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Frequency: Rare W7flA G*Y: $tlbT B< q wx@l 
krk0 

No Appearing: 1-10 wad 8 f1 LI 2 3 $% 11 SL 3- 
Armour Class: 10j0 
Movement: 6" &wig 5 ~8 k &, I$$g Hlt Dice: 3d8 ,, - 1  v=JL Y)M h e 
Treasure Type: None 
X in lair: 60% by  Toncatha 

No of Attacks: 1 
I)anage/Attack: 1-3 

Jrt, 
Special Attack: See text 
Speclal Defence: See text 
Magic Reslstance: Standard 
Intelligence: Low 
~lignment: Neutral 
Slze: M 
Psionic Abillty: None 

These men  loo^ like halrless gorillas made of stone, but they have no 
facial features other than a mouth. If they are d~sturbed they will 
turn from stone Into a clay form (AC10) and try to grab someone nearby, 
pinning thelr arns. If this 1s successful they then turn back to stone 
holding their vlctlm captive,and blting for 1-3 aavnge ~f ~t is not. 
As their average life-span is over ten thousand years the stone men vlll 
quite hapuily remaln in stone form until t h e n  vlctlm dies of starvation, 
whereupox. they wlll devour the body. When in stone form they have double 
normal hlts and ACO. If a group of these creatures 1s roused each will 
try to grab a different person. It is possible to free trzpped fellows 
by chlpping away at the stone man holding him, bst this will be lengthy 
and no168 (remember those WNs all you DMs!). 

Frequency: Very Rare 
No Appearing: 1-10 
Armour Class: 9 
Movement: 9"/- 
Hit Dice: 2 hit points 
Treasure Type: Q 
% in lair: 25% 
No of Attacks: 0 
Damage/Attack: N/A 
Special Attack: Variable 
Special Defence: None 
t4agic Resistance: I@ 
Intelligence: Low (Animal 
Align~~ent: Chaotic/Evil 
Size: S (1' longjtall) 
Pcionic Ability: "one 

3 x - s K : P r P  p ~ ~ qp 
'+ad P bi '~ l~ ,  3 m.. h a  a 

bv J o n a t h a n  White  

Uurms and eyestalks are experimental creatures that were created by a 
lich who unfortunately underestizated them, and was disintegrated by 
one: They are, in fact, indenendant beholder eyes. The wurms can move 
by wriggling, while the eyestalks are rooted to one spot. Each will have 
one of the normal beholder powers: charm person, charm monster; sleep, 
telekinesis, flesh to stone, disintegrate, fear, slow, cause serious 



wounds and death ray. Normally these creatures will be found in a 
community (or, to use the correct term, "sphere") of 10, 5 wurms and 
j eyestalks each with a different power. These spheres, working together, 
achieve the equivaient of 'high' intelligence. 

Frequency: Rare 
No Appearing: 3-50 
Armour Class: 5 
t!ovement : I 8" 
Hit Dice: 3d8 
Treasure Type: J,K,L,M 
B in lair: 20% 
No of Attacks: 2 
Damage/Attack: ld0/l d6 ( or 
Special Attacks: None 
Special Defence: Confusion 
Magzc Resistance: 6 0 P o  
Intelligence: Low-Average 
Alignment: Chaotic Neutral 
Slze: M 
Psionic Ability: None 

Gnogs live in caves and tunnels, though they do often roam secluded places. 
They are basically a cross between gnolls and troglydytes, this ancestry 
accounting for their purely chaotic alignment. As they are good diggers 
( 4 '  3er hour through solid rock) their homes often take the form of 
hollowed-out hillocks where the fenale and young of the species stay 
almost permanently. Note that the treasure they hoard is kept for its 
beauty rather than any usefullness or exceptional value. Though rather 
fearsome in appearance Gnogs ruch prefer to talk than flght. One of 
the reasons for this is that after a few minutes of conversation listeners 
with INT under 12 must save vs confusion (spells) or be bamboozled. In 
thls state they will become extremely gulllble and may easily be induced 
to go on totally useless ventures for things which do not exist, e.g.: 
"Find the top leaves of the sky-blue-pink egg-tree, which grows in 
the river flowing up yonder hill; they are powerful cures for piles." 

(Imaginative DMs can have a great time wlth this one!). 

Frequency: Rare 
No Appearing: 1 
Armour Class: 1 
Movement : 18" 
Hit Dice: 11d8+7 
Treasure Type: A 
'% in lair: 30k 
No of Attacks: 1 
~ama~e/A ttack: 3-13 
Special Attacks: See text 
Special Defences: +I weapon 

to hit 
Magic Resistance: as Spectre 
Intelligence: Very 
Alignment: Neutral Evil 
Size: L (14' tall) 

/ '  '/ L' 

Psionic Ability: None 

The BirchSpirit is a powerful undead inhabiting iaremts and dingy woods. 



They are enemies of the ents, and will always attack these creatures and 
any associating with them. They appear as a windy swirl of birch leaves, 
with a ghostly white, long, spindly, branch-like hand and a pale face. 
Lihen still they are 9% undetectable. The touch of the birch-spirit's 
hand causes 3-13 (2d6+1) points of damage and drains two life energy 
levels (see "Spectre", M.H.). If a strike is +6 or more over that needed 
to hit the opponent must save vs magic or go insane (roll ld12+6 for type 
of insanity as per DUG). The victim, if successful with this save, aust 
make a further save (vs death magic) or be feebleminded as MU spell. 
Once per day a birch-spirit may use the finger of death spell, but this 
needs a successful "to hit" roll to be effective. They are 6% likely 
to be able to take control of nearby air.elementals (including wind 
walkers) and turn as ghosts. 

Frequency: Uncommon pw 
No Appearing: 1 ~4 
Armour Class: 5 
Hovement: 9" 
Bit Dice: 4d8 

by 

Treasure Type: N,K 
% in lair: 20% 
No of Attacks: 1 
Damage/Attack: By weapon 

(see text) 
Special Attack: None 
Special Defence: +I weapon 

to hit 
&$agic Resistance: 35% 
Intelligence: Average 
Alignment: Lawful/Evil 
Size: S tall) 
Psionic Ability: None 

Redcaps are solitary goblin-like humanoids. They are very vicious and 
totally nerciless. They wield palearns, usually halberds, being stronger 
than they appear. They also carry a number of throwing knives and have 
been known to use bolas (see TBE1). They get their name from their habit 
of dying their caps in the blood of their victims. They are great 
enemies of Brownies and are often helped by wargs and wolverines, with 
whomthey can communicate. 



D & D I D A S By oR*s*a P E a m  
SIMON TEORNLEY 

Our group have used a slightly different system of D&D for some time 
and find that we prefer it to AD&D. The biggest change we have introduced 
is in experience. Instead of "l~mping'~ experience together all in one 
category and rising in levels we divide the experience points (e.p.6) 
into different categories. 

1) -ti=. All combat done by the character - missile, melee and 
weaponless, is added on to this category. Each level 

risen on the fighters table enables a -1 to armour class. 

2) Weapons. The initial number of weapons each character class may be 
proficient at is chosen as per AD&D PHB p37. However, 

instehd of automatically gaining a weapon prof every so often, 500e.p. 
per -1 to hit are needed in that weapon. When using a weapon the e.p. 
galnrd from that co~bat are added to the experience tctal of that 
weapon (as well as fighting experience). The levels go up starting at 
when a player gets 2,000, then doubling per level urtil 10th when 256,000 
is added per level after, giving a +I bonus with that weapon, each time. 
In AD&D e.p.6 gained from finding some gold helps a character in many 
way. including combat. This sytem is more reasonable. We only use the 
first level AD&D combat matrices so you have to earn your bonus in that 
weapon. 

j) m. We use the magic point system published in TBH3, but we use 
STR times level as the number of magic points. Any spell gains 

20 tines s.p.v. for the character plus 10 jer creature overcome (if any). 
Xowever when using a spell the 6.p.v. is taken from your magic STR (STR 
times level); when this reaches 0 you are dead. 

