinls about what the Age
of Worms will contain, drop by our new
messapehoards at paizo.com.

In the meantime, in this interregnum
between the Shackled Cireand the Age of
Wormns, we present a threespart camnpaign
arc entitled "Tstiving City of Shadows.”
1175 got everything there is to love about
DD drow, giants, demons, and drag.
onz, 1 think you compaign builders are

going to like i,
Erik Mona

erik.monad paizo.com
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Tell us what wou think of this Ssue. Weite 19 Brison”

tail, Paiza Publishing, 2700 Richards Road, Suite
207, Bellevue, Wa 93005-4200 or send an email to:
dungean paieacom.

Check aut the Dungeon messapabeards at
paizo,cemfdungean
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ISLEOF DREAD POSTER anF‘ INSIDE!

F
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Septernber saw the lang-anticipatad
debut of our new fo rmat, DUNCEDON'S
new look boasted three DUNG Eiahes e
DRAGONS adventy res, ane for each of
three level bands (low, mid, and high).
Gary Holian dropped by to present

“Exploring the [sle of Dread.” aur

first plug-and-play Backdrop, which
tied into Greg A Maughan's “Tor-
rents of Dread !t Justhired Dracon
Assaciate Editor |asan Bulmahn con

tributed “had Cod's Key'" a te-in to

the RPGES popular Living GREYHAWY

campaign, and former DUnGEoN

Editor-in-Chief Chris Themasson
brought us “Thirteen Cages,” the pen-

ultirate ins_téifmém af the Ehagltled i

City Adventiire Path, "-..f{-"it_h a renewad
focus on DD and a passel of new
features, wewere eager to Hear your

feedback: #s usual, you told us what

Was of your mind,
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Wow! It Didn't Suck!

What atour de force, | opened the new
DUNGEON magazine today expecting to
find another disaster, | was not 2 fan
of the bundled Dowegon:Pony maga-
zine. In fact | was just walling on oy
subscription to run out, What did 1 find
teday? A magarine that sa reminded me
af the one | used when | first started |
was stunned, For the Brat time in many
voars | sat down and read that magazine
from covar [o caver

| lesed the old features like the
editorizl and letters, T am absolutely
thrilled to see adventures covering the
three level groups like in the old days,
The adventures were well written and
very nselil, 1 dort like the adventures
wien they are pigeon heled and only
ugeful in 2 very defined muanner, The
Dungeencralt and Campaign Workbeook
arlicles were excellent and very useful,
very appropriate for 2 new beainning, |
likoeel W1 Wheaton's article, As amicdedle-
aged garner with gaming history back 1o
middle school | ceuld really appreciate
nis perspective,

Allin all Tam thrilled and lool: For
watd Lo reading the new magazine fora
long time. Well done, well done, and well
dote agzin,

Patrick Hayes
Springtield, Ohio

(et on That Coffee Order, Mona!

I just finished browsing through the
new izsue (#1147 of Duncron. When
I heard you were planning a new [oe-

mat, T owas very skeptical about how
vou could improve an already greal
magazine. | was prethy sure | wouldn't
lile the changes. But now with the
new DUNGEGN inomy hands 1 just
want to congratulate you on a job
perfectly done!

Iam happy that vou replaged the
brownscolored page hackgrounds with
white, which makes il easier to malke
nobtes exactly where vou need them,
on the papes of the adventure [well,
atleast that's what | do..). Yesh—after
plaving, my copics of your magazine
lock terrible (1 sometimes feel very bad
about this).

By the way, thanks lor this inered-
ible Adventure Path series! You car't
imagine how happy [ am to read that
vour're planning another one! YVhalante
almosl executed Jenya in franl of the
tewn hall in my game (long story]. |
wonder (nnd would like to read, maybe
it an article] bhow the Adventure Path
went [or the other DMs who are pres-
ently playing it,

& pef Rlewith all the adventures in one
wottld be great ag well!

The enly thing | den't like 2o much iz
thiat there is v full-page art at the begine
ning of the adventure! | loved 1o use them
as handouts for my playvers, Instead of
printing a picture on top over both sides,
please go back to printing them on the
[rsl e only!

S0, for now that'z all. Please keep going
the way vou're presently poing, and Erik,
never stop bringing vour hard-working
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DRAGON gives yo u_'thc-bes:t in gaming,

presenting new official rules, eriginal
garme content, great advice. and the
perfect inspiration for your DED
game. In each isste, you'll also see
conl products on the Hoernh,_ﬁr]H-:QL_Jt'
what other players are up to, and get
an insider's look at thE'Fﬂ.dI;J.."é_’C_I‘_}',:_Gé't

more from your game: Get DRscon!

The Dungeon Delver's Guide
by Mark & Hart and |ayce K. Purvis

What you don't know can kill your
character. Thinlk you kriow everything
about dungeon delving? Tﬁe'-'fip_s.'“:in
this article could save your |ife.

Down the Drain

by Chris Dekalb by ]dEDb Steinmann
It's a crappy p]ace to be un prepared, Dis-
cover the history designs, and danpets.
of sewers—both real and fantastic.

Born of Fire

by Jonathan Drain

Release your chararters inner firee,
Play a halﬁelemental character (arr
earth, fire, or '.\r_._atgr].ﬁc_:-m st level
with these monster classes.

Get Lost
by Kyla Ward

Whether as legendary traps for mythi-

cal ‘monsters, passive protectiofis

against thieves and trespassers, or
as playgrounds for rovalty, labyrinths -

have long existed in the world. Find
out mare about histarical labyrinths,
learn how to use them in RED, and

discover what it takes ta get your PE

Lt ofa rnad 'u.llzarr:l 5 maze alﬁ.-'e

DUNGEOM  DECEMBER 2004

Mext issue will debut the first of four eight-panel postar maps of the WorLp oF
Grevrawic one of DED's most beloved campaign settings and the background
of many of the adventures right here in Dunseon magazine, We'd intended
1o inelude the first segment in this issue fas annuunced last month}, but it's
not quute fead}l vel, and we wanted to male sure it goi the time and atteﬂtmn'
it deserved. We apnloglze for the delay Wie think you'll agree that the walt Wi
worth it ance you've had a look 4t the final produ::t Cartography by Robert Laz-

zarethi. F!amJ_st._a_kmg _res&aﬁ;h by Erik Mana, :

colleagues coftee after coffee so they don't

have to interrupt their work on the maga-

zine and (he Adventure Path series. Ity
very appreciated!!!

Tom Ganz

Biblis, Germany

Thanks for the kind words, Tom, We dan't
actually drink o ot of coffee arcund here,
but the editonal staff does chuen througn o
staggering amount of Diet D Pepper {the
official soft deink of the DunGEon staffy, il
make sure to redew the caffeine drip every
moring and twice in the afternoons,

IFvau're interested in hearing waor storfes
from other Shackled Clty compaigns, vou
showld check aut the new messapebioards ot
paizo.cam, where we have an entire discus:
sion folder filled with reader tips and tales
fram the Adventure Patt.

Tricksy Sidebars

[ just gol my capy of DUNGECK #1714 in
the mail, and have just barely begun Mip-
ping throwgh it Congrats em successiully
reinventing vourselves, Laoks like you've
gol some great stull this month, and

some preal plans ahead. Mow that 've
dispensed with the flattery, it's tme fora
minor complaint. 1 couldit help noticing
in my initial perusal of "Thirteen Cages”
that, at the end of the adventure, you

accidentally repraduced the Scaling 1he

Adventure block from “Mad God's Key”

instead of the "Thirteen Cages" scaling

tips, Any chance we'll see a correction in
a fubure issue?

Saul Flanner

Kent, OH

Dirop by our website {poizo.com fdungeon)
and dowaload the Dunceen #1714 Online
Supplement for printable versions of maps,
handeuts, and NPC images, as well as the
latest errato [Ineluding thot mived-up
Scaling the Adventure sidebar), We'll be
doing these web extras for svery fssug fram
the relaunch forwerd, so u trig to the site
evely oath ar so s definitely worth your
while, Plus, cur vew messageboards are
@ great wiy to communicate with other
Duncraw readers and our intrepid staff

Way to Go, Wil!
I o weriting to thank vou for running
the: excellent essay “Brealh of Life® by Wil
Wheaton in DUNGEON #114,

| have been paming for about 24 years,
and my wife and | have been gaming
fopether Tor about 10, While we do nol
have children onrselves. we play in.a
aroup that includes a mom, her three
kids, and one of her kids' friends: The
group alsoincludes friends who are closer




-

[= W CE—"

_PRISON MAIL

Next Month in Dungeon

January #118

The World of D&D Poster
Map (1 of 4)

This time we mean it. Track youor
characters' exploits fram the Lost
Caverns of Tsojcanth to the shares
af the Lake of Unknown Depths on
this massive eight-panel map by
Robert Lazzaretti. :

Box of Flumph

by Tim Hitehcock :

It had ko happen, Of all the creatures
in the history of DunNGEGNS & DRAC:
ars, the lowly Aumphhas perhaps
the worst reputation. Can Tim Hitch-
cock and the Dosteon staff revive
this loveable loserin a way that won't
fill Brisan Mail with hate mail? Drog
by ina manthand seel A DED adyen:
Hire far 1 _st-lﬂ'_o'ejl.“cha*_rag:tgrs_. Al

Shadow of the Abyss

by Greg A Maughan

G the trail of lkharis, frast giant
cleric aof Kastchtchie and pawn
of the Malgoth, the PCs venture
“out of Istivin to-a modntain bar-
der fort inhabited by giants and
a nasty blue dragon. Part Twa of
the |stivin: City of Shadows cam-
paign arc. A D&D adventure for
11th-level characters,

Tyrant of the Trail

by Jahn Simecos

At the heart of the Vesve Forest lies
the warped, twisted region of deadly
bogs, acidic gases and treacher-
ais terrain known as the Defiled
Clades, ﬁ.nd'From-the Diefiled Glades
‘hops King Bog, # titanic awak-
ened toad with a taste for player
characters. A D&D adventure for
4th-tevel characters,
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recull the

bo wmy wife's and my ages, Asa
apes of our group's members range from
abiout 13 1o 50, D think it's fair to say that

the learning curve is pretty high all the
way around when we play together. 11 was
a pleasure Lo read a piece that shows how
thiz hobby can provide o windoew for oth-
ers toosee whatwe have inside ourselves.
[ Mre Wheaton's case, i1 was a window
to the wery best in himselt. Thunk you
WL, and thanles tothe editors Tor printing
the essay.
Joel David Wepner
Vi Email

Glory Days Are Here Again

Kidos on cratting a great magazine! I'm
gquite amazed at the editors’ alility lo actu-
ally solicit; listen to, and act on feedback
Freer D Bo s fans.

B o’ uzefulness to me as a
D has increased exponentially Dvery
much appreciate the solid offering of
three complete adventures, cach af
different levels,

1 can delinilely use the mid- and high
level adventures for my crngoing catn-
paign. The low-level adventures provide
a wreal resource for one-offs or intre
ductory games. Also, for pure reading
entertainment, 'm more likely fo read
thir levw- or mid-level adventures since
there's 2 chance 1'd actually use them
zooner than later,

Dungeonceafl and the Campaipn
Workbook are pertect DM supplements
to the monthly adventures. And though it
iy seern a small thing o many readers,
the color-coded headers and footers deny-
omstrate the attention to detail the Padzo
tearn haz put into the redesign,

Cutting where needed and adding
as appropriate gives me the magazine

| want and will use, o, DUNGEONS

E Dracows adventures and awesonme
support materiils!
Your've reslly dane it! The glory days are
[szck! Thanks!
Japji Khalsa
Vi Email

Ou Est Les Phanatons?

| return from my wacation to fned the lat-
csk issue ol DUsGEoN in my pile of mail.
I've Been anbcipating this ssue tor a long
time, because the original ¥1; The Jdeof
Divgad wias one of my favoerile adventures
al all time, To réturn o it voots with.d2i)
alats was much anticipated by me and my
plavers. Last might, [ went througl it It
wis great, I'd love 1o have another copy
ol the map because 'm afraid this one
will ger wornout after a while. | want to
seemore, More! The only disappaintment
was thal the rakasta and phanatons didic
peturn... | was fully expecting thews to be
in it but their absence gives room lor
ulare supporl.

Backdrops are a great way to give DhMs
anice sething to work with without having
e start From scrateh, Ontap ol yo sup-
porled it with an adventure, How much
better can you get? Oh, right, Rakasta,

Canitwait for the nest issue,
Chris Dickinson
Wia Emmail

We've asked “Exploring the isle of Oread”
authar Gary Holien to sead along o
“Denfzens of the sl of Dread” oricle that
details g few ofthe Isle's Inkabitants, includ-
ing the phanaton (but alas, ro rakesta). |
sense a consenss budlding among certain
reciders that o “Maonsters of Mystara” article
would go over well, and Pl see what [ can do
ta make it hapeen. 2
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BY KEITH BAKER

Hlustrations by Dave Allsop

Cartography by Christopher West
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he city ol Sharn is one of the won-
ﬁdcrs of Khavvaire. [ts lowers seem
ta touch the sky, rising up more
than 2 mile from the shoves of the Dagger
[ziver. But it takes mare than stone and steel
to support the spires ol Sham: the area is
suffused with mystical enerpy drawn from
the plane of Syraniz, which empowers all
forms of flight, Yet with such wondrous
inventions corme wondrous tragedies, for
when the magic of a flving tower fails, il
has to land semewhere,.,

"Fallen Angel” is a DED adventure
suitable Tor four characters of 3rd-level.

Eherron
Low-Level (1-5)
Urban & Dungeon Crawl

This adveniure iz zet in the ciby of Sharn
in the EeERRON campaign setiing, but
the sidebars an page 28 provide sap
gestions [or running the adventure in o
different setting or at higher and lower
levels of play.

Adventure B a-.;]:g{rc yund

O Olarane 9th in the D18th year singe
the founding of the Kingdom, one of
Shart's floating towers fell from the
sy, Much of the wreckapge landed in
the Dagger River, but a significan! por

tton of the citadel strack the distiact of




Godspate in Lower Dura, causing hor-
rendous devastation. Buildings shal-
tered and hindreds died, and the district
was lell in ruins. A poor ares to begin
with, Godsgate never recovered [ram the
disaster. The city council had no inten-
lion ol wasting gold on the slum, Some
of Godsgate’s citizens Med, bot many
were determined te remain in thei
ancestral homes or maintain their fame-
ily businesses. Sorme couldn’l afford to
leave, and mere than a few were driven
o madness, The follk of Lower Dura say
that these unfartunates woere possessed
by the spirits of the restless dead. Known
as the ravers, these wrban barbarians live
in the depths of the ruined district, prey-
g en anyone whe lrespasses into their
territory. Within a vear. Godspate was
o more. The diztrict became  known
as Fallen, and ever since il has been

shunned by the citizens of Sharn,

Even now, elality vears after the fall of
e Glass Tower and the foundation of
Fallen, the disaster remains one of the
unsolved mysteries of Sharn. While it
ccenrred in the early years of the Lagst War,
fi Foreign poser ever claimed responsi-
bility tor the destruction. There are many
other Hoating spires, including the entire
districl of Skyway, bul the weapon o
apell used to destioy the lower was never
emploved again. Most of the comman folk
larne the wizards of Aundair, but dedi-
cated scholars and zages remain uncon-
vinced, and for vears they have continued
to sty The tower's fall,

The trie answer 1o the fall ol the Glass
[ower has no bearing on mortal wars:
it cormes from Syrania itseld, the plane
whose energy empowers the city of Sharn.
Syrania is the home of the angels, noble
gpirits of pure light. But even the pur
est epinit can be cormapted. A few angels

turn away frion the contemplation of the
greater light and instead seek the worship
ol mortal beings. These spiritz are ban-
ished from Syrania and forever stripped
of the power of fight, bound to walk the
earth they onee seared above, Koo as
radiant idols, these fallen angels lead cults
of deluded followers and seel to aain the
power on Eberron thal thiey were denied
in the heavens.

Yel there are places an Eberron
where even angels should fear to tread.
Iy the early days of the Last War, the
radiant icol Sythrael was caught in a
tewd with the sinister Lovds of Dust,
and the fallen angel was turned to
stone. His followers carried his petri-
bed body to the Glags Tower. there to
mieet with a wizgard who could break
the enchantment, But they underesti-
mated the power of Sythraels curse
the force that prevented the anpgel from

i
=
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Hving again. When the petrified ideol
was brousht ta the Glass Tower, the
curse unraveldd the enchantrments
holding the structure in the air. Before
the wizird completed his work, the
tower fell, sepments splitling to impacl
on bioth Godsgateand the shores of the
Dagper The statue itself shattered, and
the frapments were scattered across the
radius of the destruction.

That should have been the end of it.
Bul over the st century, the spirits of
the fallen cultists have found a vessel in
a tribe of urban barbarianz. Following
these subtle spivitual influences, the rav-
ers are reassemBling the broken statue,
unknowingly preparing the petrified
angel's releage,

Adventure ?y:wpe:ia-'

In “Fallen Angel,” a mysterious aristo-
cral hires the PCs to recover Sythracls
broken statue from the desolate diz-
trict of Fallen. After dizcovering the
location of the statue, they must ven-
ture into the ruins of the Glass Towe:
and battle raver barbarians and the
ather creatures that make their homes
in the wreckape,

Cliapter One: Thoft in

the Cityu of Tomwers

Over the past eighty years, a tribe of rav-
ers known as the Stone Keepers have
been slowly collecting the fragments of
Sythraels slatue. Despite their efforls, a
few pieces were taken away-as curios and
souvenirs—and the Stene Eeepers have
slarted venturing cut of Fallen in search
of these final fragments.

One of these seaments s owmned by
a wornan named Kaelys Tela, A party of
Stone Keepers recently broke into her
manor Guided by spiritual visions given
b thiern By their lescler, the ravers had e
trouble inding and stealing the (ragment,
Tela realizes that someone may be reas-
sembling Sythrael—and il 5o, she wants
the statue herself.

Exact details on who Kaelvs is and
what her exact statistics are have been
teft inlentionally vague, Use her as &
Alank slate; adapt and personalize her
to your campaign and mesh her seam-
lessly with whatever organizations and
cemtacts the PCs have worlied For or with

in previous adventures, Two pos-

aibilities are autlined below:

« Kaelys (W [emale el aristocrat 3]
sorcerer 1) is a wealthy woman
angl member of the Gald
Concard af the Aurum. She
has connections to the families
of Sharn, Meorgrave University,
anel the efl or hall-ell dragon-
mark houzes, not ta mention
the Auvrwm (o shadowy allianee
af the wealthivst cilizens on the
continent) itzell A member of
any one of these orpanizabions
could ask the parte to see
Kaeclys a2 o favor, or she
could approach the party
independently bazed on
their reputation,

» Faelys (LM lemale young
acult silver dragon) iz an observer from
the Charmber (2 seeret order of dragons
who want to take 8 more active role
in the world). From her studies of the
prophecy, she belicves that Sythrael
musl he reassembled—and thal the
party musl be the agents of his resto-
rabon. In this caze, she will seek them
ant, alluding Lo their favorable reputa-
ticr. An alert character may notice that
she seems to know o great deal about
the party.

|. Meeting Kc‘lt‘!}'r‘ Tela

The building you seek is a tower of polished
black densewcod. Patterns of vy have been
carved into the wood and infaid with silver,
A rmassive bugbear guards the gate; his
deep red fur is ciled and brushed, and he
wears a beautiful breastplate covered with
black ¢namel. His arrmoaris marked with the
same coat of arms that hangs above the
door—a stylized silver dragon surrounded
by an ivy wreath. “Welcome to Silvervine,"
he growls, his voice deep and resonant.
“You are expected.”

The hughear’s name is Kurthan [N
male bupghear tighter 3}, He wears a
miasterwork breastplate and carries a
masterwork heavy Mail. As long as the
party doeso't give him any trouble, he
leads them through the posh mansion,

Evertually the PCs arvive at a large sil-
ting room where a regal elf waits for

Kaelys Tela

themn, Her glamerweave gown seerms
tor b oweoven from dack silver smoke,
and her leng platinum blende hair is
bound with crnaments of silver and
jet, She stands in the center of the
recim niexl Lo oa large object hidden
under black cloth on the loor. This is
Kaelys, and the abject under the sheet
iga vital clue:

Kaelys explains that she is a scholar
of antiquity and a collector of curi-
oaitics from past ages. Last night, o
group of people broke into her home
and stele an object from her collection,
The ilem in question was a curiesily of
trivial value: a plece of a white marhle
statue—specifically, a delicate hand
recovered From the disteict of Fallen
after the collapze of the Glass Tower
The thieves ignored dozens of items of
considerable value, moved directly Lo
the hand, and Teft as soon as they had
acquired it But they did leave some-
thing hehind,

Al this point, Kaelys pulls the clath
from the object on the Aoor revealing
the corpse of o young human man; The
s i dressed inorags, and his skin is
covered with dirt, scabs, and abstract
tattons, One of the thieves, he was
Killed by one of the magic traps Kaelvs
recently installed in her house, She's
already breught in o cleric 1o gqueston
the corpae, during which she learned
Ihe Tollowing:

The thieves are reassembling a statue,




« They cane from the district of Fallen,
« They are guided by the "wisdom of
the past.”
Kaelys addressesthe PCs at thiz point,

"l am confident that the thieves came from
Fallen, | don™t know if you know Sharn, but
there are few places more wretched and
dangerous. | don't dare go there myself—
and that's where you come in. If you go to
Fallen and recover the hand, I'll pay you
600 pieces of gold. If you can recover the

entire statue, that gold becomes platinum.

Are you interested !

Ifthe PO arve move altruistic, Kaelvs
may instead offer to make a donation
in thiz Fmount o any organization
they wish. Alternately, she promizes Lo
introduce themn to somesne impartant
in the city the PCs have been trying
lorcanlack,

[f the party agrees to take the case, she
sugeests they seel oot a priestess named
Paela, A missionary of the Silver Flame,
Faela lives n Blackstone Church in Fallen
and may be able to help the party track
down the thieves.

2. Examining the Evidence
Kaelys explains thal the guard on duly
al the tme of the robbery was killed
ihy slashing damape, if anvone asks),
and that the thicves somehow managed
to enter and leave without unlacking
any doors. Kaelvs docst let the party
search her mansion for clues, even
though they are waorking for her. as she
wishes to keep the exact nature of her
cotlection o secret,

There are a number of clues that a
party can obtain by examining the thief's
by, This is most effective if o member
of the group pessesses the Tnvestigate
feat, Tuat anvone has a chance to notice
the infermation. When a FCexamines the
ey, rake @ separate checl e gach of
the following clues.

Dress (Search DO 15): While the
corpse isdressed in rags, aocloser exam-
ination peveals that these were once a
sille courtier's outfit. They are stained

ard faded bevend repair, A character
with Investigate or Knowledge (nolil-
ity) notes that the style dates back 1o
the twrmof the century,

Ce erfhi Fallen

Body (Search DC 10): From
calluses, muscle; and scars; it is
clear that the man lived an active
life and had engaged in many
fights in the past, He had hor-
rible hyvgiene and rotting teeth,
His tattoos are largely abstract,
but ame clearly defined svm-
bt is on the palm af his right
hand-—a rough, round sbject {A
stones A boulder?) held between
b shylized hands.

pior Tmo: .

Fallen is in Lower Dura, at the
very bottom of Sharn, Bounded
to the south by the cliffs leading
down to the Dagger River, the district
looks kke a ruin at first glance, devas-
tated and abandoned, Huge chunks of
stone are scattered arcund the outer
streets, Statues of the gods look down
upon passersby, but they have shattered
features or missing limbs. Many build-
ings and bridges have collapsed, and
the surviving buildings are marred and
damaged in various ways. Feral children
chase rats in the alleys while filthy men
huddle around apen fires in the middle
of the streets.

The people of Fallen have no love of
shranpers, and they greel the party with
an’ unfriendly attitude. However, it is
simple encugh to find Facla’s temple
While the locals hateand lear oulsiders.
they adore Faely and are glad 1o show
the parly the way te the lemple for o
few coppers.

-'} B]EH'[QS!,LH'IL‘ {:I'ILI !'L!}'I

Mast of the temples of the Silver Flame
are built to serve as fortresses, and
Blackstone Church is no exception.
There are a few nicks in the thick walls of
the church, but overall it is still in excel-
lerd condition... at least, from the out-
sicde: Within, it is dark and empty. Onee
it was doubtless filled with hundreds of
parishioners, with offerings and faith,
But these things were stripped away
long ago, and today the church is filled
with dust and shadows.

A half-elf wearing the plain gray robe
of a friar of the Flame steps out of the
shadows. A silver arcowhead glitters

on a chalw araund her throat. Though
young arid alone, she radiates an aura
of peace and comlort, This is Faela, a
kind and compassicnate woman whe
cart tell the party about the history of
Fallen, as deseribed at the start of this
adventure. She cannot provide any sort
ef usetul information about the brolen
glalue: Fallen is hlled swith shattered
icons, Hewever, if the party describes
the dead thief, she can point them in
the vight direction.

"He sounds like a raver," Faela says, then
siphs. “The ravers are the saddest and
most dangerous creatures in this area
They're more like animals than people.
They say the ravers are possessed by
angey spirits, but | haven't seen any proof
of it so far. | think that their ancestors
were simply driven mad by the disaster”
She considers the matter for a moment.
“It's hard to imagine ane of them leav-
ing the district: They hardly ever come
aut of their territory, and when they do,
they usually fight the first thing they see.
Did you notice any details? There's at
least half a dozen tribes out there, and
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Pl need te narrow it down to paint you
in the right direction,”

This is where the clues fromm encounter
2 comme in. T the party dido't bother to
study the corpse. the DM can either allow
them to muke a few of the checks against
their memorics of the Body, or force them
Lo retarn o Silvervine. Faela can interpret
the following cles:

Bocdy: The tatteo an the hand identi-
fies the thief as a member of the Stong
Keeper tribe:

Appenrance: The ravers get their
<;{_:;L|ipr.r|<;nl (e scavenging. 1F the
Ps can describe to Faela how the vie
tirn was dressed, she narrows il down
te cither the Stone Keepers or Might
Stalkers and points the PCs toward
Colrac Hall.

Ovee she thinks ef the Stene Keepers,
things click for Faela.

“I've only seen ore, maybe two Stone
Keepers before,” Faela says thoughtfully, |
believe they live in ald Calrac Hall. They're
unusually sophisticated for ravers—some
al thern may actually be able to speak. |
have heard about them gathering chunls
of stane—it's where they get their name.
| suppose it could have something to do
with-a statue."

She knows liltle more about the
Stone Keepers, but she cantell the party
how to find Colrae Hall, Of course, thal
means going into raver territory, and
she warns (hem again how dangerous
that can be,

Should the party return to Faela later
in the adventure, she can pertorm
nonmagical healing for free, using
her Heal modifier of +%, She can cas
core Night wowrds twice per day, and

does so for free to help the party if

zhe ig‘agked by a true follower of the
Silver Flame, [ there are no follow
ers ol the Flame in the party, it tukes
a successiul Diplomacy or Tntimidate
chieck (DO 25) to convince her 1o use
her magic; she generally saves her mir-
acles of faith tor the people of Fallen.
Of course, if the POs use Intimidale,
she waor't be around Lo help them on
thiir next visil, and they might have to
deal with zome rough locals who don’
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take lindly to outsiders who badmaouth
their beloved Faela,

Ad-Tloc Experience Award: [f the party
successfully uncoevered clues in encounter
2 and shares this infermation with Faela
withoul prompting. they should receive
experience for a CR 2 creamre,

4. Blaod Drinkers! (EL 3}

Following laela's directions to the
manor, the PC: omove deeper into
Fallen, heading toward the Dagger
cliffe. So0n there are no people on the
streets. Instead, the PCs should notice

the occasiomal bloodstain or sliver of

Bleached bone scattered amidst the
rishhle and refusze.

The Blood Drinkers are among the
most feral and agpressive ravers, and
a hunting parte is about to cross paths
with the PCs Make o Move Silently
cheele Tor each raver: use the lowest
resull ag the Listen check DC for the
PCa, I the party hears the barbarians,
miake initiative checks nocmally, 1 the
ravers approach unheard, they receive a
ronard of surprise,

Creatures: These Tour ravers wear
the crudest possible avmor, made
[torm layers of torn, =tained clath, and
carry makeshift clubs and cudgels.
Their eyes are wild, their lips flecked
wilth [roth, and their faces and hair
are crusted with dried blood; as Faela
said, they seeon more like animals than
himans, While intellipent, they do not
understand any languapge and commu-
nicate amongst themselves with howls,
grints, and gesticulations,

4 Blood Drinker, human barbarian 1
4): CR 1 Medivm bomanoid: FIT 1d12
':]lm-c Y b 15 each: Init 41 Spd 40 £t
AC 12, touch 11, Hat-tooted 171; Base
Atk 1y Grp +2; Atkor Full Atk +2 melee
(L1041, cluls: Sacage 1 day (6 rounds);
50 fast movement; AL CE; 8V Fort +2,
Rt +1, Will +0;5tr 13, Dex 12, Con 11,
Fnt 9, Wis 10, Cha 8.

Skily Climnly g, Intimidate +3, g +8,
Listert 43, Meve Silently +1, Sumvival <3,

Featy Power Aliack, T(ulghuus:-:.

Languages: None.

Rape (Ex): hp 17 AC 10, touch 9, Hat-
footed 9 Grp +d4; Atk or Full Atk +4 melee
(1d10+4; greatcluby; 5V Fort «4, Will =;
Str 17, Con 15 Climb +6, Jurp <10

Posseesions: Padded armor, areatclub,
The Blood Drinkers
approach as silently as possible, but

Tactics;

onge they spol prey they forego sub-
tlety in favor of force, They concentrale
their attacks on characters with the
least armon seeking 1o whittle down
the competition as guickly as pos-
sible. If o Blood Drinker is injured,
he rages on the fellowing round, [ a
blood drinkeris killed, all of the survi-
vors rage on'the next round. A Fatigoed
raver attermpts o [lgser:

Claptor Throe: Colrac Hall

Calrac Hall is fairly unremarkable from

the outside, Built by dwarven architects
al the dawn of Galifar, it was designed 1o
withstand a slege. The manor is a solid
separe of red granite, distinguished by
the Colrac crest above the deor, What
1s remarkableis the three floors of the
circular glass spire that protrude from
the center of the maner. This is one of
the spires of the Glags Tower; when it
fall, it pierced the building like a mas-
sive arrow, ruining mostof the northern
half of the maner but remaining fairly
intact itzelf,

8. The Entry Hall

The vast front doors of Colrac Hall
fell from their hinges decades ago.
Beyond them is a long entry hall
The walls are bare, the carpeting
is stained and rotting, and the only
source of light is what ambient light
that trickles through the open front
docrs. The only sound is the scut-
tling of vermin in the shadows, Three
statues of men and women stand on
aither side of the hall, mostly marred
beyoend recognition,

When the Glass Tower Fell, one of
its many spires fell directly en Colrac
Hall. The corvidors leading north have
collapsed. Straighl ahead, a piece of the
Lower itgelll is visible: A curved wall of
smooth green stone, completely Block:
ing the hall, IWs easy to see where the
tower gol ils name; the Hoors around
the fallen tower are covered with shards
of glass, the shattered remnants of the
towieis shells




Tower, Level |

Collapsed Section
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=— Dagger River

e laver of glass is & foot deep in
places, and makes treacherons footing,
Moving through o sguare Alled with
glass reguires a Balance check (DC 12).
IF the check is failed by 5 ar more, the
character slips and takes 1d4 points of
slashing damage,

6. The Frasting Hall (EL 8)

Once this was a grand feasting hall, Mow,
it appears to be a prime hunting ground
for rats and other vermin. Benches and
tables have been knocked over, some bro-
ken up for kindling or ather uses,

Creatures: Four Might Slalliers lurk
m thiz hall. These barbarians are one of
the most clever and cautious of the raver
tribes, They recently ambushed s Slone
Keeper hunting party, and tracked them
to this location, The stalkers have paused
hrein thie hall o cateh o fow rata,

2 Night Stalkers, Hallore ropgue 1 bar-
barian 1 (4) CR 2 Medium humanoid
[ore]: HD 1d6+2 plus 1d1242; hp 16 each;

[nit +1: Spel 40 f AC 12, touch 11, Aat-
tooted 11; Base Atk +1; Grp+3; Atlcor Full
Atle 43 melee (1d843 /23, spear); 5A mge
Iday {7 rownds), sneal attck o+ 1di; 50
darkvizion 60 ft, tast moverment, brapfind-
g AL CN; SY Forl 4, Fef =30 Will —1: St
15, Dex 13, Con T Int 8 Wis 9, Cha 6,

Skills Climb o4, Craft [rapmaking) +3,
Hicle 45, Jumnp +8, Listen +2, Move Silently
+5, Search =3, Spal +3; Survival =2

Feats: Deswer Attack,

Rage (Ex): hp 18; AC 10, touch 9. Hat-
focted 9 Grp +5; Atk or Full Atk =5 melee
[TeBab w3, apear)y 5V Fart <6, 'Will + 150
19, Con 18 Climb 46, Jump -+ 16

Possessions: Padded armor, spear,

Tactics: The Blalkers immediately hide
when the party enters the room, then try o
stick to the shadows and move to Hanking

positions, They aive initial attacls at charvacters
with darkeision or who possess light soonces,
A Stalker rages the first roand of combat
Development: While most rvers live
for Battle, the Statkers are more cunning
than most, [P the party 2pots the Stallers
before they attack, the ravers are willing

Colrac Hall & The Upset Tower

B =Blink Dog
lisquare = 5 feet

. — -
_,A—l—"l—ldh[

to parley, Their initiol attituds i= indiffer
ent, The strongest stalker is named Kra,
and he is the only one thal can speak;
i puttural Common, he explains that
iz folk “hate the bad here” The ravers
wor't help hght the gatherers, but if they
can be made friendly, they'll provide
information: the Stone Keepers "have
pone dogs.. here then gone, with the
dogs” He knows that they get into their
tosyer by using the blink dogs' dimension
door ability,., but that there is another
way, through the kitchen 1o the south.
The Stalliers wizh the party well, but do
not join them.,

Acl-Hoe Experience Award: 1T the POs
manage louse Diplomacy or [ntmidate to
resolve this encounter, award experience a5
if the PCs defeated the ravers in combat.

7. The Li l:rm'_\:

All that's left in this once grand library’s
shelves are torn pages and ripped bind-
ings, either rotting into pulp or converted
into nests by industrious rats
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Treasure: A carcful Search (DO 21
Farmis v one inlack volume af value—a
first edition of The Kivge of Galifier, which
could fetch 100 gp from a collector,

8. The Kitchen (EL 3)

Rats and insects are the only creatures
that seem to make use of this kitchen,
Rusty cauldrons and broken crockery
are scattered -across the floor, and
everything is covered with dust, cob.
webs, and mold.

Creatures: Five horeid vats lark in the
mmanor at the morment, Roll td4: this is
the number of horrid rats in this oo
wher the party erters, The remainder are
Forvinidd irearea T2

@ Horrid Rals (1d4): hp 7 each,
ERERRON Cumpirigi. Selitpg 288,

Treasure: While most of the kitchen
i= In ruins, a careful examination
iSearch DC 18] turns up a narrow dack-
wonod boxwith a fine silver lack [Open
Lack BC 3. The box is worth 100 gp;
it contdins a zel of fine zilver cutlery
worth 300 ap,

G, |.i|l!|!(EI"}-

This voom bas been raided time and again
for imprompty armar, Al that™s lell is a
ez oinla the well, a massive basin, and a
drving platfor,

[, Ha”ml}r

The flor at the northern end of this hall-
way is strewn with mounds of shatteraed
glass, yet the triely strange thing is the wall
of opaque glass at the far end. A jagged
rectangular opening opens into a larpge
raom there that appears to be part of the
fallen tower itself.

Maoving through a square filled with
glazs requires a Balance check (DC 12);
it the checl is failed, the character slips
and tales Td4 points of slashing dam-
age. Beaching thewindow and making
it through toarea 13 requires o Climb
check (C 14); Small and smalter char-
goters receive o -2 circumstance honus
on thiz checl. Failure results in a fall
inte the glass tor ldb points of slash-
ing damage.

1. Servant's Quartees (ELL3)

The footlockers and wardrobes of thig bar-
racks have been shattered and scavenged,
and anything of value—down to the bed-
ding—has been stripped. A strange faint
sound, almost as of somesne humming
a lullaby, wafts gently on the zin

17 the party enters the mom, the faint,
ethereal sound increases in intensity,
becoming an eerie, almost bypnotic che
rus of whispers and maans, As il contin-
e, adark, misty fioure coalesces from
the shadews of the racin,

Creatures; This figure is an sllip

comprised of the composite anguish of

the people whe died here 2o long ago,
The ravers avoid this chamber, and do
not pursue anyend in here even iF the
allip is killed.

@ Allip: hp 26, Monster Manaal 10,

2. Pantry (Upto EL 3)

This ancient pantry is now hometoan army
ofverrnin. Looters have smashed the shelves
and taken arything not nailed down, and rats
and insects mill in the filth left behind. Mast
of the verrnin seem harmless, scurrying into
the shadows at the first sign of light. But are
there larger creatures hidden in the rubble,
waiting for frash meat?

Creatures: T here are five horrid razsin
the hall, divided hetween this location and
the kitchen farea 8 Any rats thal were nal
encounlersd o the kischen are encoun-
tered heva.

