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You know this board game as White Bear & Red
Moon, and under that title it established both the
fantasy world of Glorantha and the ‘our-world’ com-
pany of Chaosium. Now the game is boxed, fully
re-done [new combat system, completely re-written
rules, new re-oriented map, expanded counter mix],
and even had a title change. All the historical and
mythological data and illustrations are present; new
research has altered some previous map relations.
The seminal game for the world of RuneQuest.

By Robert Corbett and Greg Stafford
available mid-November 1980

. price to be announced
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Boxed, rules and notes, 300 backprinted
counters, 22x34 full-color map.
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London NW10 Telephona: 01-960 4775
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RUNEQUEST BOOK £7.95
Distributed by Games Workshop Ltd.
17/18 Hythe Road, London NW10
Telephone: 01- 960 4775

Please menticn WHITE DWARF when replying to advertisements




Judges Grd

Wv! Revised Edltion
CITY STATE

Re¥ i BETWEEN THE
CITY STATES
THERE ARE
WORLDS OF
ADVENTURE!

KW V - B - E —
X Ducm%f‘wm :

And Other Tale
udys & Rud

Much

More! City State
‘1 OF THE
| WORLD
If you can’t find these at your local dealer, ™ E M PER@R

Ask WHY! T Z . Audges Guild

Judges Guild i

Box 2RR 8 L
1221 N. Sunnyside Road
Decatur, IL 62522

U.K. Customers Order From
Games Workshop mo FOR LSE

B
1 Dalling Road = Bmlﬂls & Dllﬁﬁ“" i

[

Hammersmith, London W6 0JD

Please mention WHITE DWARF when replying to adver'tis‘emen:"s



e FRAVELLER is different.
3 || Traveller is not a boardgame.
- et Traveller is the science fiction
= Mayday, Maydsy  we are under role-playing game. Players ass-
a attack  main dive n gone e
A ume the roles of citizens of the
= loung cabin pressure H H
. e far_ future- L|_m|ted only by
0, Tha 1 Free Trader Beowult their imagination, players ex-
R e plore new.worlds, become in-
= TRAVELLER |wlved in interplanetary con-
z o oo e em e N flicts,  smuggle, discover lost
/ - civilizations, . . . This game s
2 as limitlessasspace itself .£5.95
Cawins Drers A wkaben
. 3 . 10w a wide range of official Traveller play aids,

Traveller:

|Supplement 3
The Spinward Marches

TRAVELLER

Scence-fiction Adventure m
the Far Future

DISTRIBUTED. IN THE U.K. BY:

, adventure scenarios, supplements and access-
ories available. These are designed to enlarge the scope of
your. Traveller campaign. There are also separate boxed
games which can be played individually or used to augment

SUPPLEMENTS:

Mercenary (Book 4). . . .£2.95
wHigh Guard (Book 5) . . .£2.95
PLAY AIDS:

1001 Characters . . .. .. £1.95
Animal Encounters . .. .£1.95
‘The Spinward Marches . .£1.95
(CFTI5 L 6 c o o06 0000 £1.95
SCENARIOS:

M e 0o e 00000 p 00 £2.50

Research Station Gamma. £2.50

Shadows/Annic Nova. . .£2.50
and NEW OUT:

Leviathan. . . ........ £2.50
MAGAZINES:

Travellers Journal . . ... £1.35
SEPARATE GAMES: -
Mayday e e £4.50
Azhanti High Lightning. £14.95

Snmapshot........... £5.95

ES WORKSHOP.

1718 HYTHE ROAD, LONDON, NW10 6RT. TEL: 01-9604775
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YOU are walking [ I

down a 10" wide [
corridor. After 75°
on the left you see a
door with a ‘KEEP [ ]
OUT’ notice written
on it in blood. Your
bold nature gets the
better of you and
You enter. ..
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Great Treasure Hall,
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And now, at last,

your goal is reached,

]
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and the rich treasure

you have searched

|
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for is just beyond

[

The Book of Wonders! || | the final portal ...
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There are, of course, easier ways to get your copy of the new edition of our catalogue. Just send 40p in stamps
and a large S.A.E. to the address above to receive our 32 page catalogue which includes over 300 photographs.
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THEBEST OF

WRITE ' ¢
DWARF

Welcome to the Best of White Dwarf
Scenarios.

Here you will find under one
cover some of the best mini-modules
ever printed in a gaming magazine;
some DMs have structured entire
campaigns around some of these,
others have been held up as ex-
amples of how to design an ad-
venture. We have tried to select this
kind of scenario, one which will be
useful to a DM for the ideas it con-
tains even after his players have
explored it.

Readers should also bear in mind
that with a little thought, these ad-
ventures can be used in games sys-
tems other than the ones for which
they were designed; the Pool of the
Standing Stones, for example has
been successfully converted to C&S.

Any article on any system could
hold ideas useful for you campaign
— and that applies to other pub-
lications than this one,

dtirrt

SCENARIOS

10 The Halls of Tizun Thane Albie Fiore
(Dungeons & Dragons)

16 Lair of the White Wyrm John Bethell
(RuneQuest)

20 Paths of the Lil James Ward
(Gamma World)

22 Jorthan's Rescue . Stephen R. Marsh &
(Runequest) John T. Sapienza, Jr.

26 A Bar-Room Brawl — D&D Style Lew Pulsipher
(Dungeons & Dragons)

31 A Place in the Wilderness Lew Pulsipher
(Dungeons & Dragons)

32 Lair of the Demon Queen Don Turnbull
(Dungeons & Dragans)

34 The Sable Rose Affair Bob McWilliams
(Traveller) '

39 Grakt's Crag- Will Stephenson
(Dungeons & Dragons)

42 Ogre Hunt ' Tom Keenes
(Chivalry & Sorcery)

44  The Lichway Albie Fiore
(Dungeons & Dragons) =

)
48 Pool of the Standing Stones Bill Howard

{Dungeons & Dragons)

All subject matter in WHITE DWARF is copyright of the publishers Games Workshop Ltd. All rights on the entire contents of this publication are
reserved and nothing may be reproduced in whole or part without prior consent of the publishers. © Games Workshop Ltd. 1980. The opinions ex-
pressed in the articles are those of the authors and not necessarily those of the publishers.
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by Albie Fiore

A complete D&D Mini-Module for 3-6
experienced players with characters
of 1st or 2nd level. The adventure
should be carefully refereed. A

total of 6-12 player characters

s recommended.