4) m e r  soecials. e.e. -. All the e.p.s (using the Asburg system, 
White Dwarf) gained are added up and 

compared to the appropriate table (e.g. thieving, monk, ranger, etc). 

Treasure 

E.p. in our group are not automatically gained but must be spent at a 
weapons training school at a rate of 10-20gp per hour for e.p.6 to be 
gained. This also stops large amounts of treasure being gained (and 
allows the factor of Igp=lep to be kept). 

The number of "man melee rounds" is calculated and the experience total/ 
melee round is then worked out. If this is multiplied by the number of 
melee rounds each character fought this gives their experience total. 

Instead of damage being taken off hit points we take it off STR; this 
also means that penalties due to low STR occur, i.e. a person down to 3 STR 
has -3 hit prob, etc. ke set this up due to ridiculous situations of a 
fighter with 17 STR but only 1 hit still doing +I damage. Magic users 
lose magic STR for spells done and ordinary damage comes off normal STR. 



Armour 

How does plate mail last for 1,000 years? It does not. We say armour 
has hit points and when so much damage is taken off it is an AC lower. 
Each armour has different amounts of damage that can be suffered: 

Plate mail 120 
Splinted =ail 100 
Chain mail 80 
Scale mail 70 
Ring mail 60 
Leather 40 

0eBaeem 3 
Ogscon 3 will be held from 6pm on 
Friday Seqt 19th to late in the 
evening of Sundqv Sept 21st 1980. 
The venue is the West Midlands 
College of Further Education, 
Gorway Road, Walsall. Walsall is 
dead centre for England and all 
major motorways link up there at 
"Spaghetti Junction". It's ten 
minutes by bus from Birmingham and 
about the same time by train. 

COST: Ogscon 3 will cost %I for 
convention fee, with bed and 

breakfast each night costing about 
S4.50 plus VAT. Accomodation is on 
campus with room for 100+ people. 
Neals can be arranged. 

Strictly speaking Ogscon 3 will be 
a SF/F games conventicn, but people 
really play what they like. Poker, 
Diplomacy, etc players welcome. 

Bookings should be made by the end of 
August but we can be pretty flexible 
for late comers. Anycne arriving on 
the day without prior notice will 
be asked to pay £2.  

Enquiries to: Chris Harvey, 11 
Woodside Way, Aldridge, Valsall, 
West Mids. 

(7) 

ARIONE THERE 91UE 

JOE Crane is looking for fellow 
D&D, Traveller and Gamma World 
garners. For details write to:- 

24435312 Pte. J.P.Crane, 
A.C.C. att. IRRF, 
BFPO. 29 



LrnEwLoN 
new humourous c h a r a c t e r  c l a s s  by Graham S t a ~ l e h u r s t  

Gremlins a r e  t h e  i d e a l  charac te r s  f o r  a l l  those 
p layers  whoenjoy t h e  s p i t e f u l , m a l i c i o u s  and mischiev- 
ous s i d e  of XD. 3/Ms can a l s o  use  them t o  challenge 
playera.  

To be a gren l in ,  a charac te r  nns t  have: 
( 11 o r  more i n t e l l i g e n c e  and d e x t e r i t y ,  
(11) 11 o r  lees charisma, 
( i i l )  15 o r  less s t reng th .  
? h e i r  n a t u r e  r e o t r i c f s  them t o  being n e u t r a l ,  n e u t r a l  

e v i l  o r  c h a o t i c  e v i l  i n  alignment. Whilst g r e n l i n s  
, enjoy playing pranks and t r i c k a ,  they usua l ly  s t o p  s h o r t  

c f  k i l l i n g  t h e i r  v ic t ims,  thus  t h e r e  are no t r u l y  chao t ic  
e v i l  gremlins.  

Thougn they p r e f e r  no t  t o  f i g h t ,  they are q u i t e  adept  i n  combat as they 
lcnow rcany d i r r y  t r i c k s .  They f i g h t  on t h e  c l e r i c s 1  t a b l e  bu?; save as 
thievea.  They g e t  +2 t o  h i t  when f i g h t i n g  paladins .  The gremlin may 
uae t h e  fol iowing weapons: 

Dagger, hand m e ,  long kn i fe ,  longsword, mace, s l i n g  and s t a f f  (D/Ms 
may a l s o  allow t n e  u s e  of t h e  l i g h t  crossbow). 

Gremlins may wear l e a t h e r  armour, studded l e a t h e r  o r  padded l e a t h e r ;  
they may never use  sh ie lds .  They may use  any magical i tems used by 
th ievss .  

The gremlin c l a s s  is  open t o  humans, gnomes, e lves .  hal f -e lves  and 
half l inga.  Humans and gnomes have unl imited l e v e l  progress ion,  e l v e s  
half-elves and n a l f l i n g s  a r e  l imi ted  t o  the  9 t h  l e v e l .  A t  t h e  D / M t s  
option, t h e r e  may be a gremlin race. 

Table I : Gremlin experience l e v e l s  

Notes on t a b l e  I: 
For each l e v e l  above t h e  e levehth,  add 
( i )  one h i t  p o i n t  per  l e v e l ,  
( i i )  one magic po in t  pe r  l e v e l  i n  columns M and A, 
( i i i )  one magic p o i n t  every o t h e r  l e v e l  i n  columns D and I 
( i v )  175000 experience po in t s  t o  a t t a i n  t h a t  Level. 

* t h e  first h i t  d i e  i s  au tomat ica l ly  a f u l l  s i x  h i t  points .  

experience 
p o i n t s  

0-1 500 
1501-3 000 
3001-5 000 
5 001-9 000 

9001-17 500 
17501-32 500 
32 001-60 003 

60001-100 000 
100001-160 000 
160001-220 000 
220001-395 000 

' l e v e l  

1 
2 
3 
4 
5 
6 
7 
8 
9 
10  
11 

HD 
d 6 ' M  

l *  
2 
3 
4 
5 
6 
7 
8 
9 
10  

10+1 

t i t l e  

Minx 
Boggart 
P i x i e  

S p r i t e  
Spriggan 
Red Imp 

Bronze Imp 
s i l v e r  Imp 

Gold Imp 
Gremlin 

Gremlin (11th l e v e l )  

magic po in t s  

6 
7 
8 
8 

A 

1 - 1 -  
2 - 1 1  
3 1 2 1  
3 2 2 2  

4 3 3 3  
5 3 4 4  

4 
5 
6 
7 

D 

4 2 3 2  

4 
5 
6 
6 

I 

4 
5 
6 
6 



Special ~ b i l i t i e s :  
( i )  +2 on a l l  saves ve poison and paralysis  
(ii) surpr i se  on 1-3(d6) base, 1-4 a t  3rd l eve l ,  1-5 a t  6 th  leve l ,  

1-7(d8) a t  9 th  l eve l  and 1-9(d10) a t  10 th  l eve l  
( i i i )  backstab, move s i l e n t l y ,  pick locks and pick pockets as th i e f  

of ha l f  t he  gremlin's l eve l  (round +s up) 
( i v )  de tec t  entrances o r  e x i t s  t o  rooms and buildings a t  5% chance 

per leve l ,  -20$ f o r  s ec re t  door, -10% f o r  concealed door, a t  
a range of 60' 

( v )  f ind familiar ( a s  M/U s p e l l ) ;  a t  10th l eve l ,  the  familiar au- 
tomatical ly becomes the ' spec ia l '  type 

( v i )  a t  6th leve l ,  the a b i l i t y  t o  recognise cursed o r  harmful ob- 
jec t s  ( i e  harmful t o  i t s e l f )  without using o r  touching i t  

( v i i )  a t  6th leve l ,  the a b i l i t y  t o  use a 'Word of Recall '  ( a s  M/U 
s p e l l )  once per week. The use of t h i s  a b i l i t y  f o r f e i t s  a l l  
magical points  f o r  t ha t  day (see  'Magic Points '  below) and re- 
duces s t rength  t o  3 f o r  the following 7 days 

( v i i i )  the  a b i l i t y  t o  use poison (NOT death types) a t  10th l eve l  

Magic Points : 
A gremlin can use t he  points  al located t o  him according t o  h i s  l eve l  

( see  t ab l e  I)  i n  each of four  sect ions:  
M = mischief; A = a t tack;  D = defense; I = informatlon. 
rie can ca s t  t he  magical s p e l l s  l i s t e d  below ( a s  de ta i led  i n  t he  PI%) 

chosen rJW REQUIRED ( i e  they need not be chosen before the  adventure) 
up t o  the  point value assigned t o  him f o r  t ha t  day. 