4 Horrid Rats {number encountered
varies): hp 7 ocach: Baveaon Campolgn
Helling 288,

Tfie 1 ?m@r;:ﬁr

The remaining encounters ocourin the
tragiment of the fallen tower This par-
ffoudar seclion was a mystical workshop
ol Mouse Vadalis, The Keeper, Jasran
d'vadaliz, was working to haness the
powers of blick dogs, and had made greal
shrides before his untimely demise, He
managed o breed a strain of blink dog
that was very cooperstive and friendly
foward hurmans, and enhanced their

powers so that the doss could transport

other. creatuzes or objects: A few of the
cogs survived the fall—and some of the

Stone Keepers can channel the spirits of

the Vadalis rainers, These Stone Keepers
art infused with the memeries, desives,
and unfulfilled drezms of these who per
ished in the Glass Tower's fall; they are
creatures known le some as memeliths,
Over The last 80 years, the blink degs
have formed a close band with this raver
tribeas g result,

Az this tower fell. it inverted, [ts roof
crazhed into Colrac Hall, but the fower
Hoors surdved selatively intact—although
they were now upside down. All loose
oljecis have thus [allen to the new floor
Droors generally hive o fool af wall betweer
the Base of the door and the "Aoor®; and
in place ol stairs, characters mustwalkup
sloped Hoors with stairs Bar the ceiling.
This = primarily o cosmetic effect, but il
is sarmething the DM should bear in mind
when describing the rooms,

While the ravers stripped all light
gources from the lower levels, they have
el everlurning worches in place in the
higher levels of the tower

| 1 KL"IHH']

The floor of the room bevond was once
the room's ceiling; when the tower fell,
it must have rotated before it landed.
It's astonishing the tower survived the
impact; fractures run along the walls and
fleor, but everall, the thick walls seem
solid and safe.

The wallz of this chamber dre lined with
cages, The bars are unusual; a success.
tul Knowledge (nature) check reveals the
metal e be a form ef celd fron, The Bars
are engraved with arcane runes recogmiz-
alale witl 2 successiul Knowledse jarcana)
check (0 20} as being associited with
effects thal bar teleportation: Since the

doars of the cells have been torn oft of

thetr hinges and are nowhere to be seen,
any: magic that may have ance heen at
wark here has long vanished.

1 4. Vadalis \l‘:"lrl'l\':lru]‘ (EL 4)

The shattered remnants of alchemical sup-
plies, surgical tools, and various forms of
restraints lie in heaps along the walls of this

roc
ot
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|i:l':[




reorm, All of it is now breken, corroded, or
otherwise useless. Bones (both humanaid
and otherwise] are scattered amidst the
layer of rubbish. An inverted flight of stairs

This wiz once a workshop where
the heirs of House Yadalis worked 1o
enhance and alier the abilities of their
thoroughbred blink dogs. The equip-
maenl i now useless, and the bones are
a mix of canine and human, However,
anyone who makes a Spot chiech (DC 20
notices that net all of the blink dog skel-
ehons are in pieces,

Because the room s upside down, the stairs
upteares 16 are on the ceiling: Reaching up
to the banister and cimbing up the staivwell
requaires a Climh check (D 13)

Creatures: Three blink dog skeletons
Lk in this room, created vears apo by
a Stone Keeper priest from favorite pets.
The skeletons den'l altack anyone who
dresses like a Stone Keeper, bul anyone
else is [air gam,

& Blink Dops Skeletons (3): CR 2:
Medinm undead; HD 4d12; hp 26 each;
Inat +8; Spc 40 1 AC 16, wouch 14, Hae
footed 12 Base Atle+2; Grp +2; Atk or Full
Atker2 melee (1406, bite); 54 —; 50 dam-
age reduction 5/bludseoning, darkvision
G, Doty b cold, andead traits; AL
MEEY Forl +1, Bel <5 Wil =4 Str 10, Dex
19, Corr—, It —, Wis 10, Cha 1.

Frats: Improved Initiative,

| 5‘ E{k'k‘.‘}'ll."i'l‘i L-!]'In.'l.l'!l'll]ll.']' [!:[_ '1.*}

This roorm was once a bedchamber. The
poster bed and desk have smashed into
pieces against the new floor, but one
notewarthy item seems to have survived
intact-—a chest of blackened steel, marked
with the symbeol of House Yadalis,

The chiest i sealed with a minor magic
iterm called a draponshard lock, A character
with the Mark of Handling can deactivate
the Jock by expending a use of any mark
abilitg Otherwise, the lock must be picked
ar the chest smashed o pet to the content
within, The chest already hag some dam.
age; the Stone Keepers tried to gmash it
apen before bt anly riggered the Trap,
Since then, thev've lost interest in the
chiest and aeoid it

B Blackened Steel Chest: 1 inch thick:
Hardness 10; hp 20 Break DC26; Open
Ll D 300,

Trap: Unless il is deactivated with the
Mark of Handling. the chest unleashes
the power of slicking grase on anvone who
Lries Ao rmeve 1l apeT i, or strike it

5" Shocking Grasp Trap: CR 3 miapic
device: touch trigger automatic reset;
spell effect (shocking prasp, Srd-level wiz-
ard, 3d6 electrical damzge): Search D26
[izable Device DO 26,

Treasure: The chest contains apouch
ol b0gp, beo letters of credil Tor 250 0p
ench, and a least extend channeling rod.
[t also includes a leatherbound journal
that describes the Keeper's worle with
blink dogs. The infermation is highly
technical and tied to Vadalis traditions,
aned would be difficult for other people
b uses A Vadalis enclave would pay up
e 1,000 gp for the book's return, The
beok includes o detailed analyais of the
blink dog lanpuage: someone wha stid-
iz the book for at least weel can learn
to speak Blink Dog by spending 1 skill
peint, even i Speak Language is 3 cross-
class skill:

[ 6. .Hl.ll'l s Mave ”_Tl -‘-El]

This mave was designed lo sorve us s
playground and exercize varvd Tor the
Blink dowss. The walls ave cormpletely bare.
A few everburning torches are scattered
ironghoul the mage, bul they ave hidden
it corners, intentienally creating shadowy
conditions to compliment the blink dogs’
lewe-light vision,

One hallway in the maze is set up
with law hurdles to prevent creatures
[ron charging or running. Each hurdie
s only ¥ Feet high, bul costs an exlra
square of movernant to meve throngh
unless the character makes 2 DC 12
T check.

Other sections ol the maze have tiny
glass spikes built i the Hoor Trest
these spikes as if thase sections of floor
had been scatzered with callvops {see page
126 of the Baver's Handbooi).

Creatures: At the moment, there are
three Blink dogs plaving araund in the

maze; the starting positions of the dops
ares marked on the map.

# Blink Dogs (3): hp 35 each; AL N;
Monster Muanse! 28, Duie 1o allerations

made By House Vadalis, these blink dn;:,H.l,'
nave above average hit points. In addilion,
they may choose to transport ene willing
Medivm jor smaller) ereatore they touch
when nsing dimension door,

Tactics: The first time the paity spots
a blink dog, it gives a low howl aud dis-
appears—rammunicating thie situation
ter its oo brothers, The dogs then begin
tooattacle the intruders. They know the
iz parfectly and use bligk and dimen-

siop door to by to team up on weak parly

mernhers, They rely on bitand run tactics,
disappearing whenever the party starts to
pet orpanized. Any dog dropped 1o 5 hit
points or below Hees to area 18, 11 two of
the three are killed, the thivd dog retreats
toarea 18

17. Stonefall (EL 3)
Meither the Stone Keepers northe hlinl
deps ever use this door (they e the blink
dops’ dimension acor ability to enter the
third level of the tower), and a previous
memelith construcled a simple trap to
keep intruders out

W Stone Door; 4 inches thick; Hardness
B hp Gtk Breale DC 28; Open Lack DC 30,

Trap: Anyone who allenipts Lo open
the door without using the key {includ-
ing someone who tries to break il down)
causes & pair of flagslones above to slip
ot o criush he interloper,

=" Falling Stone Trap: CR 3; mechani-
cali touch trigger repair reset: Atk +10
melee (4di, falling Hapstones);, Search DO
25; Disable Device D020,

8. [}ng'ﬂ Den {EL 3)

Tarn blankets and bedding are scattered
around the floor of this reom, scavenged
from elsewhere and used for makeshift
nests. A strong canine oder fills the ik

s with ares 14, clambering up the
shairs in the corner of the reom requires
3 DC 13 Climb check (B 13),

Creatures: Formerly an exercise cham-
ber, this has become the primary den of
the blink dogs. Currently, only ane blink
dog Turks in the room, along with one
Stane Keeper raver. [Ezny blink dogs sur-
vived encounter 16, they might be found
hiere az well,

@ Blink Doy hp 35 see page 25,
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2 Stone Keeper, human barbarian
1 pwarrior 1:CH 1; Medinm hamanoid:
HE 1d12+2 plus 1d84+2; hp 20 Init +2;
Spd e &G 16, touch 12, Oal-Tooted
L4 Bage Atk +2; Grp o+ 3; Atk er Full Atk
+homelee (1dB+17%3, wearhimmer); SA
rage 1fday (7 rounds); 80 Fast move-
ment; AL NE; 5% Fort 46, Ref 42, 'Will
+0;75t 13, Dex 14, Con 15, Int 8, Wis
1 Cha 12,

Sbatls Climb +3, Handle Animal «3,
Jumip 47, Listern +4, Survival +4.

Fears: Blind-Fight, Fower Attack,

Langhages: Mone:

Rape (Ex}: hp 24: AC 14, toich 10, flat
footed 14; Grp +5; Atk or Full Atle -5 meles
P1ABRR (3, wathammier); SV Forl =8, Wil
b2 St 17, Com 19 Climla 45, Jump +9,

Possessions: Studded  leather armor,
sl wooden shield, warbmimer,

Tactics: [ the Stone Keeper has heen
alerted to the threat by the howls of the
degs inarea 16, he and any blink dogs
here are poised near the door, pressed
amainst the wall: As soon as a chavacter
enters, they attack. If there are multiple
[linnke dogs i the roorn, theswill allow ane
character to enter and then Blink Ferward
to bleck his progress. coardinating attacks
while pinning the remaining characters in
the hallway of 2res 17.

Treasure: [ the party zearches through
the reluse [Search DC 14), they will find
an eternal wand of chaem arimal hidden
aanied the trash

19, [:_"ntl'y Hall (BL 4)

The seal of House Vadalis adorns the ceil-
ing of this room. The slashed canvas of a
beautiful portrait is an the floor, partially
buried amid a heap of shattered furni
ture. The western half of the room has
collapsed, leaving a solid wall of dirt and
stone. There is a half.open door to the
east, through which a strange, sibilant
chanting can be heard,

Creatures: Five Stone Kecpers lurk in
thiz roarm, biacking access to the chamber
of statues I nol ollreraise paving allen-
Hon unlezs one of the blink deps or the
Stone Keeper from area 18 Hees up here
ter warn them aof the PCs" approach.

2 Stone Keepers {5} hp 20 each: see
page 20,
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Taclics: The stone keepers are puzzled
by the intruders. While net completely
hostile, they are distinctly unfriendly; they
stiar] and make threatening motions, indi-
cating that the party should leave, They
do not =peak comumon, g6 any attempt a1
Diplormacy or Intimidation will have to
wark aronnd this obstacle, Thedr initial
attitude is unfriendly for hestile if they
know the PCs have killed their allies on
the Moo Below 0 they can be made al
least friendly, they allowe one PO into area
20 to speak to their spiritual leader. Gnly
il thes're made helpful do they allow all
the PCs into area 20,

[f it comes to battle (which it certzinly
does if the PGty to enter area 20}, the
four Slene Keepers immediately rage,
hoping o everwhelm their enemies with
pure force. [f the battle continues for
roare than 5 rounds, the mermefith and
blink dog frorm avea 20 come to investigale
gl adl their kin,

20, Chamber of Statues {(EL.B)

Ornice a temple to the sovereign lord
Balingr, this shrine has been lumed upside
down in more ways than one. it is filled
with pieces of shattered statues—icons
pathered from acrass the broken district
of Fallen. The heads of leng-dead nobles
are mixed together in a jumbled heap with
the limbs of pods and bits ol abstract arl,
Amid the wreckage, one statue stands
intact, Made from polished white marble,
itis a nine-foat fipure of a beautiful, angelic
ran wearing flowing robies; one hand out-
stretched as ithe is in the midstof casting
a spell, It seerns as if he might once have
had wings, but all that’s left now are jag-
ged stumps covered with raw muscle and
a few stony feathers. A tiny piece of the
statie where its left eve shauld be seems
to be missing.

Creatures: A young man and 2 loge
blink dog face the statue. The man is
chanting, but his words are strange, hyp-
notic nonsense—an eerie stream of con-
spiousness that is a blend of words from g
dozen different languages, 1 interrupted,
he tumms toreveal his expression: a shrange
mixiure of tortured madness and ecstatic
jov. "What dooyou want here®™ he cries
sut; stepping his song.

This young man is o memelith, a per-
son infused with etotions, dreams, and
memories from the dead. He s oureently
in the midst of praving for guidance, hop-
ing Lo receive  vision that could indicate
where the final fagmoent of the slatoe i
hidder, He is puzzled by the intraders; he
Bas never dealt with adventurers before.

0k perly tries b ball Lo the tnemelith,
he switches between three personalities,
each with 1t own distinet mannerisms;

o Juniiswas the leader af the radiant cult
that brought Sythrael to the tower. HMe
demands an-explanation for the intr-
sion and asks for reparations for the
death ol any of his peaple, and gener-
ally tries to play on feelings of guill or
confission. He denies any knowledae of
the: thelt and claims to be performing o
relipious service,

« Hiledgard waz o Morgrave scholar
She believes that the skitue of Svthracl
plaved a role in the fall of the tower, and
i dletermined to complete itz rebuilding
o prove her hypothesis: She asks the
party tohelp her find the lasl piece of the
statie—the missing eve
whal happens when it i= completed,

= Kol iz a hallling child. He s frightened
L evervthing, inchuding the party, the
atatues, and the big scary dog,

# Junius/Hiledgand { Kol, male meme-

lith bard 3: hp 14 see page 27.

@ Blink Dog: hp 35; see page 25,
Tactics: The blinlke dop takes his cues
frem the memelith. The memelith is

an gl can se¢

willing to talk for a while. Aszsuming
the party doesi't leave, the Junive per-
sonalily evenlually uses charne persan,
trying to target non-warforged fight-
ers and ordeting anyone he converts 1o
protect bim, 10 battle ig joined, he relies
on fis vapier and his teiech of conf-
sion ability. The blink dog uses dimen-
sion dogr to close with lightly avmored
spelleasters,

Development: The stone that com-
prizes-Sythraels statue is unusvally light
wedphl—but even so it still weighs 1,200
pounds, Whenever a piece of the slatue is
placed in its proper location, it seamlessly
rnelds with the other pieces. As o result, the
party could smash the statue into smaller
pieces in order to transport it Othersdse,
they may need to drg the statue. A char
acler thal examines the statue and miakes a
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apceessful DC 26 Spelleraft check realizes
thal it's zctually s living creature petrified

o AT I =11
by stome to flesh spell.

Concluding tfie Adpontire

if the patty manages o gel the statue
buck o Kaelys, she pratelilly provides
them with her promized rewsrd, She
is mtrigued by the encounter with the
mermelith, and hopes 10 wnlack the his-
tary of the statue. She promises o con-
tact the PCs once she does 20, She also
arranges for the party to be fully healed
at the nearest Jorazco house, The party
can resl with the satisfaction ol 2 jab
well done.

But what happens nexl? What are
Faelvs's true metives? [f she is a radi-
ant aultist and fingds o way to release
Svthrael, the fallen angel may try o
recenit or destroy the: party inorder to
hide its trail. Orperhaps Kaelys intends
to find & way lo use the statue's curse as
aweapon—and airships orother floating

liwiers Tmay soen begin o falll

Firally, there's the matter of where the
final picce of the statue s hidden, The
anly place it's certainly not iz Fallen—the
Stone Keepers have scoured this district
tor decades, and would have certainly
found it if it were there. Kaelys might hive
the PCs te track dewn the missing eve, or
they conded hear rumers of its lacation Liter
it their adventuring careers.

If Sythrael is eventually freed. consult
Sharns City of Towers Tor details on the
radiant idol.

Appendix: Mot Tomplate

Memelith

When hundreds of people die suddenly
anel unexpectedly, their passing can leave
a mark on the world, This is not the
zarne as the unnatural, undead presence
of a ghost. In the case of & memelith,
the zctual souls of the desd have passed
to their final rest. Bul traces arve leh
behind—memaories, desives, unfulfitled
dreams, This spiritual residue can toach

the minds of the people wha lve in the

area, manifesting as strange thoushts ar
odd dreams that ave quickly Torgotien.
Oecasionally o child s born with a
stromg bond to these memories and
dreames. Under normal circumsatances,
he might groey up to be a gifted medinm.
But the traces of the fallen are drawn to
his mined like moths oo Nare, His mind
i filled with the voices of the dead. voices
that otten overwhelm his ewn thoughts,
Such an unforburiate 1= kogwi us o meme-
lith—a living monument o the desd.
Serving as & channel for the spivits of
the departed provides the memelith with
ok Tl Ig(_: UFHHJ’JQ'I‘T];E' l11'.'|| '[JU'N{_! {3 F(,H"II;‘-_H_'(,'
through the memelith, the spirvits can
shift small objects, slam doors, ar per-
forin similar poltergeist activites—but
they can also shill the pesitien of an
attacker's blade, helping to shield their
host from harm, But the greatest power
of the memelith i5 knowledge, The
memelith has secess Lo the memories
and skills of hundreds of people. The
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drawback is that he has o lirnited ability
e contral the voices in his mind. T the
short termy the knowledge of the dead
can be iovaluzble, Butin the long term, o
memelith has preat difficully concentral-
ing or focusing on any one lask, He can
lry to suppress the voices or call on the
memoetics ofa speciie individual, but he
is enly barely in contral of his mind, A
memelith is a tormented creature, con-
stantly distracted by voices no one elze
can hear, teapped amid the memaries
of the dead,

A memelith can channel the memo.
vies ol any humanoid creature, butit has
the strongest bond to spirits of ils own
race, Most memeliths naturally develop
Lardic tolents, Memelith bards often
use A varianl of Perform called “whis-
persong”; this is a stream of conscious.
ness rmuttering inspired by the theuglits
af the dead. Whispersong is chaotic al
nonsensical, but can be strangely hyp-
notic and compelling n the same way
[hat chants can be,

Sample Memelith

This example memelith uses a Grd-level
biarman bard as the base creature,
Medium Humangid {Hum:an)

Hit Dice: 3doo3 plus 3 (19 A

Initiative: +2

Speed: 30116 squares)

Avmor Class: 19142 Deac 4 studded leather,
—ddeflection), 15 touch, 17 Hasfooted
Base AllackGrapple: +2/+3

Attacl: Masterwork rapier 4 melee
(Lol 18-20) or masterwork shortbow
=5 raniged [1di/=3)

Full Attack: Masterwork rapier +4 imclee
(1da-1/ 18200 or masierwork shortbow
=53 ranged [1dh/=3)

Sparce)Reach: 5005 it

Special Altacks: Fascirale, inspite courage
=1, touch of madness (DC 14), spells
Special Qualities: Bardic knowledge
+3; bardic music 3 /day, countersong,
imumunities, inner mrmeoil, inspire com-
petence, knowledae of the dead, polter:
geist phetomenan

Saves: Forl +2, Rel +5, Will +1

Abilities: S 12, Dex 14, Con 13, Int 10,
Wis 6, Cha 17

Skills: Tl +&, Crah {[r';t[JrTl.H]x'iJ.I.,"-_'l',:l +5;
Decipher Languapges —1, Disable Device
+4 Diplomacy +8, Handle Animal

4G,
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by, Heal +1, Hideo =5, Intimidate &,
Enowledee (nebility) +3, Open Locks +5,
Perfori (whispersong) +6, Spot +1
Feats: Dodoe, Spell Focus (Enchantment).
Toughness

Envirenment: Ay

Orpanization: Solitary

Challenge Rating: 4+

Treasiree: Slandard

Alignment; All

Advancemenl: By characler class
Level Adjustment: -2

Combai

Bored Spells Knoww: (372, caster level 3)
Save DO = 13 « zpell level; DC 14 + gpell
level for enchantment spells): G—daze
(DT 14y, bgh!, image hand, mending, es-
sge, prestidipilation: Ist—ohare person
(D 149, cure lght wousdy, Tosha's hideows
fnugiter (DG 14},

Possessons: 0 stidded leather, master-
work rapier, masterwork shortbow, palion
of displicenent, potion of iroasibility, potion
of cure niodzrale wennds, pokion of profeciion
Jromm arrene 10 mags, 20 g

Creating a M melith

fidemelith” iz an inherited template tha
can be added to any living humanoid. Tis
bype does not change, but itgaing the aug
mented Burnanaid sulitype,

Armor Class: The creature gains 3
deflection bovus to its AC equal o s
Charisma madifier. This is derived from
the spivits protecting the memelith, and is
a supernatural effect,

Special Attacks: A memelith retains all
of the special allacks of the base creature
and pains the following special attack,

Towch of Midness (5w Any physical
contact with & memelith—including a
rclee tench attack or armed attack—ean
temporarily overwhelm the mind with the
chaotic thoughts of the memeliths hostof
spirits, The opponent must malke a Will
save (DO L0+ halt the memelith's Hit
Dhce + the memeliths Charisma honus)
or begome confised for one round, This
mind-atfecting compulsion can only allec
up toone crestove pervound; The save DU
i Charisma-based,

Special Qualities: A memelith retains all
special qualities of the base creatire and
atge maing he follewing special qualities.

Imninities (Ex): niemelith s
irmmune to all mind-affecting effects,

Tower Turnmied! (Fx s & memelith’s mind
higsts the thanghts of hundreds of ditfer
ent.creamires, and these often confuse or
crowd out the thoughts of the base crea-
mre. This has theee effects:

« &omermelith has difficulty concentrating
on any extended task, Tn order to lake 10
or 20 onoa skill checle o to perform an

task (such az o Craft check) a

memelith must mke o suceessfal Wil

saving throw (G 15), [T the character
fails the saving throw, treat the skill

checle as iF the memelith rolled 21,

exlende

Ay time o character uses Diplomacy,
Entiraidale, or Sense Molive against a
memelith, the DO of the skill cheek iz
increased by 10,
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Kholedse of the Dead { Bx ) The meme:
lith has access Lo the skills of all of the

spirits that teuch its mind, This allews
the memelith to make an vnlrained skill
check with any skill. calling on the faint
mermaries of the dead.

In addition, the spivits act through the
host, usually providing insight and guid-
ange, bl somelines only creating confu-
sion. Whenever a memelith makes a skill
check, he adds 146=3 1 the resill feven i
this resulls in a'nﬁgmive madifier),

Paltergelst Phenomienon (Sl A meme-
lith i= surrcunded by a host of invisible,
incorporeal spivits. A memelith can call on
these spiritz 1o produce any of the follow-
ings aftects, as a 10th-level sorcerer: ghos
somrel, anagy dand, ar openfelose. However.
the spirils oocasionally use these powoers
on their own Doors open o slam shul
argamd the memelith, Unattended abjects
suddenly move, Strange moans or whis-
pers may be heard, ‘To stop an inveluntary
poltergeist display, o memelith must make
a successfil Will saving throw (DS 10); this
suppresses the power for 1dé rounds,

Abilides: [ncrease from the hase crea-
bure as follows: -2 Wiadom, +2 Charisma,
A memelith posseszes an unnatural
charm, but the canstanl interaction with
the =pirits is distracting.

Slkills: All skille are considered class
skills for a memelith,

Challenge Rating: As base creature +1 6
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ke, and
ilsility for

its fall, He Prllttlrjtt‘u. Querchard to the

d alto-  title of marquis, and installed the ruler
hreal- i
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with no sign of King Galmoor or his
sawage host, The city's ancient buildings
remained almost wholly intact, unlike

the other conguered settlements of

Sterich, A puzzled Querchard resumed
his position of .ru_lers_]'iip in Krelont
Keep and set to the task of liberating
the whole of the land,

Within two vears, all of Sterich had been
veclpimed, but true peace never came: A
shadow of dread and disquiet bad fallen
oeer Istivin, Tempers fared more easily,
and deadly accidents occurred with regu-
larity. Foul nishtmares began to haunt the
populace, and maore and more of Tstivid's foll
found themselves caped in thecily's asylums,

‘Other citizens vanished altopether, including.

the marguis himself] gone now four years,
The city that has twice recovered from gian)
anel extraplanar invasions now seems to he
under sicge once more, What power nzsails
it remains unknown, and the folk of Tstivin
despair that a new conquest is imminent,

e abifid
Az the land grew rich from the vield ol ils
mines, maore and more men of allepedly hish

DUNGEON DECEMBER 200

station flocked to Sterich 1o seek dispenss:
tion from it first earl, Qualtaine of Geall,

He and his suceessors knew @ good source

of revenue when they saw il, exchanging
titles and land for a sizable donation to the
carldor's coffers, Sterich pained & reputi-
tion for "low nobility™ thal became a jest to
many neighboring nations.

The last two decades saw the nobles
ol Slerich scattered before the advance
of zavage armies. Many of the nation's
barons died defending their lands
or fell into financial roin when they
abandoned their estates. As such, the
reclamation has brought with it grear
confusion over whe is and jso't a
noble of Sterich, with unknown heirs
and couzins of cousing coming forth
1o claim title and Linds left behind by
their deparied ar missing kin, Adding
to this confusion is an influx of many
minor Keoish nobles (moinly zecond
sons and scions of bankrupt houses)
who contributed troops and irea-
aure to the liberation of Sterich and
who now geck repayment through
grant and title 1o impraove their own

fortunes, Tstivin has become a gather-
ing point for apportunistic nables lioth
genuine and fraudulent.

Inter this confusion has come an influx
of adventurers and profiteerz seeking title
and lands. Some of these proft-seekers are
little more than cormmmon thieves, and more
than aoe "laron” has been found knilied in
an alley by the moming patrols.

Fhe Shatlon over Jefivin

lstivin is a ciwy under siege, though it
dees not know what enermy it faces, The
populace knows that some darkness arips
the city in a stranglehald, but none have
been able to define it or strike definitively
againsl it, Mewcomers ta Tstivin mmedi-
ately sense the general unease thal per-
vades the citizens, Few dare the streets
at pight, and even city watch patrols are
scarce, rarely responding to eries [or help.
Those who do travel the streetz at night do
so with wespons drawn.

The wile of the missing marquis,
Marchieness Reshin Dren Emonday,
has adopted the role of her hushand.
She is intelligent, though lacking in
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imagination, and sees the rule of law

Ie this end she remains
holed up in Krelont Keepissuing decrees
to battle the parasitic nobility plaguing
the cily by day and the unknown terrors
af the night. Few have met this dark-
skinned toreigner, and many suspecl

as Lhe answer

she may be a wilch and the canse of

Lativin's problems.

he justihed paranoin of the mar-
chioness has
crtry of all unautherized personnel

: brought laws barving the

into Krelont Keep or the city’s military
citadels. Individuals caught impersonat-
ing nobles of Slerich or Keoland lace a
short trial and guick execution, Those
caught inciting violence through word
ar deed Face long senlences in the city
gaols, Anyvonesuspected of succumbing
to madness can be arrested and detained
indefinitely “for the safely of the citi-
zenry.” The watch unevenly enforces a
nightfall curtew, and the marchioness
is considering a measure 1o outlaw the
carrying of unlicensed weapona, Istivin
is not a despotic, tyrannical city, but to
the uninitiated it may appear thal way.
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Everything you need to terror E
available now! Fiery Dragon Productions’ Counter
Collections provide you with an army of cardstoc

I addition to konoring the deities preseated in
the Blapsr's Handoook, the diverse foll ol Tstivin
worshipseveral gods from the extended Greve
o pantheon, The mead imparfant of tesa
gods are summarized below, with isformation
o the deify's alignment, domaing, avored
weapan, and hely symbal listed in brackets.
More information about these entiiies can bs
Founed i e LIVISG GREVHARY Gazetteer

Allitur; From the aldest days, the cerpy el Alll
fur s played dn impartantrale in Sterish society,
outlining for e nation’s rulers acrigid doctrine
hased Upoe athics and prapriety Despite its relis
giousg origing, the doctrine is essentinlly Secukis
bafng @ deseniplion of how to advance socicty
wiostof Swerich'saldestand most powerdul nobles
iy Fipe Servien to Al and & litany of dull pas-
=ages and ritials is all out required at rost sigrif
cant civie functions, Fewin lstvin attend regulars
services o Alltur, but reost acknowledae the wis-
dom of hizteachings |L0) Goad, Knowledge, Lawg
shertapear @ pair-af clasped hands)

Kelanen (The Prince of Swerds): Tes mastar
swardsmens woo compesa Kelanen's cult espouse s
aoctine of cosmic balarce beosesn the Four Dacrms
fpoed el chaos, and lawd, and Fave at tmes sided
with-ary of these alignrments to push the bslance of
pateer back baveand the middle. Far mone Fahters anc
wtrrions thin eleries honee Kfanen, miking his clergy
small and rasteraus it is & viclation of the fath's
code of corduict o use any sarl ofwes pon ather than
i sward or grossbow R Travel, War any martiz!
swizrd; nine swords irea star shape, points outward]

our playe

M ayaheine [The Shisld Maiden): & recently
ascendad peladin of Palan the demipoddess
i heing represants protection, justice. and
walar. Her righteots clerics travel on great il
grimages to dafend the weak and innocent,
stand up for the disenfranchized, and gener-
illy makea ninsarce of themseles: Toe loosely
affiliated, youthful religion serves as a sort of
strong aim ot tiechueh of Pelar [Eis particus
ladly accepting of weamen. [LG; Geod, Law Fro-
tacticn. War, bastard sword) meace lemgbie:
& shield with a bastard sword, sunburst, two
polden spheres, pnd twa victory runes|

‘Ulaz The Stnnmvife:l An ancient poddess of
nbnawreoriging, Llaqg balds sarth alamsntalain
thrall with her demintor ever hills, mountains,
and wemstones. Her cherics protect modniaing
from-thase who woold =nter for thie sake of
greed or evil, and instruct miners and quarry.
raen-with limelost dituals thay claim have been
hanced down from 2 civilization extinet more
':".:.l,n IO vears, |LGy Eart, Goad, Lav, war-
hameer; mauntainwath ruby Seart]

Zilchus [The Great Glailrjm'aster]: Haonarad
b merchants and: the wealthy, Zilchus is the
dealmaker of the aods. the master of business,
micnay, - and prestige. His rigorols coctring
espouses pessonal improvernent through the
aceumulation-cfwealth and pelitical influsrce,
ard herce s religion snjoys great (i casual)
attention in a'city choked with nobles teal and
presurned, (LG Koowdedge, Law, Trickery dag-
per; hands clitching & bag of gold]

| DMS, make your players change their shorts!

xpeditious Retreat Pr
't‘]e-'."u;:r'nphr'-:*ﬂ Lr,i‘;-'er. you the mtj\al. hru
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The Military

Bight years apo, Marquis Guerchard and the
nobles of Sterich led the nation's armies o
victory ina bloody campaign that reclaimed
Istivien and the whale of the realim Today,
this once proud force his been consurmed by
inefficiency, its honored regiments sqlan-
dered under the command of antagonistic
nobles squabbling armongst thernselas for
control of regained land, Bul [sfvin itsell
sermaing a bastien of miliary competence
and discipline,

Sterich's militery marches to the orders
of General Commander of the Army of the
March Griffage Terpin (LN male human
ranger 10), a crusty mountain bghter who
parned his fame agains! the giants, g
bears, and ogres ol the [otens. Terpin directs
the natior's military affairs from Istivina
Bast Citadel, and answers direatly 1o the
marchioness. Emondav aspointed hin
seneral comimander after his prodecessor,
Tebald Borrr, fell 1o an assassiv's knile three
wears age, and he i unswervingly loyal to

her every command [(and, according 1o
calumnions wags, Lo her every desire).
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Secard cnly 1o the peneral commander
is Warri Velthundle (LG female elf fishter
Brwizard ¥, who has been the Marshall
af the Sterish Cavalry for mere than 200
vears. A succession of Sterichis rulers
have azked her to azsume the mole of
seneral commander, but she hasalways
refused, preferring Lo concentrate on her
passion and combat specialty—light cav-
alry, Velthundle's tactics combine horee-
manship and magic, and the ranks of
her renowned mounted erder swell with
multiclass hghter fwizards and hghter/
sorcerers, They reside in West Citadel,
near the Trade Gate,

Sterichs army was gutted in the giant
invasion and bleoded badly during the
recent reconguest, Many of the current
olfcers replaced others wha fell during
the war, and were promoted based on
their skill and experience baitling giants
and savage humaneids: The GO0-some
soldiers statiomed in Istivin are thos a
finely honed unitl

Islivin's army is best used as a back-
ground element that evelves as the

campaipn progresses, Perhaps a martizl
plaver character fought in the Sterish
army during the reclamation, and has
a jdistant) personzl relationship with
Griffage Terpin or Karri Velthundle. An
HNPC patron might e oul to bean acmy
advance man. emplaving the PCs o scont
the fallen border forts in the Jotens and
Crystalmists for sipgns of the remnants of
salmoors army.

1. Javan Gate
2. Brink's Gate
3 Trace Gate
4, East Citade!
53 Wt Citadlel
[ I_{reiu:}'nf. Keep .
7. Thi Fodse af Taka rd [shabby inn}

B The Grphon's Arms (expensive inn)
3 Flouse of Radiance (Peior)

10:The Gilded House(Zilchus)

11, The Maider's Shield (Maganeine)
12: The Tower of Custorn (Adlitur):
'I?:'ﬁlgorlha:; the Seers Manar.

14: Barclay House

15 The Qld Livery

16 Quaitzine Squzre

17 The Eflaviom

18 Chaptarhouse of the Star

18: The Circus

20 Oliphant House (vazant demense]
21 Ancient Stone Circle

72 The Fiddling Yicaray {stardard inn}
2% The Dwarven Court

74 Shiine (Ehlorna)

252 Morth Squire

26: Ternple {Fharasghng

27 Temple [Heironeous) |

28: Temple [Llaa)

29:Gate Square



Selected Locales

A A5-foot-high crencliated wall compased

of Tige basall blocks swrrounds lstivin.,

Forty-five-foottall towers jut from the
wall at irvegularintervals, and each ol the
city's three gates sporl Gl-foot lowers and
additional detenszes,

The follwing numbered areas correspand
Lo the mepon page 37 and the Key to the Ciky
of Istivin sidebar nearby. Dungeon Masters
are encouraged to develop backarounds [or
predetailed mumbered locations, and 1o add
new locations tailored te thelr campaigns.

1. Javam Gate: Most visitors who come to
Tativin from the eastern lands enter the city

through Javan Gate, a huge two-passage

basalt barbican with three G0-foot-tall tow-
ers that affer & trermendons view of the sus
rounding landseape. A contingent of twenty-
five soldiers armed with crossbows guards
cach tower all are rained in the nperaiinrl
of ballistae positoned on the tower toofs.
The largest tower houses o ity watch st
tion, and at least twenty guards man the
gales during all howrs of the night and dag
AL the base of |avan Gate, four statues of

biving walves the size of drafl horses snarl
#delanl warming Lo Istivin's enemies, Local
legend holds that the wolves predate the city
itzelf, and that their ineorporation inta the
city's primary defensive post hearkens to
even older traditions now lost to all but the
most fastidious scholar of Allitar

4 & 5. East Citadel/West Citadel; The
[ativin contingent of Sterich’s army resides
wilhin two sprawling ferlifications near
Brink's Gate and Trade Gate. ‘Wesl Citadel
abuts vast stables and serves principally
as barracks for the nation's light cavalry, 2
[orce some 200 strong. Roughly 400 infan.
try {mostly halberdiers] dwell within East
Citndel, which boasts o huge open court-
vard used lar drilling.

DM's Notes: The paranciaof these times
btz resulted in ane of the mast tragic desel-

Coptrents in all of Tstivin, An afficer at East

Citadel, Captain Garant Ren (CH male halt
elf haliter 5 rogue 2), has gathered a oroup
of like-mineed ity walch officers and sal-
diers into the tenacious Society of the Vigil,
When off duty, the masked vigilantes meet
inan abandoned watch postnesr the citadel

and plan to halt the hidden threat they sec
rising in Isthvin—a nonexistent conspiracy
of politicians, wealthy merchants. and com-
tnon citizens determined to destroy the city
anl all itz inhabitants,;

Accordingly, the society abducts victims
that fit thetr profile, bringing them wa
sewer access chamber beneath the watch
shalion, where they ave lortured for informa.
Lo and evenually added o an evergrowing
pile of corpaes below the statiens Hoor,

Caplain Ren has been hearing whis-
pers in his head for several menths,
though he has thusfar concealed his
madness beneath the grim veneer of
solcdier, I0s anly 2 matter of tme before
the Society becoines more proactive
in its efforts, breaking into the homes
al’ innocen! eilizens o capture alleged
memberz of the congpivacy for “gques-
tigning.” If the PCs get in too lghl with
lativin's arislocracy, they might find
themselves tarpets of Ren's vengeance,
O the other hand, if they become public
enemies of any neble from Brink's FHIIL
the Sociely mighloffer assistance in the
Form ol information er muscle,
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6 Krelont Keep: The
hereditary seat of the
rilers of Sterich is
Krelont Keep, an
imposing edifice
perched atwop a
tmassive granile
peak lknown as
thne  Promontory,
The heavily Fortilied keep

ot its start centuries ago a5 a bastion
againgt raiders frenm the Crystalmisi
Maountaing, and il siill protects the ruling
tamily of Sterich. The keep casts a long
shadow over Qualtaine Square, and since
Querchard's disappearance four vears
agn, it has hecome a dark svinbol of the
protections surrounding the unpopualar
Marchioness Emonday,

Ity addition te the marchioness and her
countless retainers, servants, and syeo-
phants, Krelont Keep is home b more than
200 members of letivines watch, whe maine
tain order in the city under the cormrmand of
Captain-General Frush O Sugeill (LG male
human fighter 16), a former adventuring
heve who came tolead the guard afier help-
ing to thwart Loltits designs upon Estivin
vighteen years spa, Companies of soldiers
from the citadels supplement the city watch
of Krelont Keep, at any ghven lime adding
S0 b 100 crossbowmen 1o the outpost's
defenze; A dozen accomplished wizards
and clerics laval to the march servein #
versatile strike force oroanized by the mar
chionesss chielwizard, Verbane (CH male
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huan wizard 15} They spend
mast of their lme enpgaged
in divinations to protect the
marchioness and abjura-
tioms o provent magica
enlry b Lhe keep,
DM's Notes:
walls and foundations
af Erelonl Keep have
been magically treated
to prevent spells such
s deleport, passivall, or

The

dimension door from
breaching the forteess,
The are Turther
enchanted with dimen-
sional lock to prevent extra-
planar encroachment,
The ancient architects of
Erelent Keep excavated tunnels
deep into the bedrack to serve

walls

bkt a5 treasuries and refoges
M in case the keep itzell
should fall. The original
inhabitants Lived under con-
stant threat of giant and sav-
age humanoid raids, and never
imagined a city rising up around the
keep. Accordingly, the excavalions are
mch deeper than might be expected for
a keep of this size, extending beneath
the Promentory to an extent tha
ever Krelon! Keep's currenl
inhalitants do not fully
comprehend.
The
knowin levels—
the Deeper
Dunpgeons—
hold only the
masl  danger

lawrsl

ous and secret
prisoners of the
march. Those
who know aof
the dungears
exislence fre:
quently spec
ubate on whal
terrors  mighl
dwell within, or
what heroes might
sufter under the lash

for the amusement of the
marchioness, The truth
is that stll rmore les-

Atrortias fhe Soer

The sesies ol hillteps cutside toe city walls
“serves a5 the abode of the pentry of tivin,
Palatial manees surmount thess hills and
the saddles between, guarded by large
cormparies of hired rerdenaries ntent on
keeping [stivin's, trauhles Rrmby within the
ity walls and away o the orivate lives of
the dristocragy. The cursed pall that hangs
aver stivinseems not behags ventured this
Tar, thaigh same of the district’s wealthy
denizens have vanished while conducting
bislress inthe city A
I the carnpaipn, Brink's HilLsenes as
an pwitation-enly bregk from the hardship
and despair-of lstivin, Mang of the nobles
here, including Algarthas the Seer serve &s
excellent patrors, while sthers suchias Count
Tavisharm Barclay make worthy adversaries
capshle of causing a lot of problems for the
player charscters, As the characters advance
i level and prestige, they might uftimately
claim @ manoron Brink's (Hill-=kut therewl
alveays e naighbor with'a better view and &
tighter prasp on Istivin's pelitics,

els exist below the Deeper Dungeons,
many of them completely Heoded with
sewer and storm runoft, What resides in
these abandened balls not even whispers
speculate, but il 35 a fair bet that vipples
somelimes seen on the surface of some
cizterns far below are not just the resull
of stray currents.