N re——

Background (for DM only)

Tizun Thane was a high level evil magic user, who was as
cruel as he was cunning. Also sharing Tizun’s palace were his
brother, Diker, and his half-brother, Sega, though they are nowhere ¥
near as powerful as Tizun. However, they had no brotherly love for
him and were constantly plotting to overthrow him. Tizun tolerated
this with condescending amusement, confident that his powerful and
constant bodyguard, Thraaak — a gu’en-deeko (64), could prevent any
threat from them. Sega devised a plan to use the bodyguard against
Tizun. An assassin was hired to slay Tizun, he was told that Tizun
intended to slay them both and Thraaak, whom he had tired of.
The assassin was also informed that Tizun was at his weakest,
when transporting through one of the magic mirrors (23). Diker
and Sega knew that the assassin would never get past Thraaak, 598
but this was intended. Thraaak killed the assassin and in his™
normal manner, (64), devoured the brain of his prey. He then knew

decided to kill Tizun with his newly acquired assassin’s skills.
As they returned through a mirror from an adventure,
Thraaak struck silently from behind, killing Tizun out:
right, He then devoured Tizun's brain. But now Sega’s ,
plan went awry. Thraaak absorbed Tizun's great
knowledge and it drove him insane, Thraaak now#
believed himself to be Tizun Thane, Since then i
he has roamed the palace, dressed in Tizun's ill-
fitting robes, insane with power and grief, as he
now knows that Tizun had no intention of
killing him. He has proved too powerful for Sega
and Diker, so they lure adventurers to the palace,
hoping that the will do battle with Thraaak, %
and so deplete his spells, to weaken him for
them. It is Diker who places the scrolls in the
backpack of the body in the ravine. The two
half-brothers now no longer trust each other,
and each would aid in destroying the other, after
Thraaak has been dealt with,

Also in the palace is the Temple of the Shadow
Dancers (39). Tizun always ensured that there was a
live human sacrifice to keep the Shadow Dancers
appeased, but since his demise, the supply has dried up. Now,
during the night, the Shadow Dancers roam free, terrorising the
local population, especially in the nearest village, Cahli, where Diker
sometimes sends men for supplies.

DM'’s Notes

1. The level or number of Hit Dice along with ability scores of monsters
are given for the DM to roll hits and award bonuses depending on
whether Advanced D&D or Basic Rules are being used.

2. MM denotes the monster is described in TSR's Advanced Dungeons &
Dragons Monster Manual.

3. Important points are noted, it is left to the DM to complete the
descriptions of rooms, other travellers, villagers, etc. Numbers in
brackets are cross-ref&rences to other rooms.

4. The walls of the palace are of smooth stonework.

5. Remember, not all monsters are hostile. The main characters must
be played with care, remembering the storyline, above.

10

% Players’ Introduction
% (to be related by the DM)
The party have been travelling east in search of adventure.

small track through a thick forest, The forest is unnaturally quiet,
there is little sign of wildlife, though there are indications that
pixies dwell in the forest. It is approaching dusk as they reach a
'small village on the banks of the river Asro. The party ride through
W the village to the ferry landing, only to find that the boat and
boatman are locked in the boathouse, having closed for the day. They
are thus in the village by the river {(which is too dangerous to cross by
any means other than the ferry); the sun is setting. The only sign of
) life in the village comes from the Ferryboat Tavern and the
stable next to it. A few villagers can be seen closing the
shutters on their houses, The main trade of the village is

SCALE obviously timber from the forest, as there is a woodyard
dgf—) near the river, and wood carvings, pieces of bark, etc. lie
around most houses, which are curiously built of stone,
obviously carried at great pains from the mountains
visible to the south. The houses are all comparatively
new and have strong doors and metal shutters, The

DESCRIPTIONS FOR THE DM

The Village of Cahli
The village is shown on the map opposite. The
buildings are all made of stone with metal
shutters as the old wooden buildings proved
no defence against what the villagers call the
Night Things which have been marauding in
the woods for the last six months (the Shadow
Dancers, see 39). Many villagers have been
slain, andnow at nightfall the frightened villagers
lock and shutter themselves in their homes.
Any villager will advise the party to stay in the
Tavern overnight and not venture out. The buildings
of note in the village are:
1: The Ferryboat Tavern
There are a few villagers in the tavern, quietly finishing drinks
whereupon they will scuttle home. There are also a few travellers, who
like the players, have been forced to stay overnight, Rooms are cheap. As
the sun sets, the landlord will lock and bolt the doors and pull the
shutters closed and fix them with heavy iron bars. He is quite genial and
will tell the players the following:

That the players should retire to their rooms and not, on pain of
death, open their shuttered windows because of the Night Things.
(This should be stressed, as the party could well be killed if they do.
Should they be foolish enough to ignore this advice, it is 100%
certain that they will see dark shapes in the woods and that one will
come to the tavern and climb up to their open window.)

A magic user named Tizun Thane lives to the south. The path that
runs south out of the village leads there. Tizun used to come regularly
to the village, but hasn"t been seen for six months. The Night Things
first appeared shortly after, and also come up from the south,




Tizun Thane's brother, Diker, has sometimes sent men to the village
for the supplies in the last six months, Nothing has been said, but
the indications are that something has happened to Tizun Thane.

The Halls of Tizun Thane are rumoured to be littered with treasure,

The daughter of a merchant in a nearby town has been missing,
presumed dead for over a year; but the merchant is still offering a
reward to anyone who recovers her, -

The villagers would reward anyone who could put a stop to the
marauding of the Night Things. They could muster 2000g.p.
towards this.

When the party retire to their room, the landlord will lock them in, He
explains that he has done this because, if they do open their window, the
Night Things will not be able to get beyond their room.

2: The Stables

These are run by a deformed cripple, the victim of an accident while tree
felling. He will gladly stable the party’s horse for a small fee, but will tell
them that they can’t get the horses back before daylight as he will be
locking up because of the Night Things. He will recommend that they
stay overnight in the Tavern, Once the horses are stabled, he will lock up
and bed down in the stable.

3: The Ferry
The boat and boatman are locked up for the night. The boatman will
refuse to take anyone across until daybreak. He says this from behind a
locked door.

4:The Timber Yard
A large building with a stockade round it. Piles of seasoning timber lay in
the yard.

There is also a trading store in the village, where the party can buy supplies
in the morning.

The path that the villagers say leads to the
Halls of Tizun Thane, is a small, over-
grown track running south from Cahli,
The forest is dense. Any encounters
in the forest will be with pixies,
who may give advice to the party,
depending on alignments and
whether there are elves present.
After two hours ride (it is very
important to keep track of the
time in this scenario) the party
have reached hill-lands at the foot
of a cliff. The track leads through
a narrow ravine shown on the larger
map on the opposite page. Any
encounters in the ravine will be either
physical projections of berbalangs (44)
or nandies {4) who will attack from high ledges
by hurling rocks. At the point marked ‘x’ is the
dead body of a man in armour who has obviously been killed by a rock
from above. He still has some weapons and in his back pack is a roll of
parchment bearing a wax seal in which the words ‘Tizun Thane’ are
barely legible, Written on the parchment is ““To gain entrance, say to the
guard ‘Take us to your master,’”” There is nothing else of interest on the
body. The small shaded areas in the ravine are caves in which men and
horses can shelter. The ravine is wide enough for single file only.

The ravine leads into an old volcanic crater filled with water. A
waterfall cascades down in the south east, the water flows west quite
fast indicating a subterranean exit. The path leads out onto a rocky
peninsular with sheer sides dropping 20" to water level. To the east is a
stagnant marshy area in which can be seen some giant frogs (MM) and
wheeling over some rocky islets to the west can be seen some large birds
(bloodhawks). At the end of the peninsular stands an impressive building,
now looking a little unkempt. Nandies (4) can be seen clambering about
on the roof. Through the entrance arch can be seen a large figure,
apparently a guard of some sort.