Table I1 : Spel l  t ab l e s  

example: Groucho the  3rd l eve l  grem- 
l i n  has 3 mischief pointa, 
1 a t t ack  point ,  2 defense 
points  and 1 information 
point. During t h e  course 
of t he  day, he uses h i s  
e n t i r e  point quota with t he  
following spel ls :  
$I; Fog cloud A; Jump 
D; Hold person & i n v i s i b i l i t y  
I ;  Detect good 

( 9 )  



Judge's Guild material was never that great in the past. How's it now?:- 

J.G. R E V  I E WS 
By PETE BRIGHT 

Two new D&D scenarios: 

S W 0 R D 0 F H 0 P E (By Dave Emigh) 

This was the second round scenario of the officizl D&D tournament at 
Winterwar IV (the first was "Tower of Ulission", also now produced by 
JG for Sl.99). 
The quest this scenario is based around is to recover the Sword Myrlani 
(known as "Hope") and solve the Eldritch riddles surrounding the Sword 
Wars of over a millenium ago, and to "Give life to she'who was slain 
by the Sword of the Sightless Eye". The Sword was originally presented 
as a gift from the dwarves to the elven queen Myrlani, as a gesture of 
peace between the two nations. However a being of great evil, F'watok, 
knew that this was the only sword which could defeat him; so he declared 
war on the elven lands of Thelenon. After a few weeks most of the land 
was conquered. Pwatok and Myrlani then engaged in individual combat 
before the last siege, and she was slain. All that remained at the 
spot was Pwatok's shattered sword, he and his army had fled. (????...Mike) 
The dungeon is filled with rumours about itself, artifacts in it, etc. 
If the party are reasonably intelligent they will survive. If not, well.... 
Generally, there is only one way through the dungeon, although some 
back tracking may be necessary. Special rules are provided for this. 
The room descriptions, taking up about half the book, are adequate for 
the situation, and there are a few traps sprinkled about as in any good 
dungeon. 
"Pwatok's Elack Forces": new monsters, functional but not particularly 
special, are also included as they drop into the adventure from time to 
time. 
All in all an interesting little scenario, with a well-detailed background, 
and well worth Sq.99. 

(And now a joint offering designed by Ed & Tom McCloud:) 

T E M P L E  O F  R A  A C C U R S E D  B Y  S E T  (Whew!..Mike) 

This scenario is designed for an expedition of 6-10 2nd level characters. 
Their aim is to rescue a captured princess and, if possible, rid the 
temple of its evil inhabitants, who hold several good creatures captive. 
The temple itself is well designed, with everything explained with clarity. 
As well as the monsters in a chamber there is always something extra to 
test the mettle of the party: an inscription, trap, etc. The rooms 
themselves are given with sub-headings: monsters, comments, traps, 
treasure, misc, etc. Of course not all of these is always used. 
One complaint is that the map will almost certainly have to be redrawn, 
if the DM uses dungeon floorplans and figures. This is because the map 
scale, one square equals one square yard, is different from that of the 
aforementioned playing aids. The reason for the unusual scale is given by 
the designer as being that he uses a sort of lego-type plastic bricks 
for making dungeons, and these bricks neatly fit the yard scale. 
Other than this there cannot be many other complaints about this offering 
and it is another good buy for the money (dZl.99 again). 



LETTERS 
Despite the title this isn't a true letters' page, mainly because we 
get very few letters that could be printed in anything like entirmty. 
Therefore, as before, relatively short sections or comment6 are used, 
and, just to be on the safe side, we're not going to give the writers' 
names. From now on if you definitely don't want something of yours to 
go on a page like this please say very clearly in your letter. 

"In my opinion "The Beholder'' would be better with more artwork by 
the readers,.." "How about some more interior artwork?" 

Well, we can only use stuff you send in. Interior artwork is most 
welcome and will be used within a month or two of reciept. 

tlUse different coloured card for the covers; unless closely inspected 
numbers 5,9,13 and 14 look identical" 

To that you can add the reprints of 6 and 5: they're on red card too! 
Yes, I sometimes wonder how many readers we lose simply because they 
don't realise that a new month's issue is out, because it looks like so 
many earlier ones. There's not too much we can do about thzs really, 
although we try not to have two consecutive mags the same colour. The 
best way round this problem is to subscribe (hint, hlnt), then you'll 
get each issue delivered right to your door. 

"You have articles on 'Traveller' but why none on Runequest or C&S, 
games far more closely related to DSZ) and also very popular?" 

Now that's an easg one to answer! Basically the only ganes we play 
regularly are D&D and Traveller, with Superhero '44 having a growing 
following. Therefore although we have Runequest and C&S available we 
haven't really taken to them, so we haven't the experience to write 
articles on them. Howeaer if anyone wants to send some In they'll get 
equal priority with all the other stuff. 

"What's happened to competition dungeons?" 

We found that the competitlon format was too limiting for really good 
dungeon/wilderness design. Wildernesses especially ?roved a problem in 
the comp style, so we dropped it for issues 5 and 6 (Legend of Leshy 
and Brae-land & Wold). The results were so po~alar that we decide to 
drop our original plans and go in for large and detaiied scenarios, 
of a level more advanced than the now rather tedious "mini-dungeon" 
used by various other publications. Apparently some of our all-time 
top features have been Ring of Fire, Gorge of the Afterlife and the 
Goblin Complex, and very few people have request a return to com9etition 
style. 

"I hope you will like the enclosed monster...." 

Recently many people have sent us creations that are based on some work 
of fiction and this is fine, as long as you acknowledge the source of 
your inspiration. 

"TBR is easily the best mag around, keep up the good work!'' 

#hat can we say except; "You have excellent taste, sir!" 

"To think I had to advertise in The Eeholder!" 

Thank you Brian. and goodnight: 



By DEREX SUTKERLAND 
Sword +I. Spiderbane 

This  magical sword is normally + I ,  but a g a i n s t  a l l  types of s p i d e r  i t  
becomes +4. Against one (pre-chosen by DM) s p i d e r  type it does t r i p l e  
damage. I f  a  phase s p i d e r  is wounded by t h i s  weapon it l o s e s  i ts 
a b i l i t y  t o  move i n  and out of phase f o r  1  week, and even a f t e r  t h a t  
time must make a  save vs  magic ( f a i l i n g  r e q u i r e s  another  week's delay 
followed by another  at tempt) .  The sword is  flame-red i n  colour  and 
can s l i c e  through sp iders '  webs without d i f f i c u l t y .  