13. Algorthas the Seer's Manor:
This upscale maner lies atop
the southernmost pealk of
Brink'z Hill, Alporthas the
Seer’s (N omale human
expert 18) reputation
as a zape without
equal stretches across
the land as far as the
city of Grevhawle, and

no feve of those will-
ing to brave the lrip

to Sterich do 2o anly
becsuse they are cor-
tain Alporthas knows
some bit of lore for-
aotten  evervelhers
elees The aging ped-
ant does not discrime
inate in his clientele,
believing knowledge

is neutral and should

b available te all who
can atford his exorbitant
fees. He isan expert in

i =




mast fields, but specializes in knowl
edpe of history, localities, politica, and
prophecies. He keeps a cadre of eleven
scandalously overpaid mercenaries
{3rd-level fiphters) on his property at
all tirmes,

DM's Notes: Assume Algorthas the
Seer has (after various modifications
due to magic itemns and hiz impressive
library) a 35 bonus on any Knowledge
check, He charges 100 gp = the ques-
tiom's D, and keeps all payment regard-
less of whether or not he is able to pro-
vide a correct answer to the client's
question. Algorthas always takes three
full davs of study before answering a
guery, although he always demands o
be paid in full in advance.

Local legend refers to Algorthas as
the "smartest man in the world” o pro-
nouncement Alporthas himselfhas begin
te earnestly believe, His hauphty manner
iz enough to anger sorme of his customers,
bust there's a reason he has sugh a pow.
erful reputation, and even those custom.
ers he has offended come Back time and
apzin Tor his wise counsel,

14, Barclay House: This low-lying
manse along the major thoroughfare
of Brink's Hill has recently become
the abode of “Count” Tavisham Barclay
{ME mmale human werewolf lighter 13,
who claims Lo he dislantly related to
the Keolandish Houze of Rhola and an
heir to one ol the estates of Sterich, He
keeps lo-himsell bevond maling daily
appearances at Krelont Keep to petition
the marchioness for title to his famile's
land. He keepsa posse of thirteen hard-
Bitten mercenaries (Aghter 5 fbarbarian
2y a8 guards in his lavish home,

D3 Notes: As yet Barclay has had
g luck convineing the marchioness Lo
honor his patent of nobility, He has few
documents to back up his claim, and
refises fo submil lo ragical inlerregation
arr the grounds of honor He has heard
that Marchioness Emonday throws false
claimantsin the dungeans below Krelan
Keep, and while his claim&are legitimabe,
e has much to tear from magical ques-
tieming of any kind, for Tavisham Barclay
isa werewalf, He fled his ancestral hame
in Kealand afler a moonlit rage resulted
in the deaths of seventesn courtiers.

Urwillivg to eive up the opulent lifestyle
of his station but unable to eperate in his
homeland, Barclay gathered his riches
and riade way for Stevich. Thatwas three
years ago, however, and his nest egp is
aboul to run dry, Barclay secks aut any
mears by which 1 pratect himselland
his dwindling riches, and might find
himszelf opposing PCs based in [stivin
if b thinks it can help him score points
with powerful political forces in the city.
Emonday's arclhmage Verbane knows
Barclay's seerel, bul has vel todake aclion
regarding it

15: The Old Livery: This massive livery
slable boavds the mounts of many of
[stivin's citizens and visitors. Its pro-
prietor, a Paynim horse-trader named
Zarrefl (LM male human barbarian 6),
charpes slandard stabling rates and
even boastz facilities for exetic mounts,
for he is no stranger o advenlurers.
Many pewerful and famous person-
ages called the shabby stalls of the Old
Livery home eighteen years ago, ala
time when most of [stivins city center
had been engulfed by the foul planar
gate of the Queen of Spiders, Many
ol these thrillseekers carved their per-
sonal devices upeon the stable’s wooden
wills, and even today a canny abzerver
nolice the signs of Caplain-
General Frush Q' suggill, the Knights
of Hommlet {led by Sir Ardorsus of
Dywers), and Theodain Eriason, elven
wizard ef the Circle of Eight.

DM’s Notes: More than one adventuring
croup thal used the Okl Livery as a base
ol aperations lefl and never came hacl,
Some of theze parties stored equipment
angl weasure heve, Zarvef! and his associ-
ates removed most sueh inkets vears ago,
Tl al least one hoard sl rests biehind a
falze wall or loose fapstone, Occasionally o
lecky stable hand finds a gem or pouch of
gald while going about his duties.

Somewhere within the ©ld Livery is
hidden the Axe of the Keeper, 2 +3 flam-
ing buesl grealaxe stolen from a glant's
den almest two decades ago. PCs who
dizcover the weapon might one day have
to contend with its angry ewner, 4 giand

cdll

clere named Velikar who inhabilg ane

al’ the horder forls aleng the periphery
of the Crystalmists,

A5 the npan waste pit known as the Efflu:
it fermented over time, & noxics:
_5tenc?1 -.':afhu rrean wasr-e and. rnttlng gatbage |
inhabitad the stanes and woadwork of the -
neighborheed noriheast of the Fromon:
“tary Over the pastcentury, things heve
became so bacl that mast buildings stand
unclaimed and abandened, giving the
district its common name. Several roads
rerain cc}mplerelv blocked by collapsed
Bulldires, and the goverrment long age
gave up hopa of ever reclaining the area
fror g Laefill purpnse.
Maw, only the most despe:a‘\e addlcts
and alcobelics call the place harme. Buen
.-cnrlllze-:.‘ criminals aveid the Absndoned-
_.'Quémr,alihaugh man}' keep hcalt heles and
safe-houses within Fhe district’s r_[l,zmh]lng_
tenerents and Iﬂntl} towers, for ifyou san
find iy o deal with the smell, tha Aban-
doned: Cuartor makes fs:-r one DF the: bect
Ridling places in fstivin. ity on the walls
Bordering the quarter is reserved far those
soliiers who hayve fallen into disfavor with
thair superiars, and the city watch never
pitrols its trash-flled streets. The palicies of
the marchicness and hergovernmant never
tauch upon the Wbandaned Suarter, and
sha apparently prefers to treat the neig hbar-
hoad as (Fivdidn't exist

16, Qualtaine Square: Mamed for the
first earl of Sterich, this cobbled plaza
liez at the heart of lstivin, at the base
of the imposing Promontory and in the
shadow of Black-walled Krelont Keep.
Mlany of the city's mest important tem-
ples and businesses front this plaza,
Inringing thensands of wisitors each day
Two neslected. ence graceful fountains
mark its southern end, and 2 marble
shrine to Heironemis stands before the
road rising to the keep, as ifguarding the
ruling family.

DM's Notes: A DC 20 Spot check
made by any character passing through
the square is sufficient to notice a
large, waguely humanoid dark stain
upon the cobbles making up the peo-
metric center of Crualtaine Square. The
stain has net faded since its discovery
during the reclamation of Tstivin, and
lecal rumaor swears that King Galmoor
himselt was killed on this spet, and
that it still bears his undving curse.
Allow characters thal study the stain
far several minutes to make a DC15
Spet check to notice that mest people
and animals unconsciously avoid step-
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ping on these blackened stones when
walking through the square. The poi-
soned core of Qualiaine Square plays
a pivotal role in the “lstivin: City of
Shadows" Campaign Are, bul could
servee as the focus ol any fell enchant-
ment in your campaign,

17, The Efffuvium: Lacaled al the base
of the Promontory, the Effluvium is 2
huge drainage pool of porous stone thal
serves a5 4 natural sumg for the ity
All ol lstivina storm draing and sewer
channels eventuatly empty into this col-
lection basin, where the effleent slowly
draing and evaporates, The result is 2
massive pool of toulsmelling, murky
brown water. Nothing is known Lo live
it this Fetid seup, and hardly & ripple
breals itz algapcovered surface, Most
of the dozens of drains that emply into
the Effluvium are enly a few inches in
diameter, but some open as wide as
4 feet across, and widen considerahly
decper underground, These lead to
sewer channels that run beneath Tstivin
angl are alwavs barred by thicle iron

grales Lo prevent the egress of sewer:
dwelling creatures ov to keep out those
who might use the tunnels for nefiri-
ous ends, These grales do nol open, and
sewer workers enter the drains from
elsewhere in the city,

B Iron Grates 2-in-thick bars (4-in
space hetween bars); hardness 10 hp 6k
Breals 2C 30,

Dd’s Notes: For penerations, the peo-
ple of 1stivin have lurned a hlind eve te
o parzsitic community of mongrelfolk
i Flenid Folio, p, 125) wha quictly dwell
in the run-down tenements and bricle
houses surrounding the Effluvinm,
Exactly where the creatures came from
remaing unknown. As long as people
can remember, they've always been
here, dating back three human geners-
tions ar more. The mongrellfollk even
survived the sccupation of the city by
Galmeor's brutish army, disappearing
into their dens and holes to aveid detec-
lion by the invaders,

The mongrelfolk travel From build-
ing o building via a complex networlk
of hand-dug tunnels, allowing them to

avoid the city streets altogether. The
local watch {when they bother to enter
thee Abandoned Quarter at all) con-
sider the mongrelfolk harmless souat
ters, and pay them little mind. But the
moengrelfolk watch from the shadows,
and know nearly eversthing about the
Abandoned Quarter.

18, Chapterhouse of the Star: This onoe
elegant huilding houses 2 shadowy chap-
ter of the myvsterious Order ol the Star, a
Meaternily of Mlademastiers devated o the
heroadeity Kelanen, the Prince of Swords,
The Crder takes its name from Kelanen's
aymbol, nine swords rdiating outward
Fprmmoa starburst, The arganization spans
the western nations, but lstvin's chap-
ter in particlar always best exemplified
Eelanen's dedication toswardplay and he
pursuit of a cosmic balance bebween the
For Booms: good, evil, law, aml chaos,
The principles thal had for so long served
as the chapter's foundation ironically led
ber ks wndoing an the eve of Tstivin's all,
when masl of its members perished
standing their sround against Galmoor's




army, The futile, spirited defense allowed
thousands of citizens to Hee the city, and
many common folk of Tstvin give thanks
to the gentlemanly ghosts of the Order ol
the Star each time they pass the chapuer-
house on Whetshone Wy,

Bt some life vel remaing in the old
ledpe, thanks to the efforts of an aged
swardsman pamed Baldram (& male
hurman Nehter 12 kensai 6, log infirm
to stand with his brothers ten vears ago
bz still abde te srain others in the dis-
ciplines of the nine blades of Relanen,
Omly a handtul of these new blademas-
ters dwell in Istivin, and many of thase
that de are early in their training and
ret nearly equal to Baldvam in knowl-
edge or skill at arms. With 2 hacking
cough and health that seems to decline
with the day, Baldeam lnows he doesift
have long to live, and has begun invest-
ing some of his authority to o young
protégé named Quentyn Seamsier (LN
male human fighter 6flensai 3), with
whom he traing constantly, furiously
trying o mstllin himea lifetime of expe-
rience in however many weeks he can
stave off death.

DMz Notes: Members of the Order of
the Star take levels in the kensai pres-
tige class, presented in The Complete
Wearriar; their signature weapon musl
be a sword of any bype. They consider
the wse of any weapon other than a
aword or crosshow a violation of their
ethos, but grudgingly make allowances
in the case of emergency,

All o the members ol the Tstivin chap-
ter know of Baldram's infirmity, but not
even he g aware that it has been inflicted
upan him through foul play, Same enemy
[the dark presence haunting lstivin, a
rival swordsman among the nobility, the
marchioness) considers him a threat,
and hopes to eliminate hin before ang-
ane else in the Order can rise to take
his place. To this-end, Baldrants enemmy
has cansed an unnalural black fingus
to prow undetected in the cracks of the
wills of the old master's bedchambers in
the: chapterhouse. This unearthly growth
produces an inhaled form of dark reaves
poveder so fine that it cannol be seen with
the iaked eve, The formridable Baldrarm is
slowly succumbing lo ils effects, and the
consant exposure has prevenled magic

healing from making any lasting impact
on hiz condition,

Anyane who observes Baldram Tor
rmare thars a fes minutes can male a DC
25 Heal or Protession (herbalist) checl: to
recognize the syinptoms and the specific
plant involved. Thaose who identify the
cause of Baldrand's sickness gain power-
ful friends among the Ovier of the Star,
ancalliance thal may serve thersell even
in distant cities.

19: The Circus: G all Istivin's magnifi-
cent structures, only Krelont Keep is
miere spectacular in scope and imagina-
tion than the city's Circus, an ancien!
refic dating hack to Istivin's earliest days
nearly a thousand years apo. As Sterich
began to zdopt the more Svilized ways
af the easl, bloodsporl gave way 1o horse
and charict vaces and field games. Such
endeivors now seem quaint to the battle-
hardened cilizenry of |stivin, and lethal
gladiatorial combat has made a trinm.
phant return to the Circus,

Maznaging the controlled chaos of the
Circus talls to Atafrix Dardenell {CH mals
half-elf rogue &fbard 4}, a scheming bon
vivant with @ showman's sensibility and
a willingness 1o stab an associate in the
il at the fivst profitable opportunity, His

chiel confidant is the cunring Gromar

(W E male half-ere barbarian 8), a brtal
pitmaster who isn't above stocking his
ranks of Oghters with dooanken foreign.
ers kidnapped the night betore a bloady
exhibition. Atafrix and Gromar present
brutal, Turid entertzinment o Tetivin, and
the people love therm for it

DM's Notes: Atafrix has been deeply
affected by the Abyssal prescnce inhalb-
iting Istivin, and his mind has begun
ko slip. Bored with simple contests
between humanaid gladiators, he
recently introduced a new element to
Circus matches—monsters. secret cells
below the colisenm now contain six
owllears, lve displacer beasts, a brul-
sl ettin, and an eight-headed hydra.
Once this new feature catches on,
Atafrix plans lo introduce true blood
malches letween the mansters and
helpless or tnarmed condemned pris-
oners, Since condemmed prisoners are
difficult to come by, Ataltix and Gromar
intend o use a band of oughs to kid-

nap innecent victims off the zweet o
serve in these matches, protected from
recognition by chare persor spells and
face-masking illusions.

Friconaltfios of Sefivin

Players should find the folk of Tstivin to be
an aszorted Lot with motives as diverse as
their personalities, although almost every-
one seems Lo b alfected by some sort of
shadow, Three of Istivin's mast prominent
citizens are detsiled below,

% esbin Dren Emonday, Marchioness
of Sterich, female human sorcerer 13
CE 13 Medinm humancid; FID 1 3d4436
plus 3 hip 61 Init <1, Spd 3000, AC 12
{16 with mage armor), touch 9, Hat-footed
12 (16 with mage arvory Tase Atk <6;
Grp +7: Al <8 melee (Ld6+], masler-
work club); Full Atk +8/43 melee [1db1,
masterwork clubls 54 spells; S0 sum-
o fomiliar (Hny viper) AL LN 3V Fort
+R Ret +3, Will #11; Str 12, Dex 4, Con
T4, Int 16, Wis 13 Cha 19

Skillss BlaiT «23, Concenlration =18,
Diplomacy +14, Gather Information +%;
Enowledee farcana) +19; Listen +3, Sense
Mative +9, Spellorall <13, Spat 43,

Feiits:

Combat Casting. Fschew

Adareaionsee ot

DECEMEER 2004  DUNGEDM




42

Materials, Great Fortitude, Tran Wil
Leadership, Toughness,

Languages:  Commen,
Beolandish, Glman.

Spells Known (caster level 13,
BI7FITIEIGMY G—aciid splash {43
ranged louch), aroane mark, deze (DO
14}, detect magic, detecd poisen, disrupi
wndead (+5 ranged touch), flave (DO
14y, vesistanee, touch of fatiges [+5 touch,
DC 14y 1st—hurning hands (DO 15),
Mg grer, obscuring akist, protection
from chaes (D 15), shighl 2nd—etect
thowghts (DG 16), owls wisdon, shatter
D 16), reuch of idiocy {+3 louch, DC
15}, whispering wind; 3rd—deep slumber
(D0 17), dispel moge, tevisibility sphere,
sugmestion [DC 17); 4th—confusion (DO
L8}, erushing despaie (DC 18), greater
magic wegpesn, stopesking Sth—cone aof
cold (DG 19y, feeblemind (DO 19), hold
monster (DHC 19} 6th—chain lightning
(G 20, Tensers trunsformation,

Possepsions: Masterwork club, cloak of
charisma +2 amidet of notural armor 43,
rooct of shiglding (76 hp), ring of mind
shisglding, ring of the ram (27 charges), 3
pations of hull's strength, 4 vials of diamaond

dust worth 250 pp each.

Dwarven,

Varbane
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Farmidable

The
Sterich isa dark-skinned, large-framed
woman of unknown origin with gray-

marchioness of

ing black hair bound tightly into a
severe bun, Querchard met her while
traveling in distanl lands during his
vouth, Before the troubles came Lo
Istivin, Resbin spent wmuch of her
Lime away fram court, living in her
homeland, The Sterish were fine with
thiz arrangement, having never talien
a greal liking to the aloof, no-nonsense
woman. She relocated to Istivin aflter
Lolth's attempt on the city, but always
separited herself from the other mem-
bers ol the court. She didi't engender
rapport ameng the nobles, especially
with the occasional application of her
cudgel on their recalcitrant young
scions every now and apain, With
Cuerchard's disappearance, she now
helds the reing of the country and has
proven tobe as stoul-willed as she is
framed. More than one rumor has heen
spread thal she “offed” the margquiz in
order to seize power, though none dere
voice thig theory in her presence,
Resbin Dren Emencday is greathy dis-
turbed by the fate of her husband, She
has given him up for lost, but refuses to
allow dizhonor ta fall
o his name, Her grief
iz deep and heartlell,
but stoicatly masked.
She Tears if she shows
any wealness atall in
front of the nohles, she
and Heuse Qualtaine
could be unseated. As
a result she is slow and
methodical in her deci-
sions regarding noble pat-
ents thal have come hefore
her, Istivin's condition
disturbs her az well, but
she is al a loss as to how
it can be saved. Instead
she forges ahead in
her own blunt way,
ignoring the whis-
pers and the ire of
the nobles around
her. Her greatest
vulnerability is per-
haps that she relies too
heavily an the couneil

of unzcrupulaus aristocrits and her
Chief Wizard, Verhane.

@ Verbane, Chiet' Wizard of the
March, male human wizard 15; CR 15;
Medium humaneoid; FID 15d4415; hp
S Init +8; Spe 30 fr; AC 17, tauch 16,
fat-footed 14; Base Atk +7; Grp +5; Atk
+1 melee [1da-1 plus Ld6 firef18-20,
+ 1 Tamidng burst rapiery; Full Atk 1005
melee (1d6-1 plug 1d6 five/ 18-20, +1
Meming burst rapiee)s 84 poisan, spells:
S0 cortingency, permanent spells, sum-
roon familiar (hawk familiar); AL CH;
SV Farl 46, Rel +8, Will +12; St 7, Dex
16, Cen 12, [nt 20, Wis 16, Cha 17,

Skilly: Concentration +19, Crafli
falchemy] +12, Gather Information 5,
Enowledge farcana) +23, Knowledge
[geography] +13, Knewledge (history)
+17, Knpwledpe (local) +19, Knowledoe
{the planes) <16, Listen +5, Spelleralt <23,
Spob+5 (+8 in bright light).

Feats: Brew Potion, Combat Casting,
Greater Spell Focus {evocation), Tmproved
Initiative, Martial Weapen Prohciency
jrapicr), Maximize Spell, Ounicken Spell,
Scribe Scroll, Spell Focus (evocation);
Weapon Finesse, Widen Spell.

Longregesy Common, Draconic, Glanl.

Contingency Effect: Teleport returns
him to his home i he is rendered help-
less or unconzcious,

Permancnt Spells: Arane sight, darks-
st Torges,

Wizird Spells Commanly FPrepared
feaster level 15); O—areane mork, detect
magic, message, read magic 1st—charm
persan (D 16], hypratism (I 16], mage
armor, riy of enfeeblament (410 ranged
teuch), shocking prasp (+10 touch), frue
strike; 2nd—arcane lock, delect thoights
(DS 17y, Tdsibility, pyrotechnics (DO
L7}, seorehing vy (+10 ranged touch);
drd—displacerment, waple cirale agains
evil (DS 18}, protection fromenergy, slaw
(D 18Y, vampirie fouch (10 touch);
Athe—areane eye, enervation (+10 ranged
touch), maximized maglc missile, lesser
globe of ivadnerability, phantasmal killer
(DG 19 Sth—eclowdkill (D 20), cone
of cold (D 22), deminate person (DO
200, pryipg eves, summon monster ¥
Gth—widened firgbeil (DC 20), greater
dispel wagic, maximized Hglteing bolt
(DC20); Pth—quickened firgball (O




A, Mordenkainen’s sword (+23 melee),
Sth—quickencd dimension doer.

Spellbooks: Verbane's spellbooks contain
all cantrips and all Tst-8th level spells in
the Player's Hardbook,

Possessions: +1 fliming furst rapler,
antulel of ratiral armor <1, gloves of
Dexlerity w4, ring of protection -3,
staff of fire (31 charges), statuette of
himsell worth 2,000 gp (Tocus Tor
contingency), mminizture platinum
sword worth 250 ap (focus for
Mordenkainen s sword).

At 65
Verbane feels acutely the

the  ambiticus
paszage of time, He stands
over six-and-a-hall feet rall
vel is skeletally thin, with claw.
like hands bearing thick purple
veing, Verbane is the Chief Wizasd of
the March and wields Far more power
than even the marchionesz realizes,
Originally recrnited by the marguis o
assist in the reclamation of Sterich, he
achieved his current position as resard
for his services, Since Querchard’s dis-
appearance, the marchioness has come
fo rely on Verbane maore and more, He
subtly suggested the formation of a
repitnent of wizards and battle clerics
Lo aid i Krelont Keep's defense. Upon
receiving the marchioness's blessma,
he selected anly those wizards and cler-
ios who had demenstrated atter lovalty
to him, These minions grant Verbane a
powerful privetearmy, though hedefers
to the marchioness for now. His true
aspiration is to someday rule a realm of
magic to rival that of the Valley of the
Mage. He sees Sterich as just the place
o achieve that dream in these times of
turmoil, and cares nothing for the trap-
pings of nobility, Verbane recognizes
-;Jrl]}' the :]ulhul"il}' ol power.

4 Frush O'Supgill, Captain-General of
the Watch, male human fighter 16: CR
16 Medium humaneoid: HD 16d10+48;
hp 140; Init +6; Spd 20 ft; AC 28, touch
12, Hat-footed 26; Base At —16; Grp +149;
Ak <23 melee (Rdo-9/19-20, +2 retim-
ing anemantine storkspear] ot +22 ranged
(b2 19-20, +2 retirning ademanting
shortspeary: Full Atk +23+184+13 48 melee
(1dB+9 19220, <2 relierting adamaniing
shortspenr} or +22 ranged (1db+919-20,

Frreh O Cuanitl'

+2 reburping fdamaniine shorlspear); BA
—: 850 —; AL LG SV Fort <13, Ref +7,
WAl 47 St 17, Dex 14, Con 16, Int 11,
Wiz 11, Cha 14,

Skills: Diplamacy +4, Gather Information
w4, Handle Animal =7, Intimidate +12,
Enowledge (localy +5, Ride +22, Sense
Motive +5, Speak Language (Elven, Ore).

Feats: Blind-Fight, Cleave, Combat
Reflexes, Great Cleave, Greater Weapon
Focus [(shortspear), Greater ‘Weapon
Specialization (shortspear), Improved
Critical (shortspeur], lmproved Initiative,
[ron Will, Leadership, Mounted Combalt,
Power Allacl, Quick Draw, Ride-By Attacl,
Weapon Focus (shortspear), Weapon
Specialization (shortzpear),

Lenguiges: Cormmon, Blven, Ore,

Prgsessions: =2 narhril half-plate, 15 hamey
steel shield, o 2 returning edamanting shori-
spear, periapt of wound closiors Tour podions
of invisibility, podion of cure light wonnds,
e potions of cire sericis wounds,

Frush ©'Suggill is a hale and hearty
51-year-old veleran of many wars, A for
mer adventurer, he led the party that
defeated the giants eightecn years ago
and penetrated the Abyss o end the
threal of Lolth's black hemisphere. He
then seent on to study at the Furyondian
College of War before participating in
the Grevhawk Wars, After the signing

of the Pact aof Grevhawl ten years
apo, he resipned his commission in
Furyandy and returned to Kesland
to assist in the liberation of Sterich.
Marquis Querchard appointed him
as Captain-General of the Watch
shortly therealler 1o utilize his valu-
able experience and training for the
tuture defense of the city,

Q' Sugeill is complelely loval to
the marchioness and the march,
having spilled no small amount of
his own blaod in its defense. e

now searches for some way o
bring about the end of the threat
that hovers over Tstivin, From his
past experiences, he believes thal
the drow are somehow invelved,
but with no tangible encmy 1o
fight he's growing Trestrated.
He rmeets occasionally with his old
allies Redmed Dumple {prince of the

Drwearven Court) and Prefect Randos

(high priest of ¥ilchus) to reminisce
and discuzs strategy for combating the
evils afflicting the city, Despite his
duties, O'Suppill still considers himself
an adventurer, and ig very friendly 1o
athers who share his profession, &
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oucl ef the Alwss" is the frstina
linked series of three adventures
presented before the backdrop of
“ativin: Ciky of Shadows" (see p 32 The
series continues in DUNCESN #1158 and
#1719, Although these three adventres com-
prize ane overarching story, ey canalsa
be run as a stand-alone adventures, as the
events within vach are firly seltcontained.
The city of Tstivin is the eapital of the
March of Sterich, a tragic nation on the
wistorn edge of the Flanaess, The Living
GrEvHAawk Gazetleer provides seful
information onthis region, bt is not nec
essary for play. Althoush "Touch of the
Alvss” s setin the Wonrto oF GREYHARE,
voul can adapl the adventure to another
campaign setting fairly easily, as all ol the
action takes place within the city itself,
“Touch of the Abyss" is designed for
o 11 th-level characlers. 1 insolves a Tair
arnonnt of investigation and several atmo-
spheric encounters intended bo introduce

DUNGEON [ECEMBER 2004

“Something was not right in [stivin...More than
a few speculated in private that it seemed that the
taint of war had brought a touch of the Abyss...”

—Liviveg Grevaawr Gazetteer

the plavers 1o the roulled city ol Tativin, As
mysteries prow, however, plenty of oppor-
tunitics for combat and steategy emerge
From the city's dackered shadows,

HAdventure Background

Eons ago, a terrible entity known as the
Malpoth raled over several lavers of the
Alwyss, [t power was great, and rivaled that
of the gods themaelves, So powertul was the
Malgedh that a consortium ol seven dermon

lovdls and princes laid azide their hatred of

each other to mount a fantastic assault on
the entiy's haunted realim. They destroved
its physical fomm and dispersed its being
throughout the countless layers of the Alyss,
buk t aferrible cost. The batte bad depleted
thedr steength and rescarces. Gther demons
seized their realms, znd soon: therealter
destroved the members of the consorbum
azwell Thovsands of vears passed, and these
seven detnons were evenlually ferpolien, as
was the Malgoth itzell, Yet the Malsoths

peswer was so preal that something remained
al its terrible essence. [1was withou! physi-
cal substance, o formless entity wandering
Loneath the notice of the Abyvssal rulers, And
[ conntiess vears il rermained in this skite,
until a singular opportunity presented itsell

Bighteen years ago. a toul curse tell upon
the capital city of Tstivin—the carl's citadel
and a poad portion of the city was swallowed
i an immense biack hemisphere of shad-
ey Force, Thisblack bubbie was the physical
manifestation ol an attempt by the demon-
queen Lolth o absorh the worid of Gerth
itk her Dernonweb on the Abyss, This
event did nel go unmoticed by the Malgoth,
Inzubstantial and unseen, itcrepl through
the Demonwel and under Lolth's nose, set-
Hirsg inta the very foundations of the cursed
city of lslivin, When Lalth was deleated by
aatalwart band of adventurers, the bubble
withdrew back to the Demonwel and
et Telivin o the Material Plane, but the
Malgzoth renmained.




A Tew shart vesrs later, the defenders
of Sterich fled before the giant and sav-
age humansid forces of King Galmoar,
wehich queickly seized the whols of the L,
Armetgst the giantking's selinue was his
chief advisor, a frost miant cleric of the deman
lavd Kostchichie named Hkharis, Mot Jong
afrer settling in Istvin, the Malpeth gained
encugh power o ovade Hkhars' dreams.
Disillusiored with Kestehaehie, kharis
quickly fell under the Malgoth's spell and
awore loyally to the powerfil Abvaszl entity Al
its hiclding, Weharis had bis underlings seize
King Galmaor and bronghl the giant man-
arch te the city square. By sacrificing the king
in the Malgoth's name in the town squate,
Wkharis provided a focus for the Malgoth's
ezzence, The ground swallowed Galmoor's
corpse. The menstrous armies, overcoma
with Tear, Hed inte the countryside, Mot long
atter, heroes liberated many of the giant-hekl
cities of Sterich, and lkharis Hed [stivia to
avaicd caplure and execution,

When the forces of Slerich reocoupied
[stivin, they found it hauntingly deserted.
Though they celebrated its liberation, 4
wvague new senge of despair and bitterness
seemed Lo pervade the atmosphiere, Good
will between neiphbors seemed o disap-

pear,and fempers began s Hare nnsecount-
ably inta violence, Greedy nobles and con
artists started to grab up land and titles lost
to athers during the war, contributing o the
avierall lension,

Mow, myslerious socidents and deaths
eocurwith incregsing treguency. Incdences
ol madness are on the rise. Many people
have disappeared in the night, includ
ing Marquis Querchard, The streets are
deserted afier dark, The citizens of Tstivin
feel sornething is wrong with their city, Iag
trey deont cansciously realize it

Warse, attor several vears, drow worship-
ing the Gueen of the Demonweh Pils again
turned their attentien to lstivire The dark
elves pstablizhed o strong base of operatons
inthe ity and have developed elaborateand
effective deep cover idenlilies. They have
found the miasma of despair and gloom
it Tativine ek to their advantage, for i
citizens are less likely 1o notice their pres-
ence 43 4 result. At the same time, the dark
elves” hidden invasion has challensed the
Malgatli's spiritual dominanee over the city,
and haz slowed s evelulion signilicanily,
The Malgoth's current desire is to assassi
wake the leader of these drow in order to re-
establish its dominanee, veb il has litle idea

&y Setting
Mid-Level (6-12)

of where o stare, [F has been sending lezser
minions of Alwasal shadow against what
droes forces it could locate, For their part,
the droes are unsure who or what is sending
these creatures alter them, Fornow, a state
al undersarld conflict exists between the
Malzoth's minions and drow, s hidden war
loughl bevand the knowledpe ol the general
popidation that has brought the mysterions
foorces that haunt the city to 2 boiling point,

&ldventure Synopsis

The adventure begins as the party arrives
in Istivin, Ag they get to know the city,
they experience Rrst-hand the “wrong-
ness” that pervades it Bventually, the
characters are awoken late one night by a
commeotion—the city watch is atlernpting
locapprehend a aving lunatic. In the alter-
cation, the madman uses some startling
magical powers that should prompt the
PO ter inlervene in arder to save the aul-
marched watchmen and capture the per-
petrator, Later, the party receives a sum-
mons from the sape Algorthas the Seer,
wha speals to them ol the problem Laint-
ing Istivin and divects them te investigate
Krelont Keep's dungeons and uncover a
great threal Lo the ity
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Fntering Krelont Keep via the sewers,
the PCs grain aceess to ils deepest dungeon
lewel anly to find il haunted by malign
undead creatures, Worge, the PCs diz
cover another wrelched inhabitant of the
dingean, the missing Marquis Querchard!
Istivin's tormer riler has become a power
ful servant of the Malooth who slew the
dungeor's puards, :1||r:-.wing the Malgotlrs
presence to seep into their bodies and
animate them as greater shadows. After
deleating the marguis and the undead,
the party learns aboul the Malgoth itself,
and that a frost glant named lkhars may
hold the knowledse to defeat it. Upon their
departure from the dungeans, the Malgoth
sends minions te destroy the PCs before
they can-escape the city in search of the
elusive frost giannt cleric.

eldventure HMook s

“Touch of the Abyss™ starts somewhit

unusually for o D&ED adventure, Long

Lefore the PCs get the mission 1o infillrate

Krelont Keep's dungeon, they have several

encounters with the Malgoth's growing

influence. These encounlers can ooour
whenever the DM desires, and at whatever
pace he feels iz correct, The only problem,

ol cowrae, is how fo get the PCs 1o Istivin

if they aren'l there already. Following are

i few supgestions,

« One ol the plaver characlers is a minor
neble of Sterich or Keéoland (the neigh-
boring kingdorm to which Sterich is a
vassal). They may have participated in
the likeration of the counteyside from
the suvape humanoid and giant raiders;
i any case, they have now fraveled to
Estivin tostake claims For title and land
with the marchioness,

« Mot all the nebles whe make Lnd-prabs
during Steviclis rebuilding are hanest—
many of them are simply opportunistic
The PCs roay hear that *land is e for the
taking” in Sterich, aslong as ane can make
a case for its ownership to the marchio-
ness, Alternately, the PCs may be hived
by o i poble 4o represent his Gonily
in reclaiming land that bas been stolen by
preedy adventurers er con mern,

o A retived adventurer who fought in the
war apainst the giants vears ago hires
thie POs b travel Lo 1stivin te track down
serme itern he lost, complete some unhn-
fsied business fromea préor adwenture,

or perhaps even avenge the death of

ane af his allies. Perhaps the adventurer

seeks the Axe of e Kegper (see The Old

Livery in "Istivin: Gity af Shadows™,

[ vearre ranning “Touch of the Abyss”
az a stand-alone adventure, then a differ-
ent motivation for the playvers is needed
in order to bring the adventure to & sue-
cesalul comclusion without requiring the
completion of the next two adventures
in the series, In this case, the Malgoths
presence remains in the city, but the quest
to remove its foul infuence 1= not the
party's ultimate goal. Run the adventure
as writlert, but amit “A Summans From
the Seer” The parly is inslead quictly
approached by the Council of Barons. The
couneil 18 convineed that the marchioness
is behind the troubles in Istivin and that
the marquis is alive and imprisoned in
the Deep Dungeons of Krelont Keep, For
a reward of 10,000 gp {or the equivalent
i magic ilems), they ask the heroes Lo
infillvate the dungeons through a little-
known sewer entrance, Their assessment
of the mazguis's location is pure serendip-
iy, and they have no real understanding
of the true threat to [stivin, How the PCs
handle the insane marquis in this case
can become aw adventure in itsalf?

Chapter One:
City of Shadows
sterich s a counbry with o troubled past—
a past sleeped in blood and violence,
Despite its prim history, Stevichis alsoone
of the oldest civilizations of the Flanaess,
It existed as o vassal state of Keoland see-
eral centuries before the crowning of the
first overking in Rauxes: As the capital
of Sterich, lstivin has been at the heart
of the nation's troubles throughout,
Unfortunately for [stvin's carvent inkab-
itants, the city seems to have inherited a
double partion of misfortune of Tate,
Tstivin is in a state of paranoia inspired
by Feuding nobles in the day and enforced
by sornething dork and unexplainable in
the night, Fights Lreak oul, deadly acci-
dents ocour, people g0 mad, and citizens
disappear with mereasing regularity, The
streets stand deserted alter dark and waich
patrals are scarce, rarely rezponding o
cries for help. It doesn't take newcomers
toethe city long to realize that Istivin i2 2
Feakeen place,

The ruler of 1stivin, Marquis Querchard,
is missing. His wife, Marchioness Reshin
Dren Brmanday, stepped in to All her miss-
ing hushand's shoes. This large-framed,
ne-nonsense wornan has attempted to take
the city by o tight rein to end the current
crisis, Sheis intelligent, though lacking in
imaginalicn, and sees the absolule rule of
lawras the answer to Istivins troubles, yet
she fears the madness loking in Tstivirs
allews zs much as anyone. To this end, she
remaing holed-upin Krelont Keep issuing
decrees to battle the parasitic gentry plagu-
ingz thee eity by da and the unknown terrors
al the night. The city wakch dees what it
can during the day to enforce her edicts,
but their resabve iz weskening rapidly.