BLOODHAWK

No. Appearing: 4-15
Armour Class: 7

‘Movement: 24"
Hit Dice: 1D8 + 1
Treasure: Q X 2 in nest
Attack: 2 claws (1—4)
plus bite (1—6)
Alignment: Neutral
Intelligence: Semi
Monstermark: 5.8 (level 1in
12 levels)

Bloodhawks resemble normal hawks in size alone, as their breaks are
razor-sharp and their talons exceptionally strong. Their wings are similar
to those of an eagle, making them fast and manoeuvrable in flight. They
swoop swiftly and silently onto their victims before attacking with claws
and beak. They are fond of human flesh and will continue to attack
humans even if the melee is going against them.

They will pick at the dead bodies of their prey, not only for food but
also for gems with which they line their nests as an allurement for the
female of the species. All other types of treasure will be ignored.

In colour they are a uniform medium grey.

THE HALLS OF TIZUN THANE
Wandering Monsters

For any chance encounters in the Halls of Tizun Thane roll on the
following table:
D10 ROLL OF:
14 57 89 10
% % % %
Monster die | Monster dig Monster die Monster dis
Kobolds 14 | Grolls 16 | Nandie-Bear(4) 1-3 | Thrasak(63) 12
Ores 58 | Troglodytes 7-16 | Mule 49 | Evil Adept® 36
Skeletons 912 | Zombies 1722 | Ghouls 1015 | Wight 7-12
Giant Rats 13-16 | Fire Beetles 23-28 | Huge Spider 16-21 | Gargoyle 13-18
Bandits 1725 | Lizard Men 2934 | Neutral Evoker*  22:27 | Shadow 1924
Stirges 26-30 | Giant Ants 3540 | Girl*® 2832 | Mites {trap) 2530
Centipedes 31-33 | Bug Bear 4146 | Nandies(d) 3348 | Evil Conjurer® 3136
Goblins 34-36 | Hobgoblins 4749 | Berbalangst 4964 | Giri** 3740
Svarts 3740 | Giant Bat/17) 5055 | Ogre 6570 | Nendies(4) 4170
Pixies 4145 | Evil Warrior® 5661 | Rust Monster 71-76 | Nandie-Bear(d) 71-76
Mites (trap) 50 | Girl** 6266 | Giant Tick 77-82 | Cutpurse® 7782
Neutral Warrior®  51-54 | Nandies(4) 67-79 | Wild Dogs B83-88 | Troglodytes -88
Berbalangst 5565 | Berbalangst 8093 | Stirges 89.94 | Harpies £9-94
Nandies(4] 66-79 | Bandits 94-100 | Bandits 95100 | Giant Scorpion _ 95-100
Zer:r;::s B80-84 Determine number sppearing according to strength of party.
g!" 8589 * Plus 15t level associates. May be friendly depending on alignments,
iant Ants 9094 =+ Ex-harem (24-29) girl. 5% chance a houri (WD13). Roll alignment.
Fire Beetles 95-100 t Physical projection only,

Bandits encountered are 80% likely to be former guards. They will only
know that: Tizun was slain by Thraaak; of Sega (38) and Diker (59) and
that they plotted against Tizun (but not how) and have no love for one
another; of the Shadow Dancers (39); and the lay-out and former use of
rooms 1—5 and 49, 49a & 49b.

General
The ceiling height of single storey rooms is 15°, and 30’ in double
height rooms. The upper section of a double height room is denoted by
the number on the plan being underlined. The courtyards are all open.
Walls are of smooth stone. Doors with a short bar through the centre
have a heavy metal bar that can be used to bar the door shut from the
room side. The only time that they are barred is at nightfall to prevent
the Shadow Dancers (39) from gaining access. Only human occupants of
a room will bar the door shut. In most rooms, the sound of Nandies (4)
running and chattering on the roof will be heard. All windows,other
than those in the tower (61—65), patios, and the high level ones in the
various halls, have protective iron bar grids on the outside. The windows
in the tower all have heavy metal shutters which can be barred shut.
The titles of the rooms denote their use when Tizun Thane was
alive. Brief overall descriptions are given, it is left to the DM to com-
plete room descriptions, describe the appearance of the occupants and
to value trinkets, necklaces, silver boxes, etc. according to taste.

1: The Entry Courtyard

A few decorative clay urns lie around in this gravel yard, some are cracked
and overgrown with weeds. An iron golem (AC3; 80HP; Att 4—40 +
poison breath; can only be struck by +3 magic weapons or better; only
affected by magic of electrical nature)(MM) stands guard in front of the
main doors. It is instructed to peaceably repel intruders, unless the visitors
say ‘Take us to your master’, whereupon it will gesture them to
stable their horses in 2, and lead them via 3, 5, 18b, to the corpse in 23
where it will leave them and return to its post. It will restrain any who
attempt to wander off en route. These were the last instructions to it
from Tizun Thane and it is impossible far anyone to countermand them.
Any other attempt to gain access to the palace will be peaceably ward-
ed off.

2: The Stable
Lined with wooden stalls. Hay on floor, etc.

3: Banquet/Entry Hall

Musty decadence. Dust on every surface, though many footmarks. Large
table and many seats. Walls bedecked with tapestries and pennants. At
the north end, high on the wall, is a large painting of a wizard (Tizun
Thane) dressed in purple robes. The eyes are peepholes through which
Thraaak (64) will be watching if alerted by any commotion on arrival
or in the building (30% chance). He will not attack unless the painting is
fired upon or some other attack is launched. The painting is also a
secret door (49). .

3a: A small room with narrow secret panels for firing arrows through.
Once used to ambush guests. Only access is by a ladder on N. wall
leading up to trapdoor in 49. In the room is the long-dead body of an
assassin. The skull has been smashed and the brain chewed out. The
victim of Thraaak (see Background). On the body: a phial of poison, a
+1 sword and 500 g.p.

4: Barracks

Chairs, tables etc. A colony of nandies has torn holes in the roof and set
up residence. There are 10—80 present at any time. The colony is
headed by a nandie-bear which will be in one of the rooms a — |. The
floor is littered with bits of roofing; beams hang down at crazy angles on
which the nandies climb and leap; the whole place is a mess.

NANDIE

No. Appearing: 2—12; 10—150 in colony

Armour Class:

Movement: 6"

Hit Dice: 1D8

Treasure: J,K,L,M,Q all in lair

Attack: 2 claws (1—2 each)
and 1—3 bite.

Alignment: Chaotic neutral

Intelligence: Semi

Monstermark: 2.9 (Level | in 12
levels)
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Ground Floor
These simian carnivores are found in rocky hill-country or thick forest/
jungle, where they can swing through trees, or leap from rock to rock,
doubling their normal ground speed. They live in colonies, usually
(75%) headed by a mated pair (both with 3D8 and doing 1—4/1—4/1—6
hit points of damage) or a nandie-bear (25%). The colony will have its lair
in ruins or a cave complex where there will be an additional 80% of
young (1 hit point, 1 attack for 1 point of hit damage). In a secluded
corner of the colony will be their ‘treasure’ hoard, which is a vast pile of
glittering shards and objects plus that detailed above.