Sword + I ,  Orcblade 

Looking l i k e  a  normal (magical) sword t h i s  weapon has  "Elf-bane" 
ezgraved i n  an anc ien t  form of o r c i s h  on t h e  blade ( t h o s e  who hare 
o r c i s h  a s  one of t h e i r  l ea rned  languages a r e  un l ike ly  t o  be a b l e  t o  
decipher t h i s ) .  It a c t s  a s  a  +I sword un less  used by an e l f  o r  h a l f - e l f ,  
orc  o r  half-orc. I n  t h e  former case 1-6 po in t s  of  damage w i l l  be 
i n f l i c t e d  on t h e  wielder  each round he holds t h e  sword, while  i n  t h e  
l a t t e r  case t h e  following powers w i l l  be gained: 
a )  the  sword's bonus becomes +3 
b) whenever it h i t s  an e l f  o r  ha l f -e l f  8 o r c s  w i l l  be magically summoned 

t o  help i n  t h e  f i g h t .  They a l l  a c t  a s  o rc  bodyguards ( see  Monster 
Manual) with 14HTK, AC4, a t t ack ing  a s  2HD monsters doing 2-8 damage. 
These orcs  remain u n t i l  k i l l e d  o r  a l l  ( h a l f - ) e l v e s  i n  t h e  v i c i n i t y  a r e  
dead or  captured. Orcs which a r e  k i l l e d  cannot aga in  be summoned by 
t h e  sword. 

Standard of t h e  Goblins 

The possessor of t h i s  s tandard can summon 10-60 
goblins  who w i l l  come i n  1-6 turns.  However, they 
a r e  not automatical ly  f r i end ly  t o  t h e  bearer  u n l e s s  
he is a gobl in  ( o r  powerful e v i l  c rea ture ) .  These 
sumnoned gobl ins  and any o thers  met must r o l l  on t h e  
following r e a c t i o n  t a b l e :  (Rol l  ld10) 

1-9: Very f r i e n d l y ,  g r e a t  respec t  f o r  t h e  beare r  
of t h e  s tandard.  W i l l  a i d  him i f  he is 
at tacked.  

0 (10): W i l l  a t t a c k  bearer  immediately without  
f e a r  o r  morale checks t o  "rescue" t h e  
s tandard from "foreign" hands. 

(Note: f r i e n d l y  gobl ins  w i l l  s t a y  f o r  a  maximum of 
1 day of s e r v i c e ) .  

Whip of Deafening 

Appearing a s  a  normal l e a t h e r  whip t h i s  r a d i a t e s  magic 
' 

and w i l l  do 1-4 p o i n t s  of damage i f  it h i t s  someone. 
I f  i t  is whipped i n  t h e  a i r  lns tead  of  cracking it 
w i l l  give out a  deafening crack of thunder. This  w i l l  
deafen f o r  2-12 days and daze f o r  1-6 -lee rounds 
a i l  those wl th in  40' (except t h e  wie l se r )  un less  they 
save v s  magic a t  -2. 



Denmedoc's Never-Emptying Pipeweed Pouch 

When t h i s  pouch is found it w i l l  be f u l l  of t h e  f i n e s t  q u a l i t y  pipeweed. 
It  r a d l a t e s  magic. Wheh any pipeweed is taken out  of t h i s  pouch i t  w i l l  
r e f i l l  w i t h i n  5 melee rounds, (bu t  never more than f i v e  t imes a  day). 
S e v e r a l  of t h e s e  i tems were made f o r  t h e  hobbi t  Denmedoc Proudfoot by a 
wizard,  a s  reward f o r  a  good deed. 

Any person wearing t h i s  r i n g  w i l l  never become drunk, no mat te r  who 
~ u c h  a lchoho l  they t a k e  in .  Adverse drug-induced e f f e c t s  a r e  a l s o  
prevented 50% of t h e  time. 

Libram of  E n ~ r o s s i n g  T a l e s  

Th i s  has  t h e  appearance of any of t h e  o the r  magical works, however t h i s  
one is n o t  b e n e f i c i a l  t o  m y  c l a s s .  A s  soon as t h e  f i r s t  l i n e  is r e a d  
t h e  c h a r a c t e r  s o  doing w i l l  become t o t a l l y  engrossed i n  t h e  s t o r i e s  
h e r e i n  and do no th ing  but r ead  t o r  one hour. A f t e r  t h i s  t ime t h e  r e a d e r  
w i l l  have completed one s t o r y .  B e  must then save v s  magic o r  go on t o  
r ead  the - second  s t o r y  (which aga in  t a k e s  one hour) ,  a f t e r  t h i s  he g e t s  
ano ther  save ,  e t c ,  e t c .  There a r e  t e n  s t o r i e s  i n  t h i s  book. 

P c t i o n  of Coma 

When t h i s  po t ion  is drunk a save  vs  magic must be made o r  t h e  person s o  
doing w i l l  f a l l  i n t o  a  deep coma, 9yh l i k e l y  t o  bo mistaken f s r  death. 
Be w i l l  be i n  t h i s  s t a t e  f o r  5-8 hours ,  and even only t h e n  by p r e t t y  
v i o l e n t  ac t ion .  

S h i e l d  of t h e  Sun 

This  s h i e l d  is +2 i n  combat and g i v e s  out l i g h t  equal  t o  f u l l  d a y l i g h t  i n  
a  40' r a d i u s  a t  a l l  t imes ( t h u s  causicq gob l ins ,  o r c s ,  e t c  t o  f i g h t  a t  
-1). Also upto 3 t imes  a  week, but never more t h a n  once pe r  day, t h e  
s h i e l d  can va leash  a l i g h t n i n g  b o l t  of 8d8 i n t e n s i t y .  Th i s  is siicilar t o  
t h e  3 r d  l e v e l  MU s p e l l  except  t h a t  t h e  b o l t s  may no t  be forked. 1% of 
t h e s e  s h i e l d s  have i n t e l l i g e n c e  as per  swords ( s e e  DMG p166-1683 and 
alignment.  

I l l u s i o n i s t ' s  S t a f f  of Night 

T h i s  i tem is  u s a b l e  only by i l l u s i o n i s t s  (suprise!).  It may n o t  be 
recharged,  but  &tarts with  more charges  than normal: 30-35. It may be 

, broken f o r  a r e t r i b u t i v e  s t r i k e  ( s e e  D E  ~ 1 3 4 ) .  A b i l i t i e s  and charges  
used a r e  given below, where necessary assume them c a s t  from a n  1 8 t h  l e v e l  
i l l u s i o n i s t .  

Unlimited Use: da rkness ,  w a l l  of fog,  d e t e c t  i l l u s i o n ,  b l u r ,  l i g h t ,  
change s e l f  ( n o t e  s t a f f  must have a t  l e a s t  one charge 
l e f t  t o  be a b l e  t o  ~ e r f o r m  t h e s e  f u n c t i o n s ,  but they 
d o n ' t  a c t u a l l y  use  up any charges) .  

1 charge: co lour  s p r a y ,  confusion,  improved i n v i s i b i l i t y ,  d i spe l '  i l l u s i o n ,  
mi r ro r  image, gaze r e f l e c t i o n ,  pa ra lyza t ion ,  non-detect ion.  

2 charges:  improved phantasmal f o r c e  + aud ib le  glamer ( c o u n t s  a s  one u s e ) ,  
summon shadow, shadow magic. 

3 charges: p r i s m a t i c  sp ray  
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The Devil's Quagmire is an area of especially stag- 
nant and entangled marsh,a dark and forbidding swamp which the sun's 
rays cannot penetrate.The presence of various small areas of dry land 
within this expanse ia known of by rumour and lsgend,but few dare to 
walk the narrow and treacherous trails which connect these points.The 
Quagmire is an overgrown,dark steamy bog,supporting much plant and 
animal life(most1y of an evil and predatory naturelin its stinking 
depths-The region is as famous for its hidden trebsures and ancient 
magics as it is for its inhospitality and bleaksidl8r,and it is this 
which attracts the brave and adventurous to its miry trails. 

GM'S INFORMATION 
This wildern.mss scenario consists of a series of islands of solid 

ground in the heavily-overgrown swamp,connected by trails of question- 
able 8afety.A trail marked with dashes is reasonably well-defined,and 
one marked with dots is a very old,little-used trsck.0n the former, 
there is,per 3 hexes travel1ed.a 104 c h a ~ c e  of encountering quicksand, 
and a 5% chance of s wandererton the latttr,the chances are 20% and $, 
respectively.Almost all marsh outside the trails is impenetrabl6,ex- 
cept to creatures which live in an aquatic or heavily-overgrewn envir- 
onnent.Unlcsa some form of lighting is carried'the party will be in 
darkness except where an island is exposed to the sky.The sort of party 
that could cope with this scenario is 6-9 characters averaging 3rd to 
4th level(though it should be a tough test for them). 