The cily's current edicts include Jaws
Barring the entry of all unauthorized per
sontel into Krelont Keep and the military
citadels of the ¢ity o prevent sabotape,
Strangers and cilizens alike are rudely
rebutled by contingents of heavily armed
auards stationed st the cnbrances to these
buildings, Individuals caught imperson-
ating nobles of Sterich or Keoland face
short tridls and quick executions, Those
canght inciting violence thtough word o
deed face long sentences in the city gasls.
Mnyone suzpected of succumbing fo mad-
mess can be grrested and detained indefi-
nitely for “the safety ol the March'; what
defines “madness" iz lefl dangercusly
wagoe. An pnofficial curlew of nighifall is
rarely enforced. lstivin is not a despotic,
teranmical city, but to the uninitisted it
rriay appeat thit way,

Far the Nest chapter of this adventure,
let the PMCs explore |stivin as they please,
They can shop foranagic, make contact
with lacal guilds, or tale care of whal-
ever business it iz that brought them to
the city. As the days wear on, run the
following events to give the characters
a feel for the city. The events can lake
place over one day or several days as vou
aee [k During this time, the characters
can Familiarize themselves with the cily's
lavout, its laws, and learn some of the
rumers detailed below, These events can
take place in any order, bl “Blind Man's
Blufl™ should take place fivst and "The
tdadman” should ke place last.

Finaily, keep inmind that onee the PCs
enter Tstiving they are under the Malpolhs

infuence. Review the Appendix tor infor




mialicn on Uhis formless entiby and how it
affects the PCs.

Rumoers in - Jstivin

Asthe POz interact with Tstivids citivens
oraskaronnd for the latest news, they can
turn up seme disturbing rumeors. With
z suceesslul DC 15 Gather Information
check, a PC can learn one of the rumars
o the Rumors in lsbvin chart, You can
either roll 1d20 o determineg the romor
randornly e simply pick ane that strikes
your fancy,

The Malgath

The current treubles in [ stivin are primar-
ily attributable to an Abwssal presence
called the Malgoth, o malevolent, alien
entity originating from somewhere in the

deepest recesses of the Abyss, A pall of

dlespair and menace hangs over the city
where the Malpoth's essence lurks; infus-
ing the very foundations of the buildings
and cobbles of the strects, Certain sensi-
tive individuals feel ils presence especially
keetily and are the first to succumb to the
madness haunting [stivin,

Evervone within Tstivin has grown
to expect niphtmares of twisted crea-
tures  menacing from the shadows
every night, Usually, these dreams are
little mere than night terrors, but onee
a month, those in the city experience
particularly horvifying dreams, Visitors
to lstivin alwavs recetve a dream ol this
magnitude on their fivst night, but no
mave han once per manth if they visil
multiple times during thal time. Upaon
witking from these dreams, the character
st make a Will save (DC 12} or suffer
I poinl ol Wisdorm dreain, Wisdorm drain
ceazes when the victim reaches a score
of 2, at which point he is considered
insane, Thecity's miols are full of these
victims, though the Malgoth has not yel
used them in any concerted way,

The Malgoth does not have o physical
torm. nov does it have stalistics, 11 more
of an abstraction than an actual creature
at this stage, and as such it cannot be
killed ar hanished by conventional means.
Mevertheless, it can affect the physical
world by manifesting Abyszal eneraies

in, short burses,

s use of these abilities
iz chaotic, almast random, much like s
Abyszal natare, As the Malgoth's power

Roll
14

g9

10-11

1213

14-15

16-17

1819

Resull
Ever since the war there's been something wm]ig with [skvin, Buildings

«cast longer shadows than they used to,

Citizens of Estivin are more violent than they used to beo Where once petty
erievinces could pass almost unnoticed, tempers now Hare and fisticuffs
Brreak oud,

A rash of fires has struck the homes of several prﬂmment clerics: Mo one
has h-f'reu hurt, but the fires seemn too targeted to be anything but arson,

[ hear that the marchioness is drafting a new edict—aone that bars citizens
from bearing arms. | lell vou whal. 1 be deepin the dicl before they oet
my crossbow dway from mel

People have been ‘i'“ariiﬂhing aff the slrects 2t rﬁgh‘i T ave ey "Liwslgils
l:uf'tmlence arid no ransom demands are ever received. [t's lilee thigy just step

off the fdcl_ D'f'{:ln;-'rrll Marquis. Quer‘d:ard ruler of Istivin and of all Sterich, is

armong th_asc imissing, but the government sl isn't dumg anythirig about it!

Marchiomess Resbin Dren Emonday haso't left the Keep for weels, yet
every day there seems to be some new edicl or law posted, My ouess?
She's behind all this trouble—they say she's 2 witch from the Fabled land
of Zahind, southwest across the treacherous Sea of Dustl

leomic statuary decorating the outer walls of Pelor's House of Radiance broke

way and crushed several children plaving on the steps below, Poor litthe: run’csr

Maddness is on the rvise, Many people experience bad dreams and night
terrors, bl more and move of them are losing the ability to tell these
nightrmares aparl from realily, Some people board uptheir touched kinin
attics or cellars, but more than a few end up on the streel. They don't stay
om the streets for long, though.. but whe knows where they go?

The desiceated bodies of five drow were discovered in the heart of the city.
They were mutilated, but the robes they wore were definitely those of nobil-
ity The city watch hushed it up and desteoyed the bodies, but not hefore
my cotsins fiend saw the whole thing. He's sone now too..vanished only
three nights ago. |gotta uet out of this city!

preews, (L gaing more powers Qb can use as

well (see DuneEon #119). These abilities

Furction at Caster Level 20,

» Once per day, the Malgoth can create o
derminate person eflect onoany creature
that currently suffers Wisdom drain
from cits dresms, This effect lusts for
a maximum duration of 1 hour, and
the vichm retains no memories of his
actions while dominated, Likewise, the
Malpoth does not gain acoess Lo the vie-
tim's memories while it dominates him.
Acsuccessiul DO 20Will save neaates the
dernination sllempl,

« As lomg as the Malgoth has an active
Wotce," 1t can charmel Alwasal shadow
through the Voice and into the body of
any humanoid creature the Voice has

kifled in the last minute. This energy
immediazely creates a preater shadow
under the Malgoth's control; the Voice
can mentally commmand these shadows
as long as they arewithin 300 fect,

The following twa supernatural abili-
lies require the Malpeth te espend o
sipnificant portion of its Abvssal enerpy,
Doing so prevents the Malgoth from
using any of ils supernalural abilities
for 24 hours, and allows the citizens of
Lstivin restiul sleep for that fime,
= Cince per vear, the Malgoth can attempt

to permanently demingle a humanoid

and make it its “Voice” To de s it
msk first successtully dowinate the
muraber of

creglure a HLI{:‘L’{_‘HH.:.'-'U

- DECEMBER 2004 DUNGEOM



48

Himes equal o the victings: Charisma

score. With the fnal demination,

the Malgoth bends the creature o its
will, miaking it the Malgoth's Voice,

The Matgoth can have onlv one Voice

at a time. A Voice of the Malgoth

receives the Malgoth Taint special
auality (detailed below).
« Onee perweel, the Malgoth may wse pla-

s ailly tocall o dernon from the Abyss

Loy élovits lideing,

Malgoth Taint (Su): The Malgoth's
Vodce gains this special quality 22 2 =ign
of the Malgothis Gvor, This taint can be
suppressed with antimagic or 4 success-

ful digpel magic or dispel el {although
thie latter twa only suppress it for 1d4
rennds), While active, the laint grants
the Voice a +4 profane bonus te his
Strength, Dexterity, Constitution, and
Charisma, Thalse grants o profane bonus
to zaving throws and Armor Class equal
b the Veice's current Charisima bonus,
The laint alse grants knowledge of the
Abyazal language. Finally, the taint ren-

iders the Yoice tmimune to mind-aftect-

ing attacks. These benefits apply tooany
creature The Voice possesses wilh miegic

Jaror similar magic,

These benefits normally incressze the
crezlire’s CR by +1, bul i thisadventure,
Cuerchard's lack of any substantial gear
balances these benefits out and keeps his
CRat L M he Marquis escapes and gains
equipmett equal towhat a Lath-level NI'C
should normally have, increase his effec-
livee GR D +1,

Event 1; Blind Man's Bluft

The looming black basalt walls of Istivin
cast long shadows over the tired ground.
The sense of foreboding over the city i3
strange, given thie fact that it was spaned
destruction and remains the vibrant trade
center ofthese reclaimed lands. S:.tl'n:trhr'rlg
about those dark walls, and the way the
gate towers seem to frown down upon the

line of travelers and mer

chants seeking
entry to the eity seems chitling. The mood
is ot lightered by the center gate tower's
menacing granite.cornerstone in the shape
of four massive wolves

The Mg have await of 1d4 hewurs betore
the gate muard pets to them: the process of
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interviewing and exam-
inthg thoese who seek
entrance into the city is
quite invelved  (miostly
due Lo the sverwhelming
number of questions the
muarchioness demands the
cuards asl). Fvenlually 2 tired
guard mamed Bmil landalas (NG
miale huran warrior 3) approaches
e gronege e zsks their nemes and
the purpese of their visit to the city,
recording the regporises ina led-
per he carrics, He then begins
asking & number of increas
ingly atrange questicns of each of the PCs,
and doesi't vecessarily azk the same ques
tans ol each, "How lang have you traveled
topether? Whal is vour religion Where did
you get that armor? Have yvou ever been o
Saltrarsh? Why net? Are vou carrying any
unpreservad meat? Have vou been having
nightmares Jately? What are they about?
Have vou ever killed a deagen? Have you
el been leilled? Hlave vouever been hurl by
the undead? Hew many torches are yon car-
rying? How about meld® Where were those
coins minled? Why haver' D vou spent them
yet?" Keep asking questions like these until
the plavers seem to be orowing uncomfort-
able befnre |H)dd:.r1_g anl ﬂﬂuwijlg them
to enter the city. The answers shouldet
influence Emil's appraisal of their honesty
isndess the POs deliberately act suspicious,
inwhich caze they'll need to seel less legal
mietheds of slinking into the city,

Chee the PCs pags through the ate,

thesw apy Gale Square ahead. Dozens of

begours huddle within, some of them
mmaimmee] veterans of the recent wars, Gne
character [eels atiug al the hem of his cloak
and finds an elderly Blind man addressing
hirm. Thiz s Ruga (8 male human corme
maner 1) a filed faomer who has begged
at lstivins gates foryears. Fle has a reputa-
Bon as o mystic, and is actually the some-
lime recipient of legitimate portents, On
rare nocasions, Algorthas the Seer hag s
rephtioushy traveled to the gates to consult
wilh the ohil man for his unigque insights,
Fnga asks the characler in guestion il he
can part with 2 copper for an old blind man.

Rugy's blindness s o congenital affliction, 1F

the POs se reowe dindness to heal him, his
evezight fails again over the cowrse o a few
dlayes I givien o fow codng or otherwise aided,

Ruga gols a pigrc-

i look in his siphtless eves

aned gpuickly whispers, "Beware, 11 is alwivs
walching,” before walling away, [Touestioned
further, he secems beluddled and peninely
confused, He hag just recetved 2 vision and
b tovicden whial e was talling abeut. He only
wighes topet back 1o the gale to continue his
begeing, Anyone accosting Huga draws the ire
of the watchimen at the gates.

Event 2: Flowers for Pelor (EL 4)

Asthe culturaland coomomic conter of feamn
the party should eventally visit Qualiaine
Sequare, if only to buy and sell magic items
ar b secure lodping, This event ocours the
Firsl time the parly enters the square,

Bounded by three gates, warehouses to
the northwest, and tenernents to the east,
Qualtaine Sguare bustles - with traific
Several businesses and temples alile face
ll'l':'! sSiLans, 'N-':I": SWETTTES {J-‘.{:U&t’{}ﬂ'lif’rﬁ .:_i!'ll,'l
waorshipers milling before therm Yerall this
i dwarfed by the cathedral that fooms to the
nattheaast, The largest and most beautiful
structure in town, the temple's'walls are fes-
tooned with statuary and glittering golden
inlay. An intricate bell tower rises above the
main erlrance and prominently displays the
sun-shaped symbeol of Pelor At the south
side of the temple 15 3 network of scaffold-
e swanming with laborers rr..'lk-'nfjr repairs
to some of the jconic statues. Hundreds of
Howers and bouguets lie in heaps on the




ground below: Nearby, an old worran wres-
tles with a handesrt piled with bouguets of
wittflowers abviously gatherad from outside
the city, As pedestrians move around her,
she calls out " Flowers for Pelor?”

miginds of Howers below testify to a recent
trapedy. Five children were killed when
threr of the statues ipped Tom the moor
ings set in the temple walls and fell. crush-
ingthe children atplay below, The warkimen
are placing new statues and reinforcing the
nichies 1o prevent any such accidents From
ocourring in the future. Mournful citizens
teave Howers daily in bribute to the innacent
Tiwes losl during the repais. The Hower ven.
daor sells bowguets for 3op each for pessers-
by toshiow thedr support,

A e mrornents after the PCs arrive an
the seeng, a loud crack echoes across the
square. A successful Listen check (DC 15)
allowes thie PO o arrew e seiree of te
lowd noise down o the area.of the scaf
folding. & succeszful Spot check (DG 20)
revesls that a wooden supporl atone end of
the seallold is aboal b pive way as 2 heavy
stone block beping sliding out of the facade
of the building, snd that one of the work-
ers s directly below i1 Characters with at
least 5 ranks in Knowledge (architecture
and engineering) sain a +2 synergy borus
an1 beth these Listen and Spol checks,

At this poing, have all the PCs make ini-
tative checks. Assame that they ave aloual
4 feel away from the endangered worker.
The hilack falls at initiative count O if none
of the PCs have yet noticed the source of
the danger they can make a second Listen
or -Spot check lo nolice it on their fam.
When the block falls, anyone below must
make a zuccesstul Reflex save (DO 20) o
avoid being struck lor &6 points of dam-
age. A successful save nepates the damage
entirely The worker is & man named Cyram
|LG rmale human expert 33, with andy 11 kil
points atd & Reflex save of +1, so unless the
POz intervens, chances are Hie block will
crush him to death when it falls,

If the PCs shout a warning Lo Cyram,
he pains a +4 circumstance bonus on his

Refex saving throw: Other actions might
help as well. Telekinesis can pull either
Cyram [who weighs 180 pounds) or the
[lock fwhich weighs 550 pounds) out of
the way, A f1st PC might be able to reach

hirn and vse magic like dimension door to
gel Lo safety, The bull rash action can alse

be uszed to push him out of the way If

the PCs save Cyram, he thanks them pro-
fusely. Although he has nothing to offer
as a rewsrd, he's lived i lsavin his whele
life and can serve as an excellent guide or
source of information for the PCs,

This “zecident” s et anather example
of the Malgoth exerting its will om the cily.
[t s able to infuenee a mase of lermites,
forcing them to weaken key jointz on the
wooden scaflolding. IF s character examines
the scatfelding after the accident and malees
a T2 20 Konowledge {nature) checl, he real.
izes that the highly localized nature of the
sermite infestation iz quite unnatural.

Ad-Hoc Experience Award: 1 good or
lawetal PCs rescie Cyrame award them
experience points as iF they had defeated
a CR 7 creature

Event 3: Blood & Ale (EL 4)

This event can evear whenever the PCs
are relaxing al a tavern; begin the event
I reading the tollowing,

Theugh crowded and doing good business,
the patrons of this tavern seern introvertad
andwithdrawn. Maost seem tobealone and
erigrossed in their drinks or insmall groups
studiously ignoring everyone else. What
cativersations are taking place are litthe
more than whispered, terse discussions at
only afew tablas near the wall, Despite the
sifence, the tension in the raom havers on a
knite's edee—everyone seems 1o be watch.
ing everyohs clse surreptitiously,

Creatures: A few moments liter, a human
tanner nammed Olaf rises [rom a table near
the PCs aned heads toward the bar to setthe
his taly Az he passes another table, o mug
af ale 2pills on g patven seated there. A sue-
cessful DG 25 Spal check is enough fora
PC 1o naotice that the mug seetmned to alide
several inches across the table o spill ana
rran geated at the table, Unforiunately, no
pneelse nalices the ale move on its own, In
a Hash, the man {a human leatherworker
named Deacus) is on his feeband railing al
Claf for umping his drink. (Maf denies the
accusation, bt rizes to the challenpe as his
o voice turns harsh with anger,

At this point, have the PCs rall for inilia-
tives vou shauld roll Tor 0%l and Dracns azs

well, singe the PCs hiveuntilane of thess ko
talees their action Lo prevent a bar brawl,

2 Olal and Dracus, Male human
expert 2 (21 CR 1; Medium humanaid;
HIx 2da+4 plus 3; hp 16 cach; Tnil+1; Spd
00 AC 12, touch 11, flal-fonted 11; Base
Alk =1; Grp +3; Atkor Full Atk +4 melee
P1dd+2/19-20, masterwork dagper); AL N;
SV Fort +2, Ref =1, Wil +3: 81 14, Dex 13,
Con 15 Ink 12, Wi 10, Cha &

Skills: Appraise-+6, Blufled, Crafl jfeath-
erworking) 6, iplomacy +1, Disguise
—1 [+1 acting), Gather Information +6,
Handle Animal +4, Knowledge (local)
ri, Knowledze (nature) +6, Profession
fhtiner) 5,

Feats: Endurance, Toughness,

Languages: Common, Dwarven,

Possgsions; Padded armorn, mastersorl
dagpger, 25 op.

Tactics: In the mindless rage fueled
by the Malgoth's taint. both men attack
cach other on thelr initiative unless the
PCs can defuse the situation, There's no
e for Diplomacy or Intimidate {sinee
even rushed, these skill checks ke 2 full
round) but magic can stop the fsht before
it beging, as can grappling both the men
Leebeere they attack. Once a iight hreaks out,
the two seel cnly o kill each other Aside
fromm meving out of the way if they're oo
ciose to the thl, the other patrons of the
lar react with disturbing apathy, No one
steps in to stop it and almest roare disturl-
ingly, nio ane joins the fight either.

Development: Unless the party inter
venes, 1t's likely that one of the two mien
kills the other. The victor's mind clears
almiost instantly and he realizes what he
did. In a panic, he tries to Hee the cite A city
watch patrol of fve Ind-level warriors Jed
by a 3rd-level lighter sergeant eveniually
arrives, far too late to do anything abeout it
nnless the PCs intervened. They question
the patrons and the PCsabeut the event; il
there'sa dead Body, hey take it into custody
and =ay that they'll start searching for the
liller the nest day.

Ad-Hoe Experience Award: [f good or
lawlul characters manage to save both
Olaf and Dracus, award them experience
as if they had defeated a CR 7 creature,

Evenl 42 The Madman [EL 8)

This event ocours late in the night. 17 the
PCsare asleep, the event lakes place inan
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allesway Below their window, 11 the PCs
are awake, the event should take place in
a nearby alleyway, The event begins as a
shill cry cuts through the night; the oy
i almost immediately followed By several
shouts and the sound of breaking glass. A
suceessfil Listen check {3 10) is enough
to indicate that the sounds came from a
nearby allevway about 30 feet away.

Creatures: The shouts ave from several city
watchmen who zre Dving locaphiure s crazed-
laking mian; one of the watchmen has heen
pushed by the rmadman against & nowbrolen
window, [ the PCs intervene, the puards are
pratefil for the help bubare quick Leask them
to bry tor avoid Killing the roadman.

GF course, there's more here than
meels the eves The “madman” s actlly
a puard tremm the Deeper Dungeons below
Krelont Keep where the marguis of Sterich
is kepl imprisoned. Finally succumbing
fully e the Malgoth's whispers, Marquis
Querchard made his Qrst atternpt to assas-
sinale the hidden drow leader by casting
magic jar 1o possess the hody of & guard
stationed in the Deeper Dungeons, one
Alanar Rane, ane left the dungeons with
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ease, His coually Malgoth-tainted familiar,
& raven named Selista, aceompanizd the
possessed guard, clutching the magic ar
recepticle (Querchard's ring) in its talons,
Onee out of the keep and into the streets,

Cuerchard's lingering ego used disguise self

to alter the possessed puard's appearance
to match the his own. Unforiunately, he
had not progressed Far in his investioa-
tons betorea group of ity guards noticed
b anel tricd to get-him to returm home,

Mareuis QLIF‘l't'h.‘ll'L] bas no intention of

doing so, and his msanily and rage got the
bertter of him and forced him to altack,

Aside from disgise selfand negic jor, the
Marquis has cast mage armor as well, This
reduction in retnaining spells available 1o
cask is noted in the stat block below,

# Alanar Kane, Male homan fghter 3
(possessed by Marvquis Querchard): CR 8;
Medium lurmaneid; HD 3d 10412 hp53; Init
A7 Spd A0 AC 23, teach 1%, Rat-foated 20;
Bazge Atk 7 Gep e L1 Atk g L melee (1d 344
nonlethal, vnarmed strike); Full Atk o 11/06
mielee {13+, unarnmed sieikey; 5A Lardic

msic, foscirate, inspive courage +1, spells;

S0 bardic knowledpe -5, countersong,

Malpeth(s faint [zee po 47): AL CF; 8% Forl
+12, Bef +13, Wil +12; St 19, Dex 17, Con
L&, It 18, Wis 3, Cha 224,

Skills: Blull +23, Concentration =21,
Ciplomacy 425, Disguise +6 (+5 acting),
Gather Information +11. Intimidate 413,
Knowledge jareana) =21, Knowledge
inebility and rovally) +12, Listen <2,
Perform (zing] +10, Sense Motive =3,
Spellerall =23, Spoi +2,

Feats: Alermess, Combat Experlise,
lmproved Disarm, lmproved Initiative,
Tran Will, Megotatar, Weapon Finesse,

Longupges, Conmao,
Cwarven, Elven, Grnome, Halfling.

Alyszal,

Bord Spells Known (caster level 1; 2
O—fTare (T 16), hullicky [DC 16), wending,
prestiaigitalion,

Sercerer Spells Known® (caster level 12
b6/6BITF 5 O—daneing lights, detect
magic, dizeupt wndead {+ 10 vanged touch),
e hwd, ray of frost [+ 10 ranged touchy;
Ist—ciuse fenr (DC 17}, chill touch [+ 10
touch, DO 17, disguise selll mage armor,
riey of enfeechlement (410 ranged louchy;
2ndl—mitrror image, resist energy, specleal
feereed! 3rd—rvampieie towch (410 touch),




dth—erervaion (+10 ranged touch): Sth—
clondkill [DC 21); Slh—eypehite (DO 22),
wapells Marquis Querchard cannot

cuzt while possessing Alanar (due to miss-
ing material componentsy are not lsted
here; for a full list of the spells known by
the marquis, see area 11,

# City Watchmen, Human hghter 2 (5):
CE 3 Medivm hurpanoid; FD 20 10443,
hp 22 each; it +1; Spd 2000 AC 18 touch
11, Hat-footed 17; Base Atk +2; Grp +4; Atk
or Full Atk +6 meles {1d 1042, masterwok
bastard sword) or 4 ranged [1d8;19-20,
masterwork light crossbow); AL LN; 5V
Fart +5, Ref =1, Will +1; Str 15, Dex 13,
Con 14, Int 10, Wis 12, Cha 8.

Skille: Clivnb +3, Intimidate o4, Jump -3,
Listen +1, Spat =3,

Feals: Alertness, Frolic Weapon [bas-
tard swerd], Toughness, Weapon Forus
(bastard sword).

Langaage: Common,

Pessesstonar Masterwork chainmail,
masterwork bastard sword, masterwork
heavy steel shield, masterwarle Tigh!
crosshow with 20 bolts, 2 potions of cwre
muoderite woikds,

Tactics: The murquis starks the com-
bat surrounded by guards, He nses
Concentration to cast on the defenzive;
given the situation he nses clowdbill to
mueder the guards fany guards caught in
the clond arve immedialely zlain), but he's
careful to not cateh biz own possessed
berdy incthe closdkill, TF any guards some-
honw manage to survive this spell, heuses
erervaiion to finish them off,

The watchmen try 1o grapple the pos-
sessed guard and pin him leng enongh o
get ranacles on him, but if at least halt
their nusmber dies, they tey to flee,

OF conarse, clowd il can seep inte build-
ings through open windows and doors;
this combat has the potential to lall many
innocent bystanders iF the PCs arerd
quick encugl.

If things turn sour, the marguis does
what hiecan o kill his possessed Lody (pref-
eralily by casting another clowdbill centered
on hitself], Once he dies, his soul returna
to the megic jier receptacle, which is canied
by his familiar (whe flies in circles above
the fight, but is caretul o remain at no
further than 200 feet to engure the recep-
lacle rermains in range of 118 master's soul),

Onece the familiar sees the possessed guard

dhic; it Hies back to the Deeper Dungeans so
thal Querchard can return 1o his bods

Development: [T any of the watch s
vive the fpht, they arer’t quite sure what
ter o with the caphired madman, espe-
cially il his perzomality suddenly chanpges
{as Marquis Querchard leaves his body) or
his appeirance changes (once his diseuise
self spell vanishes). 17 the guard survives,
he refuses to tall since the marchioness
has forbidden any of her emplovees
[romm speaking ghowl what goes on incthe
Peeper Dungeons, '

Chances of recognizing the disguised
guard as Marquis Guerchard are remaole,
gince the man has changed preatly in
appearance since hig imprisonment, Only
a successful DO 30 Knowledge (nobility
and rayalty) check sugpests the truth,

This adventure assumes that the pos-
sessed guard dies, althouph a resourceful
party mighl manage tosave him ar migh!
speak wathdead. lnany case, he's too horr.
fied at the repercussions for having failed
(e marchioness, and reluses any offers
to come back to life.

Chapter Twa:

The Deeper Dungeons

At this point, the adventure can progress
i ore of two ways, 1F Alanar was killed
and the PCs herned hiz body over 1o the
city watch, they'll be contacted late the next
marning by someone vamed Algorthas the
Seer, A successlul DC 15 Knowledpe (local)
check reveals Algorthas to be o respected
scholar and sage who lives on Brink's Hill,
just oulside the cily walls, Algorthas has
been quistly ebserving and cataloging the
strange events in Istivin, and when he
learns of Alanar's attack on the city walch
aned the PCg, he Tinally puts it all tepether
and contacts the PCs to talk te thern about
his discoveries. If Alanar wasittkilled Jor if
the PCsise speak with dead o inlerrogale
his remains], the PCs can learn much of
what Algarthas would otherwize tell them
direct [rom the soiree,

Inrerviewing Sflanar

oalive, Alanar is reticent lo speale. He
fears reprisal (rightfully so} fram the mar.
chioness if she fnds out he failed to guard
the Deeper Dungeons, His initial attitude
isunfricndly, and heworlttalk unless he's
made friendly or helpfil,

[Manade friendly (DO 25), Alanar admils
to being one of the Krelont Keep guards,
but says little more other than to repeat-
edly beg to be released; “I didit do those
things! | cart even casl spells! 1t was some-
thing else.., something invaded my mind!
'r justa gused!” T mad e helplol (D0E 40,
b ademits thal heworled in the dungeons
below the keep, and that the marchioness
keeps some vnusval prisoners down there,
Unlartunately for the PCs, he's neser aclu-
ally been inthe Deeper Dunpgeons; Marguis
Cruerchard chose him due to his gnerance
so that if he were caplired he wouldit be
able o give up too much Informatien, He
begs to be given shelter or to be smuggled
out of the city to escape the punishment
thal surely awzits hitn back al the keep; of
the PC2 agree to his termz, he tells them
that he recognized the voice in his head
as one he perodically heard drifting up
frorn the Deeper Dungeons
a triaclirin.

I the PCs decide to wail until later Lo
intervies Alanar, they're out of lucle The

the voice of

marchioneszs's men have tracked him
dowr gl taken hime back into custody in
the keep, His exact fate remnaings a mvstery,
but he is certainly not seen again by his
friends or fellow puards,

IHhe PCawish o investigate the Deepar
Dungeons, little research iz needed to dis-
cover that Krelont Keep is swarming with
ouards wheo are unlikely to allow visitors
into the dungeon's deepest levels. Let the
FCs ask avound for pwhile before thednvi-
atian Ly speak with Algorthas arives.

Aeeting with Slgorthas

Aleorthas lives in & large manar on
Brink's Hill, an upscale district bevand
lativin's southwest walls. After the PCa
display their invitation {or state their
narnes) to the gate guard, he bows and
escorts them to the aged seer's presence:
Alzorthas meets the party ina study near
the entrance o big home, and addreszes
therm witl a raspy, tired voice.

“A pall hangs over lstivin, and | krow you
hawe seen the lzast of its malign influence:
Fhe citizens of Istivin have grown used to
these strange phenormerna over the years, |
haye been investigating the issue for some
time, and have learned some most dis-
turbing things. | believe that an Abyssal
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presence prows within this city, | don't
know exactly what 1t is, but it is showly
spreading and could eventually threaten
all of Sterich and beyand. Since her hus-
band vanished, the marchioness has had
her hands full just trying to keep the peace,
and | don't believe she has the resources
toedo anything but fght the symptoms of
this Abyssal infection, Waorse, | fear that
this taint may have already taken root
in her heart, 670 have not reveated this
infarmation to her, Bubyvou are new to the
city—viaitors—and thus by my reckaning
rmore trustwarthy,

I know of your encounter with the
rmadman last night! indeed, this is the
main reasen that led me to contact vou
| have come to believe that this mad-
man is somehow the key to this situa-
tion. His name was Alanar Kane, and
he worked |n the deepest dungeons
below Krelont Keep, Dungesns Lo
which ne outsiders are allowed access.”

The old man trails inte silence
Suddenly, his eyes grow wide with twin-
kling exciternent, “If there Is ane thing
raore plentiful than mysteries here in
bstivin, it's books. Most of the city's
noble families keep extensive: collec.
tions of ancient tomes as a sort of sta.
ws symbal. The city is a8 living library,

"In one such lome, | came across a
record of the construction of Krelont Keep
penned by architects buried ten centu-
ries ago.” Algorthas strokes his beard
thoughtfully, " know of a secret way inta
the keep through an old escape tunnel, an
entrarce that leads throuph a sewer pipe
and directly into the Deeper Dungeons.

“IF you can get in and investigate the
dungeans below the keep, | believeyou'll
learn something af the threat that hovers
over Istivin, With any luck, you'll find a
way to counter it. But you must hurrey;
there isn't mueh tirme, Thie presence has
been growing stronger with each passing
day, far mare guickly than I prior months,
| fear that we are rapidly approaching a
cataclysmic event,”

Alporthas is being mostly honest with
the PCs: the only thing he doesiit reveal
ix that somme of his inforrmation has een
supplied by drow agents hiding in the city,
Alporthas believes the unknewn presence
i= the greater threat and does not reveal the
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drow presence, since he fears that such o
distraction would keep the PCa from the
mission in the Deeper Dungeons, O
course, the drow themselves pose a sig:
nificant threat to lstivin {as detailed in
Wrath of the Abvss," in Duncron #119),
Mlporthas can offerno revard for the party,
but assures them that they will surely be
well compensated if they save the city.

I the PCs wizh, they can use divinalion
spells to research the situation further,
Use the results of these 2pells o steer the
PCs loward the Deeper Dungeons and the
secret sewer entrance to them you might
also wish to provide some hints as to the
type of creatures that lurk in the sewers
and Deeper Dungeons, o thal their true
enemy is more than he seems:

Assuming the MCs agree to investizate
the: Deeper Dungeons, Algecthas provides
verbal directions to a drainage tunnel at
the southwest edpe of the Effluvium that
eventually accesses the oldes! and deepest
dungeons ot the keep.

The Effluvium's pocl i@ out of sight of
the keep's watch towers and no homes or
businesses are built nearky, so anything
the PCs do in the region goes unnoticed
unless it involves loud or flashy magic or
other pyrotechnics. The Effluvium pool
itzelt iz empty of life forms larger than
carrian bugs or alpae due o the toxicity
of its stagnant waters. Anvone who drinks
the water (or just falls in) risks catching
Blinding sickness (see page 292 of the
DURGEON MASTERS Guide).,

Numerous drainage tunnels open into
the Effluvinm; only by learning the cor
rect ane lo lake Trom Algorthas (or via
magic) can the PCs hope to locate the
one that doubles sz an escape tunnel
from the keep, The tunnel ftsell hardly
looks inviting merely 4 feel in diamelter,
the thick, nasty off-How that zluices into
the Effluvium pool is an alfront to botl
eve and nose. The moist, niter-encrusted,
walls slither with things better left in the
dark. The tunnel's incline is slight, bl
the slick surfices male clambering up it
a distinctly unpleasant experience. The
journey is only about 500 feet inoall, bt
nevertheless, anyone traversing the dis-
gusting tunnel must make three DC 15
Reflex saving throws. Each failure indi-
cates a particularly painful slip, a japged
cut from a strip of musted metal, or 2 simi-

lar minar accident that inficts 1d4 points
of damage, Worse, anvone so damaged is
exposed to Alh fever (see page 292 of the
DUHGEON MASTERS Crirde),

The Deeper Dungeons

Marquis Querchard has been held in the
Deeper: Dungeons of Krelont Keep for
Four vears now—aever since he first began
o succumb o the Malooil's whispers.
Mot understanding the violent and abu.
give changes i Qerchiard’s personality,
Marchioness Fmonday spared no expense
at having clerics come in 1o try 1o cure his
madness, vet his insanity proved difficult
to cure, Bvertually, she had him secured
here in an extravagantly appointed cell,
paid off the priests handsomely for their
silenice, and allowed the rumar ta spread
that the marguis had disappeared to pro-
tect him from the shame of his insanity,

Unfortunately, this imprisonment away
Fresern distraction and social interaction was
just what the Malgoth needed. 1t s6ll ook
four years for it to beat down the last shreds
of Querchard’s will, but the marquis is now
completely in theall 1o the Alwssal entity
His imprisonment is incidental; as the
encounter with the possessed madman
showes, 11 i litthe matter Tor Querchard (o
extend his influence out into the city. His
Frst task set by the Malgoth i= fo expunise
the competilion ram Islivian, Hewants the
drowe gone from the city's underbelly,

In some ways, the possession of the
guard was a trial run, one that the Malgoth
views a2 @ success even if the PCs man-
aped to stop him before he did any real
damage, As soon as he returned to his
body, Querchard used his remaining
clondkill spelis, sending the deadly vapors
out irto the halls of the dungeon to kil
guards and priseners alike. As the hod-
iez dropped, the Malgoth infused them
with Abyasal energy, causing them to rise
as undead menaces that quickly and eihi-
ciently slew those in the dungeon whe had
avaided the poison pas, As more guards
descend inta the Deeper Dungeans, they
are quiclkly overwhelmed. Soon, Marquis
Cuerchard ancd his indead thralls will be
slrong encugh to tale conlrol of the keep
trom within, at which point the Malgoth
hopes the presence of the drow in the city
will becorme meaningless. Currently, eight
greater shadows lurk in the dunpeon;
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keep track of the mumber that ave slain, ag
the Malgoth cannot replenish their num-
Bers withont pnone bodics od a few mere
weeks Lo regain s strength,

Since the Malgoth's creation of undead
reguires fresh bodies, the PCs have o bit
ol & grace petiod helare things go too G
[ they take their thme, though, feel free o
have them hear of other possessed guards
with unusual spelleazting power manifes-
g nightly, Querchard can comtinne toase
his mugic far spells-to possess guards as
ofterras he wants until the PCs stop hin,

The walls of the Deeper Dungeons are
of reinforced masonry, The foor b made
of uneven Hagstones spotted with slime
anel gmall puddles—not enough to hinder
mieverriens, bul enough o give the place
an unpleasant funk, The ceilings wault to
L0 feet overhead unless othersise noted,
A Toul edor ol mustiness and mildew per-
vades the entive level: Torches serin rusted
wall brackets onee provided @ shadow-
stvewn light throughont, butthey have been
allovred b burs et row that the ared’s den-
izens can gee I the dark, All weoden deors
are iron-bound aned have locks, Cell doors
ave compased of iran bars with locks,

® Reinforced Masonry Walls: 1 1.
thick: Hardness & hp 180; AC 5; Break
2 45, Climb DC 15,

B Strong Wooden Doors: 2 ing thick;
Hardness 5 hp 200 AC 30 Break DC 25,
Open Lock T 440,

& lron Gates: 2 in. thick vertical bars
spaced 4 incapart; Hoedness 10; hp 60;
AL S Break DO 25 Open Lock 3G 40,

1. Collection Pool (EL 11}

Thiz round chamber vaults to-g rmoss- dand
mald-encrusted ceiling some 30 feet aver.
head. Hideous demanic statues roost on
the stoneweorlk walls 20 feel abave, Steady
streams of foul water and sewage drain
fram their open mouths into-a poal below
Decades, if nat centurios, of debris dand
detritus have accumulated into large rog
ter clumps of vegetation and less-ident.
fiable substances spaced throughout the
circuiar charmber A stone platform rises &
foot above the water level to the southwest,
providing access to an lran-banded daot,

This chamber collects diainage and
redirects 1t to the Efffuvitm. During
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ratry weather, thischamber can hecame
quitefull, though presently the froth-
ing waters are onlyd feet deep. It casts
Medinm or larger creatures 4 squares
of movernen! to move through the pool
por they can swim, itthey wish), Smaller
credtures must swin, and tumbling is
impossible ina deep pool Tor creatures
without a swim speed. The water pro-
vides cover for Medium or larger crea-
res: smaller creatures gain improved
cover [+8 homis o AC, 44 honus on
Reflex soves), Medium or larger crea-
tures can. crouch ag 3 move aetion o
gain this improved cover. Crealures
with improved cover talee & 10 penalty
o attacks against creatures that aren't
also underwater, and their cover iz uze-
less agalnst underwater creatures (bl
gee the rules for underwater combat in
the Dowcrow Maseer's Guinle),

The waters here carry the samoe risk of

dizeage as the waters in the Effuviom.
The pargoyles are not animate (yet) and
merely reflect the rmacabee arehitectural
tagtes of the keep's original builders,

Creature: This room is puarded by
a strange and deadly creature called
up from sunless Abvssal depths by the
Malgoth—a Garsantuan fiendish reck-
murk, Mormally found only in the ocean
deptha, this soze is as much a manifesta-
tion of the Malgoth's evil as itis a cres-
fure conjured from an Abyssal ocean.
The reekinurk resembiles a clond of roil-
ing black ink when vndersater: above
witer, i resembles 1 runny black oil
slicle. When it attacls, i1 extrudes a thick
oily tentacle to lash al s prey, while al
the same time forining a tangled thrash-
ing lorest of acidic tendrils around its
bady. The reelomurk iz nightmarishly
foul smelling, and as it wellz up from ils
hiding spat on the Hoor of the pool, the
wretched stinle ol the room increases to
near intolerable levals: The reelmurk’s
sizd 1% guite large, and nermally it lorks
in the 20-logt-souare area in the south-
weabern secticn ol the room,

2 Advanced Fiendish Reelmurl
CR 11; Gargantuan ooze [aguatic, extra-
planary; T ISAT04+105; bp 187, Tnit <7,
Spd 40 i, swim 60 1 AC LF, touch 13,
at-footed 10; Bage Atk 411 Grp 4-33; Alk
or Full Atk +17 melee (3d6+15 plus 1d6
acid, tentacle): Space/Reach 20 [1/15 1

SA acid, poisen, smite good 1/day (115
damage), slench, wodrils; 50 amphili-
ous, blindsight 60 fL, darkvision 6 £,
dumage reduction 10/mapic, immune o
cald, ooec traits, resistance to fire 10, spell
resistance A0, sunlight sulneribility; AL
ME; 5% Forr 412, Ref 412, Wil 44 Ser 30,
Bres 24, Con 25, Int—; Wiz 1, Cha 1.