Qutside the colony they are encountered in groups of 2—12. They
are rarely encountered more than 1 mile from their colony. If unmolested,
there is a 40% chance/3 turns that they will ignore anyone encountering
them; a 30% chance/3 turns that they will attack and a 30% chance that
they will follow inquisitively. In any of these instances there is a 30%
chance/turn that they will screech and chatter to summon other nandies
who will arrive at the rate of 1—4/melee round until all the colony are
there— the leader(s) are always the last to arrive. They only arrive while
the summoning screech is issued. However, nandies will always go to the
summons of their leader once the leader has summoned them and there is
a 5% chance/turn that they will be summoned away (if a nandie-bear see
below for fear) if the leader is not on the scene. If encountered in their
lair, those present will always screech to summon those that are elsewhere.

Nandies frequently attack by throwing rocks, lumps of wood, large
nuts, etc. down from a vantage point if possible.

They make loyal pets if captured and suitably trained by one
skilled in animal training. However, tamed ones lose the natural impulse
to summon others.

A nandie is a 5' tall, black-brown, tailless simian. It can walk and
fight on two legs or scamper on all fours. It is an extremely agile climber
performing in this aspect as a 10th level thief. Nandies have their own
primitive tongue which consists of screeches and chatters — they do this
almost incessantly. Their screech to sumrmaon others is indistinguishable to
all save druids and rangers of at least 4th level who can recognise it as
such, even if they have never encountered nandies before.

NANDIE—BEAR

No. Appearing: 1
Armour Class: 5

Movement: 12"

Hit Dice: 5D8+5

Treasure: Ses below

Attack: 2 claws (1—6 each)
and 1—8 bite plus
rending

Alignment: Chaotic evil

Intelligence: Low

Monstermark: 86.7 {level Vin 12
levels)
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The nandie-bear is a loathsome, 8° tall ape-like creature of great power,
It appears semi-neanderthal in facial features with baleful eyes, large
teeth and shaggy black hair. It can move silently in its natural habitat of
rocky hills or forest/jungle, surprising 5/6 of the time. It is a carnivore
with a natural preference for human flesh,

A nandie-bear invariably (95%) heads a colony of nandies, where it
will laze while the nandies hunt and scavenge for it. The few occasions it
ventures from the colony are always in the dead of night. It conducts such
forays alone. The only other occasion it will leave the colony is if
summoned by the nandies, though it is always the last to answer.

The nandie-bear fights with two claws and a bite with an additional
1—6 rending damage if both claws hit.

Whether encountered in its nandie colony or outside (unless it is
not the leader of a colony}, the nandie-bear will always issue a terrifying
haunting cry to summon any absent nandies which will arrive at the rate of
1—4/melee round. Apart from this summoning cry, the beast is totally
silent. The cry can be heard for a radius of 1 mile and is one of the most
frightening sounds of the wilderness; dogs, pack horses, mules etc. will
panic on hearing it, while all (with the exception of rangers} and their
steeds {a ranger's steed gets +1 on save) must save versus spells or be
filled with fear for 1 turn. Any who fail to save will have the sound in-
delibly etched on their memory and will automatically be filled with
fear whenever they hear the cry in the future unless a saving roll of 20
is made. Those who save must still save again in any future encounter.

The beast also emits a powerful aura of evil (detectable by magic),
that will cause horses, dogs, mules, etc. to skitter and start if it is
approaching (within 400" radius) even if it is concealed.

It has no interest in treasure, but if heading a colony there will be
the nandies’ treasure as detailed above.

4a—1: Bunkrooms: Scattered in each is an amazing amount of debris,
broken beds, tables, twigs, leaves, etc. items of interest to be found:
morning star; quiver + 20 arrows; large sack; heavy crossbow; 2 flasks
oil; pouch of powdered kobold horn; hand-axe; 7 iron spikes; 2-
handed sword; military pick; giant insect legs; small sack; small empty
earthenware pot; short bow. Plus, in one of the rooms, the nandies’
treasure: everything that glitters and gleamns in any way (highly burnished
weapons, bits of mirror; shards of glass etc.); silver necklet; 2 gems; 97
mint copper pieces; silver dagger; 168 gold pieces; a gold dragon scale; 4
silver pieces; a silver phial (contains potion of heroism); silver hookah;
small silver box; small stoppered glass phial (empty).

4m: as 3b but no body.

5: Hall of Audience

Richly decorated, though dusty. Marble floor with sweeping patterns and
strange symbols. Heavy purple drapes against E. wall behind a throne
on a dais. Throne is of ebony carved with writhing vines and
flowers; buds of flowers are carved eyes, inlaid with a light coloured
wood. The dots either side of each door mark the positions of
standing figures clad completely in plate armour, with shields and
swords. They are nothing but suits of armour containing solid stuffing.
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Flrst Floor

6: Servant's Dining Room

Wooden chairs and table all bearing scratch marks; shelving with broken
plates etc. on; brooms etc. scattered on floor along with rubbish. The
unsavoury smefl of putrid food lingers in the room. Amongst the
rubbish on floor: garlic; marrow-bone; 27 e.p.; 15 s.p.; wooden club;
sword; 3' length of pole obviously broken from a longer one; gold
wristband; 50’ rope; 3 silver tipped arrows; silver mirror.

Also: 1—6 giant rats (AC7; 1D4; Att 1—3 + disease) (MM)

6a: Kitchen: 2—6 giant rats as 6. Strewn with cooking utensils, split
sacks and broken barrels leaking flour etc., rotten food, etc. Whole place
smells foul. In rubbish: 9 iron spikes; composite bow; 2 empty water
skins; 62 c.p.; 1 wooden stake and mallet; light crossbow; 5 e.p.; 49 a.p.

Large stone cooking hearth in SW carner, filled with ashes and half
burnt logs. Secret compartment in side of fire place contains wooden
box in which are 568 g.p. and 2 gems.

7-9 & 45-—-48: Servants Quarters

All were bedrooms, except 9 — a lounge area — and 48 — a storeroom.
Most furnishings are now wrecked. Rooms are now occupied-by a tribe
of trogolodytes {AC5; 2D8; Att 1—3/1—3/2—5 + revulsion adour) (MM}
and their pets, who have tunnelled up to the surface world. In each room:

7: 1=3 troglodytes: 216 g.p.

8: 1-3 giant ants {AC3; 2D8; Att 1-6) (MM)

9: 1—6 troglodytes; 315 g.p. Part of the floor is missing. A tunnel leads
down following a fissure in the rocks below. This leads deep below to the
Troglodyte Caverns, a scenario for the DM to develop, if it is desired to
extend the adventure.

45: 1—3 giant ants.

-46: 1—4 troglodytes, one is a leader type with 3D8 hits; 527 g.p.