1.Tm RUINED FORT 
Standinn in a clearing.at the intersection of various ~ a t h w a ~ s .  - - - .  

are the battered remains of a fort.0f crumblfng white stone,there is 
evidence of a siege'long ago,in which the gates were smashed away,and 
parts of the walls severely damaged'dll its towers still stand,though, 
the central keep/observation post rising 409 high(and providing a view 

- of islands 2&3).Vines and marsh vegetation climb the walls and fill 
cracks;piecee of scattered human armour and the odd weapon can occas- 
ionally be found.Xap is on the previous page. 

1)Guardtowers and pates.Long-rotted,the remains of gates lie fallen 
here.The guardtowers contain stone steps rising to a roof,2O1 high. 

2 ) ~ a ~ n  Towers.Each has a stone spiral staircase leading up to a flat, 
battlemented roof 30' high.The NW tower(breached)has become the 
home of a large wild hound(5/19/3+1/2-9)who enters/leaves via the 
breach in the northern wall. 

3)~ormerly a Guardroom.Evidence of metal fitting for bunks,etc..Now 
it has been cosmumdeered by R ~ n i t h  the Ogre(5/25/4+1/3-12)and his 
merry band of scavengers.Ranith wields a human 2-HD sword in 1 hand 
in combat(thus +2 dam-~II&~hf~).~is mob consists o f 1 5  Orcs(7/2?,$,7, 
y1/1-8)armed with longswords,and 2 ~nolls(4/15,9/2/1-8)in chain End 
shield with longswords .Orcs have 31GP,Gnolls *$ 40GP .Ranith9s 
hoard is hidden in room 4.They live here between raids on travellers 
and merchants. 

k)~umbledown.severely dagnaeed.A large rock(brought here from a tower) 
stands in the middle of what was once the commanding officer's quar- 
ters.Sitting on the rock is Ranithts pet #arg(6/24/4+4/2-8)who is in 
a bad mood,being distinctly uncomfortable in this putrid,hot swamp. 
Beneath the rock(l9 STR points to move) is Ranithss hoard-212GP and 
3 Red gems(worth 50 GP each). 

5)~ormer officca.lrull of rotting wood(desks,etc.)which has cultivated 
a growth of Yellow ~old(9/-/-/l-8+~oison spores). 

6)~toreroom.Though all food has gone from here long aince,a group of 
Giant Rats use it as their base due to good cover and well-established 
rat holes going o m t  under the walls.4 Giant ~ats(7/1,8,7,7/1/?-k). 
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7 Empty.Once the atoremaster's quarters. 
BIOnce the stable-handsq quarters.The usual rotting furnishings,but 

also a cracked,curiously-wrought leather saddle,too vertically in- 
clined for use on a horse. 

9)Former stables.The mounts of these men were not horses.In the middle 
stable remain the bleached'gnawed bones of a Giant Lizard. 

10)The Central Keep.Primarily built as an observation post,it affords a 
view of islands 2 and 3,having an elevation of 40q.Its stone steps 
are in bad condition(l~$ chance of c0lla~se/10~ ascended or descended) 
and the top is the adopted home of a group of 9 stirges(8/7,3,8,4,7,2, 
4,7,6/1+1/1-3+slurp). 

2. GAJAAbl' S CAV- 
The trails from islands 1 and 4.when thev arrive on this is- 

1and.enter a tunnel and slope down into the earth (gradient about 1 in 3 )  
for some 200' until they join Gajaan's Cavern.Apart from the Cavern, 

1' there is no other way to cross island 2,except by spending a day and a 
! half cut tin^ overland,at a 25% chance of quicksand,and a 20% chance of 

a wanderer(al1 that noise attracts them) per 2 hours. ,s&l\~b % 
The Cavern 

The cavern is some 30' across and 40' long at its widest 
point.It has a domed ceiling reaching a maximum height of 50', 1 and is filled with still ,cold.black water;in the approximate 

i 
centre stands a flat,bare 'islandq.The water is 25' deep,and 
is inhabited by 3 ~iant(~on~er)~els(6/27,25~~2/5/3-18)who 
rest at the bottom of the water unless they feel it being 
disturbed. 

! On the island can be seen a hut built of debris of 
i various sorts;moored next to it is a small boat(seating 
i capacity of 2).~ights or sounds will bring the attention 
i of Gajaan-the owner of building and boat.He is a stunted 

humanoid-rather like a cross between a dwarf and an orc- 1 with oversized eyes( 120' infravision,601 day vision) $ 
I all-in-all an ugly character.However,he holds the 

i ferrying monopoly on the cavern,as he charges a fee 
1 to carry people across.His boat is magica1,and op- 

erates without oar8,responding only to ballads sung 
by Gajaan-His fee is normally something on the 
enger's person that he takes a fancy to(or,if female, 
the passenger herself for a few hours! !),or a useful 
piece of  knowledge(^ decides its worth before carrying 
the passenger).or even(if he's d e s p e r a t m . ~ e e s  are charged for each 
individual(and only one passenger can be carried at a time);remember 
that G may value an amusing riddle or useful fact more than a pot of 
gold.Gajaan is A C : ~ , H T K : ~ ~ ( ~ + ~ H D ) , H R : ~ * * ( ~ O ~ ~  moves ~*),ALGN:N(C),STR:I~ 
I Q X ~ ~ , W I S ~ ~ ~ , D E X : B , C O N : ~ ~ ~ C H A ~ ~ . I ~  his shack are his treasurea:850GP. 
a jar of Keoghtomqs Ointrnent(~D&D~MG p149),a dozen assorted gems(tota1 
value 6 2 3 ~ ~ ) , a n d  several books on ge~graphy~history and basic magic. 
Gajaan has some magical abilities(frorn study) and can cast Sleep,Detect 
Magic and ~ r o t / ~ v i l  once per day aachihe is armed with a longsword(+l~~).
He always collects his fee first,deposits it on his island if material, 
and then carries the passenger direct to the other side.Gajaanls great- 
est treasure is his knowledge of the swamp and the outside world(treat 
as a Sage-DMGp32-knowing all categories,but always having chance of 
knowing as under "Out of pieldW);for a fee,he will answer questions. 

3.PI1,LAR OF THE TIIREE TESTS 
The three trails leadine on to this island intersect at a - - - 

cPearin~,about 20 '  radius,at rhe centre of which stands a three-sided 
obelisk.Each side is 7' wide at the base,rising to a point Zlq high. 
The obelisk is shiny black(obsidian) in colour~covered in runic carv- 
ings,each side having a large marking on it;one side has/,another 
hasl,and the third hasA. 
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A 'Read Magic' cast on the runes 
will reveal that the pillar was establish- 
ed as a test for the youth,of a race called 
the Piasa(swamp-beasts-see islands 10&11), 
who was ready to achieve adulthood.He had 
to take the three tests in order / ,L,A.  
For each one passed,he would receive a gift 
and passing the third test would make him 
a fully-fledged narrior.To take the tests, 
he had to trace each of the large markings 
in the order given above.No further info- 
mation is given.The pillar detects as evil 
and magic. 