Slkills: Hide =5, Swim +18,

Acid (Ex): A reekmurle secretes a polend
acid that diszolves organic matter. Any hit
Iy tentacle deals 1d6 points of additional
acid damage, A wooden abject strack talkes
3 points of acid damage per round, A
wonden weapen striking the reelonurl; i
destroved immediately unless it succeeds
ona Hetlex save (D4 15).

Poison (Exp: A reckmurk delivers ils pol-
san {Fort save 0O 15 negates) each time it
deals acid damage o a target, Initial and
secondary are the same [1d4 Dex).

Stench (Ex)r Any creature within 30
feet of the reckormark that can sreell st
thake 2 Fortitude save (2 13) upon frs!
being exposed Lo the stench ar become
nanseated Tor L4 rownds.

Tendrils (Ex): Thousands of hairlike
tendrils extend out to the limits of the
rechimurk’s reach when the creature is
active. Any crealure within the reck-
muck's reach must make a Rellex save
(DC 19} each tound or take 1d4 points
ef acid damage (and possible poisoning)
trom the trenzied tendrils:

Sunlipht Vulnerability (Ex); A reelanurt
lakes 3d6 poinls ofdamage cach round itis
exposed to sunlightl. Spells thal creste sun-
light (such as sunbegm or sunburst) affect
reekrurks as i they were vampives,

Tactics: Although massive, the reek-
muek has total cover when harking on
the bottarm of the poal. When it surges
ip tooattack, its poor Hide check gives
anyone who succeeds al an opposed Spof
check enough advance warning that they
arerr’l surprised.

Treasure: Hidden in the muck and
located with o Search cheds (DO 23) 5 a
horeeof Vielhally (irom ) lost here vears ago by
alarbarian during an unsuecesshl atempt
tor break a comrade out of the dungeon.

2.0l Porteullis

A rust-pitted portcullis hangs open above
the corridor here. Obviously meant as a




deterrent for invadets trying to enter the

keep through the sewers, it appears that
it was inadvertently left open al some
time in the distant past-and has now
rusted in place.

The adjacent corridor once served as
i puird post and houses the winch for
raising and lowering this porteullis, The
post is now abandoned, and the winch is
rusted in place,

3. Guard Rooms (EL 11)

This guardroom is furnished with a table
and a few chairs, The place seems to have
been hurriedly abandoned. One chalr lies
on its side, and dice and cards paused in
mid-game are strewn on the table next 1o
a plate of half-eaten cold sausages.

Each of these puard rooms is essentially
identical—alter the text above slightly
cach time the PCs examine one of these
reoms, When Querchard unleashed his
clowdkill spells, the'guards heard the hor-
rifving din of dying prizoners and aban-
doned their posts to investipate. They tell
to the elowdkill or the freshly animated
undead soon thereafter,

Creatures: The first suard room the PCs
investigate should be ominously emphy.
With each additional guard room they
enter [or re-enter], there's a curmulative
25% churice of encountering three dun-
geon puards who have been transformed
inte greater shadows by the Malzath.
Until the Malgoth iz ready to move on the
upper levels of the keep, it has forbidden
the shadows from ascending the stairs in
area 8, but other than that it allows them
free tun of the dungeons,

¥ Greater Shadows (3): hp 58 each;
Mongter Marual 221,

4, Floodl Stair

5. Cubliettes

Seversl alcoves open off of this wide, dank
corrider. Circular pits, four feet in diameter,
openin the fioor of these alcoves. Each is
filled with water to within a couple feet of
the lip, and the fron grates that once capped
thern have complietely rusted away

Fach aublicte is 20 feet deep and holds
18 feet of water. They have not heen usad
to contain prisoners in recent vears due to

the Nonding,

6. Storage (EL 11)

These rooms hold only mundane equip-
ment useful in a dungeon, much ol i1
water-damapged due to the ever-present
dampness—easily perishable poods are
not stored on this level, Ttems the PCs
might find in here include manacles,
scourges, pokers, thin straw mattresses,
razors, baps of coal, jars of lye, and vari-
ous straps and chains,

Creatures; There's a 20% chance in each
of these rooms of encountering a group of
three greater shadows,

@ Greater Shadows (3) hp 58 each;
Momster Manunl 221,

7. el Room

A low brick well rises from the floor of this
charmber, Bolted to the ceiling above is a
putley for lowering a rope and bucket, The
bucket is half-full of water and a dipper
rests across its lip.

The well's water is only a couple of feet
belaw foor level. Thiswell supplicd water
For the occupants of this level, laat il has

taken en an unpleasant brackish taste

singe the lower level Hooded, The water
rerraing safie oo drink,

8. Dungeon Entrance (EL 11}

Catm, dark water fills this descending staie-
well to a point just below the first few ris-
ers. The surface is very still, with patches
of alpae prowing on it.

The lowes! levels of the dunseons have
been fooded and abandoned for vears.
Exploration of their lightless depths is
bevond the scope of this adventure.

A rectangular table set with five trays of
half-eaten food ccoupies the center of
this room. An equal number of chairs
are pulled away from the table as f their
occupants left quiclkly in midmeal. The
southwest corner holds a tapped keg,
and five flagons rest on the table, A stair-
way rises to the east beyond a door of
closely sel iran bars.

This rocm was once the staging area
for new prisoners entering the Deeper
Dungeons, and doubled as a breakroom
for the guards stationed here. The keg and
Hagons hold watery ale. The tood, while
cold, has only been sitting for an hour or
so and is still edible. The door o the cast
is locked,

Creatures: A group of three greater
shadows hurks in the comers of this room.
Stationed here by the Malgoth as grards
against untimely intrusions to this level
from above, they quickly and silently
move o attack anvone who enters the
room. These three greater shadows are
net part of the total pool of preater shad-
ows encountered elsewhere in the dun-
geon. They do net pursue enemies oul
of thiz room, and retreat into the walls if

attacked with ranged weapons or magic

From oulside the room,

4 Greater Shadows {3): hp 58 each;
Monster Monual 221,

Development: The eastern slair leads up
into the keep. After rizsing 40 feet, it ends
at a locked wooden door. Bevond the door
are several rooms that serve as barracks
for twenty off-duty watchmen (see event
4 for stats) and another stair rising to the
upper dungeoris above, The occupants of
the harracks are hoth shocked and dis-
pleased by the PCs' “invazion” of Krelont
Keep and respand with foree, sounding an
alarm as they altagk. An extended hattle
against the watchmen and the 7th-level
wizards and clerics that come to reinforee
their efforls in 2d4 rounds aller the zlarm
israised iz beyond the scope of this adven-
ture, Wise characters should avoid enter-
ing the upper levels of the keep, lest they
spread an alanm and end up fighting the
very people they are trying to help,

9, Cell Blocks

Opening off of these dimly lit corridors
are several ten-foot by ten-foot cells,
Each is closed off by an iren-barred door,
althogh many of these iron dooes have
been twisted apart into ruin. The cells
themselves hold only dirty straw bedding
and the occasional set of manacles fxed
to the back wall.

These cells have seen litthe use since
Cuerchard was imprisoned here, inarder
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to keep his disposition 4 =ecret. Only

when the dungeon levels above are oo
creewded, or when a prisener requires
“special” attention, do the puards resort o
imprisoning anyone here, and even then
they avodd imprisoning anyvone near area
11, These ceils with ruined doors were
torn open by Reukalar (the hezrou that
lurks i ares 1 —he recently gathered
up the hadies of the dead prisoners and
transferred them to area 10

1 Interrogation Chamber (EL 11)
tmplements.of torture are spaced about
the intesior of this room, They appear weli-
used, if poorly cleaned; most are spotted

with old blood stains. Many of them still
cortain victims—a contorted body lashed
b a rack here, 4 slumped over victim in a
spiked cage there. The bodies fill the place
with an unpleasant, doving stink that seems
a bit stronger than even the presence of 5o
much death could accaunt for.

Degpite being a lowtully alisned land,
Sterichs dark history bas bred & number
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of pragmatic leaders who have not been
afraid o apply the lash against ecnemies of
(he slate, This room is & gruesome lestimo.
nial te these qualities, The storape areato
the zouth holds iems associated with inter-
rogations-—spare manacles, iron brands,
whips, leather straps. and buckets of
clumpy sawduzt for absorbing blood. The
bodies imprisoned in the torture devices
are all prisoners harvested by the Creature
that now lives here; a hezrou demon that
broke into their cells and stole their bodies
Farr it et demented enlertzinment,
Creature: The Malgoth has been able to
conjure pools of concentrated shadow and
create menacing undead for some lime,
bt it wasz only with Querchard's recent
alaughter of the prisoners and poards here
that its power has becarme streng enongh
Ly puill getisal ereatures Crorn the Abyss. At

this tirne, it caronly do so by duplicating
the effects of o plienar ally spell.

The firsl creature called up from
the Abyss was a hezrou demon named
Reukalar. The hezrou
what manner of creature called it o the
Material Plane, and although the Malgoth

i% unsure of

L beanel it to this ares for mow, it lets the
demon have free reign. For now, the hez-
rau is contenl to wander the halls of the
Deeper Dungeons collecting dead bodies
ter borment, cal, and atherwise beloul, 11
and the greater shadows that lurk here
avoid each other, mostly cutof reapect for
the nameless entity that has b them
here. Bt they wor'l come to one anath-
er's aid, Likewise, the hezrou knosws that
someote important lives in area 11, but
the Malgoth has specifically forbidden s
appreach o (his area. For now, Renkalar
is content o lurk here, [F left to'its own
devices 11l eventoally toy to escape into
the city alwve, a1 which paint the Malgoth
distnisses it back 1o the Abyss rather than
revealits unseen hand toa zoom,

4 Reulalar, male herrou demon:
hp 138 AC 28, touch 11, Hat-footed 25
Mopster Mamwa! 14,

Possesstons: Aveulel of notural grmor +3,
ring of protection + 2,

‘Tactics: If Reukalar knowes the PCs are
on the way (possibby by hearing a nearby
Taattle), b uses paseous form and licks in

a shapeless pool in the southwest cornet,




Fle can still use his spell-like abilities and
hiz stench while gaseous, and does o
until the PCs figure out what's going on
and start to attack him, At this point, he
resumes solid form and attacks with his
bite and claws, Although bound te this
dungeon, he can sill use greater telepor!
to escape (o other areas of the dungeon it
things turm grim,

11. Residence of the Marquis (EL 14)

A large; brightly lit ceft opens up from the
carridor here. Its interior decor i shock-
ing-—plust carpets, fine wall hangings
and portraits, and furnishings of the fin-
est teaks and mashogany give the place
the feel of a private room in an high-class
i, A farge throne of painstakingly crafted
branzewood rests in the center of the celf
on a fow dais facing the corridor, and 2
partrait hanging on the back wall depicts
a regal-looking man wearing royal robes.
Even the air smells clean and fresh,

This cell iz outhitted ag a throne room,
The portrait on the wall is of Marquis
Ceercharvd in happier times—his wile
hoped that this constant reminder would
serve 42 8 beacon of sorts for his mind to
cling to, A successful DC 15 Enowledpe
inobifity and rovalty) check carrectly iden-
tifies the marquis in the porirait.

Although the accoutrements in this
cell are all of the highest quality, closer
exarmination reveals that zll have been
subtly defaced or vandalized. Ink stains
and writing cover carpets and tapestries
where Querchard has been haphazardly
recording hiz "memoirs." Examination
of these writings finds mest of them to
be nonsensical or completely illegible,
Hewever, those that can be read reveal
a writer with a deeply disturbed mind.
The more one veads, the more evident it
becormes that Querchard believes he has
zold his soul to some creature or entity
he calls only the “Dark Master.” While
Crrercharvd's condition is a sad state of
alfairs, il is readily evident lrom his writ-
ings that he has irreversibly succumlied
b total evil and depravity

Creatures: Alter the PCs deleated his
possessed proxyin eventl 4, Querchard’s
tamiliar brought his wagic jar receptacle
back to thecastle walls gbowve, but hasn't

vel been able to malke s way back into
the Decper Dungeons vel, Nevertheless,
the surface above is less than 200

feet from this area, close enough for
Cuerchard's soul to retirn to his body,
[n the time since, the marquis has been
Nally subsumed by the Malgoeth's influ.
ence. He iz now just a mortal shell hold-
ing the Malgoth's power and iz serving
as the Malgeth's "Voice” in Istivin,

Cruerchard now patiently waits for the
Malgoth to rebuild its power before he
plans to lead the hezrou and the greater
shadows up into the keep above to cal.
lect more bedies for new undead soldiers,
Until then, he spends his hours lounging
on his thrane or scribbling more insane
rantings on his walls.

@ The “Mad Marquis™ Querchard,
Voice of the Malgoth, Male human bard
1ffighter 1fsorcerer 12 CR 14 Medium
humanoid; HD 1d6+4 pluz 1d10+4 plus
1Hd4-+48; hp 97 Tnil +%: Spd 300 AC
21, touch 21, flat-footed 16; Bazse Atk
i Grp +10; Atk +14 melee (1d4+5/19-
20, +2 dogrer); Full Atk <14/49 melec
(Ld4=5/19-20, +7 dagrer): SA bardic
music, fascinale. inspire courapge +1,
spells; 50 bardic knowledge =5, coun-
tersong, Malpoth's taint; AL CE:SW Farl
+16, Rel +17, %300 £14 51 17, Dex 20,
Con 19, Int 18, Wiz 3, Cha 22,

Skille Bluff <23, Concentration =21,
Diplomacy +25, Dispuise +6 (+8 acling],
Cather Information 411, Intimidate +13,
Knowledge (arcana) =21, Knowledge
nobility and royalty) +13, Listen +2,
Perform (sing) +10, Sense Motive +3,
Spelleratt 423, Spot+2,

Feats: Alertness, Combat Expertise,
Irproved Disarm, 1rr|p1’r)w{i Tritizalive,
Tron Will, Megotiator, Weapon Finesse,

Languages: Alvszal, Common, Drsarven,
Elvan, Grome, Haltling,

Bavid Speils Known (caster level 1: 2
O—flare (DO 16), lullaby (D3 16}, merd-
ing, prestidigitation,

Sorcerer Spells Keown (caster level 13,
BR{RIT TG4 O—dansing lights, doze
(D 16y, detect magic, disrupt endead [+12
ranged touch), ghost sound, light, megs haw,
sty of frost (+12 ranged 1ouch), read magic;
lal—ceuse fene (DO 1F), chill touch (412
touch, DC 17, disguise self wiage erimor, oy
of emfeehlement (+12 ranged touch); dnd—
ghowl touch (+12 touch, DO 18], mivror

image, resisl energy, scare (DO 18], spectral
hand; drd—desper shmber (DO 19, haste,
sugoestion (D 18, vampirs touch (=12
touch); dth—confision (DC 200, srenaton
i+12 ranged touch), Evard's biack tentacles
torapple check +20; Sth—clonudiall [[C 21),
amagte Jer (DE 21); dth—eypehite (DC 22),

Possessrons: =2 dagger, rayal robe with
cloth-of-gold and tiny inset sapphires
worth 1,200 gp, ruby ring worth 450 gp,
jeweled pendant worth 250 5p,

Taclics: Upon zighting the party,
Cpuerchard beging laughing maniacally and
babibling about the *Dark Master” He is
willing to speak with the PCs iftheyaliempl
g commumicate with him, but only gives
meaningless aibberish and promises of pain
in answer o any of their guestions. He now
calls hirnsell the "Mad Marguis, Troe Buler
ol tzbvin," While Querchard is insane, heis
not stupid. His raving is merely & delaying
factic he uses while the remaining preater
shadows that exist in the Deeper Dungeons
come ta hiz oid. Each round, 1d4 greater
shadows arrve, although they rermain hid-
den i the Roors and walls of the area for
now, Onee the shadows are gathered, the
alpoth sends forth aeompulsion o them
all te attack the PCs at once,

Once combat begins, the shadows do
their bezst to keep the PCs from getting
inta melee with Querchard, The Lars thal
serve as his prison give him an excellent
defenge. His first action in combat is to
cast epchite, followed with Fuerd’s Black
dprtbiecles and confusion, all spells do nal
alfect undead. Unfortunately, the undead
are alzo irmune te the beneheoal effects
ofhis bard song, so be refraing from using
inspire courage. Inany event, Querchard
hights to the bitter end: heis new come
pletely in thrall be the Malgoth, snd noth-
ing can redeern him but death,

Treasure: Querchard’s mozt valuable
belongings are his gear, items his wife
allowed him in hopes they would help his
recovery. The mapic dagger was smuggpled
into his cell by a sleepwalking guard under
the Malgath's control several weeks ago,

Although his throne is masterTully
carved and worth 1,200 g for its artistic
value, it's alzo 8 teet tall and weighs 400
pounds. More importantly, it containg a
secret compartment hidden below the
velvel sedl cushion—a successful DC 25
Search check locates it The compartment
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Players handout: Querchard’s journal
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comtains a battered journal and several writ-
ing quills and inkpots, The journal belonged
ta Querchard before he succumbed to the
Malgaoth's influence, and those reading it
can wimess the deterioration of his sanity
ower the years as he has fought againgt the
foul taint, Kev entries are included in the
nearly plaver's handout.

Departing The Dungeon (€L 122
Upon Querchard’s death, the Malgoth
immediately becomes aware of the parky's
presence in the dungeon. They have killed
its "Voice," a pawn that took it years to cul.
tivate. While the loss ol its Voice does not
affect the Malgoth's waxing pawer, it does
rab him of subtlety. IF it is to dominate
Istivin, it trvust row do so by force, But this
is a plan for another time; for now, it reils
in shock and anger, and seeks to destroy the
interlopers, As the party attempts to leave
the dungeom, it launches its retrilution,

If the hezrow in area 10 still lives, the
Malgath funnels much of its rage into the
dermnon and spurs it to track the PCs down
and attack; its tactics when it finds them
are sirnilar to those detailed in area 10.
Likewise, any preater shadows that stll
lurk in the dungeon come to the Malaoth's
aid, Ttexpects the PCa'to try to escape the
dungeon the same way they came in; in
fact, it's counting om this, Using foul ener-
pies, it infuses four of the pargoyle statues
in area 1 with Abwssal life, transforming
them into strange monslers that armbush
the PCs as they pass into area 1.

OF course, the PCs might leave the
dungeon via the stairs in area 8. The
muards above react as detailed in ares
& Diplomatic PCs might be able to talk
them oul of athcking, but at the very
least they'll be stuck [or several hours,
if not days, explaining their actions, Of
course, the PCe can bypass all this by
using leleportation magic to escape the
dungeon. The Malpaoth is less prepared
for such escape plang, but as long as the
PCs rernain in Tstivin it can eventually
tind therm. It sends its four gargoyles after
the PCs inan attempt to finish them off,
wherever they may go in the ity Once
they leave Istivin (even if only to seck out
Hicharis), the Malgoth thinks it has won
and ceases pursuing them. Likewise, if
the PCs manage to defeat the garpovles,
the Malgoth decides it is best to lay low

for some time, build ils strength, and seek
vengeance against the PCs ata later date.

& Malpothian Gargovles (4): CR ¥
Large menstrous humanoid {earth); HD
10d8+60; hp 105 each: Init +1; Sped 40 i,
fy 60 ft, javerage); AC 16, touch 10, fat-
footed 15; Base Atk +10; Grp +21; Atk +16
melee (1d6+7, claw): Full Atk +16 melee
(1d6+7, 2 claws) and +14 meles {1d8+3,
bite) and +14 melee (1d8+3, sore); Space/
Reach 10 [1./10 ft; 54 foul geyser; 5Q
damage reduction 10/magic, darkvision
60t freeze; AL CE; SV Fort +9, Ref +,
Will +9: Str 24, Dex 12, Con 22, Int 6, Wis
11, Cha 7.

Skills: Hide -+6 (+14 when concealed
against a background of stone), Listen +7,
Spot +7.

Feats: Alertmess, Iron Will, Multiattaclk,
Toughness,

Language: Alyssal.

Foul Geyser (Ex): A Malgothian gar-
goyle: can spew forth a torrent of foul
sewer water ina 15-f1, cone before it as
a standard action once every 1d4 rounds.
Anyone hit by the forceful cone of water
is bull rushed. Use the Malgothian gar
goyle's size and Strength to modify this
bull rush attempt. In addition, anyone hil
by the water iz exposed to blinding sick-
ness, and must make a successful DC 16
Fortitude save to aveid catching il {see
page 292 of the DUNGEON MASTER's Guide
tor details on Winding sickness),

Concluding the Sldventure
Liporemerging back into the light of day,
the party has in it possession some very
dungerous information. Likely they have
also developed some important leads—
most specifically, the existence of the
demon priest kharis.

Muore importantly, they should also con-
sider the impact of what they have just
done-—they have assassinated the right-
ful ruler of Istivin, The evidence of the
true evil that had posseszed him should
be easier to prove if the marquis's jour
nalz are shown to the marchioness and
her people, inwhich case the sovernment
hushes the whole thing up and ailently
grieves the loas of Marquis Querchard.
Marchioness Emondav doesn't pursue
revenge or justice against the 'Cs, as they
have saved the marquiz from a terrible
tate and averted disaster, Yel she does not

show any pratitude to the Pis—in her
mind, allowing them to go free without
imprisonment or exccution is mere than
enough of a reward. Fortunately, the
PCs aren't completely without friends
in Istivin. Algorthas contacts them saon
after they leave the dungeon to ask for
a report, The next step for the parly is to
set about tracking down the whereabouts
of the enigmatic Tkharis to determine if
the frost giant knows how te destroy the
Malgoth, This course of action is contin.
ued in the nextadventure, "Shadeow of the
Abyzs” in DUNGEON #1185,

If this adventure ig being plaved by
itself, and the party was hired by a con.
sortium of nobles 1o rescue the marquis
from the “evil" marchioness, then the PCs
likely have a problem. Namely, they have
likety killed the marquis they were sent to
rezcue. [ is up te you to delermine if the
nobles seek vengeance upon the adven-
turers for assassinating the marquis. If
convinced of his madness, do the nohles
reward the party as promized and then
supporl the marchioness in her efforts to
save the city? Regardless of the outcome,
Sterich remaing a troubled place with a ol
of opportunities for adventure: 2

Greg A, Voughan is the author of
“Tammernut’s Fate” [DuncEon #106) and
“Torrents of Dread” {DunGEan #114),

Scaling the &dventure
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: THE WINDING WAY

BY NICHOLAS LOGUE i it
Hlustrations by UDON with Attila Adorjany, High-Level (13-20
Eric Kim, and Gary Yeung Dungeon Craw

Cartography by Christopher West

IIZE W”&Z j/ dy
“Even if one’s head were to be suddenly cut off, he should be able to do one more |

action with certainty. With martial valor, if one becomes like a revengefill ghost
and shows great determination, though his head is cut off, he should not die.”
—Hagakure, Yamamoto Tsunetomo
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he Winding Way" is o DE&D adventure
for four TAh-level chavacters, although
it can be adapted for 121h—1 3th-level
characters or 15th-T6th.level characters az
detiled in the "Scaling the Adventure” side-
bar, The adventure leatures & large num-
ber of undead villaing, so clerics, palading,

undead-hating rangers, and other charac.
fers who have Tocused their skills on Raht
ingrundead will have plenty af apporiunilies
to emmploy thetr special class abilities, Since
the tajarity of "The Winding Way™ occurs
i a ronasiery, theadventiore 18 well suited
i clerics, monls, and other religicus char-

acters, The exact lecation of the Temple of

the Winding Way has been left vague, sovou
can locate il i any relatively remste moun-
tain range 1y your campaign world,

Adventure Hﬂcfjgrmmf

Ages ago, the noterious necromancer
Addacan experienced a vision of his death al
the hands of an army of heroes, In prepara-
lion for his dacm, Adacon created dozens
af tormbs in the far corners of the world,
secret placesto hide his favorite necroman-
lie: creations, The necromancer khew he

could not defeat the herses of his day, but
titne was on his side, After the passing of
artage, those herocs would be no more,
and their descendants would be lured
inta a false sense of security and thus be
unprepared for the threat contained in his
tomba. Once opened, the undead impris-
oned withinwonld spread death and decay
throughout the fand.

Untold ages passed until Marik Draven,
a wandering monl, choze Darkmoon
Mountain as his home, settling in 2 small
cabin om the lower slopes. Word of his
wiadom had spread during his travels, and
saon students were drawn 1o his meun-
tainside cabin to seek instruction in The
Winding Way, the martial path Marilk had
developed. Soon, hiz students cutprew
Marik’s zimple cabin, and they constructed
a permanent temple nearby, excavating
slone fram the meuntain ilself During the
excavation, the monks unearthed a stone

doorway that bore an ancient inscription,
Marik was only able to decipher a portion of
the inscription—the words "death,” *dark-
ness” and "plague” cansed him to pause for
contemplation. Since the ternple's founds

Hern was all but Anishied, he decreed that
the door should be left untouched and the
termple built around and above it Tn addi-
tiom to becoming a school tor martial arts,
the temple would become a guardian of the
cantents of the mysterions tomb bevond
the graven door.

The newly completed Temple of the
Winding Way offered refuge and instrue-
tion b any whao lest their way in the dan.
perous mountaing, Visitors were nuiner
ous, and Marik gained o reputation as a
quiet, stern, but hospitable man. This
compassion led o nuin when a fugitive
from the law named Galen Herker came
to the temple. Although Marik guickly
ascerlaingd that Galen's spiritwas impure
and filled with desives—and thus unfit for
training in the Way—he offered Galen a
positionas a gardenet, suggesting that he
spend his time working hard and medi-
tating unfil he was properly prepared to
enter true braining.

Al firsl Galen was content o wait and
work, but he quickly began to vesent the
difficult labor As time passed he grew envi-
ous of the other monks, whose trafning
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THE WINDING WAY

progressed rapidly while he tended 1o the
wieds, Hig maleontent grew tor months
anid had ripened nicely by the time he was
sent to the nearby lown of Stonebreach to
tetch supplies. Stopping for a drink at the
Thundering Haramer Inn and complain-
ing loudly about his lot in life, Galen was
approached by members ofa thieves” puild
called the Covenant of the Knife. They
offered Galen 3 position in their puild if
he could complete one simple tagk—steal
Marik Draver's life's worle, the Manual of
the Winding Way, from the temple. Galen
agreed on the spot,

Over the course af the next Tew weeks
Galen spent every spare moment poking
around the termple in search of the manual.
He found no trace of i, bat he did fnd a
strange door covered with unusual renes.
Mistaking the door for a vault entrance,
Galen used his skills at breaking and enter-
ing and pried the door epen. In so deing, he
unleashed the evil forces within, The night
of terrar that followed saw the daam of overy
living monk in the temple above. Az the sun
rose, the new inhabitants of the Temple of
the Winding Way withdrew to the comfort-
ing darkness within... and began to grow,

Adventure Summry

Strange things have been happen-
ing et late in the lowlands surround-
ing Darkmoon Mountain, Local rumar
holds that Maril, a once honorable monk
who founded the nearby Temple of the
Winding Way, 12 the cauze of this distur-
bance. After some initial investisation
in a lowland town, the PCs journey to
the temple to determine if it is indeed
the source of the troubles plaguing the
region. Once there, they find the place to
be intested with strange undead. The PCs
st survive The Winding Way, a series
of deathiraps and trials ereated by Marik
to test the skills of senior studenls, in
order to free the tormented Marik Draven
from his new existence as an undead
menace known as a pennaggolan and
prevent an incursion of ancient undead
monstresities into a world unprepared
for their festering wrath,

Chapfer One:
In ffﬂ S}tagmv of Darbmaoon

The adventure beging as the PCs arrive in
the small town of Stenehreach, a lowland
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setllement only a dozen or so miles from
the Temple of the Winding Way, Many
of the town's more prominent citizens
recently sent out calls for aid. The PCs
could be answering any one of a number
of these calls, az detailed halow.

Find Abbot Saris: Although the Temple of
the Winding Way is remote, it maintained
regular contact with other temples and
monasteries in the region. One of these is
the Temple of Water Ridae, Recently, Abbot
Saris of this temple received a mysterious
message from Marile Draven; he sent a
hasty reply and by the end of the week had
gathered supplies for a trip and left, alone,
for the Temple of the Winding Way, He
has not returned, and the menks of Water
Ridge fear for his safety. They ask the PCs
to travel to Winding Way and determine
Abbot Saris’s fate.

The Covenant’s Obsession: Galen failed
to secure the Marual of the Winding Way
tor the Covenant of the Knife, and they s(ll
want it. Agents for the guild in nearby cit-
ies might contact a PC bard, rogue, or other
character with connections to the criminal
underground to make a zecond attempt to
recover the valuable tome from the mon
astery, They're willing 1o give whoever can
recover the Manwal their choice of a pay-
ment of 12,000 pp'oran amulet of health 14,
The Covenant contact makes sure thatthe
PCs ko they arerit supposed 1o discuss
thiz arrangement with anvone elze before
vanishing back into the shadows,

A Call for Aid: The PCs' repulation for
righting wrongs and fiphting monsters
makes them a natural savior for the ewn
of Stonebreach, Attacks by unusual undead
creatures have increased dramatically in
the outlying regions, and with each night,
these sightings and attacks grow closer to
Stonebreach’s walls. The POs are contached
by Mavor Caldamis Larn and asked to come
lo Stonebreach and determine the source
of these undead maonsters. Caldarmis offers
a reward of 10,000 ap if the problem can be
salvex] na tmely manner,

Stonebreach

Stonebreach i@ a modestly sized toswn,
with a populition of o little more than B
teen hundred. The town is run by Mavor
Caldaris Larn, a normally jovial man whio's
been under a lot of stress ginge all these
rummors about undead and evil spirits have

started circulating arcund town, He can
usually be found at the Stonebreach town
hall, and while he's glad famous adventur.
ers seem 1@ have taken an inlerestinsolving
the problem, he can't ofter much in the way
of 4 reward over and above anything he's
already promised the PCs via messenger,

The cultural center for Stenebreach is
the Thundering Hommer Inn, a tavern
and rest-atop that normally bustles with
ENeTEY 48 MIners, wappers, travelers, and
localy gather to share tales and news and
drink strong lacal brew. With the increase
in undead sightings, though, people are
staying at home, and the Thundering
Hamimer 18 mostly empty. Still, it's the
anly inn in Stoncbreach, so it's the best
place to gather information,

Several stores and trading posts can
e found in town, but there are no tem-
ples or shrines, The religious-minded of
Stonebreach have raditionally soupht guid-
ance from cither the local druids jwho have
become strangely silent since the undead
have arrived in- the region) or from the
nearby Temple of the Winding Way

Thelocals bave nothing but praise for the
Temple of the Winding Way and its abbat,
Marik Draven, Mene of themn have made the
I 2-mile journey north to the temple since
the strangeness bepan, and no monks of the
temiple have visited the town either, Many ol
thelecals worry that the trouble has affected
the ternple as well, and they press the PCs
to make the jowrmey to ensure the monks
are okay, Any of the locals can provide good
directions ta the temiple,

The locals can alse tell the PCs a litle
about the Winding Way itself it is s profound
spiritual path that focuses on attaining excel.
lence through meeling resistance with pli-
ancy. The path has two ends: Enlighteniment
or Death. Both are seen as a peaceful escape

froen life, which the monks believe is Alled

with torment and desire. The abbat of the
terple even built & proving pround as 2
final test for his monks; & series of chambers
filled writh deadly trizls. Hewas very invalved
in the gaumtlet's design, and made certain it
would test his student's martial, spiritual,
and mental cultivation,

Most of the stories aboul undead sight-
ings are from travelers from the north,
closer to the mountains, [f pressed for
details, the townsfolk cant precisely iden-
tifir the type of undead encountered. Several




citizens have tred to make the journey 1o
the nearly Temple af the Winding Way to
ask tor help, but sofar no one's returned,

W Stonebreach  (small  town):
Convenlional; AL NG, Population 1,650
BO0 pp limit; Assets 66,000 gp; Mixed
(0% hurman, 10% dwarf, 5% gnome, 43
halffing, 1% ather),

Cﬁﬁéﬁfﬂ' wa:
Teniple of The Winding Way
The journey o the Temple of the Winding
Viay should be uneventful but unnerving.
The PCs pass no one on the road, they
liear na birds singing in the trees, and
they spot no wildlife in the weods, Feen
the uir seems still and emphy. The Termple
of the Winding Way iz about 12 miles
north al town along a slightly overgrown
dirt tracte Characters moving at a speed of
3011 can make the journey in four hours
az long as they stick to the track,

If they make the journey by night, the
unnatural calmness of the air and the hills

vanishes, replaced by strange, mourn-
ful lowls, a low chill wind, the creaking
sounds of rees vubi bing against each other,
and branches snapping under unseen
weights, If the PCs insist om tracking
these noises down, call for Spot and Listen
checks bl na matier the result, inform the
PCyg that they see and hear nothing of nole.
They shouldit encounter anvthing menac-
ing until they reach the temple itself, On
return trips lo the lemple the PCs might
encounter some of the abvssal ghouls.
dread wraiths, ind blts that now haunt
theswilderness in the region,

Ag the plavers approach the temple,
vead thern the following:
Slightly overgrown with foliage, the outer
stone walls of the temple are topped
with srnafl ramparts, The large woaden
gate, palnted a bald red hue, hanps ajan
Two large stone knockers fashioned into
the shape of dragon's heads leer from

the gates, their mouths puiled back inte

egrie, primseniles. Twoormassive staties
flarik the gate. Each is’about tweive fest
tall and gminows in appearance; One
bears an expression of absalute ealm
an its monstrous, vaguely human face
and it grasps a spear with both hands
Thie ather’s visage is bwisted inlo a snarl,
exposing its fangs. One:hahd holds a
smaller statuette of a seated human In
robes, cradling it in its palm. The other
hand grips adagger with & jagped blade,

Bevond thesewalls; a tiered tower is vis
ible, the corners of its roof adorned with
seulptisres of dragons, lions and other
unrecoghizable animal-like creatures
The scant of burning sandalwood min

phes with the mijsts of the forest

Well more than two dozen menks once
lived here, but now Adacords ancient
undead conteel the lemple, When Galen
frst opened Adacon’s tomb, the undead
roiled up into the temple above, o fren-
zivd army of necromantic oy, Without a
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strong leader oorganize thern, the undead
bave chosen cortain areas of the teimple as
their lairs, and domt aften (ravel far fram
these areas, The major exceptions to this
rule are the bhits; ovil undead apivits that
can possess the bodies of the desd and
disguise them to appear human. Nearly
thirty blnats were sealed in the tomb; and
of these, lwelve now wander the coun-
tryside in three proups of four, learning
the: lavout of the region and tamiliarizing
themselves with its defenses in prepara-
Homn [or expansion.

The majority of the areas in the temple
are open lo the sk flving PCs need not
navigate the place on the pround, and
can instead simply Hy to the section of
the lemple they wish to explore, Although
thig may seem like a good idea, iU in facl
pamics the sixteen bhuts that dwell in
the temple. If they see Hying inmuders,
Four Bhuts moldlize at once and move to
intercept the characters if they enterany
area but greas T1-T5, IF the PCs attempt
b maintain air superiority, additional
proups of four bluts abandon their jpos-

sesged bodies and fly upto engage them

in the sky, one proup at a Hme,

T1. Outer Ceonrtyard (EL 14)

The walls of this courtyard are etehed with
strange giyphs and runes, along with bas-
reliefs of natural landscapes. Four wooden
gates; painted red, exit from the courtyard,
thie one to the seuth leads 100 the foothills
while the other three cpen on adjoining
caurtyards, Sandabwood-seented smoke rises
from enormous, fve-foot-tall iran cauldions
standing in each corner of the courtyard

This courlyard was once used wogreel
visitors to the temple, The runes on the
walls are in Agquan, Avran, lanan; and
Terran, and list the virtues ol the Winding
“Way: Patience, Honor, Purity, Emptiness,
Stillness, and Death. The cauldrons are
kept Lit by the bhats o make it appear as
il nothing is amiss.