47: 1—4 fire beetles (AC4; 1D8+1; Att 2—8) (MM). Under a loose floor-
board is the old head servant’s savings of 1,258 g.p.

48: Bedding stores relatively unscathed. Piles of blankets, sheets etc.
infested with human fleas.

10—16a: Guest Wing

All are guest bedrooms, the lower were for aides, the upper (a)
chambers for their masters. The lower rooms all have wooden beds,
horsehair mattresses, plain wash stands and bowls etc, The upper
chambers have the same except plusher. There is a secret steel shutter
in the wall above each window capable of sliding down to seal the
window (see 50). The only trace of these are a hairline crack in the upper
surface of the each window opening and a faint groove in the cill
where they land. There is also a small secret compartment in the ceiling of
all-rooms (see 50}. In each compartment are two small fragile bubbles
containing a sleep gas as the spell. The bubbles are so fragile that they
shatter on impact with any surface. |f a compartment is forced open
the bubbiles still fall enough to shatter. They may possibly be caught un-
broken by someone with 18 dexterity, but even then there is only a
15% chance of success. In the upper rooms there are floor to ceiling
mirrors — the secret doors. The mirrors are one way, viewing into the

rooms from 50. Any adventurers holing up in one of these rooms for the
night will probably fall prey to Diker Thane (59).

In the rooms at the moment:
10—10a: 11 goblins {ACB; 1D8—1; Att by weapon} armed with sword,
mace or hammer. They have on them 389 g.p., 125 s.p., 89 c.p. a small
gold ring, and a parchment as found in ravine. They are emissaries come to
meet with Tizun Thane and are at the moment debating what they
should do having found him slain.
11—11a: Empty
12—12a: The barred grids are missing from the windows. 1-6 stirges
(ACS; 1D8+1; Att 1—3 plus drain blood, attack as 4 hit dice monster)
{MM), 2 dead bodies on floor, both have possessions; one has sword;
50’ rope; hammer; spear; 32 c.p.; 108 g.p. the other has: belladonna; pot
of honey; steel mirror; crystal bal.’ with clairaudience only (half normal
values, including E.P.}; 112 g.p.
13—13a: In the corner of 133, nestlmg on a ripped up mattress is Tizun
Thane’s pet carbuncle, a fine specimen worth 200 g.p. (Play wisely —
it only attracts wandering monsters as a last resort — to test the morale
and loyalty of the party to the limit). It will never portray events con-
trary to the nature of the subjects in the telepathed pictures; due to its)
empathy it knows their alignments. It knows every nook and cranny of
the palace, including the main treasure but is unlikely to reveal this.

CARBUNCLE

No. Appearing: 1

Armour Class: 2
Movement: 2"

Hit Dice: 1D8
Treasure: Nil

Attack: Nil
Alignment: Neutral evil

Monstermark: None

This is a small armadillo-like creature which feeds exclusively on leaves
and small insects. Its segmented armour is starkly and attractively patt-
erned in shades of brown, but its immediate peculiarity is what appears
to be a large ruby set in its head just above the eyes. This is a living part
of the animal, and the carbuncle alive is worth twice the apparent value
of the gem to anyone who can charm animals. If slain, or if it wills itself
to die {which it can do, and will under duress, for it has no conception of
death or fear) the gem deflates to a worthless soggy red pulp.

The creature has powers of empathy and telepathy {(both 6" range)
and slight powers of prophecy concerning the immediate future (it can
only communicate telepathically}). Empathy enables it to understand
the character of each person in a party and to know what they know.

It is easily captured and puts up no resistance. It desires to join parties
in fact, and will frequently approach them in a friendly manner and
communicate its worth to them. Once it has joined a party, it will use its
powers first to gain their confidence, and then to cause disruption and
fights within the party by selective telepathy or false prophecies, some-
times even enraging nearby monsters into attacking them. It is fascinated
by combat and death, and will do its utmost to cause such events at
maximum frequency. At some opportune moment, having achieved its
aim, it will slip quietly away.
14—14a: Empty, but still inside the partly ripped mattress downstairs is a
small pouch containing 5 g.p.
15—15a: Empty
16—16a: Empty

17: Guest Patio

Embroidered cushions, tapestries, small rosewood tables, etc. Two silver
hookahs on tables with a small silver box (empty) and a small onyx box
containing dried Cagayan Sable black lotus leaves. Anyone smoking this
will go into a catatonic trance for 2 turns during which an ethereal ghost
like image will separate from their body. This 'ghost’ is in full mental
communication with the smoker at all times and is controlled by him. It
can fly at 24" and can ooze through small openings. It cannot pass
through solid material including water; be affected by magic; be
harmed; or carry anything; it merely observes. Towards the end of the
2nd turn it will be drawn inexorably back to the smoker, who, on its
return, awakens. Should it be prevented from returning (e.g. imprisoned in
an airtight cell} the smaker will remain in a catatonic trance until it does,
withering at the rate of one ability level per month until 0 is reached.
He is then dead. A wish only will revive him but he is then compelled to
liberate and then unite with his ‘ghost’ (he is aware of its location)
scorning any other actions, apart from food and rest, until this is
accomplished when he will return to normal. There is enough in the
box for 2 smokes.

Roosting in the shadows under the roof are 2—12 giant bats
(AC8; 1D4; Att 1—2, highly manoeuvrahle fliers — anyone of dexterity
less than 13 who fires a missile at a flying bat does so at —3). On the
floor are 4 bodies: A) chainmail; 63 g.p., battle-axe; short bow; animal
pelt worth 1—50 g.p.; B} 61 s.p., steel mirror; C) chainmail and shield,
67 g.p., composite bow, 2 arrows; D) chainmail and shield, 80 s.p.,
morning star, 24 e.p., hand-axe.

18: Cloistered Courtyard

Overgrown, shrubs and trees. Fountain in centre fed by natural spring,
and drains-back down to crater. Water is warm and pure. There is a
50% chance there will be 2—12 nandies screeching in the trees. ‘a’ is a
statue of a warrior with sword aloft. ‘b" is as ‘a’ except that pulling the
sword arm down opens the secret door behind. The iron golem {1) will do
this when ushering the party in,
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19 & 20: Open Lounges

Both have embroidered cushions, low tables and brass hookahs. A small
wooden box beside the hookah in 20 contains dried leaves of Umrissian
2nd grade Stack lotus which will enable the smoker to fight at +1 to hit
and-+1 damage for 1 turn. There is enough for two smokes.

21 & 22: Meditation Rooms
Last used as junk rooms. Walls have mystic murals on but rooms are full
of old, cobwebby bits and pieces.