If a character traces the runes,as 
above,with his finger,he will find himself 
in the first test. 
Test 1:character appears in an extra- 
dimensional space(inside the pillar).20'x 
201 squareano-doors.Opposite him(15~ away) 
is the first test-a Giant spider(4/21/4+4/ 
2-8+poison);an even match for a young Piasa,but for a human?If he fails, 
the body is deposited from the face marked/.If he succeeds,a potion 
bottle appears(~ealing.3-12 once)-the first gift.Once he takes it,he 
is put to the second test. 
Test 2:character appears in another room.It is 20*x80' and across the 
middle is a 15' wide pit.15' deep.in which swim 3 crocodiles.On the 
other side of the water-filled pit(ie 75'  from the character) is a 
doororay.The Piasa would be expected to swim the pit in defiance of the 
crocs,fighting them off,to reach the far door.Crocs are:5/17,13,14/3/ 
2-8.If he fails to make the far doorethe body is deposited from the 
face markedLwhen dead.If he succeeds and leaves via the door,he rec- 
eives the second gift-a Piasa war spear(2-9 dam-see l0&ll)-and test 3. 
Test 2:The final room is 30'x301,and the Piasa would face a clone of 
himseif to defeat in c0mbat.A human will meet a Piasa with aa many HTK 
as he has,armed with a war-spear.If this test is failed.the body joins 
the "hallowed dead" who almost succeeded-now in extra-dimensional 
space within the column,full of Piasa corpses.1f he succeeds,he steps 
out the third face of the pillar,with the third gift to add to his 
previous two-the Piasa warriors' emblem-a highly carved shell pendant 
worth 500GP. 

Knowledge of the secrets of the pillar has been lost to the decadent Piasa,
Only one person may be under test at a tinera person will find it im- 
possible to go through twice(he has already passed the test of warrior- 
hood)-the runes will simply not work for him.The test is the same for 
everyone who goes through. 

4 .LIZARDMEPi CAMP 
This island is the base for a group of Lizardmen living in 

this part of the swamp,who are currently warring with the Spiders and 
the Piasa.Here.they ambuah the unwary moving along the trail near their 
camp,and launch their hunting trips into the swamp.For the map of this 
island,see the page with the Ruined Fort map. 

1)~izardman Ambush Area.There are always 4 Lizardmen at ,each of the 
points where the secret trails meet the main trail.They are armed 
with javelins and longswords,and use shields.The total force is: 
4/12,6,8,11,9,17,11,12,4,16,6,10,11,16,8,11/2+1/1-.~e standard 
ambush technique is to wait until the party are midway between the 
two outermost trails and then rush them.Any corpses/victimn go back 
to the camp to be the next feast.One Lizardman always goes back to 
report the minute a party is sighted. 

2)~izardman Camp.There are 10 crude huts here which are the homes of 
the 16 Lizardmen above,plus their females and young(now quite few). 



There are four males(4/7,15,10,6/2+1/1-8),eleven females(6/7,6,3,3,8, 
5,3,8,9,10,8/1+2/c1aw:1-2,bite:l-6),a~d four young(7/4,3,1,3/half/-) 
residing in these mud huts.In the chief's hut(the rectangular one) is 
the chief (3/20/3+1/2-9) and his mate(4/13/2+1 /I-8)and the communal 
treasures of the Lizardman colony:759GP,ll,gems(total value 1,900~~). 

5.KEEPER OF THE ROLLS 
Two grey'brick buildings stand at the edge of the swamp. 

1 ) ~ h e  Keeper's House.Small,one-roomed,with a wooden door.Here lives the 
Keeper of the Rolls-the Rolls being a listing of all those 
who have entered the swamp by this trackway.The 
is a young-looking man with very quick and oddly 
ful eyes.He is AC:lO,HTK:lO. 

The Rolls were began by a powerful wiz- 
ard with a sick sense of humour.The Keeper is 
who has been tricked into keeping the listing 
the previous one,in one of several ways.If the pre- 
sent Keeper: 
a)~ersuades a character to paint in his own name on 

the board in the Hall, 
b)~ersuades a character to have his name in golden 

paint on the board, 
c)~ersuades a character to spend a night in the Hall, 15' 
d)1s killed by a character, 

? . ,I$, . y then the character concerned becomes the fiew 
Keeper-and enchantment comes upon himeand he may not leave " '* xnnrSf4 

until1 he satisfies one of the conditions given above.The Keeper may 
invent whatever lies he wishes to persuade r character to do one of 
the conditions(except d).~ee~ers do not age while they are in office 
(like ~1ves);only a Wish can break the enchantment. 

Remember'the Keeper has been here for years,and will be 
as guilful as possible in his persuasion.Anyone who has read 'Guyal 
of Sfere* in Vance's 'The Dying Earth1 will know well how to handle 
the situation. 

2 ) ~ h e  Hall of the Ro1ls.A windowless building with steel doors(1ocked- 
the Keeper holds the key).~round the walls on the inside are polish- 
ed wooden boards,upon which are the names of those to enter by this 
way.The names are painted in silver,apart from the odd one in gold, 
and just under l/3 of the available space is used up(some 6,000 names). 
Any character who has his name put here may use the trail leading off 
from the Halls,and will be safe from misfortune(wanderers,quicksand, 
etc.) on the next 3 trails that he takes.The Keeper knows this and 
must tell it to anyone that agrees to have his name on the beard 
(though not neccessarily before).#o one is obliged to give his name 
for inclusion,though only by this means may he uee the trail going 
from here to island 6.The doors from the Hall onto the swamp are locked. 



The 'hill' is,in fact a meteorite which came to earth in this swamp 
centuries ago.It skidded south through the bog until it cake to rest 
on this island,cutting a great groove in the swamp.The groove has long 
since been infilled and overgrown.but the strange black rock remains. 
The rock,after years of cooling and rottingehas become soft and crumbly 
and has been mined at several points-an enterprising Dwarven smith 
financed this'knowing of the special properties which star-metals some- 
times had.Either he found no useable ores,ran out of money,or some such, 
for all digging ceased a cent- ago and the caves they had dug were 
left to the denizens of the swamp. 

~)Flcor covered with debris of various sorts-soil,wood,odd bits of 
metal,fseces.bones and dried blood stains. 

~)~lcove.Residing here is the cause of the bones and bloodstains in 
A: a Giant Constrictor Snake(5/31/6+1/1-4~2-8).~oiled here,sleeping 
in the darkness,it will be alerted by noises from A,and on its guard. 
It finds this a safe place to take its prey for swallowing and dig- 
estion.It lives in uneasy truce with the Otyugh in D,mainly because 
its not strong enough to kill the Otyugh,and the Otyugh seems to have i

no intentions of harming it. 
~ ) ~ i l e s  of bones,the odd whole skeleton,and scattered pieces of armour 

and weapons adorn this cutting.The snake dumps its refuse here,and 
the Otyugh takes its pick.Among the rubbish are 46'jGp.a +1 mace,and 
a metal scroll-case(contains scrolls of Fireball and Wizard ~ o c k f .  

D)A small clearin .A mound of mixed filth dominates the northern part; 
home,sweet homegto an 0tyugh(4/27/5/1-6~2,1-4).1t tolerates the 
snake in B as it provides good offal and faeces(though infrequently). 
It isn't however,especially keen to preserve the snake's 1ife.The 
Otyugh does some hunting of its own via narrow,difficult trails it 
has cut through the undergrowth. 

 empty 
 em he daytime roost of 7 Giant Vampire ~ats(5/12.10,8,12,6,9,9/2/1-3 
bite.1-4 drain per mr(1ike Stirges);see A.N.Other Publication for 
further details).~ttack if disturbed. 

G ) E ~ D ~ Y  
 his is a 'natural* cavern.Formed from a solidified ai 

side the meteor,it is roughly spherical in form,with 
a radius of about 25'.The miners cut into it about 
40' off the base'giving the cross-section shorn right. 
Through seepage(quicker through the cracked roof than 
the base)the cavern has filled with a cool murky-brown 
water.The pool is the s m m g  ground for groups of 
Giant Frogstat present there are 4 pairs in residence 
here: 7/9,4,11,12,9,9,10,13/2/1-6.~he water is 30' deepjany 
enough,or with the capability to go to the bottom(and see clearly in 
thia murky water)will find several crystals from the rock which have 
ended up here.worth 150GP each. 