Creatures: Four advanced bhuts guard
this courtyard, Unlike most of the other
undead that now dwell in the lemple, the

I square = 20 feet

Bhuts are actively preparing for Maril
Draven's eventual acceptance of his new
undead existence, and Tor the war on the
livitig te follow,

These four bhuts have each pogsessed
the hody of a slain Winding Way monl.
They have dressed the bedies in hooded
robes, but a successtul Spot check against
the results of their Disguise skill resull
(D 2600 they take 10) reveals the truth.
The tour bhuts greet visitors to the temple
palitely and kindly, but tell them that the
rajorily of the other students are per-
Fornring a sacred ritual at this time and
cannot be distorbed. The bhuts invite the
PCs toowail and resl in the guest house
jarea T3] until the ritual concludes in a
few hours {just after sunset if the PCs
arrive during the day). PCs who comply
are later ambushed (see area T3).

The bhuts' attempted bluff [three of
them wae the aid another action to assist
the primary bluffer) can be discovered
with a-successtul Sense Motive check.
A character with at least 5 ranks in
Knowledpge (religion) gains a +2 svnergy




bonus o her Sense Motive check, since
the bhuts don't know much about religion
and if pressed are forced te improvise,
Likewise, a character with al least 5 ranks
in Knewledge (history) pains a +2 synergy
benus on her Sense Motive check, since
the bhuts spealcin a stilted, archaic form
of Common that hasi'l been spoken com:
monly i hundreds of years. If the PCs
see thromngh the Bluff, the bhuts throw
ol their hooded cleales and attacke A pos-
sesged body that is slain collapges to the
grouticl, ruined, but the pessessing bhu
ernerges unharmed fvam the bedy o con-
Hrue the fight in its natural form.

A bhut 32 a foeul creature with a human-
oidd head, red, feral eves, o mouth Tl of
sharp teeth, and a roiling, half-formed
body of foul black smoke and dank red
mist. In this form, the undead recoils
From the earth and seeks humanoid bod-
ies o possess and use as puppets.

@ Human Corpses (possessed by
bhuts) (4} CR —: Medium undead; HD
12d12; hp 78: Init —1; Spd 30 fo; AC
11, touch 9, flat-footed 11; Baze Atk +6,
Grp +7; Atk Full Atk +7 melee (1d64-1
slam) or 3 melee {1d3+1 plus poizon,
bite, provokes attack of opportunity);
54 poison; 50 damage reduction 5
slashing, darkvision &0 ft., possessed,
undead traits; AL NE; SV Fort +4, Ref
+3, Will +75 5tr 12, Dex 8, Con —, Inl
14, Wis9, Cha 20.

Shalls: Bluff+20, Diplornacy +7, Dispuise
+20 (+22 acting), [ntimidate +22, Listen
+14, Spol + 14, Survival 434,

Feate: Combat Expertise, Track®,

Langueges: Comron,

Mot The Bhuls cannog wse the majority
of their feats while possessing a corpse
singe the corpse’s Dexterity is too low,

Poison (Su): Injury; Fortitude DC 14,
mitial dereage 2d6 Wisdom, secendary
damage 2d6 Wisdom. & creature reduced
to 0 Wizdom lapses into @ cama and dies
in L4 howrs unless the poison is neutral-
ized, A humaneid slain in this manher
rises a8 o Bhutwith the next sunset,

Possessed (Su): Once a corpse is
glain, the possessing bhut emerges
untharmed in its incorporeal form ta
continue the fght,

@ Advanced Bhuts {4): CR 10, Medium
endead; HE 124132 hip 74 Init +5; Spe Hy 50
fr. [perfect); AC 19, touch 19, fat-footed 15;

Base Atk +6, Grp— Atk Full Atk +2 migles
touch (11218203, incorporeal bite); 84
sugriented critical, dreadful appearance,
poison; SO corpsetheft, earth vulnerabilityg
meorporeal, undead frails; AL NE SV Fort
+4, Ref 8, Will 7 St —, Dies 20, Con —,
Int L4, Wis % Cha 20, Fiernd Falio 20,

Skitls: Bluft +20, Diplomzey +7, Disguise
+20 (+22 acting). Inlimidate +22, Listen
w14, 5pot 14, Survival +14

Feats: Combat Expertise, Daodpe,
Mability, Spring Altack, Tracl®,

Lavpuages: Cotmnmon,

Augmented Critical (Ex): & bhut's hite
threatens a critical hit ona 19-20 and
dieals triple darmage onoa success,

Dreadful Appearance (Su): Anyone
within 30 feet must make o Forlitude save
(DC 19 or take Ld6 paints of Strength
damage. A creature can be affected only
once by a specific bhut's dreadful appear-
ance, but the effects of failing to save
against multiple bhuts ave cumulative:

Poison (Su): Injury, Foctitude THC 14,
initial damage 246 Wisdom, secandary
damage 2d6 Wisdom. A creature reduced
to 0 Wisdom lapses inta a coma and dies
in 1d4 hours unless the poison is neutral-
ized, A humaneid slain in this manner
riges as a bhut with the next sunset.

Corpsetheft (Su): As o full vound action,
a bhut can possess a dead humanoid body
ol any size. The hady is then treated like a
zombie with o few exceptions. The body is
not limited o single standard actions and
il retaing the Bhut's Intelligence, Wisdorn,
Charisma, base attack borus, hit points,

baise saving throws, and level and class (if

any), Also, the animated hody's bite attack
can deliver the bhut's peison, but it is not
a natural attack and therefore incurs o —4
penalty and provokes atlacks of apportunity,
YWhen the body iz reduced to 0 hit points,
the bhut must exit the bady, but ne dam-
age is transferred to its incorporeal form.
While possessing a bods, the bhut cannot
mialee use of its dreadful appearance, nor is
it affected by earth vulneralility,

Earth Yulnerabilily (Su): A bhut cannot
shide contact with earth or atone in its
incorporeal state and canmot pass through
such without suffering 3d6 paints of dam-
age per reund. Slone and earth weapons
deal an additional 1d6 pomtz of damase

when they strike an incorporeal bhut, and
they do not sufler 2 miss chance.

T2. The Half of Skill and Neture
(EL 15)

lhis enormous courtyard contains ' tiny
natural pond complete with an island Al
its conler. On the island stand twe pillars,
ore of woed, and another of marble. Two
bridges comnect the island to the rest of the
courbyard, At the far side of the courtyard
stands a terraced tower with a large caken
door. The third floor appears to be open
aired and coritaing same sort of statue. The
corners of the roof are adomed with small
sculptures of animals and strange beasts,
At the southern énd of the courtyard sits
aring of small stenes and four large caul-
drans, spilling incense into the air

Thiz is one of the many training areas
within the temple walls, The ring of
stores is a sparring ring used tor praciice
and settling dizputes between the maonlkes.
The pillars upon the island are used for
raining body hardening technigues and
bear many chips and dents, The tower i=
detailed in area T9,

The sound of hammering waflts out
of the low stone building to the north,
although it iz muffled somewhat by the
closed door, & successful Listen chech (2O
5 is goad enough to hear the sounds com-
ing from area T remember to adjust
these checks for distance (-1 to the check
per 10 feet of distance),

Creatures: Despite its serenc appear
auee, this courtyard hides a terrible dan-
cer, Lurking in the water surrounding the
island are three abyasal shouls, and hiding
within the twe taining pillars on theisland
itselfare two dread wraiths. The wraiths de
nol exit their pillars during the day, but the
ahouls have no such fear of the sun and
lurch out of the water toattack anvone who
cornes within 10 feet.

Alwazal ghouls are similar to standaxd
ghouls in basic shape, save that they seem
a bl more Feral and demonic in appear-
ance, Their most horrific features are their
tonpues—long, snokelike members tha
trail into smoky incorpareality 4t the tip.

Abyssal Ghouls (3): hp 104 each, Fiend
Folio 15, 1Evou dor't have the Fiend Folic,
you car substitute mohegs advanced to 21
Hit Dice,

Dread Wraiths (2): hp 104 each, Monster
Manuai 258,
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T35, Iiner Courtyird

Twe cauldrons stand in the middle af this
vast courtyard, Beyond them, an enor
mous lerraced hall; its exterior painted
red; fills up. the rear of the yard: Stone
steps-lead up to the raised hall at all
sides. Each side also bears-an arched
doorway. The gold-and-red-painted doors
are closed. Two small gatehouses are con.
structad jiito the side of the |eft and right
wills of this area. A slight breeze causes
the silk banners hanging from the hall to
rustle and dance.

The cauldronz here are hlled with
sandalwood incense, kept well supplied
byv the bhuts in an attempt to create o
feeling of normaley 1o anvone that sturm-
bles into the area.

Té, West Gatehewse (EL 14)

This gatehouse is littered with bam-
boo and straw; 2 stone "lip" must
bie stepped over o stand on the bare
edrthen foor within, The braziers on its

walls are all empty, making it extremely
dark within;

C

Y. [I-lﬁ

=

Creature: This patehouse has become
the lair of a small group of unusual
undead known as forsaken shells.
These menaces move and attack like
snakes, but cose inspection reveals
the wrelched truth—they are zetually
evacuated but horribly animate human-
oid skins, The undead are fairly intel-
ligent, and have burrowed into the
soil Hoor 1o hide while they wait for

further commands, Bils and pieces of

their bodies protrude fram the foor so
they can keep a watch on the conlents
of the gatehouse. Any living creatures
that enter the room are instantly and
viclently attacked as the forsaken shells
burst out of the hard-packed earth Noor,
gaining aurprise on anyone who didn't
netice them. The forsalen shells pur
sue enemics threughout the termple, but
will net leave its grounds or enter the
Winding Way {avea T12) itself. These
crealiures always uze the Power Ablack
feat, taldng a -5 penalty to their skin slap
atlack rolls while increasing their dam-
age rolls by 5; this is accounted for in
the following stal block,

# Advanced Forsaken Shell (5): CR
9 Medinm undead; HED 26d12; hp
Lot dnie +7; Spd 30 B burrow 15
frr AC 19, touch 13, fat-footed 16;
Base Ath =13; Grp - L4 AlkgFull
Atk +13 melee [Td8+10/19-20,
shin slap); 5A constrict 1daas,
create spawn, improved grals 50
darkvigion 60, undead traits; Al
JCEDSY ot =10, Ref +13, Will 417,
Str 21, Dex 16, Con —, Int 11, Wis
1, Cha 10y Libris Maoriis: The Book
af Uneleed 100,

Skills: Mide +38 (includes
+4 racial bonush Listen +31,
Move Silently +34, Spot 431,

Feats: Alertness,  Great
Fortitude, Improved Critical {skin
slap), Improved Initiative, Improved
Matiral Attack (skin slap). lron
Will, Lightning Reflexes, Pawer

Attack, Stealthy.

Ureate Spawn {Su) Living, corpe-
real creatures killed by a forsaken shell
slough theirskinz alter 1d4 rounds. These
sloughied skins are new 14-HD forsaken
shells under the spawner's control. These
forsaken shells do nol pussess any of the
abilities they had in life,

T7. East Gatehous

Thiz gatehouse iz all bul identicsl to area

T, save that no forsaken zhells lurk here,
Development: On return trips to the

temple; two incorporeal bhuts lurk near

the ceiling here,

T8. The Hall of Contemplation
(EL 14)

This large structure is a single open
roci, with twa dozen reed mats laid out
on the floor, Windchimes hanging from
the rafters jangle softly as a breeze walts
throwgh the open-walled structure. The
walls are decorated with latticed windows
and sill sereens

Creatures: A proup of four advanced
Bhuts dwells in this area, The creatures
have possezsed and znimated the bodies
af four fallen Winding Way monks, and
have disguised thernselves to appear a3
if they were alive. The bhuts don't expect
trouble, but if PCs bypass their kin in
area T1, they do their best to intercept
characters before they sttempt to pass
through the northern gale. See area T1
Foar details,

# Human Corpses (possessed by
bhuts) {4): hp 78; see area TI,

# Advanced Bhuts (4): hp 78, see
area T1.

T9. The Tawer of the Winding Way
(EL 14) : :

Acsmall attium supparts a tall, three
story tower at the back of the courlvard.
A large spiraling stairwell, its sides lined
witn wooden figures, dominates the inte:
rigr, These statues, similar Lo the ones
fourd at the outer gates of the temple,
are hidesus in appearance. They vary in
farm, from three eved monstrosities to
many-armed warriors, Scme are armed
with hammers, spears. or dapgers and
others sit in calrmi repose.
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At the top of the lewer is a small altar
dedicated to the Winding Wiy, An offer
ing bowl lies before the figurine and is
flled with offerings Mom travelers who
paidl their respects at the temple.

Creatures: Foue advanced hhuts halk in
this area, These bhots are in their incorpo-
real Form and Boat in the wooden walls of
the tewer, paticntly waiting for new victims
to conie 1 the emple so they can inhabit
their dead bindies, They savagely aslacle any
non-undead creatie that enters the tower,

= Advanced Bhuts (4} hp 75 see area T,

T10. Warkshap Area (EL 10)

Thess workshops are filled with zarpen-
try taols, paints and inkstones, and many
strange plants and Aowers: A large kiln sel
into the east wall provides the only saurce
of light and heat in this chamber,

This srmall series of cubicles is where
the monls perfected the non-martial skills
Warilk deemed intrinsic to the study of the
Windmg Way: sculpture, painting, herbal
medicine, poetry, and wondcarving,

Creatures (EL 12): Five bendish vam-
pire spawn toil here, creations of the bul-
lathoin in area T1F, Their undeacd master
liais ardered three of them to use the mate:
riats here to construct dozens of coffing
for use nat only by themselves, but For
the arry of vamm pive spass the hullathoin
expects to create, The other two bake large
cerathic vessels in the kiln to capture and
transpart blood fend locusts, They are not
under orders to attack intruders and con-
tinue with their macalbre worke Wattacked
they defend themselves, but do not pursue
characters beyond this reom, [Mreduced to
it hp they hirn gaseous and return to their
coffing inarea T17.

# Fiendish Vampire Spawn (5] CR 5.
hip 29; $A blocd draim, domination, energy
drain, smite pond 1/day (<4 damage); 50
~3 turn resistarice, damage reduction 5/
ragic and silver, darkvision 60 fi., Eist heal-
ing 2, gaseous form, resistance to cold 10
and electricity 10, resistance to fire 5, spell
resistance 4, spider climb, undead traits]
other stats as per Monster Manwal 253,

Ti1, Refuse Pit

This area coritaing nothing but the refuse
produced by the monks in life and the
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bones of victims consumned in undeath,
It is just a deep sink hole (10 ft) filled
up with garbage and remaing, Nothing of
valye i3 hidden within.

T12. Trialy ﬂf the H’iﬁrﬁ'i?ﬁ Way

This large stone building seems solidly
built, and with reasen, Cleser inspection
reveals that it isn't as much a building
as it is a carving of ones the entire struc-
lure seermis lo have been painstakingly
chiseled fram a single massive stone.
Shingles, the grain of woad on the walls,
and even the protruding heads of nails
have all been sculpted fram the massive
basalt monolith with painstaking care.
The only part of the Building thal seems
1o be of a separate element is the iron
door set in its southern fage, a large,
intricate rune painted on its upper half.
The muffled seunds of grinding gears and
rectianisms at work ermerge from within
the Building.

If the PCs have relrieved Baran's
medallicn from area TT4 they notice
that the strange marking on it
matches the rune gn the door per-
fectly., 1T the medallion is pressed
againstthe door, it clicks, rumbles,
and slides open, Characlers
can allempt to bash their way
through the docr or other-
wise bypass it details for
the door and the chambers
within appear in Chapter
T,

T3, Hall of Learuiny
(EL 14) ;

This large, bamboo-
walled structure has
tightly shuttered
windows. Within,
the place 15 a sin-
gle large roam that
several
desks and shelves
of files and books.
Scrolls and callig-

contains

raphy implements
sit-on the desks.

Creatures: Another four advanced
bhuts lurk in this chamber. They have
possessed the bodies of travelers plucked
fram the roads, and have returned here
t help guard the muer reaches of the
Temple. They watch for intruders through
the slats of the shutters, and if they see
any, they react [ar more viclently than
their kin inareas T and T8 they assume
anvone who has penetrated this far inte
the Temple his seen too much and must
be slain al once.

# Human Corpses (possessed by
Ishuts) (4): hp 78; see area T1.

4 Advanced Bhuts (4): bp 78; see area T1,

T14. Training Hall (EL 14)

The hall 15 ermpty save for two racks of
waapons on the gast and west wills, Thie
wooden floar is worn smooth and pol
ished, Twa sig-inch-wide raflers run the
length of the hall twenty feet above the

flaor and ladders to the north

and south ascend to tham,

Creature;  Marik's
senior disciple Baran
was the third vie
tim of the evil

released  From

Adacon's

tormb after it

caompletely
destroved

Galen  and
horrikly
transformed
Marik. Baran

Baran




THE WINDING WAY

suctmbed te the evil energies far more
quickly than did Marik, and now simply
weaits [or his master ta emerge from the
Trial of the Winding Way. Although now
a powerful wampire, Baran's devolion
to Marile has only intensified with his
transformation, and withoul his mas-
ter's direct order he intends to stay in
his quarters, honing his skillsin prepa-
ration Tor the day they are nesded on
the hattlefield,

4 Baran, Human Male Vampire
Monk 120 CR 14; Medivm undead
jaugmented lamaneid); HD 12d1E;
hp 78 Init =7 Spd 70 M1 AC 24, touch

18, Hat-footed 21; Base Atk <9, Grp

+16: Atk +17 melee (2d8+7 11920 plus

energy drain, unarmed strike) Full Atk

HTFATE R 12 melee (2d84T 1920
plus energy drain, nnarmed strike); 5A
blood drain, children of the night, create
spawn, dominate (DG 200, encrgy drain
(DG 20y, ki strike (magic and laveful),
stunning hst{DC 18); S sbundant step
(L 12y, alternate form, dansge redoe
tomr L0y silver and magic, dismond body,
fast healing 5, gaseous form, improved
evasion, purity of body, resistance to celd
10, resistance to electricity 10, slow fall
B0, spider climb, stll mind, furn resis.
fance =4, wholtness of body, AL LE; 8V
Fart +12, Ref +13, Will 412; Str 25, Dex
16 Con —, Int L, Wis 15, Cha 18,

Skille Balance +20, Bluff +12. Craft
(pottery) +9, Escape Artist +12, Hide +26,
[tamp 446, Listen 427, Move Silently +26,
Search 11, Sense Motive +10. Spot 140,
Tumble <20,

Feais: Aleriness®, Combat Experlise,
Combal  Reflexes®, Daodpe", Great
Fortitude, Trnproved Critical {unarmed
strike), lmproved Initiative®, Tmproved

Spring Attack’, Stunning Fist®, Seapon
Focus (unarmed strike),
Languages: Auran, Cmnmon, Draconic,
Possessions: Monk's belt, ring of improved

Tumping, tobe of sesistance +2 (as clogk of

resistonee 4 A).

Tactics: When the PCe enter, Baran
silently points to the hardiest-losking
character, challenging him or ler 1o oa
one-on-one combat. 1F the challenge is
accepted, he immedialely spider climbs
up to the rafters and awaits his oppanenl
on one ol them, A battle on the 6-inch-
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wide tafters requires a DE 15 balance
check vach round to avold a fall to the
floar 20 feet below,

I attacked by more than one oppo-
pent, Baran uses his superior mobility
to Spring Attack characters, clambering
lack up into the rafters after each attack,
I teduced to 0 il peints. Baran becomes
paseous and escapes tooarea A3 o recu-
perate inside his coffin,

Treasure: Inaddilion ko his pear, Baran
wears an amnlet given to him by Maril
after he completed the Trials of the
Winding Way This amulel matches the
impression on the doorway o area T12,
and can be used (o open the doorsto area
W1, The amulet is not wriagic, ol is worth
L gp for its fine workimanship,

T15. The Mk’ Quarters (EL 14)

More than twe dozen straw mats lie
strewn-across the floor af this large room,
interspersed with torn blankets and large
bloadstains. Move blood mars the walls,
and even theceiling s spattered with itin
places. A huge hole s tar in the roof just
ovier the southern door

Creature (EL 14): One of the mere dan-
perons undead menaces unleashed on the
temple when the tomly was opened was
a nightwing nightshade. Upon escaping
the lomb, the nightwing ermerged from
area 117 and flew directly to the largest
concentration of life it could find—theze
barracks. The creature smashed its way
through the roaf of the building and
quickly slew the monks it found inside, 11
has since claimed this strocture as ils lair
lurking in the darker northern portion of
the roomn during duylight hours.

@ Nightwing: hp 144, Monsler
Meeieeal 197,

lactics: If encountered during the day,
the nighlwing refuses to lease this build-
ing. During the night. it has ne qualms
abiout pursuing prev all 2crozs the moun-
tainside if necessary The creature prefers
{o nse its spelllilke abilities to fight, tving
up melee with summoned undead.

T16. Mariks Quarters

A mattress of coarse straw sits o the
floar of this chamber. A small desk is

tapped with an inkstone and an inkwell,
Acsetof horsehair calligraphy brushes sits
under the lone northern window, Several
parchment scrolls hang on the walls, and
an oddly shaped miniature tree grows in
o pot nearby. It branches wind aboul
ong another insuch & manner that itis
diffeult to discern where are ends and
another beging,

Marik's chamber has been unoccu-

pied since Adaco’s tomb was opengd
and the fell energies sought out the
most polent creature in the complex.
Maril: wrote a short plea on a scrap of
parchment and jammed it into the bam-
boo doorliame—anyone who exils this
area by the door autematically nolices
Ihe warning.
“Saris... forgive me.. it is top late, § am
dead but must still be killed, lest the
evil grow. Seck me in the Winding Way..,
remember what we spoke of and you can
pass the trials with ease.”

The message scribed, Marik used
the rest of hiz dying humanily 1o make
his shambling way to the Trials of the
Winding Way, hoping to stave off the
wglead energy conswming him by sbodsy-
ing the Marual of the Winding Way long
encugh for Alibatl Saris to rescue hin,

A search of his desk uncovers several
letters in a deawer. The maosl interesting
of them unveils the nature of the ancient
toanih below area 'TEY,

A Letter to Marik

Qld friend, the secret of the chamber
beneath proves darker than either of us
imagined. | have dispatched this mis-
sive i greal hacte: | pray my messen-
gor reaches vou quickly, for my research
has borne | fruit. The sealed doar you
showed meon my last visit must nol be
breached! 1 know you are well-traveled
but | doubt you know the history of the
mountains inwhich you have made your
brome, | myself only now have uncov
ered their darkened past. Darkmoon is
so called in reference to an age of great
darkness. Long aga, & fedrsame mecr-
rrancer named Adacon dreamed of an
empire of the dead, "Dead men have




ne-ambitions” he once wraote: His grite:
same plan began with the spawning of
hideous undead minions. He created
only those who could procreate—this |s
hew he planned to seed his empire. He
was slain, but he lefl a terrible legacy
Deepin the mountain’s belly he placed
his wombs of death, filling them with

his undead minions. Old friend, you

Rave guessed by now where my narra-

tive leads. The door vou have unsarthed
bielow your terriple seals one of Adacan’s

ternbis, ITitis breached, those within will

escape and spread. Adacon's empire will
fise again, Marik, old friend, | ride hard
upaon this messenger's heals. | need only
some time to gather my strength and
pray for the power needed 1o destroy the
undead host within, Prepare vourself,
rmiost honorableabbet, the most desper

ate hour s almost upon us.

Abbal Saris, Temple of Wate Hir{g:'

T17. Enfrance o the Temh
The walts of this building areruined, and
the structure barely stands on its own
The floor has subsided into a massive
sinkhale, the base of which is a narrow
but short shaft that apens inte a Jarge;
cave below

This building once served as g stos
age shed arnd guard post for the entance
to Adacon's lamb below; when Galen
breached the seal, the undead within
surged out and quickly obliterated all
living ereatures in the temple cormplex.

I'he sinkhale leads down o ares Al of

the tomb. A relatively easy DC 10 climb
dlesny Loy the baze of the sinkhole brings o
character 1o 3 20-foot vertical drop into the
cave below,

Chapfer, T;':f.r*fi'i.'

Adacons Tom

Although Adacon's remains are not
inside, this area ance contained a fair
number of his undead miniens. The
entire area i carved [rom the solid bed.
rock below the temple, and long exposure
to fell energies has created a perpetual
dezeerate effec! in areas A2 and A3 this
eftect linctions at caster level 30, Undead

int Addacors wmb paina +2 profime bonos
an attack rells, damage rolls, and saving
throws, and turn undead checks suffer
a -6 profane penalty, They also miin +2
hit points per Hit Die. These bonuses
are calculated into the stat blocks where
appropriate. The enlire place 15 unlit;
cald, and ominous.

Al Sundered Daor

The deor to the tormb was made of olbsid-
ian and inseribed with several runes
designed 1o protect the undead within
as much as to hide them from magical
detection and divination. Broken by Galen
fwhio used hiz Use Magic Device <kill and
a scroll of stone shape to open the door),
the door iz now linde moee than a roined
slaly of stone.

AFaint red stain is noticeable just south
of the sundered daor, This blot i= all that
remnains of Galen, who was ohliterated the
inatant he unleashed the evil within,

A2, Sheine ;f Nernll t{ EL 15 ar 17)

The walls of this cavernous chamber con-

tain :jl'.}ﬁt'?’l"w (}I_ niches g CILi‘.‘I:F{’,‘nFll_'I-:']E__‘,_ .I'IL.

Al: Sundered Door
AZ: Shrine af Nerull
A3: The Wamb of Death

ADACON’'S TOMB

1 square = 5 feet

ur

large chsidiansiib bearing the grimimage
of a black shull squatsat the narthern end
of the roem, Gruesome offerings adarn
the slab—decaying pieces of flesh, split
bones, and spilt entrails, Bloated insects
buzi about the stinking carrion. The scent

of death hanps in the air but is accompa

nied.by & strange hin of exotic spice. The
combination of adars in the roam creates a
sichening sweetness. Several large, roughly
circelar pits in the Toor-dead down to what

iooks like o chamber below this ans, &

chamber flled with the angry buzzing of

miore hungry insects,

This terrible chamber {5 an ancient
shrine dedicated to Nerull, A successfil
Enowledge jreligion) check (1O 25) iden-
fies it as such, and alza reveals that the
shrine is hundreds, perhaps even over a
thousand years old,

Creature: This chamber 15 puarded Iy
ome ol Adacon's most deveted servants, a
cleric of Nerull who voluntarily accepred
undeath so as to serve as a guardian and
protector of the temb for all the ages 1o
come, This is Heorgrath, o mumrmy lord.

His charge is the care and protection of
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this tomb until Adacon's army is ready
ko mobitize, atwhich point he is to aban-
don the tomb and serve as a commuander
under the one chozen o lewd the army,
Hle can fael that dMarik has been chesen
b the tornb to lead, bl also knows thist
the maonk still he clings tenaciously to his
values, With each passing day, Heorgrath
leels barik's grip shpping: soon now, the
furlly tramsfurmed roonk will emerge from
the Winding Way 1o release Meorgrath
from his task and ask him to help lead
Adacon's children inte a new age. Lntil
then, the mummy is content b wail,

% Heorgrath, Male Mummy Lord,
Clevic 100 hp 133; Moaster Maue! 190,

Bossggsionss 1 hreaslate, 1 aninled
fevy steel shizld, dlonlkof reststance + 2, rod
af thurder apd hghteing, 3 poticts of gos-
eons forie. Hearprath's possessions are
all archaic and ancient; althosgh differ:
ent from those pessessed by the mummy
lorel detuiled in the Moetster Manual, they
da net alter his combat statistics,

Tactics: Heorgrath makes optimal
uze of his spells in combat, casting
g wiall, shield of filth, sped vesisiance,
divine power, and divine favar in that
order if he has the chance. He uses
insect plague and gart verimin 1o creale
wo Larpe monstrous spiders Lo delay
the characters in melee if necessary 1o
cast these spells. He starts combat by
using hiz rod of thunder and Hghtning
until engaped in melee;

Alse, once combat starks, the huallathoin
i the chamber below quickly comes to
the mumrmy's aid, 1can't clamber up
fror below, Tt i can attack any creatures
within 5 feel ofa pitwith its tentacles, dand
il zends bloodbend swarms up o attack
thermn as well,

& horrifying layer of mummified tssue
ond organs mixed with splintered bongs
obseures the true floor of this fifteen:
foot-high chamber The air is cold and
moist, and almost visible with the stale
stink of centuries of death, Clouds of
insects huzz angrily in the air or cling
wetly to the dripping walls, Several large
hales in the ceiling open up to @ room
above, Several crudely constructed cof
fins st against the walls of the place
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stinking black earth leaking fram their
partizlly clased lids.

Creatures; This room iz where the
Lahiuts, abwssal ghouls, forsaken shells,
the nightwing, and the other various
undead creatires Adacen created were
fidden for hundreds of vears, The collins
are wzed by the fendish vampire spawn
created by the current denizen of this
room, althegh one of them is used by
Baran (see area T14).

Che only denizens of this chamber
now are hve clouds of bloodfend locusts

ane 2 single hullang hullathoin, One of

Adacon's deacdbest creations; the hul-
lathoin stands twenty feet high at the
shoulder and walles on four long, pow-
erfigl lega, 1t has o skeletal head with a
magsive maw, aned two powerful tentacles
profrude from its shoulders, Tt moltled
gray ard black body seerms 1o carry soime
sort ot wasting illness, as angry, ved, pus-
filleel and insect-heavy sores pulse and
weep itz Hesh,

The hullathein cannet easily escape this
oo witheul magicassismnce, Bventually,
Heargrath uses a pation of gaseous [ on
the hutlathein to enable its ranzidon 1o
the worldabove, bul for now the massive
undead menace iz strandsd here,

4 Hullathoin: CR 15 Fluge undead;
HD 16412 hp 136 Init =17 Spd 601 AC
27, touch 7, Hatfoated 27; Base Atk <8,
Grp r2i; Atk +19 melee [2d8+12/19-20
plus poizon, hite}l Full Atk +19 mieles
(2=l 2010-20 plus poisen, bile] and
+16 melee {14847, 2 stamps] and +16
melea (1di+7 plus poison, 2 tentacles):
Face/Reach 15 [0 fn (20 £k with ten-
taeles); SA deform, exude blosdiiend
locust swarm, improved grab, improved

grapple, peison, rebuke undead, ving of

pus: 500 Blindsight 6d £, damage reduc
ticn L5 magic and silver, fast healing &,
imrhune foocold, immune la eleclicity,
resislance lo fire 15, resistance o sonic
|5, scent, spell resistance 26, undead
traits; AL NE; 5% Fort 4%, Ref +6, Wil
#1384 30, Dex B, Con —, Int 12, Wis
16, Cha 12; FHend Folle 96,

Skills Balance +18. Climb 224, Listen
+22, Spot =23, Swin 249

Feils: Great Tortitude,
Improved Critical (bite}, MulHattack,
Power Attacl, Weapon Focus [bite),

Cleave,

Langiages: Common, Draconic,

Deform (Su): Gnee per round, when
Lallathoin has an opponent pinned with
ilg tentacle, the pinned creature takes nor-
mal tentacke damage and must make o
DC 18 Tortitude save or take 1d6 points
ol Charisma damage,

Exude Blosdfiend Locust Swarm {Su}:
As o standard action the hullathein can
exinde o swarmol blood Rend lecusts, The
swarm docs nel altzck the hullathoin or
its undead miniens.

Improved Grapple (Ex): While grap-
pling with its tentacles the hullathoin
iz not considerad 1o be prappling and
miy cantinue to act normally withoul
Faking a penalty on ils grapple checks,
It does not take The standard -20 penalty
om g pple checlks for using only parl of
its hody in this case

Poison (Ex): Injury, bite, or tentacle,
Fortitude DC 19 negates, initial dam-
ape 1410 Strength, secondary damage
1d10 Strength,

Rebuke Undead {Su): A hullathoin
can rebuke or command undead as
a 2ith-level cleric. Fiendish vampire
spawn created by itz bleodiiend locusts
are automatically commianded upon cre-
ation, although they still count agains
the total number of Hit Dice of undead
the hullathoin can command,

Ring of Pus (Ex): Once per day s
Hullzthain can spew forth o 30-foot
spvead of pus from the sores that cover
its body. Creatures caught in this sren
must make & Reflex save (DO 18) or
babe 3d6 points of acid darmage and 1d6
points of Strenpth damage. Success on
the save negates the Strenpth damage
and hall of the acid dumage, Victinms
wha fail the save are also nauseated tor
10 resunds,

2 Bloodbend Locust Swarm [5) CR
B Fine Vermin jestraplnan, swarm]: HD
14d5+28; hp 915 Inil +2 Spd 20 £, fe 20
it (perfecl); AC 27, touch 22, fat-foated 2%,
Base Atk 100 Grp —; AdledFull Atk swarm
[3df plus energy draing: Space/ Reach 10
frjo ft; 5A disraction (DG 19, energy
elrain (DO T S0 reanimate, swanim Dreils,
vermin traits; AL CE; 5V Fort 411, Ref 45,
WAll -5 St 1, Des 18, Con 14, Int—, W¥is
13, Cha 17; Fiend Falio 170,

Enerpy Drain {Suj: & living crea
ture that sukes damage from o blood-




fiend locust swarm gaing one negative
level. A successTul Fortitude save (DO
19y made 24 hours later removes the
negative level,

Reanimate (Su): A humanoid or
menstrons humanaid killed by a bload-
fiend locust swarm's energy drain
rises 2d6 hours later as a fendizh
vampirte spawn,

Tactics:  The
lathoin's  blindzight
ahility allews it Lo pin-
peint the locations of
any characters in this
room or

fal-

in the room
above (area A2}, although
it waits for Heorgrath to starl
lighting before it joing the
battle. It sendsz bloodficnd
locust swarms up o keep the
PCs from reaching the mummy,
and attacks anyone within 5 feet of one
of the koles with it tentacles, Anvone
it grabs it pulls down inta this room
and deform before
turning the barely-alive body over toa
swarn for transformation intoa liend-
ish wampire spawn.

te crush, poison,

Chapter Fpur:
Tridls of the Winding Way

The only entrance inte the Trials of

the Winding Way is via a pair of dou-
ble doors thal face cuf inte the garden
[area T4), Thiz door is made of stone,
and is locked by an areane lock (caster
level 181 Marik can open the doors by
touching his medallion to them; doing
sosuppresses the lock for one minute,
Those monks wha pass the Trials of the
Winding Way are given duplicate medal-
lions, but of the monks who have passed
the trials, only Baran {area T14) still
lived at the mongstery when Adacon's
tombwas apened.

Atiempes to enter the huilding with-
aul using the medallion from aren T13
should ke difficnll. Since the shructure is
in facta massive Block ol solid rock Jabo-
riously carved into the shape of a build-
ing, and much of its interior is solid
attempts Lo dimensier dooeor otherwise
telepart blindly inside are perilous if the
PCadort know the layout befarehand,

Finally, all creatures inside are affected
by a dimensional ancher eflect, This final

effect was placed to ensure a monk
coulde’t panicand vse abundant sten to
“cheat” at any of the (rials,

Many of the trial=, while conceived
by Marile, were actually desioned and
built B an
Marik's narned Lacon. His workmanship
i phencmenal, from the work on the
fraps themselves down o the seals on
Ihe daors, Unless atherwise indicated,
magic elfects in the Trals function at
caster level 18

All of the doars in the Trial of the
Winding Way are made of magically
reinforeed solid stone, In addition, they
bear arcake
programmed to deactivale temporin-
ily under specific circumstances tied

lncte, The arcane locks are

to the completion of one of the trials,
Ancareine lock autormaticallv reactivates
aller Tinute, cloaing the door with an
effective Strength score of 40, Creatures
that fail 1o meve oul ol & clesing door
way and alse fail to hald 0 open with
an oppascd Strength check are crushed
ler 1046 damage and held in place until
the door is reopened. Thess doors arein
facl magic items, so 4 successinl dispel
magie only deactivates an arcane locked

Bfmij"wm" Eecuit

[&th-level sorcerer ally of

door for 1d4 rounds, Kirock deactivates
a door for 10 minules,

Mumerous cortinus ame spells serve
Lo light the chambers within,

& Magic Door:d in. thicle Hardness 16;
b 120; Break DC 48; arcane lock caster
lewvel T8,

W1. The Hall of
10,000 Blades (EL 13)

This enorrmous chamber is clouded in
places with colered smoke and Incense,
The entire hall is filled with movement
and the grinding, whirfingdin of machin
ery, Axe olades attached to heavy barbed
chains swing ond dance in random pat:
terns, slicing through the dir and disap.
pearing inte the smoke. Serrated sword
blades spring up at randam from nearly
irmperceptible slits (n the floarn Circular
sawblades shide in and aut of the walls
and ceilings with terrifying speed, The
rooi s an enormouws deathleip of
blades, some of which glow with magl-
cal |||_',|"|I and cast the ream into a dizzy
ing kaleidoscope of coler, Beyand the
blades yawns a vast pit. Thick ropes are
stretched taul across the pit, somehow
pntouchad by the scores of hlades, On
the opposite side of the pit, the roam is

aminously clear of any obstriuctions. A

single doorway beckons fram the center
ul the nartharn wall,

Trap: The fivst Trial of the Winding
Way is 8 lethal trap devised to test a
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student's skill at tumbling, jumping,
and dadging attacks. In oreer to pass
through the room, characters must first
evatde o forest of whidling blades, then
cross a pil by balancing or clambering
slonga repe, and finally make it through
a storm of shurikens,

Ir the seuthern hall of the room,
characters must tumble and duck their
way through the blades to the pit. These
blades can resch any character m the
1-foet-high room; light does nat offer
an easy way threugh, Fach round, a
character iz attacked by the blades in
the rocm: In addition, moving through
the room provoles attacks of opportu-
nity, Every 5 feet a character moves, the
blades make a single attack of oppor-
tunity against him. Moving through
the area by making S-foot adjustments
prevents these attacks of opportunity,
but does nat prevent the standard one
attacle per round. The safest way o nay-
igate the whirling blades is by tumbling
through therm. Fach square tumbled
throigh requires a separate Tumble
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checl. Since the character is effectively
tumbling through squares occupied
b the enemy, the initial D s 25, and
increases by +2 for cach additional
square. Remember that characters
move 2 half speed while tumbling.
The central half of the room consists
ol a 10i-foot-deep spike-filled pit. The
pit walls are quite smosth and cannat
be climbed without magic. The ropes
slrelched acrossz the pit are held fant,
and are ntended 1o be used as tight-
ropes to cross the pit. Moving across
a rope in this manner requires a DO
20 Balanee check, Characters may also
clamber hand-over-hand with a success-
ful DG 15 Climb check. Adventurous
characters can even cut a rope and swing
down to the spposite side of the pit.
Slamming into the far wall inflicts 3d6
damage (which forces an rmmediate DC
5 Climb check to avoid being knocked
off the rope). butb otherwise it's o hriel
30-fal D5 climb up the wall with the
rope to the other side. A character that
talls into the pit may be doomed unless

Lea

a rope is lowered to him, With a rope,
it's a DO 5 climb check to clamber up,
but witheut a rope the perfectly smsath
walls are impossible to climb.