23: The Hall of Mirrors :

8 huge mirrors (a—i) adorn the walls. Each is in an elaborately carved
frame. ‘f* is shattered. In front of it lies the long-dead corpse of Tizun
Thane, now just a skeleton, still clad in purple robes, and lying face down,
feet towards the mirror. The skull is caved in; there is no trace of the
brain. One hand is concealed beneath the body, on this is a ring (see
below). Stitched in to the lining of the robe is a scroll with two levitation
spells on it. It is old — even Tizun had forgotten it was there. There is
solid wall behind all the mirrors, the mirrors reflect as normal unless the
viewer is wearing the ring from the body. The ring is gold with a zig-zag
bright green line running round it. It enables the wearer to view, and
transport through the mirrors. The wearer will see no reflections, but
instead will see a scene from another scenario (e.g. in 'a’: a deserted,
ruined wharf in an underground cavern — the Lichway in WDS9; in’b’;a
ring of standing stones around a tranquil pool — Poal of the Standing
Stones in WD 12: etc. Itis left to the DM to fit the scenes to the scenarios
he has available. The scene need not be of the entrance, it may even be of
one inside a dungeon.) Anyone wearing the ring can step through the
mirror into the scene viewed in it. The point of return to the mirror will
be visible to the wearer as a shimmering silvery area from that side
through which he can return to the Hall of Mirrors — emerging from the
mirror. The ring can pass through on its own i.e. it may be thrown
through.

24—-29: The Harem

Lavishly furnished but now dingy. All but one of the girls (29) has fled.
The girls on the wandering monster tables are ex-harem girls — none of
them is the merchant’'s daughter. While in this area there is a 10%
chance/turn that Diker and 1—6 men (51—60) will come.

24: Patio: large silk cushions, empty wine jugs, etc. The door to 29 is
heavily padlocked on outside. (Key in 59). :

25: Master Bedroom: 3—6 bandits (working down list from top) ex-
members of Tizun Thane's guard, now thrown in with Diker Thane
(59), wearing chainmail and shield, all armed with swords. They are
there to guard the girl in 29. The bandits are:

Name Al Level S I W D C Ch Carries:
Brazuro  C.N. 2 15 12 8 12 14 13 116 g.p.
Atama C.N. 14 8 10 9 9 9 24 g.p.
Ignall C.N. 1 11 9 10 10 14 13 324g.p.
Jude C.N. 1 14 12 5 7 9 12 18 g.p.
Karmell C.N. 1 12 14 11 10 11 11 12g.p.
Margen C.N. 1 14 13 13 15 8 8 49 g.p.

They know nothing of what transpired with Tizun Thane, but they know
of Thraaak (64).

In the corner of the room are some bamboo flutes and a lute type
instrument.

26 & 27: Bed/Chambers: Empty

28: Bed Chamber: Ogre eunuch (ACS5; 4D8+1; Att 1—10) (MM). Former
harem guard who has stayed voluntarily to protect girl in 29 for whom he
has a dog-like devotion and loyalty. Will berserk should anyone cause her
physical injury. Diker Thane allows him to stay to ensure that none of
his men injure her. He has 562 g.p. buried under loose stone slab in floor.
29: Bed Chambers: Harem girl named lzis, 18 charisma, still dressed in
harem clothes though she is a 2nd level thief — dexterity 15. Diker has
kept her here against her will (though the ogre in 28 doesn’t know this,
to him she is still doing her job) to consort with his men. She is Neutral
and would be grateful to any who aid her to escape. She knows that the
merchant's daughter was killed in the forest by the Shadow Dancers
(39) which she also knows about. The merchant will give half the reward for
the news of his daughter. In the secret compartment in the W. wall, lzis
has concealed items she has stolen from Tizun Thane, and Diker’s men.
They are all tied up in a bundle of silk: 207 g.p.; a scroll with the spells of
magic missile, hold portal and invisibility (3rd level); 7 arrows of
berbalang slaying which will kill the berbalang if they hit either the
berbalang or its projection. They are +1 to hit either. Izis knows what
the arrows are. She may give some or ail of her possessions if a party need
persuading to rescue her.

30: Open Courtyard

A covered walkway runs along the W. side. There is a pool, almost com-
pletely covered with large water lily leaves. The shrubs and flowers are
overgrown with weeds. In the 15" deep pool are two lizard men (AC5;
2D8+1; Att 1—2/1—2/1—8). Their treasure is concealed in large clutches
of bubbles adhered to the underside of four large lily pads in the
centre of the pool. It consists of: 429 g.p.; a+1 sword; a blue-gold,
streaked ring (ring of free action). The lizard men will generally
(70%) avoid contact unless their treasure is located.

31: Guard Hall
Deserted. N. wall decorated with various weapons, crossed swords &
halberds etc.

32—-34 Eunuch’s Rooms
Contain bed, table etc. all plain.

32: Empty
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33: On the floor are five bodies carrying: A) chainmail; shield; 78 s.p.;
short bow; 7 arrows; sword; wolvesbane; B} chainmail, wine skin;
lantern, large sack, sword; C) plate mail; hammer, 32 e.p., 73 c.p., fur
pelt worth 1—100 g.p., sword; D) plate mail, 2-handed sword, mace,
small sack, 100 g.p.; E) chainmail, shield, torch, 42 copper pieces,
garlic bud, gem, sword. They were dumped there by Sega Thane to be
activated at a later date.

34: Some pets of Sega Thane: 1—6 green gremlins (AC7; 1D8; Move
9"; Att 1-3/1—-3/1—6 plus fear — save as versus spell or flee for one
turn) which are impish, long limbed agreen, leathery creatures that are
equally at home climbing across walls and ceilings as they are on the
ground. They have a horrible visage with vampire like fangs and drooling
lips. Their bite only can instil fear, their other attacks are with claws.
They collect all sorts of odds and ends.

34a: The green gremlins “treasure’: the most amazing collection of bric-a-
bric the party will have ever seen including: mummified human legs and
arms; 2 dragon eggs; door handles, a 1'6" long wooden tube of 1
diameter; door handles; assorted weapons; 2 picture frames; wooden
cross; a shepherds crook; etc. (have fun dreaming up odd items) plus
ring of thievery (10% to anybody wearing it to pickpocket); 145 g.p.;
gem; 31 c.p.; 87 s.p.; gold necklet; 2 rust arrows (have red flights with
runes on, will rust any armour they strike — except magic armour — as if
affected by a rust monster).

35—38: Sega Thane and his Minions.
35: 4 zombies (AC8; 2D8; Att 1—8)(MM)
35a: Chest. Locked — trap set by lock, anyone interfering with the lock
will cause a poison tipped spike to flick out beside it. Sega Thane has
key (38).
36: 13 large animal bones spread about on floor. A green, harmless
lichen with tiny pink mould spots is growing on the bones. The bones
are of varying sorts — skull, forelegs; vertebra etc.
37: Sega’'s Guardroom: The dots mark the position of standing figures
with swords and shields, clad completely in plate mail with visors down
(as in 5), except that these contain skeletons (AC2!!; 1D8; Att 1—6) (MM)
under the command of Sega Thane (38). They activate if commanded or
interfered with. The large double doors to the E. are elaborately carved.
The secret compartment in the E. wall contains a large ring of keys
hanging on a hook. These are the keys to the cells in 43.
38: Sega Thane's Chamber: Macabrely furnished. Door to 37 has secret
spy hole. Tizun Thane's half-brother Sega is a tall figure swathed in
black robes under which can be seen the glint of black plate mail. A
large black hood covers his head and shadows his face — in the
shadow only two gleaming eyes are visible. The clasp of his cape is a
small gold skull. He wields a black 2-handed sword with a gem in the
hilt. He is a 2nd level Necromancer (a sub-class developed by Lew
Pulsipher and as yet unpublished). However, he has the following
powers (usable once per week):

Control Undead — the 1—8 skeletons in 37.