7 .SPIDER COLONY-THE CROSSROADS 
The four trails through the tangled marsh meet at a 

point at the approximate centre .of this island.However,the clearing 
which was formerly here has since been built 0ver.A large,black dome 
now stands heresboth shiny and sticky,being constructed of thousands 
of spider's webs.Anyone arriving here along one of the trails will 
find themselves confronted by a low entranceway,with no way of get- 
ting on another trail except by going through the spider lair. 

The mass of webs is a home constructed by a spider 
race of considerable antiquity who,by dominating thia crossing point 
made themselves a powerful trading group in the swamp.The spiders 
no longer hold this post,but the home remains. 

The Sviders:An ancient race,these,they have grown few in number due 
to wars with the Piasa and Lisardmen'and have grown decadent over the 
ages.They are much like ordinary Giant Spiders,except that they are 
green in colour(protective oamof1auge)and have no body hairs.They 



are quite intelligent,and used to possess inherent magical powers.Al1 
these powers have since been lost,save for the king's spells 
and the ability of each to sense magical 
(~~~s,objects,etc.) 1/6 of the time,and an innate 
resistance to magic which gives them a 
vs. magic.They can spin threads,and 
can tie up an unconscious 
one minute.The spiders sp 
era1 of the ancient t0ngues.a 
are prepared to bargain with 
group if they can make them- *R@L 

selves understood.Because s! 
of sensitive threads 
strung out on the app- (' 

roaches to the colony,the 
guards will be aware of the 
nearing of any group 1/2 of 
the time. 

' ? m . T o  keep out unwelcome 
intruders,there is a standing guard 
of one spider..,in each of these 
a l c o v e s ( 4 ~ ~ , ~ 2 , ~ ~ , 1 4 / 2 + 2 / 1 - 6 + ~ o i s o n ) ~  

2)sleepinK Quarters for the colony's fighting spiders.In 
each room at any given time will be 1-3 spiders(b/-/2+2/ 
I-6+poison). 

3)Hain Gatherinp Chamber.Where the spiders socialise,and also 
where the four trails meet.Occupied at present by 3 f,igRting 
spiders(4/15,15.13/2+2/1-6+poison).and 4 young(6/5.4,?,5/~+1/1-2). 

4)~emale Quarters.The spider society's rules keep the 4emales and young 
in seperate living areas.Present are 5 females(6/9,9.10.4,3/1+2/1-3). 
and 7 young(7/1,2,1,4,~.2,6/~/-). 

5)'storekeepert.A large guard spider(4/1~/~+1/2-7+poi.on)guards the food- 
store(roorn 6 ) .  i ;  

6)~oodstore.About the room are various animal corpses wrapped in cocoons 
of web and hung from the roof.There are two human corvses in chain. - 

7)Minor Gathering Chamber.Empty. a& k< 
8)zpider King's Guards.lko of them- 4/@,a/3+1/2-8+poison. 
9)Spider Xing's Quarters-The spider's chief,by name of Chlokka,resides 

here.He is rather large and powerful.as follows: 3/29/5+1/2-9+poison. - ,  . - 

As well as the standard abilities of.these spiders.he can. ~ e t e c t  
Magic automatically,and can cast Sleep and ~ ~ ~ n o t i s m ( a s  Ill. spell) 
once per day each.He insists that anything found of a magical nature 
or of great value is his'for safekeeping.Thus,in his lair are: 
Gems to value1500 GP,a magic sword(+l/+l),Z potion bottles(~il1 Giant 
Strength and Invisibility).a mound of 650 GP,a rcroll(~iraball),and 
an iron key(magic-opens the Prisoner's lock). 



8.THE: BATTLEFIELD 
A long,narrow piece of solid 1and.twisted and scarred into 

strange configurations by uncounted centuries of warfare carried 
out here.When the swamp races were more civilised and organised, 
they would meet here to settle any conflicts;now,warfare is done 
on a 'guerilla' basis as the races are too fragmented to raise 
armies,and no longer follow the old rules of combat.Mlj's crossing 
this land will feel distinctly uncomfortable(the traces of past 
magical combat live on in the ground).Occasionally,pieces of twis- 
ted metal or pieces of strange armour can be found.The battlefield 
is bare of vegetation cover,though there is plenty of cover in the 
form of hills and depressions.This area,being open-is generally 
avoided by denizens of the swamp(+ chance of wanderer). 

9.THE CHARNEL HOUSE 
A black stone building crouching at the edge of the pathway. 

with a yawning,dark entrance.No vegetation grows on the building. 
It is inhabited by the spirit of a demon and is,in effect,its body; 
In an odd sense of the word.the building is 'alive'. 

1)~he House's Ears-These two entry 
chambers echo hullowly when anything 
enters,and alert the creature to 
wakefulness unless the entrants are 
very silent(eg,Thief moving silent). 
CLerics and Paladins crossing the 
threshold feel a sense of foreboding 
and unease on entering. 

2)Hehind a secret panel is a dark room 
containing a pedestal on which sits 
a glowing red gem-the House's 'heart'. 
If this is pierced by a magic weapon.or attacked by spells,it 
becomes solid crystal(a gem,detecting as evi1,worth 3,000 GP), 
and the house dies.Guarding this vital organ is a Hell Hound 
(4/41/7/1-1&+~ire Breath). 

3)~ooms 3.4 and 5 lead up to the house's 'brainq.and therefore 
contain deterrents to force potential killers away.This room 
contains a possessed Grizzly ~ear(6/32/;+5/2~1-6.1-8,+possible 
hug 2-12 and +2 damage due to ferocity). 

4)~econd Guardian-A Carrion ~rawler(2/29/4+1/8xparalysis). 
5)~uardian of the 'braint-a Demon Type 1(0/40/8/2xl-4.2~1-8,?-6). 
Behind the secret panel is a 10txlO' room.On a pedestal in the 
centre is a black orb,soft and warm to the touch.This is the 
House's *brainl.As for the heart if attacked,but worth 5.000 GP. 

6)~oor requires 30 combined STR points to open.This room contains 
the House's 'kidney stones1-undigestable matter which it dumps 
here-Contents are:2,500 GP.910 SP.321 CP.11 battered suits of 
armour.8 swords(1 magical at +1/+1),3 maces and 10 dagger8.a 
scaly reptilian hideland assorted bits of metal(shie1d bindings, 
belt buckles.etc.). 

7)The 'Stomach' area-the nasty bit.The doors here are easy to open 
but close surreptitiously once all have finished passing through. 
Once the rooms marked ' X '  are passed through,= doors lock shut 
and the walls begin to secrete a liquid(high1y acid digestive 
juices).This takes 2mr to seep through armour(and will eat away 
clothes and leather fastenings) and does damage as follows: 
M R ~ - ~ : D ~ / > W ; M R ~ - ~ : D ~ / M R ; ~ ~ - ~ : ~ D ~ / M R ; H R ~ + : Z D ~ / M R . I ~  characters 
wish to trv to cut their way out,the doors are AC:2,HTK:16,and 
each 5' of wall is AC:O HTK:50. 



Should some form of extreme pain be in- 
flicted on the House.or if it decides that it has had enough 
(DM'S discretion),it may spew the characters out through the 
main entrance.It may be damaged by normal weapons,and takes dam- 
age from other attack forms as per the table on p16 of AD&DMM 
("~emons").Wounds on the house heal at the rate of 50HTK per 
day.If the house is killed by destroying heart or brain,it will 
fall apart in 3-12mr of shuddering,screaming convulsions,a ran- 
dom room collapsing each mr until final collapse. 

1O.HUNTING GROUND OF THE PIASA 
The Piasa.mentioned earlier,are a 

swamp race of some antiquity who once waged 
large-scale war against the spiders,but have 
been reduced to guerilla-type warfare by a 
reduction in numbers over the centuries.Like 
the apiders,they have regressed and become a 
shadow of their former selves. 