OF course, crossing over the pit is
made much more difficult by the ran-
domly laghing barbed chaing and axe-
Bladed pendulums that whirl in the
air around the ropes! These blides
are calibrated 16 never actually touch
the ropes for twe tounds affer weight
is [irst placed on & rope, bul creatures
clambering along or halancing on the
ropes provoke an attack of apporlunity
from the whirling blades just as in the
southern section of the room. Each
time a character is hit by a blade while
climbing or balancing, he must make
a Climb or Balanee checlo agamat the
samie TC (either 15 or 20) to aveid being
knocked off the rope and inlo the pit.
On the second round of continuous
weipht placed on s rope, blades emerge
from the rope’s Iwo anchoring points
and angle toward the rope. On the third
round, these blades cut the rope loos:,




plunging it and anyone using it into the
pit. Flying characters can move across
the pit without the ropes. of course, but
alill provele attacks of opportinity from
the whirling blades,

Frnally, althongh the nocthern 20 feet of
thiz room appears to be empty and sale,
the floor consists of hundreds of pressure
plates. Any weight pliced on the floor
causes dozens of paisoned shurikens o
launch from slets in the walls and ceiling,
filling the entire northern 20 teel of the
hall with peril. There are encugh shurik-
ensg loaded in the launchers to fuel 2 full
rointe of fire,

<" Whirling Blades: CR 4; mechanical;
location trigger; sutomatic reset: Atk +20
elee [2d6,158-200 3, whirling Blade);
Search DO 0y Disable Drevice DO 35 {success
disalles the Blades in a2 single S-foot square);
Hardhness 10; hyp 30 per S-fool square,

=" Spiked Pt CR 5; mechanicz]! loca-
tiom Irigger: automatic reset; 10O ft. deep
(LRl fall); pitspilies (Alk +10 melee, 1d4

spikes per target for 1d445 each); Search
autormatic; Disable Device impossible.

=" Fuzillade of Wasp-Poisoned
Shurikens; CR & mechanical; location
trigoer: automatic reset for 10 rounds,
then manual resel; Atk +20 ranged (1d2
plus poison, shuriken); poison [giant
wasp venor, DE 18 Fortitude save resists,
i Dex/1d6 Dex): mulliple targets (148
shuriken per largel in the northern 20
teet of the room); Search DO 25 Disabile
Device [C 25,

Treasure: Alibot Saris fram the Temple
of Water Ridge only made it as far as the
it trap in his atternpt to reach Marilk
and free him from the taint of evil:
his shattered body lies impaled on the
spikes below. Much of his equipment

was ruined by the fall, but his emalet of

aatural armor + 3, minor cirdlel of blust-
i, and ring of evasion survived the [l
intact. A shattered Winding Way ley
amulel lics near his corpse. If the PCs
return his remaing lo his temple, the

prateful monks there allow the PCs to
keep these items.

Ad-Hoc Experience Award: Award the
parly expericnec s if they defeated a CR
13 creatire i they successfully navigate
thiz room.

W2, Confrel Lever
A single store [ever protrudes from the

wall in am alcove to the west

The lever is a failsale swilch uged weon-
tral the Hall of 10,000 Blades. 1¥it is pulled
ter the up position, the whirling blades and
the fusillade of shurilen traps in area W1
grind to o halt in 1d4 rounds.

W3, The Hafl of Conflict (EL 16)

This large, empty rooim is deveid of deca

gation, save for a looming, lwenty-foot-tal|
obsidian statue of 2 human monk that

stands tothe east,
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Creature: The second chamber on the
Winding Way i simply a frge roam
that resembles the training hall outside
jarea T13). The specially designed preater
stone golem lested a monk’s ability 1o
defeat an opponent by using precizion
altacks against specihc parls of the body,
as well as the monk's ability to aveid
being siruclk in combat,

The golem is, of course, the 2-foat-
tall statue in the eastern end of the
roc, 1 animates 1 minute after a liv
ing creature enters this ream, or imme-
diately upen being altzcked, When the
golem animales, the door to area W2
auternatically closes and locks, even
il il hasn't been epen for a minute. In
most regards, the training golem is
identical toa greater stone golem, The
rgjor difference is the plowing crystals
built into its body, which correspond to
warious pressure pointz in humanoid
analomy the monks ave taughl lo strike
at in combat,

# Training Golem: hp 271; 50 crys-
tzl chalras; Monster Monal 136 (preater
stone gelem),

Crystal Chakras (Ex) The fraining
oolem has three erystal chakras huilt
intaits body torepresent “weak points”
that correspond 1o pressure points on
humanoid bodies, The crystal chakeas
are nermally shielded by stone panels
aned cannot be tarpeted. Az the golem
animates, theze panels open and close
in a thythm, Crystal chaloras are located
o the right side of the golem's back,
benedth the chin, and below the ster
prn, Forthe first thiee rounds of com-
bat, all three crystals remain covered
by stone (this is meant to test Marik's
students’ ability to avoid attacks). On
the Fourth reund, the back chalra panel
slides open and reveals the cryslal
within, On veund five, the chin chalora
panel apens and the back panel closes,
Al anround six, the chin chalera closes
ang the ziernum panel opens. Hach
time a panel opens, characters may
mke 4 Spolcheck {2406 15) to notice the
vevealed crystal.

A chalera grystal 32 treated as a Fine
abject combingd with the golens
Dexterity honus, this gives the cryslal
ar Aumor Class of 160 Each crystal has
Hardness & aned 5 hit points. The crvstals
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share the golends immunity to magic, bul
not its damage reduction,

When the back crystal is broken, one
ol the golem's arms goes limp—it now
mazkes enly oneslam on a full attack, and
sutfers o —4 penalty on all sttack rolls:

When the chin crystal is broken, the
golem staggers and sturnbles and becomes
stunned for ane tournd.

When the sternun crystal is broken,
the goler staggers and takes o -8 penalty
to its Strenpth score,

Onee all three crystals are broken, the
golem deactivates. [Lis nol destroved, but
it does not funelion until the crystals ave
replaced {u procedure that requires sev-
eral weeks of work by o gemcutter with
the Craft Construct Teat), The door to
area W opens i the golem is destroyed
or deactivated.

Ad-Hoco Experience Award: Since this
oreater storne galem has builtin defects,
aweard 73% the normal expericnoe award
if the PCs defeat it (oven i they den't Ay
ure out the construct's weaknesses),

W4. Hall of Patience

Fhis chamberis softly libwith spots of flick-
aring blue radiance aleng the ceiling: The
room containg no furnishings, save for 8
single barmboo mat in the center

The radiance that lights this reom is
a varisnl of centinual Nawe that provides
light equivalent to staclightl. Maril Tailt
this chamber totest his stadents’ patience
and resobe; they were expected tworemain
abzolutely still and silent for & howrs in
arder to progress. A characler who makes
a successful DC 20 Knewledge (religion)
check recognizes the setup of the room a3
s meditation chamber wherein aspirants
are expected to seek inner peace through
silence and stillness,

The Hickering centinual flames in
the ceiling above can detect sound and
metion {as il by frue seeing], and have
Listen and Spot check modifiers of 410,
The door ta the north thal leads torarea
WS o bopen unhil 8 hours have passed
after the "student” enters the room, Each
haur, those attempting to remain still
and silent must make succesaiul Hide
and Move Silently checks oppoesed by
the sensors' Spet and Lislen checks,

Failure indicates that the & hour wail
Llitrie resets, After 8 hours, the door to
the north apens with s soft click, allow-
ing passage to area Wh,

Nothing here prevenls FCs lrom using
alternate methads to force open the door
early, zside from the door itself,

Ad-Hoc Experience Award: 17 the Pls
manapge to pass the izl of patience by
remaining quiet and still for the Tull
& hours, award them XP oas if they had
defeated o CR 10 creature.

W35. Hall af Cheice

& pair of statues are this chamber's anly
furnishings, Tothe wesl sits a grotesgue
image ofa fanged humanoid being, seated
in lotis position. The-statue’s visage is
one of tarment and aneuish, its features
bisisted into & pained sharl, ts taloned
hands hold a stoppered calabash. The
eastern statue is of a human waman, also
seated (f lotus position, Her beautiful face
is serene and peaceful, evelids half shut,
features relaxed, |t too holds a calabash
in its hands:

The doors to area We are closed, but
they do nat lock with an grecee lock,
Pazcage through thiz chamber is not
dependant on successfully passing o
trial, unlike the other chambers in the
Winding Wary.

A student whe has progressed this
far iz presented with o choice, He must
decide il he wishes 1o [ace a possibly
aponizing death al his master’s hands
in the nest room, o i he teels he is nol
capable he has one final opporlunity
10 embrace the purity of death on his
oW LTI,

The stappered contalners the wo slat-
ues old are magical, Onee per day, they
fill with up to three doses of clear, spar-
kling liguid. The demonic, tormented
stalue represents the anguish of life—its
ralabazh contains three doses of potion of
cure serieies wosids The statue opposile
represents the serene repose ol dealh—its
calabash contains black lolus extract (con-
tact 1 20, initial 3d6 Con, seconwdary 26
Com), The potions and poisons created
by the statue are inexerably ted o their
statues, IF bottled and transported from
the Winding Way, they revert ta waler




Althoush the potion and poison
are lransmuted by their statees 1o be
indistinguishable, a suceessful DC 25
Knowledge (religion) check allows a char
acter to determineg the proper symbalism
for each statue,

W6, The Hall of Enlightenment
(EL 16) %

Mhis simple chamber i$ nothing but
a fighting hall with four pillars and a
lactern, A strange glass sculpture filled
with colored liquid that drips rhythmi.
cally thraugh intricale chanrnels sits on
the lectern next to a plain but thick
tarme. A plain weood quarterstaff lles
discarded at the lectern's base: The
reom’s walls are linegd with bamboo,
andthe roof is obscured by thatching, A

gentle breege carrying the faint scent of
sardalwood wafts through the room,

Thiz chamber presents the final trial
al the Winding Way, Traditionally, stu-
dents who successlully navigaled the
frest tour halls faced Marik Draven here
in personal combat—in order to pass
the test, the student had to match the
master’s combat technique for 2 full
mittes (measured by the water clock
on the lectern) withoul being knacked
out for kilied).

Creature: A lone monk sits in lotus
pasition near the lectern facing the
door, his hands rest in g modr upan
fig lap. When he notices anyone enler
the hall, he lools up with a terrible

expression of despairand sadness for a

Marikt Draver

briet moment betore his mouth opens
o peveal japoed teeth, and his eves
bulge and glow with demonic light,
A instant later, the crazed expression
and hellish features subaide and 2 briaf
moment of serenity fills his counte-
nance. His hands come lopather, Ast
in palm, i salutes He spealis inoa dis-
torted voice: “Come, my student, let
this be oy Tinal test. Do onot fail me,
tor | have lost the Winding Way”

Thiz is Marile Drayven, the tragic abbot
ol the Temple of the Winding Way,
Marik was deep ina medilalive trance
when Guolen opened Adacon's tomh.
The surge of formless evil unleashed
by Galen tore through him and olalit-
erated him in an instant, judging him
uiworthy as o hest, As the undead
within began escaping, the evil eneray
quickly lecated and seaghl onl the most
powerful lite-foree in the avea: dMarile

-~ DECEMBER 2004 DUNGEON 77



_ THE WINDING WAY

78

It infused hiz body, but was unable
b replace his sonl, Marlk maintained
enough of his humanity for a short time,
and Aed here immediately after leaving
a letter of warning in the doorframe of
his Barracks. Marik had hoped that by
studving the Monua! of the Winding Way
and meditating within the bapped halls
he could stave off the evil long enough
[ someane Lo zave him,

Untertunately, he wnderestimated
the evil, andd his pained llerance to the
PCs is his last act as a man before the
evil within completes his necromanlic
transformation into a horeid undead
known as a pennagpelan. An instant
later, he screams in ecatatic pain as his
head tears lorribly free fram his body,
bringing with it coils of greasy, dripping
entrails. The head and entrails attacks
the PCs immediately, while the body
remaing seated in lotus position, hollow
yeb upright and calm,

@ Marik Draven, Male human pen-
naggolan Monk 14: CR 16; Medium
uriclead; HD- 14d 12 hp 910 Init +9;
Syl My 50 N fgoed); AC 26, touch: 22,
Mat-focted 21; Base Atk <10, Grp +16;
Atk +18 melee (2do+4 /1920, unarmed
strilie]s Full Atk #1818 18 413 melew
(2did  19-20. nnarmed strike) and +12
melze (1d443, entrails) and =12 meles
lede e 3, bite); SA blood drain, constrict,
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create spawn, domination, fear awra,
improved grab, ki strike (magic and
laweful); S0 abundant step 1)day [caster
lewel 7y, alternate tormm, blindsense 30
o damage reduction 5/ pood, diamend

besly, Tasl healing 5, bmproved evasion,
purity of body, resistance to cold L0,
vesiztance to electricity 10, slow fall 70
i, spell resistance 24, still mind, +4
fern resistance, undead traitz, whale-
ness of body {28 hit poinls/day); AL
LE; 8% Fort +9, Bel 16, Will +13 (+15
apainst enchantments); Ste 14, Dex 20,
Con —, lnt 14, Wis 1% Cha 17, Ovicadal
Advenrturey 189

Skills: Balance <24, Bluff +11,
Concentration +12, Craflt {carpentoy)
E10, Hide +13, Knowledge [religion)
P16, Listen 31, Move Silently +13,
Search 410, Sense Motive + 12, Spot <31,
Tumble 422,

Feats: Alertness", Combat Reflexes",
Deflect Arrows®. Dodpe, Improved
Critical Junarmed strile), lmproved
Grapple®, Improved Initiative®, I proved
Mobility,
Spring Atlack®, Stunning Fist {14 day,
0 21), Weapon Finesse, Weapon Focus
junarmmed strike),

Lapguages: Commean, Draconic, Eben,

Blood Drain (Exj: If Marik pins a
viclim, he can drain bleod with his hite
at the rate of Ldd Conztitution driin
per raund.

Trip", Lighining Reflexes",

Create Spawn (Su): A character slain
b Marilk's blood drain ability is al risk
of rising in three davs as 2 pennaggolan
himselll 1T the body remaing unburied at
this time, the transtormation is complele,
The new pennageolan is nol under the
contral ol ils creator.

Domination {Su): Marik can crush
an opponent’s will by taking a standard
action to gaze into his eyes. The ranpe
of thiz attacl iz 30 feet, The victim
must make a successful DO 21 Will
save or be alfected ag iF by dominite
persar (caster level 123, The save DC is
Charisma-based,

Fear Aura (Su): As g free action, Marik
car exude an aura of Fear to a radius
af 30 feel. All creatures in this arco
must make a successtul DO 21 Will
aave or become shaken. The save DO s
Charisma-based.

Improved Grab (Ex): To use this
ability, Marik must hit with his entrail
ablacle, 1The gets a hold, he can constricl
and hite.

Alternate Form {Su): Marik can make
himself appear humanoeid by squeee-
ing his entrails back into the shell of
bis ariginal body, after first soaking
the entrails in vinegar toreduce their
engorgemenl. [nthis form he appears
o be hiz eriginal alignment (lawiul
good] when cxamined with spells like
detect evil. e cannot be turned in this
form. If his body i= destroved while
hiz head is separated, Marik dies in
14 days,

Pessessions: Amadet of wighty fists +7,
belt af piant strength +2% boets of slriding
anid springing®, deep red sphere fown stone
[+2 enhancerment bonus to Dexterite),
dusty vose prism loun stong (=1 insighl
honus ta ACH,

*These items are found on Marik's
bady, and thies do not help him onee he
completes his transformation inlo a pen-
naggolar. Any benefils to his statistics
abose are nol included for these iterms
ag-a result,

Tactics: Marik brings the [ull hrunt of
his martizl skill against the PCs in this
Battle, using Improved Trip. Stunning
Fist. and his constrict abilily to keep the
enemy on the defensive as long as pos-
sible, He relies on his fear aura to fur-
ther split the party's defenses, and only




retreats up near the ceiling 1o use his
domination attack if brought helow 30
hit paints. Anyone he suceessfully domi-
nates is mentally compeliad o attack as
Marik cormmands.

Treasure: Apart from Marik's pgear,
the only item of value in this room lies
open atop the lectern—the Manuwal of the
Wirndiag Wy,

Concluding The Adventure
Inorder to ensure the defeat of the
undead, the PCs must successfully
defeal Marik, Baran, Meorgrath, and
the hullathoin; these four undead
represent the driving force behind
Adacon’s legacy. If they are destroyved,
any surviving undead in the area even-
tually disperse to the wilderness to fend
for themselves,

If the PCs came 1o the temple Tooking
for Abbat Saris and find hiz boedy in the
pitinvares Wi, the Temple of Water Ridge
iz creatfallen but thankfial to have closure
over his disappearance. If the undead
rerrain, the mew ablbot may ask the PCs
1o finish destroying them. They may also
ask the PCs to search the mountaing for
othier torbs that Adacon may have left;
they don't wanl the PCs toopen them, but
they do want themn o locale the siles so
the monks can create guard posts near
each of the lombs.

If the PCs were hired ta sleal the
Manua! of the Winding Way, what they
dowith the arlifset i2 up to them, IF
they sell it te the Covenant of the Knile,
the guild is sood for their word and
pays the party the agreed-upon price. If
the PUs are particularly diplomatic or
intimidating (and manage lo adjust the
Covenant's initial attitude of indifferent
b helpful (DC 303, they can convinee
the ragues o pay both the 12,000 gp ard
the amiclet of health +4 for the Marial.
O course, the Migwieal's actual value far
exceads even this award, so the PCs may
be tempted to leep the artifact 17 they
do, Covenant agents 2pare noexpense al
tracking them down to extract revenge
and steal the book,

As for the Temple of the Winding
Way.., once the undend threat iz cleared
out, the temple once again becomes
a holy place. Pilgrims wishing 1o pay
respects come from miles around and

a new order of mionks eventually takes
up residence, The PCs miay wish to leave
the Manwa! of the Winding Way with
them. I they dn, the new order of the
Winding Way honors Marik Draven as
their fennder, His imape 15 preserved in
statues and corvings all over the temple
tas might those of the PCs), and his tra-
ditien of gentle pliancy in the e of
adversity spreads in place of Adacor's
curse. Mew temples devoted to the
Winding Wav are evenlually founded
thraughout the land, and the monks
who reside there live peaceably, taking
g arrns only to help lecal communities
fight aff evil threats, &

S vagabond Mieks/ Thespion 3 ard now
freelance Weltar2, Wis s Nicolas® second
adventure i DUNGEQN. Thisadventure is

dedicated to foe-time Pusih Hands champion
afthe PAR.C. Haang Kang Hui i teaching
Hae Hhe Winding Way, and te Tim Omara for
feaching wie de Woy of De D,

w Tany MesgLEY
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STARTING A NEW CAMPAIGN (PART 4)

TABLE RULES

BY MONTE COOK

ILLUSTRATION BY KYLE HUNTER

amres have rules. We all
have books full of them.
But that's nal what this

column is about, As vou gel ready to start
4 new carnpaign, il's important that you
decide how the game is going to played,
Mot the rules of the game, but the rules
governing the people playing the game.
Table rules are ot house rules. House
rules are changes to the rules vou male

to personalize your game ar to adapt the

rules toyout stvle of play or ta vour rieeds,
Table rules don't hwve much to do with the
rules in the ruleboole.

Some peeple abject to table rules, A
pame session is just a social gathering,
and you dar't make rales for vour guests
when you invite them over to watch a
maovie, right? Well, gaming is indeed a
social situation, but iYs one with a dif-
ference—raleplaving has a DM, and the
D8 has responsibilities for the game in
ways that are different than a host's st a
sacial gathering.

You need table rules in the smme way
that you need the regular rules of the
gamed o provide consistency and ensure
[airness, and to make things move more
smoothly and pleasantly. If someone
misses aosession, youas the D sheuld
treat the situztion the zame way vou did
the last ime it happened.

Table tules may seem authoritarian,
but in practice they will actually make
you seem less like o paming despat, 1F

you tell a plaver he's got to reroll his dice
seemingly oul of the blue, you might
seem o little unfair or capricious. 17 you
can rermnind him of the already discussed
table rule that states that dice dropped on
the foor are always rerolled, then you're
just enforcing a rule.

DEVELOPING TABLE RULES

You're in charpe. and the table rules of
your game are yours: Thal said, letting
the plagers in on the creation of table
rules has advaritapes, It makes the play-
ers feel included, and thus they are
that masch more likely to care about the
rudes. It ensures that you don't imple-
ment a table rule that no one's going o
wart o deal with,

When 2 good pame designer cre-
ates a new rule, he plavtests it to make
sure it works. In the same fashion,
vou should consider your table rules
10 be an evolving set of tules. 1 one
doesn't seem o work in play, change
it or pel rid of it, Consider your table
rules always "in plavtesting.”

Without further ado, let's talle about
gorme specilic issues you'te going o want
to consgider covering with your table rules,

PLAYER ATTENDANCE

Fvery campaign needs a table rule regard-
ing what happens when one player carlt
muake it This is a [requent issue and can
canse problems for you whether you'ne a

firat-time DM orwhether vou've been rumn-
ning games for yéars. Pessible table rules
covering player absence include;

1. If the majority of plavers can't make i,
the game is postponed. Those that can
make it can do something elze that eve-
ning. One possible solution s o have
somne fall-back game, whether it's a one-
shol scenario ready to go that can be
played with o smaller-than-usual group,
o board game everyone likes, or a poler
night. That way, these people that can
attend stll oet to have some fun,

The problern with this option is that
nothing helps sustain a campaign's
energy more than consistency and reli-
ability, If you're canceling sessions fre-
guently due to absences, the players are
poing to forget what's going on once you
get started again, and things will have
lost their momenbum, A regular sched-
ule maintains the energy of the plavers
and the garne in general, 165 better il the
plavers never have Lo ask “are we plaving
this weela" They abways should be able to
asstme the answer is yes,

Anather option, which will cancel far
Fewier pames, is: “We'll play without one
person, but if two players can't male it
we'll cancel.” Howeyer, you1l have Lo
figure out what to do about the missing
plaver. One of the below options can
help you decdde how vou want ta handle
thit,




L. Missing Plaver Equals Missing Player. As
far ag facilitating the game poes, this one
iz the easiest, Games po more smoothly
when evervone plays their own character
and the DM doesnt have to worry aboul
running a PC Unfortunately, this aption
can be disruptive to the story, 1 vou ended
last zession in the Abvss, jusl as vadre
about to enter Demogorgon's lair, it's dik
ficult to justify why Dergan the fighter
suddenty disappears when his plaver poes
on vacation. Did Derpan suddenty remem.
ber that he Torgot to feed his cat back on
the Material Plane? 195 not impossible, of
course, to come up with a plansible expla-
nation, butit's o pairn, Particularly becavse
woutkrvoe yond' Il Have 1o then come up with
an explanation far how he got bacl o the
Alwss next sesgio,

Thiebeat way to handle this option is to
always oy 1o end cach session ata point
where a character could come and go—
when the PCs po back o town ' to rest,
for exarnple. This is difficalt at fimes and
reguires a lot of advance thought aboul
pacing anel plot on your part. 195 easier to
doin urban campaigns or those involy-
ing a lot of short missions rather than
long epic quests,

3. Another Plaver Runs the PC, This
aption, and the next one as well, requires
its own special lable rale; every player
must make sure that the DM has an
extra copy of an up-to-date version of
their eharacter sheel This way, the DM
can hand the missing plaver's character
sheet to g plaver that valunteers to run
that PC or the session,

Running btag PCs can be dilficulr,
particularly if they are higherlevel or
complex characters in any way (=uch a2
monsters with class levels), Dot malke
somecne run an extra PO they doil
wiant to, [t possible, cansult with the
missing plaver shead of time regarding
whe will be plaving his chazacter

This process can, inadvertently, help
dewvelop the characlers in the party If
Bruce is torced o run Erild's character (or
a night, Bruce iz torced to thinl abour
thirgs from the new character's point
of view. He has to think about what Erik
would have his character do in a given
gituation, Henceforth, he'll have a beteer
handle an Brilk's chavacter, which helps

Bruce imagine the whole situation more
clearly—Eril's characler seems more
real to him, and everyone else sees the
differences between Bruce plaving his
normal character and hin playing Erik's
character. Accentualing the dilferences of
twe characters grants them both greater
vealism in evervone's minds,

4. You Run the PC. Not wanting o bue
den any of the other players, you take
an the task ol running the PCL This s
prebably net the most desirable sinis.
tion—Tfrankly, you're busy encugh, S4ll,
somelimes i's the only way, like if the
missing player didn't give vou his char
acter zheet and youve got to run the
chatacter withoul it You're in o posi-
tich to fudge the character's stals, bul
another plaver ism't.

What Happens if the Missing
Player's Character Dies?

PLAYER ACTIVITIES

While | already addressed the importance
of picking gond, attentive plavers in an
earlior colummn, sometimes you still might
end up with players who want (o play a
video game, read a cornic book, ortall on
their cell phone during o game session, 1F
these things don't hother vou ar anyone
elze sitting around the table, fine, but more
than likely they will cause distractions and
anngyance for vau and the plavers and you
should think about how you want 1o han-
dle the zituation ahead of time.

[5 11 OK to engage in other activities
while the player s involved ina game?
I'd suggest that vour table rule should he

“ahaolutely not What if the plaver cur
rently Gso't involved, though? The party
splits up, and you're dealing with one
half—can the others go tuen on the TV
or pick o novel ot your shell? This one’s
trickier, Gne possible answer iz that the
DM can “excuse” someof the players from
the game for a short time, at which point
they're free to do what they want. But if s
players PO is oul of the situation for just
five minutes, you'd like them 1o remain
at the table and pav attention rather than
spend extra time geting them back and
catching them up on what they missed,

QUESTIONING THE RULES AND
THE RULINGS

Disagreements about the rules can bring
a garme to g scregching halt and canend 2
carmpaign enlirely il they go toas far. Table
rules should address and regilate riles
discussions and arguments in some fash-
ian, How much is up o you, of course.

One recominended table ridde is o have
all DM rulings po unchallensed during
the session. Afler the session, a player
canapproach the DM and discuss & deci-
sionver rules interpretation (or 2 forpotten
rule) that he disagrees with.

Ancther table rule might e that the
DM lays out what rulebooks he allows in
his garme and all rules in those books are
adhered te without question during the
session by everyone, incuding the DM
iwhich means thal the players can point
out a rule the DM forgets during the
game), 1o between zessions, the DM is
free loalter his list of rules and rulebooks
he allows, eventually developing alist of

"houss rules.

DICE, BOOKS, AND OTHER
TOOLS OF THE TRADE

Dregling with dice and books are simple,
straightforward issues, but they need to be
addressed nonetheless.

[n what cases must a die be verolled?
Mo dice always need to be rolled where
youcan see them? Do players have Lo have
their own dice?

Ave there books that the players are
repuired to hasve? Are there hooles the play-
ers canhet reference during the garme?

Do the players need to provide o min-
iature Rgure or ather token for their
charvacter on the battlemat® Arve players
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forbicden to play with e DMs cavefully
painted miniatures and disramas?

TABLE TALK

Roleplaving is & social  activity
Diseoumaging talking during the game is
armistake. But there's talk and then there's
talk, That is to say, sometimes talking can
disrupl the game, disrupt the suspen-
sion of disbelief or the simulation you're
attetnpting to achieve, or just annoy some
plavers; There are three izsues hery;

1. How much off-topic discussion is
allowed? 1f someone remembers a
funmy stary fram werk in the middle
of the party's negotiation with the
anoll chieftain, is it QK if he Blurts
il out? For some people, the answer
iz yes: For others, absolutely not. A
related fasue is, can the players make
side comments that relate to the
garne but don't affect the game? Same
s, Tor example, require players to
always speak in character. That can
be viewed az a little extreme. On the
other kand, ifyouve gota plaver who
provides commentary or observationg
througheut the same like he's one of
the rabots of Mystery Science Theater
inon. thal can certainly wreck the
mood. And who needs a player mak-
ing fun of all your NPC names, any-
way?

This ane varies greatly from group
te group, and depends on whether
you're gaming just for a few laughs
ar il vodre taking il seriously to one
depree or another, Some DMs might
auantify things, allowing plavers a
limitof three off topic comments er
imstances of side comumentary per
gession, Others might institute an
“aul ol character” jar where anyone
who makes an unrelated comment
has to foss in a quarter. Aflter a few
months, the aroup can get a pizza.

e interesting way to deal with
this problem—if it is a problem for
yoti—is nal Lo punish or limil the bad
behavior, bt resvard the pood behavion:
Give extra experience points or ather
revwards to players whe slay focuzed on
the game and “stay in character,” more
or less, A bonus of 5% 10 10% XTI for

the session isnl unreasonable: 16 yon

do this, though, dar'l keep it a secret.
The anly way to encourage the good
behavior is make everyone aware thal
there's a réagson to be pood,

- How much can you really say in 6 sec-

ands? If the PCs are ambaashed by vimber
Lnalks, snel they lake 10 mimates to figure
oul 2 plan before mitiative is rolled, s
that 0K On the one hand, vou don't
want 1o disconrage a group from work-
ing mpether and making strategies. On
the otler, it's often terribly unrealistic,

You can argue away some of the unre-
alizm by assuming that the PCs spend
a lot of time wogether, and perhaps over
dinner together discuss stratesics thal
they can fmplement in just such @ site
atian, Since the plavers {as opposed to
the PCs) dida't play through that con-
veraion, they do so now,

Ultimately, though, you want to
develop some kind of table rule for
how to handle this: Trving te enforce
realtime activities (forcing everyone
o sav what they're poing to gsay in &
seconds) gets cumbersome and annoy-
ing, In a surprise situation like the
one described, telling the plavers that
theywe got 1 minute to decide what to
co is Fairly reasenable. Tt then vou've
gol towalch the clock and really enforee
it {on't ever give vour players a limila-
tion or ultimatum that yonadon't fellow
thraugh on, inany situation.)

. The Bossy Player, The other isaue related

t tabie talk is the player who continually
tells the other players what their char
acter should do (or worse, ries to el
ot what the other players’ characters
deb: This is never a good thing, and you
should make it clear that at your table,
plavers arertt allowed 1o do this.

The Slow-to-Decide Player

MY TABLE RULES

As an example. here's short list of the
lasic table rules for my campaign:

1. [fwe're missing one playver, we'll play
anywiy, Unless the story allows for
it, we will not play with twe or meore
riszing players, PCs not participating
in @ session pel no XP for that ses-
sion, PCs run by players other than
their ow, but participating, get hall
XP. (This isn't meanl to punish peo:
ple who miss 2 sezsion. but rather to
reward those players who do corme.)

2, PCz of missing players ave run by other
players if at all passible, assuming the
player is willing.

3. Players aren't allowed to do other
things during the session, and are
discouraged Trom petting up from
the table except on regular breaks
that the whole group takes,

4. Mo rules discussions are allowed (this
one is ignored if the discussion is very,
very short), This rule is hard to keep
T ug, bl Importanl. Being pame pro-
fessionals, its easy to fall into discus-
sions of the merits of various rules and
options, bul we're playing 1o have fun,
ril o worl.

5, Mo DM rulings are questioned during
the session, This one bas almost never
cormie i, 've pot good players.

6. Cocked dice and dice on the floor
are rerolled,

7.Mo books are required, but plavers
aren't allowed to reference any book
other than the Player’s Handbook o
Mante Cook’s Arcang Unearthed during
Ihe session without permission.

8. Magic items and impartant cquipment
are kept on individual index cards for
organizational purposes,

9. Otftopic discussion during the game
is discouraged, To help this, players are
encouraged o arrive early to talk about
the events of the week and whatnol.

10, Plavers are allowed to converse
regarding their PCs and their actions
“out of time's How™ with no hard
limit. 1 do this because encourag-
ing teamwork and thinking i= more
important to me than realism. No
plaver iz ever allowed to tell another
plaver what te do, and even advice, if
wnasked for, iz discouraged. &




THE CAST

FIVE-
SECOID
MnMPCs

BY MIKE MEARLS

ILLUSTRATION BY UDON WITH JIM ZUBKAVICH

tsome point inevery D's

game, the PCs decide

stop and chialwithan N PG
that wou haven't had the chance to detail,
This article prezents a list of =ample NPCs
with mames and short descriptive noles.
They are keplvague sovou can apply them
Lo anything from a handit chieftain to s
batkeep. When you need an NPC, simply
pick cut one of the descriplions and min
wilth it Permizsion iz granted to phoo-
copy this article tor personal vse, Keep a
copy handy with vour regular campaign
nates; and never be caught off guard by
vour plavers again,

The hurman WECs are organized Ty pen-
der, Mone of them include descriplions that
center on their professions, making them
a5 Hexible oz poszible. Mozt of the NPCs
given here are bumans, & lew shorer lists
cover dwarves, elves. halflings, gnomes,
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anel halforcs. NPCs of these races have
their penders listed with their names,

The descriptions aiven here temd lo
focus on creating simple, memarable
WPCE whe play a miner role in an adven-
ture or whe can grow inte importand
characters in your campaign, They lend
bor foens onea Tow simpde, direct lraits.

HUMAN NPCS, FEMALE

1. Abyda: Gld, bent, absent-minded, Has
pocr hearing and likes to complain
abiout her health, the weather, anything.
If shewaseit miserable, she'd still find
sormething to complain about.

2. Belice: Owverweight, middle-aged,
dedicated svbarite, She always hag
sweels andd other food al hand, and
she detests physical labon Amropant,

lazy. and dismissive. May make lewd
advances to charismalic men.

Ceryl; Tall, thin, with Jong hair keptin
a ponytail, Sarcastic and judgmental,
tends to belittle others for the simplest

mistake N grammar or pronuncia-
tion, Demmanding and bitter,

Farran: Dour, giziet, and taciturn, Slow
te trust others, but those whe win her
friendship can count her as a dedi-
catedl fricnd, Middle-aged, with short,
browen kair and 2 wiry frame,
Heldenne: Scatterbrained, forpetful,
anel casily ratlled. Her mind constantly
wanders, and she has trouble keeping
her foous during a conversation, Mot
stupid, just casily bored,

Pelree: This young, slender, bionde girl
seeks a potential husband, A scheming
aold digger, she uses Hattery to draw the
attenition of a sufliciently wealthy marls,
Oona; A consummate meddler. Offers
advice and commentary on overy
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action the characters make, She tries
tor Inerrose inte their personal ailaics
in the belief that others lack the intel-
ligence ta look after themselves.
Ree: Loud, aobnoxious, crude, Has
warts, sbringy hair, and has seen better
days. Tends ta lash out at these whe
atrike her as dense or timid, A bully,
Telyra: Inlensely curious gossip
who presses others with a barrage
of questionz, Tends to second puess
athers and loves Lo be proven right,
Conveniently alters predictions and
idens after the fact.

Vendra: Helpful, outgoing, and opti-
mistic. Feels a duly o lake cave of
others, and is always willing to lend
i hand, Tries to believe in the best in
others, and can be trusting to g faull,

HUMAN NPCS, MALE

1.

Brofan: Middle-aged, balding, prag-
matic, Willing to deal with anyvone,
but las little patience for amall tall.
Tends to cut to the hears of the matter
and speaks in short, sharp senlences.
Can be too blunt,

Delwin: Young, enerpetic, tries to
engage the entite proup when he alks.
Can streteh the trwth iE1 suits the drea-
matic possibilites of a story, but some:
firnes allows inconsistencies to crecp
inte his tales.
Folnar: Picus, deveutly religious.
puritanical. Almost everything he dis-
cusses somehow lies back Lo his pod's
teachings., hudgmental and prone to
diseriminate against non-believers.
Gornen; Fat, old, constantly in pain
fromm a variety of ailments. Semething of
a hypochondriac, Loves to talk about his
infirmities for the pity and attention.
Haldred: Alcoholic, Hkely drunk when
the PCs speak with kim. Tends 1o
becorne surly and bitter when he's been
drinking, but can descend into pathetic
haones of sell-play,

Jalek: Elderly, has a zevere phobia
against arcane magic. Refuses to
spealt 1o any obwious sorcerers or
wizards and becomes visibly upset it
anyone casts o spell near him for ne
cormpelling reasan,

Knorl: Grizeled oldster wha has seen
almost evervthing the werld has to
offer. Tends to harshly judge the young,

L.

anel always has a story aboat the old
days to apply Lo the current situabion,
St Quiet, easily intimidated, tends
to stammer and stutter when pressed
with questions or forced o interac
with strangers. Means well, but his
rierves tend to get the better of hin.
Tellern: Young, curious, inguisitive,
sornething of a petty thief Liles togrill
others for details of their travels, and
can sometinnes wear out bis welcome,
Dreearns of becoming an advenlurer
Waldren: Compulsive gambler who
may offer the PCs & wager on zome-
thing as simple a5 where a fly may
land. Constantly in debt, he might
ask for a loan or fry to extract extra
cash from the PCs through lies or
inflated prices.