Speak with Undead — as speak with dead but only with animated

undead.

Animate Dead — as cleric spell {but must not exceed 8 already

controlled). Cannot re-animate undead slain.

Evil Eye — victim must save versus paralysation or become paralysed

for 6 turns.

Curse — on dying he may curse his killer. His curse is "may you

never refuse combat and always fight to the death!
He is chaotic evil, has 8 hit points, fights & saves as 2nd level fighter and
has characteristics of: $15; 117; W14; D10; C12; Ch 17. In a side pouch he
carries the key to the chest in 35a, 52 p.p. and a gem. In a secret com-
partment in the floor is a chest containing 2,679 g.p. 3 gems and a book
— the Tome: of Leadership and Influence {+1 to charisma on reading).
Sega is considered by many to be mentally unstable, he is a loner.
38a: Trap: The dots mark the positions of 3 armoured figures as in 37
but these contain solid stuffing. If any of them is knocked over (they are
delicately balanced) the southernmost 5’ wide strip of flooring of the
entire length. of the room swings down dropping any on it down a chute,
which ramps slightly to the south of east and comes out 10" below water
level (the last 10" of the ramp is water filled) in the part of the lake out-
side room 33.

39: Hall of the Shadow Dancers

Each niche contains a 12’ tall, elegantly slim, black ebon statue. The
statues are in various poses, but all look as though they are performing
some kind of ritual dance. They are made of a magical stone and cannot
be defaced or broken in any manner. In the centre of the hall is a circular
blood-stained altar with chains and manacles set into the stone.

At night, as the moonlight shafts in through the upper openings, the
statues come alive as the moonlight hits them. Obviously not all will acti-
vate at the same time, and on cloudy nights only some may come alive.
The DM should use whatever method he desires, but it is important
to determine weather for the night. This is also the reason why the
DM should keep careful track of the time and make sure that the
players. are aware of the time as well, with little reminders in the
description of other rooms (e.g. the room is partly in shadow as the sun
is low in the sky behind the lip of the crater).

The Shadow Dancers, when alive move at the rate of 18" in a
curious, elegant skipping gate, hence their name. They are the 'Night
Things' that have terrorised the villagers of Cahli. They can climb as a
10th level thief. When alive they are AC —5, 3D8, two 1—6 claws and a
1—8 bite, being creatures of magical origins they are immune to all
magical attacks other than magic weapons. They ‘live’ only to shed
human blood in the service of some dark lord of the lower planes.

40—-42: Personal Servant’s Quarters
40: Lounge: tables, chairs etc. A trap is set on the stairs — a weighted net




is concealed above and can be released by the guard at N. end of 50.
41: Bedroom: Bed etc. empty

42: Bedroom: Bedroom now used as storeroom by Diker Thane's men
(61—60). As well as beds etc. there are: large kegs of wine and water,
large sacks of flour, beans etc., keg of oil, 3 swords.

42a: Empty, but there is a trapdoor in the floor upder which steps lead
down under 42 to the boathouse which is the same size as, and directly
under, 61. There is a large rowing boat (seats 12) in a water filled
channel leading to the E. wall. There is a large secret door in that wall to
allow the boat out into the lake. There are oars, fishing nets etc. stored
around the room.

43: Cellblock
All cells are empty. But there is a 50% chance there will be 1—6 ber-
balangs (projections) (see 44) in the area.

44: Torture Chamber
Torture implements, braziers, etc. There are 22 berbalangs of which

1D6 + 4 are in a trance. They are allies of Sega (38).

BERBALANG

1-24

No. appearing:

Armourclass: 6

Movement: 6"/24"

Hit Dice: 1D8

Treasure: D

Attack: 1--4/1--4/1—6
Alignment: Chaotic evil
Intelligence: Very

Monstermark: 18 (level 2 in 12 levels)

The Berbalang is a tribal humanoid with leathery skin and bat-like wings.
Its eyes are white and watery and its powers of infravision are twice as
effective as elves’ (120’ range). In a Berbalang lair — an underground
cavern far from well-trodden paths — there may be as many as 50 of the
beasts, male and female.

Once a day each Berbalang has the power to create a self-induced
trance in which state it may send forth a physical projection of itself, in
order to acquire food — a freshly killed human corpse. This projection
will leave the lair, but the Berbalang itself will never do so except under
extreme duress. The lair is therefore always fully populated, with no
mare than 50% of the Berbalangs in a trance state at any one time.

The Berbalang's ‘projection’ is physical in the sense that it can attack
and deliver damage — in this respect it is a duplicate of its ‘host’. In its
trance state, the host Berbalang can use all the senses of its projection
and will command the projection in its quest for food to a maximum
range of 500’ from the lair. If the projection is hit and suffers damage it
immediately takes flight and rejoins the host body, the host remaining in
its trance for a further three turns due to the mental shock. If the damage
incurred by the projection is sufficient to reduce its hits to zero or below,
there is a 75% chance that the host body will also die as a result of
system shock.

If the projection kills a human it will pick up the body and fly
immediately back to the host which will emerge without delay from its
trance if the projection was not hit.

In a typical Berbalang lair there will be a protected area to the rear of
the cavern where Berbalangs retire to go into trance, for in this state they
are inert and incapable of any physical activity.

The unique ability of the Berbalang may be the product of psionic
powers in which case the beast may also have others; the facts are as yet
not proven either way.

45-—48: Servant's Quarters (see 7—9)

49: Secret Passage

A passage that opens for attack on lower rooms. The central secret door
in the S side is the painting in 3. The eyes are peepholes to look out. Itis
from this vantage that Thraaak (64} will watch arrivals and departures,
only revealing himself to attack if molested in some manner e.g.
someone fires an arrow at the painting and hits it, the arrow going
through the canvas. The two trapdoors marked open to iron ladders
leading down to 3a or 4m.

49a & 49b: These are areas of flat roof from which Tizun Thane’s guards
fired arrows when ambushing guests in 3.

50: Corridor

The two dots mark the position of guards of Diker Thane. They will be
two of the men from 51—58 (roll die to determine who is on guard at any
time). The 5’ wide section running to the south and then west, then
north, is directly under the sloped roofing running down over the
ctoisters. Chinks of daylight are visible and nandies (4) can be heard
scampering across the roof. The secret doors to 10a—16a are all one way
mirrors viewing into the rooms. Beside each is a silver button. If this is
pushed the gas bubbles (see 10—16a) are released in both the upper and
lower chambers corresponding to that button, the secret shutters to the
windows also slide down. (This is how Tizun acquired sacrifices for the
Shadow Dancers.) Pushing the button a second time, lifts the shutters and
closes the ceiling compartment. Diker will use this method to capture any
party that stays the night in these rooms, otherwise he will not bother,

51—60 Diker Thane and his men
All contain bunk, table, chair etc. except Diker's room — 59. The
inhabitants are:

Room Name Al Lvl S 1 W C D Ch AC Armed with

51 Churk CN. 1 131410131012 2 Sword

52 Amnor CN, 1 15 912 9 814 5 Mace

53 Vado CN. 1 15 913111112 4 Hammer

54 Roker C.N. 1 11101212 612 4 Mace

55 Duval CN. 1 13 91313 7 9 5 Sword

56 Ulgon CE. 1 1311 9 8 711 3 Hammer

57 Viga CN. 1 1411 81110 5 5 Hammer

58 Sprago C.IN. 1 13 7 916 8 8 3 Mace

60 Beza CN. 1 121712 61212 5 Hammer

60 Toku CN. 1 12131111 816 5 Sword

60 Agapor C.N. 2 12 612 51613 1 Sword (AC includes
+1 shield)

Each will have 1—50 g.p. in their room. Those in 60 will have from

50—100 g.p. each.

59: Diker Thane's Chamber
Plush furnishings etc. Diker Thane would prefer to make a deal with a
party even if they initially attack. If he captures them either with net or
by sleep bubbles during night, he will tie them up and then make a deal
with them. Basically he wants Thraaak attacked and weakened and will
free the party to do this, he may even pay them after. Should a party be
attacking Thraaak anywhere other than in the tower {61-—-65a) and he
thinks he and his men will turn the tide against Thraaak, he will come to
the aid of the party. If the party are on the verge of defeat, (e.g. have all
been s/ept) he will rescue them to prevent Thraaak gaining more power.
If Thraaak is successfully dealt with he may enlist their aid against Sega if
an opportunity presents itself. He is cunning and machiavellian, he may
attack the party if he feels it will benefit him, but it is unlikely. He
would prefer to leave them in the hope that they battle with and weaken
Thraaak for him. He places the parchment on the body in the ravine to
allow adventurers in. There are many parchment rolls and Tizun Thane's
seal in his room.

Diker is a 4th level cleric, chaotic neutral, wears plate armour and
has a black shield (AC2), 20 hit points, and characteristics of: S 13; 1 15:
W 15; C 13; D 11; Ch 15. He wields a +1 (to hit and damage) mace. e
wears a dark green cape and in a side pouch has the key to 29. He wears a
ring identical in appearance and powers to the one on the body in 23.
He knows everything about the palace except the location of Tizun
Thane's treasure, though he suspects it is in the tower somewhere. His
spells are:

2ngd level: Hold Person

1st level: Cause Light Wounds, Protection from Good.
If AD&D rules are being used, the DM should decide which additional
spells to use. Hidden in the room is the key to the chest in 59a.
59a: Diker's Treasure: The door to 50 is wired and rings a bell in 59 if
opened. In the room against the E. wall is a large chest. It contains 3,539
g.p. and 4 gems. It is locked. The key is in 59.

61—65: Tower of Tizun Thane

All the windows have heavy metal shutters, which are all closed. All rooms
are lavishly and ornately furnished. Within the tower, lurking in solitary
silence is Thraaak, a gu’en-deeko, insane since he slew his master., He
ventures from the tower on rare occasions. He will observe without
attacking, unless attacked. He is wracked with guilt and sorrow and
believes himself to be Tizun Thane, though lacking Tizun's confidence,
If he is not observing from 49, which he will be doing if there has been
any commotion, roll a D10: 1 he is in 61, 2 in 62, 3 in 63,4—10in 64,

61: Dining Room: Plushly furnished, large fireplace in E well. A small
gold statue of Tizun Thane stands on the mantelpiece.

62: Lounge: Fireplace in E. wall.

63: Library: Tomes on arcane arts etc. none magical. Fireplace in E. wall.
64: Bed Chamber: This is where Thraaak (5D8+12) spends most of his
time. He is wearing Tizun Thane's purple robes which have ripped on
being forced over his massive frame and a black cape (see below). He app-
ears both fearsome and comic in the ill-fitting garments. He is a
gu'en-deeko:
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THE HALLS OF TIZUN THANE

GU'EN-DEEKO

No. Appearing: 1
Armour Class: 4

Movement: 12°

Hit Dice: 5D8 + special

Treasure: Nil

Attack: 1-8/1-8 plus
special

Alignment: Chaotic neutral

Low (but know-
ledge varies)
Varies

Intelligence:

Monstermark:

The gu‘en-deeko is believed, falsely, by the northern tribes to be a
human who has been cursed by the gods and turned into a giant ape-like
creature for partaking in cannibalism. It is similar in appearance to a yeti,
but is a light grey in colour. It attacks with two powerful hands doing
1—8 damage each. Though it eats most things, its preference is for human
flesh, particularly the brain. On devouring 2 human brain, it gains the
knowledge of that person plus one hit point for each level its victim had.
It also gains any spells or abilities that the victim had. Skills and know-
ledge fade after 1 year but not the spells, although once used, a spell is
gone, and cannot be relearned in the normal fashion. The hit points
gained become permanent additions and are regained on resting etc. if the
creature is wounded.

Thraaak is wearing a Cloak of Displacement (first attack automatically
miss, +2 protection thereafter and +2 on saves versus magic and other
attacks) and a larger version of the ring in 23.

He has the following skills at the moment: detect traps etc. as a
dwarf and the skills of a 2nd level thief. His assassin’s skills have faded .

He has the following spells left:

3rd level: Fireball, Hold person

2nd level: Mirror Image, Phantasmal Forces

1st level: Charm, Slecp, Shield, Protection from Good
When casting a spell he utters a strange laugh — his version of Tizun's
laugh when bettering a foe. He knows where Tizun’s treasure is though he
is unable to reach it - but he will protect it.
65: Workroom: Magical tomes abound, including a Tome of Clear
Thought. The room is packed with ingredients for potions, phials, pestle
and mortars etc. In one phial is a potion of polymorph self in another is a
potion of healing.
65a: Minor Treasure Room: A large chest contains 2,390 g.p. 114 p.p.
and 2 gems.

This treasure is a dupe should any ever invade Tizun's Tower. The real
treasure is in the roof space above 65, accessible only through a secret
trapdoor in the centre of the ceiling 20" above. The ceiling is shaped to
follow the lines of the roof above and has beams, rafters etc., as though it
were the underside of the roof. In this concealed space is a huge hoard of
treasure, gems, jewels and 2 magic items. This treasure is left to the
DM's discretion. Also in the space is the final guardian, a Necrophidius.

NECROPHIDIUS

No. Appearing: 1

Armour Class: 2

Movement: 9"

Hit Dice: 2D8

Treasure: Nil

Attack: Bite (1—8 plus
paralysation)
plus special

Alignment: Neutral

Monstermark: 33.8 (level 3 in
12 levels)

This fearsome addition to the ranks of the undead was first created by
that most imaginative of experimenters, Karalkan (who was later to ‘see
the dark’ and build the temple of the archdemon Kong). Th