DWARF NPCS

Astrid (Female): Young, homesick for
her clan's fortress. Compares the local
culture to her homeland and finds her
current environs lacking,

Golri (Male): Grim, pessimistic, given o
complaining. Would rather keep quiet
than say anything nice or positive,
Kaolyn (Fernale): Rude, overly for-
ward, tends to talk when others speak
and will shout te overpower them,
Maodrog (Malel: Earnest, overly polite,
and pleasant. Works o make & pood
impression, and is eager to learn of
the world beyoned the mountains,

ELF AND HALF-ELF NPCS

1.

Avarael (Male): Loud, brash, tallative,
and enthusiastic abaut everything.
Has only recently jeurneyed to the
lands of men and iz somewhat naive,
Druanea (Female): Haughty, areogant,
liable to presume the worst of others
ar embrace sterenlypes.

Laela {Female): Oid for an elf. Lets oth-
ers talk and reves) their personalities
helore saying anything,. Prefers to male
her point in us few words as possible.
Tharvan (Male): Lighthearted, loves to
joke and make puns, sees the world s
one long party, Can somebmes acd-
dentally insult others with his joles.

GNOME NPCS

|

Brocheo (Male): Always zick, with a per-
sistent consh and runny noge. Likes to

T
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talle about the wariety of home cures he
has on hand.

Surdella (Female]: Elderly, tends to
other those she mests, Treats 1all folk
with a gentle condescension as shecons
siders them too big end chimsy to keep
out of trouble,

Turlon [Male): Loves |o string together
words that start with the same letter
whern speakivia, A bibliophile wha draws
anabsoure facls and has a natusal [king
for wizards and other schelars,
Wavwocket (Female): Alert, pays atten-
tion todetails, photographic memory,
Always rernembers those she has met
before and draws on her experiences
when spealing.

H&LF ORC NPCS

. Apalar (Female): Vicious, moody, term-
perzmental, and prone to berate oth-
ers for the simplest infraction. Bitter
and angry at her past treatment by
others, she frequently lashes out pre-
ernpiively,

Keera (Female): Shy, thoughtful,
and passive. Carefully considers her
words, as she &5 terrified of making a
poor impression,

Krog {Male): Surly, sullen, and rude.
Believay the warst of athers, and sus-
pects they hate him for his heritage.
Curt, foulmouthed, and sngry, but
triendly toward other hailtores,
Tarthrax {Male): Prefers 1o aveid talk
mg, relying en grun: and gestures, as
he saffers from o severe stulter. S
and ohservant, bt most assume heis a
dirrrwitted rute,

HALFLING NPCS

1.

Belle |:FLI,'I’I.-]]1.‘} Sunny, alwaye: '-.r‘r]]hrlg
voung, an unflappable cprimist. Makes
a point of complirmenting others and
fnding something positive to say,
Elgin [Male): Dne-time farrmhand and
trappet, kas a folksy, rustc rmanner Cornes
across a5 2 bitofa hick or simpletory,
Lerra {Female): Superstilious, refers 1o
her Beliefs in conversation and is always
on the leokout for omens of good or bad
bl Sulka il PCs mocl her belicfs,
Zeldred {Male): Suffers [rom an inferi-
ority complex, angry, aggressive, can-
not bear any insults {ne matker how
slight) without Aying into a rage, 8
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“AMPAIGN WORKBOOK

CRAVEYHERED
EINCOUINNTERS

BY DAWN IBACH

ILLUSTRATION BY UDON WITH JIM ZUBKAVICH

hether within or
without the ciby's
walls, the local

cravevard offers plenty of opportunities
for cunning Dungeon Maszters. Filled
with sl sounds, cloving mists, and
as manyadventure hoolis as it has head.
stones, graveyards provide the perfect
ppportunity to introduce a wide variety
ol sulyplols inlo vour campaipn. The next
fime your adventurers set off to wander
through the cemetery, roll d% and consalt
the ideas below or choose vour favorites to
ereate n more evocative graveyard scene,

0 A pair ol lovers beats a hasty velreéat.

02 The PCs disturb a lowly adept collecting
arave clivt for some unlaown incantation,

03 Several large rals scarry by,

04 The groundskeeper tries to chase the
BTOUD TWaY,

05 A small graup of teenagers huddle in
a circle arenind a forlem mansaleun,
chanting an Infernal verse purchased
from i now=absent merchan! of mys-
teries and poultices.

06 A bodyouard watches over the grave of
a recently deceased noble

07 Several tombstones have been
knocked over

08 Several tombatones hove been broken
ancl repaived.

09 A lome crow watches from atop a statue,

10 A statue seems e move and blink,

11 The PCs trigger o magic moeidh that
reads an epitaph as they pass by

12 Soft music seems to be coming from
an old, nntouched grave,

13 A grave bas beer dog, but natyet filled,

14 A recent grave has been disturbed.

15 Someone has placed garlic cloves
around this tombstane,
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16 A young girl pavs her respects o a grave,

17 A voung man plants lowers on a
fresh grave.

18 An old blind man reads tombstons
epitaphs with hiz hands, despesately
searching for something foom his past,

19 A familiar guards the grave of its for-
EET A sker.

20 An old emaciated dog sleeps on a grave.

2 A circle of empty wine bottles rings
& marble pravestane topped with the
st of & zatyr.

22 The PCs interrupt a clindesting meet-
ing of thieves,

23 The PCa startle a voung woman, whe
accidentally drops a written messape
before runming off,

24-An old woman wails over a grave and
beats the dirt with her hands.

25 Someone has tossed a pair of dice on
this grave: they are partially buried but
show snale eves

26 An ancient sravestone pecks from the
massive, knolty roots of a gnarled tree,
Delicate chimes hang from the tree's
largest bhranch,

27 A statue of @ crow animates a5 the PCs
pazs by, squawking awlowardly and tak-
ing fight:

28 A friendly black cat peeks out from
Lehine a nearby gravestons, desper-
ately seeking attention.

29 A lone dog gniffs around a tomb-
stone bearing the epitaph of a
Farneus hunter.

30 An angelic statue atop a small
mausoleum changes its position
every hour,

31 A prominent life-sized statue near the
center of the sraveyard is actually a
petrified MPC important te your cam-
paign's backstory

32 An oartist paintz a landscape of the
gravevard in the moonlisht.

33 Someone hastozsed a freshly killed rat
an an old grave,

34 Thenzmeand epitaphhas been scratched
off a knocked -over tembatone,

35 An alder man sleepwalks through the
gravevard, an unlit candle in hand.

36 A child ha fallen asleep behind some
brush while plaving hide and seel.

37 Ashovel sits next to a 3-faot pit before a
new headstone, apparently abandoned
in haste. Bul is the grave hall emply or
half full?

35 A multitude of colorful flowers and
healthy grass bursts from the site
of this grave; in stark conlrast to the
sickly grosvthoupon nearby plots.

3% The door tean old mavsclewm stands
ajar, a bralen lock atits fool.

40 The PCs pazs an in.progress funeral
featuring o priest, an unusual bent -
ure under a tattered robe, and dozens
ofwailing paid mourners, Instead of a
name or epitaph, the marker bears an
unusual arcane sipil,

H1 The PCs inlerrupt & group of young
children plaving hide and seek. One
of them has been hiding for more than
twer foues, ancd the youths have no idea
where he s,

42 4 large headstone topples nedsily as
the PCs walk Ly,

43 The PCs hear the voices of two or three
men arguing followed by an abrupt
silence; they can turn up no sign of
thetn no matler how hard they look,

44 The PCs distierb a nest of skunks,

45 Many dried bouquets of Aowers lie
upon g nearby grave,

46 An owl swoops down and lakes ofl
with a snake gripped in its talons,




47 Maths Hutter sround the PCs' light sounce,

48 The PCs come across the handiwork
of a prankster using canirips Lo
mimic ghosis,

4% An everburning torch sits in a sconce
om the lembstone of a prominenl
local cleric,

50 A partially decayed arm lies next to a
tresh grave, The arm bears o bracelet
purchased a week ago from & well-
kenown lecal merchant.

51 High overhead, bats dart to catch insects.

52 An unconscious teen has been tied to
a pravestone with rough rope.

53 In g dark corner of the gravevard, a
creepy maugoleum has been bricked
up and covered with holy symbels of
the god of retribution,

54 A headstone has fallen from the face of
a 3feothigh stone cairn, revealing the
holy symbaol of Erythnul,

55 A rectanpular patch of dead, brown
arass roughly the size of a prave
appears between lwo headstones; it
has no marker of its own,

56 All of the cemetery's graves have
been disturbed,

57 Thee party's light source seems b dim
fear a prominent grave,

58 A huge shell iz the marker for the grave
of an ocean explorer

59 A ring of salt encircles a grave with an
epitaph written in a foreign tongle,

60 A dark-colored rabbit atop a nearby
pravestone stares unnaturally al the
proup; it's made of carved wood and
has plass eves.

61 The statue of an angelic figure is miss-
ing its head.

62 A voung rtunaway sleeps under
sorme hrush,

63 An older woman engages in a [ren-
#led dance over a grave, bul reflises o
speal about it when finished.

64 The area around a black stone
orave is colder than anywhere else
it the cemetery,

65 Hundreds of croaking frops and toads
complétely cover a arave and marleer.

66 An open grave vawns beneath a mas-
sive headstone bearing the name of 4
randornly determined PC

67 A delicately carved pravestone smells
af jasmine, but no flowers are visible,

68 Some young thrill seekers have fol-
lowed the group into the graveyard,

cager to see adventurers take on the
local undead.

6% A wooden broom stands propped up
againsla gravestone,

70 A pravedipger works late into the night,
digping up a new grave,

71 A gravedigper has found a rivstetions
body already buried in this spot and
refuses to inter a recently dead corpse,

72 Maguots can be seen crawling to the
surface of a neatby grave,

73 Guats hang like a cloud over a
nearksy grave.

74 A broken holy svmbal lies next to a
nearby grave,

75 A shadowy growp of five to ten hooded
cultists rendezvous nightly within the
columned mausoleurm ol a prominent
city otficial.

76 Someone has builta bonfire at the gate
to the graveyarc,

77 A mature woman sings an ancient
dirge while cleaning off the toml-
shones and statues,

75 A chilling scream can be heard from
the center ol The graveyard, but the PCs
can discover no sign of the cause.

79 Someone hos posted a scarecrow
ingice the cermetery, 1t sways in the
conl breeze,

80 Sharp pointed sticks edpge a crudely
dug prave.

81 A seductive wornan appears cul of the
shadows, smiling invitingly.

&2 Dead leaves make an eerie soratching
sound as they blow across the back of
the stene grave markers,

83 A chill wind whips through the area
ane dics justas quickly s it arrived.

£4.4 hattered cothn sits on the grass next
lo an open grave. The body within
decayed long ago, but the cothes i
wears appear o be brand new,

85 Alocalcrimninal uses the hallow tomb-
stone of 4 fumous cily watch captain
ag o drop-oll point
for comtraband.

&6 Blue moss grows
on most of the
grave markers,
the mozs glows
at night.

87 Mizhtshade and
belladonna
grow pro-

fusely around a

marleer bearing lupine motifs,

8% Daigies have been planted lovingly
around a nearby prave, but they've
recently been slomped into the dirt,

89 The rwisting bark of o gnarled 1ree
prowing trom grave dirt appears to bear
the tartured faces of several hunans,

90 The party's light source casts shadaws
onto the ground which form inte dancers
whose bedef pyre Tasts anly a few seconds
before the shadows are normal again,

91 Mormal animals of the forest cluster
outside the cemetery Lo watch the
group, completely ignoring the other
animals around ther.

92 When moonlight touches the grave:
stones o pufl of mist vises from each
and disappears overhead,

93 The spirit of a dog howls al the gate
three tires al midnight and disap-
pears unkil the next night,

94 The spiritz here are lormented and cry
out or moan pericdically.

95 A spirit wants to talk to the group, Tut
can't muake any sound.

96 The spirit of an elven man sings to the
dlead, but disappears when approached.

97 A spirit guides the group to a grave
where a young necromancer is dissect-
ing the occapant,

9% One spirit here seems to be torment
ing the others.

99 A massive grave takes up the arca of
six repular-sized plots.

00 A zpiritual choir sings for an hour
beginning at midnight. il
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RHEESPITE

BY RODNEY THOMPSON

ILLUSTRATION BY UDON WITH JIM ZUBKAVICH

Len adventuring par-

ties delve deep intos

peril-ridden  dun-
geons, they frequently suffer heavy dan-
age or even significant losses. Dungeon
Masters face a challenge overy time they
put tepether anew dunpeon for their party
o tomake the dungeon seern dangerous
while at the sarme time giving your party the
chance ta survive itz challenges intact. The

solution is not necessarily to reduce the
difficulty of the challenges or tone down
the maonsters they hght, bul rather to give
them a chanee to step back and catch their
breath, expend a few healing spells, and
prepare for the next challenge.

One of the best ways to give a pariy a
chance to rest is to provide them with a
safe locale in which to do se: The solu-
tion is the creation of a sale room, or
ganctuary, within a dunpgeon that can be
uzed ag a ternporary base of operations
and regrouping painl throughout the
adventure, These sanctuaries come in
many forms, from an abandoned bar
racks to a holy shrine, and allow the
D& to grant the parly a mament’s rest
without making it seern like he iz going
easy on then,

PLACING YOUR SANCTUARY

The first step in desisning an appropriate
sanctuary is figuring cut exactly where
the sanctuary gaes within the dungeon,
Many pre-desighed dungeons from pub-
lished adventures have at least one or
Iwo roorms thal serve no higher purpose
than to threw vet another challenge at
the party. Mozt DMs should have little




trouble canverting such roomns into sanc-
tnaries, especially since it means that
they need not change the overall layout
af the dungeon, When doing so, be sure
to note whether or ol there are elements
to the reom being replaced that come
into play elsewhere in the adventure, If
the adventure relies on the characters
getting a key to an iron gate from the
room being replaced, that key must be
moved o another room or placed within
the zanctuary. [f ne room suitable for
replacement existz, the DM may choose
to simply add @ room to the dungean
map, in which cage he must make sure
to place it in a logical location. After all,
it does't make much senze to have the
shrine placed belween sleeping quarters
and anarmaory, or to have an infirmary at
the bottorm of o mineshaft,

Drungeon designers should take care to
selectan approprizte theme for the sanc-
tnary, The above examples of barracks,
shrines, and infirmaries are all good
choices that fit inte many dungeons,
Additionally, the desion should take into
account the needs of the party; o party
withoul a healer might need & roorm full
of bandages and healing zalves, while a
aroup whose weapoens have been eaten
away by slimes might need an armory
instead, Based on the nature of the dun-
geon. the DM should conzider what
the party needs, the dungeors overall
theme, and what challenges are in the
immediate area.

SANCTUARY DESIGN

When designing the sanctuary itself, the
D should keep in mind zeveral fac-
tors that can help make the sanchusry an
effective place Lo rest, The first consider-
ation 15 how long the party will stay in the
sanctuary at one time, It the adventure
is short and the dungeon only contains
a few levels, the roam can be small and
only slishtly off of the main path through
the dungeon, since the party’s stay will
likely be anly for a few minutes or haurs,
If, instead, the journey through the dun-
geon could take many days or weeks,
the sanctuary should be able to accom-
madate the party for a longer period of
time. Such along-term sanctuary should
have a place for the characters to sleep,
perhaps provide food and lresh water,

anel should be far enough away from
the more heavily populated portions of
the dungeon that it makes sense that the
party could go undisturbed,

Sanctuaries should be easily defen-
sible, in case a wandering band of ene-
mies should come upon their hiding
place. Sturdy woaden or iron doors are
quite effective at keeping dungeon deni-
zenz out, and a metal porteulliz can pro-
tect the door from being bashed down
by creative enemies. Good sanctuaries
have only one entrance and exit, usnally
no miote than 5 feet wide; this prevents
the party from being Aanked should
enemies enter the room. and creates a
bottleneck that prevents lavge quantitics
of appanents lrom entering the sanclu-
ary at once. Additionally, as bedies begin
to pileup at this entrance, the DM may
call for Balance checks (starting at DC
12, and adding +3 to the DO for each
subsequent beody in the doorway) to
maove through the entrance without trip-
ping an a fallen corpse, Althouph it may
be necessary to Hush the party from the
sanctuary, in doing =0 the DM should
not negate the purpose of the sancluary
by grievously injuring the party in the
process, Providing ample cover, from
pillars, tables, and alcoves. alse gives the
party the chance to withstand an azsault
and yet at the same time pives them a
sense of urgency that encourages them
1o move o,

While sanctuariez should net be
bland, mozst sunctuaries will have fow
secrets, il any. Placing lraps inside a
ganciuary defeats itz purpose, and even
hidden passages and secret compart-
ments can give the party the impression
that they are not safe. 1M the perpose of
the sancluary is to give them a chance
to rest and avoid many of the danpers
of the rest of the dungeon, even pleas-
ant surprises can put the party on edpe
and keep them from taking advantage
of the down time.

ADDRNMENTS

Once the sanctuary has been designed,
placed, and given a motif, the DM
should be sure to place some adern.
ments within the sanctuary in order to
make the reom stand out from the rest
of the dungeon in the playver's mind.

There are many different ways this can
be accomplished, some very general and
sorme specific,

AESTHETIC ADORNMENTS

Aesthetic adornments are the easies)
te place in o sanctuary because they
frequently doo't have any mechanical
repercussions on gameplay. These visual
adornments should zimply serve to male
the sancluary more accomimodating to
the party. These can include torches so
the wizard can read his spellbook, beds
for rest and tending to wounds, and
clean water for drinking and cleaning
wournds, Additionally, these adernments
should help make the room stand out
[ram the rest of the dungeon; ifthe dun-
gecn is an old, run-down dwasven mine,
perhaps the zanctuary is decorated with
lavish furnishings that belonged te the
Mine's OVerseer.

BLENDING DOORS

One easy way to give the players a safe
jand logicaly place to test is to conceal
the entrance to the sanctuary with a
blending door. A Blending door is an
entratice that is concealed not by magic
buat rather by simple design; they require
a Search check [DC 200 or a Spol check
(225 to locate and blend in by locking
like their surroundings,

HEALING FOUNTAIN

The healing fourtain is especially use-
Ful when a party of adventurers docsr|
have a magical healer. This fountain
appears as any other fountain waould,
but drinking from it is the same as
drinking a potion of vere light wounds,
Dungeon Masters may wish Lo improve
the potency of the fountain depending
on the seriousness of the party's injuries
and the danger presented by challenges
later in the adventure. &
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ERIDGIINLE

hizinstallment of the Carmpaign
I Worlkbool presents fAive unique
bridges with unusual properties
that will tnake them memorable encoun:
ters i your campaign, They can serve to
span rivers, Underdark chasms, swamps.
ardd ather dsunting barrivrs, Bach bricdpe
description includes an assipned challenpe
radng, Award the characters XP for the
Lriclge if they manage to cross it [f the PCs
rnust iight opponents on the bridge, inclide
the bridge’s CR with the opponents’ ratings
when determining the battle's EL,

When running a battle on a bridge,
keep in mind the distance thatl a char-
acter may fall off of the structure. Use
the traps listed on pages 70 to 74 of the
Doncroy Masrer's Guide, in particular
the pit traps, o determine falling damage
appropriate to the party's level. A bull rush
attack becormnes devastating on a bridge, as
asingle strile can send a PO oor monster

THE GHEP

BY MIKE MEARLS

ILLUSTRATION BY UDON WITH JIM ZUBKAVICH

over the edge and out of the battle. Flyving
mensters are alse move dangerous than
nonmal, as the PCs have far less room o
maneuver, Bridgesalso creale botllenecks
that force the characters and mensters b
follow a strictly defined path. On a bridge,
the party might have no other aption than
tor o through a waiting hydra or 1ol
Bridge -of Bones [CR 2 This ghastly
structure consists of thousands of bones
strung together with cured sinew and rope,
Arm and leg bones, along with ribs and
spines, serve as the bridee’s planks, while
sholla serve o decorate ils railings, The bone
bridge has a dim consclonsness spawned
by the necromantic spells used to construct
it. When any gooc-aligned, living creature
fangthing other than an undead or con-
struct) steps upon it, the bridae senses the
creature’s presence and works to defeat it
If 2uch a creature beging its lurn an or
adjacent to the bridge, the bony span fashes

outwith s limbs, atlacking each traveler
once per round with 443 attack bonus and
inflicting 1d4 points of damage per hit;

In somme evil realms, these bridges su-
round cities and tosns to ensure that peas-
ants and slaves cannot casily eacape thiir
asters clubchies. Tnoany area deminated
B undead or spellcasters who nge them as
servants. a bridge of bones might be tsed to
gecure 3 main road or animportant route,

Damaged Bridae (CR 1): Over lime, bad
weather, marauding beasts, and other threats
can turn the stoutest bridge into z teetering
deathlrap. This bridge hes sustained dam-
ape that males 1t danperons to nse. A heav.
ily laden character risks falling throush a
weak spot on the bridge or even cavsing its
collapse. A Knowledge jengineering) check
(2 15) reveals that the bridge is in poor
shape and can identify these weak areas,

Characters or monsters weighing more
than 100 Ibs {including gear) who cross




the bridge must make a Reflex save (DG
2y, On a failed save, the DM may pick
a spot on the bridge where the unlucky
character walled as the pointwhere he or
she fell through, That square {or squares
for Large or bigoer creatures) is now a
hole in the structure, Creatures that weigh
less than 106 Ths can cross safelw. IFa crea
ture succeeds at this save, describe how
the bridge creaks and shudders. Perhaps
afoew wooden beams splinter bat manage
to hold together.

If several creatures stand on the bridge,
there is a chance the entire structure col-
lapses. Al the end of a round. there iz a
5% chance per creature weighing 100 [bs
or preater that the bridpe falls to pieces. 1F
the bridge falls, il takes one round for it to
collapse. Each person on the bridee must
make a Balance check (DC 10) at the stard
of his action or fall prone as the stoucture
shifts and cracks, A creature may still fall
through as nemmal on this round. At the
end of the round, the bridge falls apart
and drops anything on it inte the river,
chazm, or other obstacle it spans,

Collapsing bridges lil into ancien
ruins, regicns hesieged by orcs and other
marauders, and other areas that have shid
into chaos,

The Mist Bridge (CR 2} While Few
adventurers willingly usze this bridge,
soretimes it is all that stands between a
party and the end of ils quest. This sim.
ple, stone bridge iz a little more than 3
teet wide, Sculpted with the aid of carth
elernentals, it bends and weaves ona per-
ilous course. Even worse, an air elemen-
tal bound to the bridge creates & soupy,
impenetrable mist arourd il

Anyone allempling lo cross the bridge
st make a DC 105 pot check each round
to keep track of how it winds through
the misty cloud, Characters who fail this
check may move at only hall their normal
speed, as they must carefully watch the
bridge’s turns and slopes, The enlire area
is under the effect of obscuring mist (CL 1},
making combat difficult.

Dracarves and gnomes favor this bridge as
a delensive oetification. 1L forces even small
warbands to slow to a snail's pace, giving
defenders time to prepare for an attack.

Rope Bridpe (CR 1): This simple, nar
vovw bridge consists of several long vines
ot ropes that stretch over an obstacle,

Crossing this bridee is no casy task, as the
ropes have an unnerving tendency to sway
and shalke under the sliphtest pressure.
They usually serve as temporary measures
orinareas where hauling in the materials
atul laborers needed o build a brue bridge
proves impossible.

Characters on a rope bridge can use
a standard action 1o gain their balance.
[t this caze. you use you move action
as normal, [f you use a move action to
balance voursell, you mist make a DO
10 Balance checl o oack as norneal: If
vour fail this check, you lose vour stan-
dard wetion as the rope bridee shalees
ane sways, Wyou take neither a standard
ar move action to steady vourself, you
must make a DO 20 Balance check or
vou loze your action for the round. You
st make this check hefore taking any
aclions. A creature with stable footing,
such ag ene with four legs, gaing a +4
bonus on these checks.

You can destroy a rope bridge by
severing two of the lines thal keep il
in plice. Cutling one line causes a +5
modifier to the DC ofall Balance checks
rade ar the bridge,

HAS
IMOVEID!

Can't send letters to an
emply Duwceon, Write
to us at cur new address:

DUNGEON MAGAZINE
PAIZO PUBLISHING
2700 RICHARDS ROAD,
SUITE 201
BELLEVUE, WA
98005-4200

DUNGGELON

In most cases, a rope bridge is too small
to allow a cresture above mize Medinm
o cross it You may assign a maximr
weipht to the bridge. Any creature above
this weight causes it to collapse.

Sunken Bridge (CR 2): A [avarile of
elves, this bridge is built 2 Taot leneath
the level of a river or stream. Anvone
who knows where to search for the
bridge can find it, but crassing it on foal
cin prove treacherous,

Finding a sunken bridge requires o DO
15 Spet check, though vou can find one
autornatically by probing the water with
a pole or similar iters, 1 you atternpt
to cross the bridge, you must make a
Strength check to resisl the current. A
weak current is a DC 5 check. a mod-
erate one D10, a strong ene DO 15,
and a powerful one TG 20, On g success-
ful check, you may cross the hridge as
normal, Om a failed check, the current
knocks vou off the brider and nto the
watern 10 vou cross a sunken bridge ona
mount, vour horse makes this Strength
checl, An exceptiomally stable ereature,
such as one with {our legs: gains a +4
benus on this check. &

DECEMEBER 2004 DUNGEON

95



8 RETURN

RT

THE DI

ARE
HLICK. AN

i
| =
s
=

L

e




| STEALING

B THE UMDEAD?
ALL OF THEM?

YOL'RE MAD!

g METAL SHLULL
15 A GHOSTTOLCH
EPALLET
- N

| YOU'RE STILL FOR
HIRE DURING THIS

=TS GREAT =
FOR PUNCHING
DEAD BARDS N
THE MOLUTH, 50

I'DBE A PRETTY
SORRY THIEF IF T

IMT AN WY




O8 DUNGEDN DECEMBER 2004

First Level
Sucks

Diear Santa Clius,

Plegise bring wie some new d 205 this vear Tl level one,

ot { need all the felp 1 con get,

Wishing for @ Festivus Miracle,
Wil

ITEe Y Eamling group

only meets every two

weeks, our characters
aren't exactly racing toward pres-
tige clazses, [n fact, after a couple of
months, we'te stll at T2t level, 2o we'te
worthless and weak, and slwaysa lew
urlucky throws of the dice away from
Dreath, Mow, we all know that Death in
D&D is about as scary—and perma-
nent—as itiz in Star Trek (when people
zek e if T'm over going to return to
Star Trek, T often joke that [ wish they'd
killed my character off, to guarantes
his eventual return), but in our game
there is no resirrection, at all, ever, no
matter how much we beg the DR, It's
like plaving Hable 11 on the Hardeore
selting: we dooa lol el 5ir Rebinesgue
TUNTing away.

When I'm not plaving BPGs or CCGs,
or other pames that can't be deseribed
in three letters, | play a lot of poleer. One
of the keys towinning at the poker table
is wisely choosing which cards to play,
which means that good, solid, winning
plavers fold 2 lot of hands and do a lot
ol sitting around. Mormally, T'ova good,
zolid, winning player, but occasionally |
getimpatient and do some really stupid
things—like convincing myvself that my
suited A2 may just be worth playing
from early position. ! can make the nut
Slush, or backdoor into the wheel! Yeah!"

Thiz brilliant line of reasoning usu-
ally resulis in me walching my money
drain away into some other guy'z stack.
1 bring this up becawse playing s worth-
legs and weak 1stlevel character wheo
runs gway 4 lot can also get boring, and
accasionnlly | convince myvself to do
some really stupid things, "Hep all T
tead te do is pake all wmy saves, and gel

BY WIL WHEATON

atb lepst one crit to take this guy doum!
U totally be o feral Yeah!” This ||
brilliant line of reasoning usually
results in me erasing hit points
from my character sheet.

My party had just encountercd a
bunch of animated oljects: a coal rack,
an angry book, and some other things
straight ant of Ghosthusters, and aur col-
lective asses enjoved a fairly solid kick-
ing. With the help ot our NPC healer, we
survived long enough to splinter the coat
racl, and sent the killer book back to its
infernal publisher,

At thiz paint, a patient party would
have prabably retreated 1o heal up, But
not us! Though we were severely bealen
and battered, we decided to explore the
room just a little bit longer... amd soon
found ourselves locked in barle with an
animated statue, Some 1ial and error
revealed that the statue would only
attack what it could s=ee, 50 we looked
around for zomething to cover its eyes.
Eventually, we spotted a rolled up tapes:
try against a far wall,

“What would vou like to do?" the DM
asked me,

“Hey, all 1 need Lo de i mike all my sdves,
anc get ab least one oribbo take this guy down!
I totally be o here! Yeah!™

“Rhugat leaps inte action,” 1 said, as
vizions of herelc celebration swam in
e head, "over the il and runs toward
that tapestre”

"Okay,” he said. “You leap over the rail,
Make a Tumble check. "

“What are vou doing?l" My friend
Shane cried.

“I'm being ahero” 1 said, as 1 volled...
a4 seven,

“Take e point of damage." the DM said,

I cnrsed, and adjosted my charcier sheel.

1
I“-\.

“Asyou stand up, the tapestry springs to
life and attacks, Make o grapple check."

I grabbed a new d20 fram my dice bag,
and rolled... a five.

“Losy dice!

"The tapestry wraps itsellaround vou,”
thie M said.

A little help?™ | said to the group.

"Ceay,” Wick said, "Tl jump down and
attack e tapestry,”

A few auccessful rolls later, Nicl's char-
acter was wailing away at the tapestry—
with toy character inside. The melagarmer
it me wanted to tell him to stop, but |
knew that Twas wrapped up ina tapestry
and conld't talk, 2ol sat there and et him
pound away,

“The tapestry lets vou go." the DM told
me, "hul Bracgan's sword managed to hit
voul for bawo more points.”

“Thiatiks,” 1 said to Mick,

“sorry alout that,™ he said,

“well, I'd rather dis inoa valianl res-
cue attempt, than at the.. uh, hands...
of 4 tapestryl”

“The tapestiy... ub.owell it can'l exactly
look, but if itwaz able to, it would be
looking at Rhugat,” the Db said.

SRUN AWAYE T shouted,

Two rounds later, | was unconscionus,
and the deadly tapestry loomed over me,

Tant 1sl level fun? &
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FALLEN ANGEL

by Keith Baker

On Olarune 9th in the 918th year since the founding of the Kingdom, one
of the city of Sharn'’s floating towers fell from the sky, crushing much of
the Godsgate District. Now, a band of bestial savages searches the Godsgate
for the remnants of a broken statue, pulling the PCs into a plot that could
destroy Sharn itself. A D&D Esterron adventure for 4th-level characters.
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Dave Allsop

Andrew Hou

ISTIVIN: CITY
OF SHADOWS

by Greg A. Vaughn
& Erik Mona

At the heart of a tragic
western kingdom is star-
crossed Istivin, a city
haunted by demonic
pacts, devious dark
elves, and worse. A com-
plete urban dark fan-
tasy mini-setting for all
D&D campaigns.

The Gods of Istivin

In addition to honoring the deities presented in the Player's Handbook,
the diverse folk of Istivin worship several gods from the extended Grey-
Hawk pantheon. The most important of these gods are summarized
below, with information on the deity’s alignment, domains, favored
weapon, and holy symbol listed in brackets. More information about
these entities can be found in the Livine Greviawk Gazetteer.

Allitur: From the oldest days, the clergy of Allitur has played an
important role in Sterish society, outlining for the nation’s rulers a
rigid doctrine based upon ethics and propriety. Despite its religious
origins, the doctrine is essentially secular, being a description of how to
advance society. Most of Sterich’s oldest and most powerful nobles pay
lip service to Allitur, and a litany of dull passages and rituals is all but
required at most significant civic functions. Few in Istivin attend regular
services to Allitur, but most acknowledge the wisdom of his teachings.
[LG; Good, Knowledge, Law; shortspear; a pair of clasped hands]

Kelanen (The Prince of Swords): The master swordsmen who comprise
Kelanen's cult espouse a doctrine of cosmic balance between the Four
Dooms {good, evil, chaos, and law), and have at times sided with any of
these alignments to push the balance of power back toward the middle. Far
more fighters and warriors than clerics honor Kelanen, making his clergy
small and mysterious. It is a violation of the faith’s code of conduct to use
any sort of weapon other than a sword or crossbow: [N; Travel, War; any
martial sword; nine swords in a star shape, points outward]

Mayaheine {The Shield Maiden): A recently ascended paladin of
Pelor, the demigoddess Mayaheine represents protection, justice,
and valor. Her righteous clerics travel on great pilgrimages to
defend the weak and innocent, stand up for the disenfranchised,
and generally make a nuisance of themselves. The loosely affiliated,
youthful religion serves as a sort of strong arm of the church of
Pelor. It is particularly accepting of women. [LG; Good, Law, Protec-
tion, War; bastard sword, mace, longbow; a shield with a bastard
sword, sunburst, two golden spheres, and two victory runes]|

Ulaa (The Stonewife): An ancient goddess of unknown origins,
Ulaa holds earth elementals in thrall with her dominion over hills,
mountains, and gemstones. Her clerics protect mountains from
those who would enter for the sake of greed or evil, and instruct
miners and quarrymen with timelost rituals they claim have been
handed down from a civilization extinct more than 10,000 years.
[LG; Earth, Good, Law; warhammer; mountain with ruby heart]

Zilchus (The Great Guildmaster): Honored by merchants and
the wealthy, Zilchus is the dealmaker of the gods, the master of
business, money, and prestige. His rigorous doctrine espouses
personal improvement through the accumulation of wealth and
political influence, and hence his religion enjoys great (if casual)
attention in a city choked with nobles real and presumed. [LN;
Knowledge, Law, Trickery; dagger; hands clutching a bag of gold]
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Robert Lazzeretti

Frush O’Suggill

Key to the City of Istivin

1. Javan Gate
Brink’s Gate
Trade Gate
East Citadel
West Citadel
Krelont Keep
The House of Tabard (shabby inn)
The Gryphon's Arms {expensive inn)
House of Radiance (Pelor)
10: The Gilded House {Zilchus)
11. The Maiden’s Shield {Mayaheine)
12: The Tower of Custom (Allitur)
13: Algorthas the Seer's Manor
4oV 14: Barclay House
15: The OId Livery
16: Qualtaine Square
Andrew Hou 17: The Effluvium
18: Chapterhouse of the Star
19: The Circus
20: Oliphant House {vacant demense)
21: Ancient Stone Circle
22: The Fiddling Viceroy (standard inn)
23: The Dwarven Court
24: Shrine (Ehlonna)
25: North Square
26: Temple {Fharlanghn)
Andrew Hou 27: Temple (Heironeous)
28: Temple {Ulaa)
29: Gate Square
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Ramon Perez

TOUCH OF THE ABYSS p

by Greg A. Vaughn

A decade ago, the drow goddess Lolth captured the city of Istivin in her
world-spanning Demonweb. Adventurers eventually won the day, but
the affair left a dark stain on the city’s soul that now sputters to terrible
life. A D&D adventure for 11th-level characters.

Ramon Perez

Ramon Perez
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:
J think it is 594, the guards . &
spoke of Needfest celebra-
tion some time back- {

J fear it is almost over. &

darkness is in me, and J

can feel its energy. J can..

do things now. 3t does not

know 7 keep this journal. \
J must stop writing in it,
hide it, and hope that what

] become never finds it. ]

can feel it blooming. These o
shall be my last words as a i
man. Darling Res, the ring ‘ |
You brought me shall be my
salvation. 1 can use it to i 1
escape this body with these
new gifts, to hide in the
body of one of the guards,
and then if J can only main-
tain myself 1 can use him
to warn you. ] don t know o
_if]canholdonona,limbug,‘ e
the magic jar, but to sleep
here with the dreams but W
one more night is worse. Jf J !
can just get outside the city B
perhaps Jcan escape it. 3f

not, perhaps the blade of

Fireseek 18th or 20th, 5% ClY: It is with me always now. The Malgoth won t
let me die. The knife slipped from nerveless hands as 7 laid it upon my wrist.
1 fear there is no hope for me. Booming echoes silence the light. Shadow touches

shadow and passes through. lkharis is my only hope. e must be found. Surely he i ’ iR A i
can break the bond that he forged. Jwill send my finest knights to locate him. ’r! provide release of another i
b sort. Forgive me Res, J o

Wealsun? 590: Dear Res.. she doesn t understand. 1 am becoming more now.
One with the Dark Master is a prize, not a punishment. &nd she thinks me
unhinged. 3 shouldn t have Rilled the maid. They have given me the finest
cell for "my protection.” Sparrows and hawks fall to the fox. shall demand
a throne. & seat befitting my status.

should have told you.

: Five olll: The Dark Master tells many secrets. He whispers them long into
W the night. ) don t think the guards like my songs.

Fall, 591 The Malgoth is growing. Sometimes I can hear it in the stones. The Mike Schley

i moments when 7 can think without that voice in my ear are fewer and faru
. between. Res and Verbane came. 1 ordered them to send my knights after the
& - frost giant. They think that part of my ravings, too. 1 don t blame them.

- 592-5932: Days pass when 1 don t even realize Jam me.Jcan t hold it of f forwef.
3t promises power-. 1

il

B e
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UDON with Atilla Adojany

THE WINDING WAY

by Nicholas Logue

The Temple of the Winding Way stands watch over the twist-
ing passes of the northern mountains, but who stands watch
over the temple’s wretched secret? A D&D adventure for
14th-level characters.

UDON with Eric Kim, and Gary Tenng

Bloodfiend Locust

UDON with Atilla Adojany, and Eric Kim

aA UDON with Atilia Adojany
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TEMPLE 0 THE WINDING WAY. 1 square = 20 feet
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Al: Sundered Door
A2: Shrine of Nerull
A3: The Womb of Death

ADACON'S TOMB
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