They once held a large portion of the 
swamp,but have been reduced to two islands. 
this one being their forward outpost from 
which their hunting parties operate.Khenever 
a party is on,or within 3 hexes of this isle. 
double the chance of a wanderer;roll 4 dice: 
01-70-Piasa hunting party;71-OO=normal roll 
on wanderers table. 
The Piasa 
AC:4 HD:2+2 MR:1OU 12" A1pn:CN 1nt:Low -- 
ATTKi2 ~ l a w s / ~ - ~  N!:2-8 % L A I R : ~ ~ ~  . . , ..- fP - . 

- - -  

These scaly horrors,pictured right,spend 
much of their time in watershaving developed 
from aquatic creatures,thus movine faster in 
this medium.They are extremely fond of raw meateand are ferocious 
fighters and fearless predators.Some,a very few,carry Piasa War 
Spears;these are handed down from the past,as no Piasa carries 
knowledge of the purpose of the Pillar of the Three Tests.About 
1 in 20 Piasa has a spear(2-9 dam)(they travel in hunting packs 
of 2-8.The concept of 'surrender* is alien to them,and they att- 
ach no value to treasure.Piasa are very wary of fire(a1most afraid). 

I1.PIASA ISLAND 
The home lair of the Piasa.Here,they have a rough encamp- 

ment centred round an ancient stone effigy of the Piasa god of 
carnage.The encampment is on the NW edge of the isle,and is tr- 
eated as semi-quicksand by non-~iasa(heavy weight=sink). 



(a)~hree Piasa warriors-about to go on a hunt: 4/14.17,11/2+2/2-7 
(b)~ere stands the Carnage God's effigy,looking suspiciously like 

a double-sized Type I1 Demon.Carved of stone,it has been much- 
weathered,but two red gems remain in the eye sockets-They act 
as a Scarab of Enraging Enemies upon the bearer whenever he 
becomes angry.or is in combat:20 charges;value: 800 GP each. 
On the isle are 6 Piasa lounging around:HTK:12.17,14.16,13,7. 

( c ) ~  group of 5 Piasa,sleeping off lunch:HTK:8,1~,11,1~,11. 
(djwhat passes for the Piasa dinner table.When they don't devour 

prey on the spot,it is dragged back to here for later con- 
sumption,Thus this isle is piled with bones,pieces of armour, 
the odd weapon and some coinage:564 GP,253 SP and 5 gems(va1ue 
412 GP).I~ takes some time to find this among the debris. 

(e)Chiefls Isle-Here resides the chief of this vicious crowd.He 
is: 2/24/4+4/2~2-11(~10+1).~hen he leads an attack,all Piasa 
that can see him attack at +2 HP/+l DAM,such is the inspir- 
ation he gives.1f he diessthe Piasa will flee to the swamps 
to reform,elect a new leader(the next strongest in line),and 
set about ambushing the party if they have sufficient numbers 
to do so.With him are 4 warriors,each with a Piasa War Spear. 
They are:4/1k,13,14,14/2r2/2-9. 

Over half the Piasa are out on hunting expeditions,their total 
number being 54. 

12.THE PRISONER 

The causeway opens out to a small semi-circle 

- JI of clear groundsdominated by a huge figure. 
Chained to a collosal metal pole(buried deep *$ 1 %  * * 'Y Cordiron,who in the earthjis was a imprisoned giant Swamp here Demon.This centuries is ago 

'* ?t by the mage responsible for the Hall of the 
Rolls,to guard thxs approach to the swarnp.The 

'II: enchantment which made Cordiron perform this ' 

'* function died with the mage,but that which 
held the chains was permanent,so he remai~s - T  here .a prisoner. * 

k 

Mn&ic/Algn - 
There is a permanent 
prot. ~issiles/~agic on 
him,curtesy of the mag* 
who imprisoned him(a guard 
is no good if Re can be 
killed without being able 
to strike back because his 
leash is too short!).For 
Cordiron's appearance, 
see right. 
Hls treasure,gradually 
accueulated,and buried 
close to the pole,ist 
1,240 GP.3 gems(250 GP), 
a shield(+l),two scrolls: 
Haste and Wall of Fire. 



Obviously,what Cordiron desires most is his 
freedom,and he will thus assess the potential of any party which 
approaches him.to decide whether they can help him.He will offer 
treasure to anyone who will agree to search for the key to his 
chains,which he knows to be located somewhere in the swamp.The 
alternative to the key is a 16th level Dispel Magic,but the party 
with that much power should be off fighting gods,not bothering 
poor little Swamp Demons!Should a party be belligerent toward him 
he wil1,qulte naturally,be nasty back.If it looks to him like 
they're not going to be any use to him,or if they won't agree to 
help him,he will charge a toll for passing by-a largish sum of 
gold or a magic item-and he will kill anyone who tries to get by 
without his consent. 

His chains allow him to reach only to the edge of the 
clearing.and thus a good way to get by him would seem to be to 
have one person distract him one wat,while someone else gets by 
the other.However,Cordiron has prepared for this,after years of 
experience,and has made a covered pit 15' deep by 5' across,run- 
ning over the clearing's centre.Anyone trying to rush past will 
only notice the pit on a 20% chance(302 for Elves),and Cordiron 
has a new pet to play with!Cordiron is also quick on his feet, 
despite being 14' tal1,and is wary about committing himself too 
much to one side. 

1 3 .THE GATEWAY OF EVIL 
Standina in the marsh.beside the trail ~ o i n g  north.is 

a colossal black stone gateway.It is 50' high and 20' across,with 
8' wide supporting pil1ars;constructed of shimmering black stone, 

1 strangely unweathered despite the look of centuries about it,it 
is curiously and ornately decorated with gruesome carvings. 

The gate was constructed as a accessway to a safe path 
to the Arioch temple.Anyone peerlng through it will see a glowing 
red path running northwardtthis path is magical'and provides a 
totally safe route to the temple(it was originally meant for pil- 
grims).~he only way to get onto the path(which cannot be seen 
when not looking through the gateway)is to pass through the gate. 
Anyone doing this will immedimtei~ be confronted by the poFter- 
a demon.It has the appearance of a powerfully-built human-about 
9 '  tal1,with wings.1t-is AC:1 ~ ~ ~ : 3 2 ( 6 + 1  HD)-ALGN:N(C)E ATTK: 
2xclaw/2-8.bite/l-6 ~ ~ : 1 2 " / 1 8 ~ ( f l ~ i n p )  MAG1C:Detect ~ood/Mauic, 
Magic Missile(&-9 pts dam) and burn in^ Hands(7 pts).all 3xper day. 

It will demand to know their purpose.The only purpose 
for which it will allow the path to be used is to pay homage to 
Arioch at the temple.If it detects Good among the partyeit will 
immediately attack to drive them back;the reception others get 
depends upon how blandly they can lie.If the demon is unconvin- 
ced,out they go.If it is happy as to the party's intent,it will 
1eave;it may not pass beyond the gate to this dimension as its 
sole purpose is to guard the path.At the far end of the path, 
just before the temp1e.i~ a normal-sized gate which brings anyone 
who has used the path back to this plane. 

The alternative is to use the normal trail going north; 
which should be treated as a doubly bad little-used track(ie 4046 
quicksrrnd.6% wanderers).There is no quicksand or wanderers on the 
magic pathway. 



14 .ARIOCH TEMPLE 
From a dlstance can be seen a humanoid statue standing upon 

a low hill.Closer to.it is a 15' statue,in the same black stone 
an the gatewat.of a youth of unearthly 
beauty standing upon a block of rune- - 

carved stone;his eyes are of jade. 
At the foot of the hill is a cave- 
like entrance to a passageway.Under 
the hrll is an ages-old temple to the 
Chaos god,Arioch.Though his human 
worstlippers are long since dead,his \ 

temple here is maintained by an undead 7 5 
priesthood which sacrifices any human 
(save for true Arioch worshippers)that 
comes this w a y .  

The Temple 
All passages and doors are 

made of the same unwearing rock 
as the statue.There is no 1-ight 
in the temple. 

1)~uardian of the entrance-An 
Undead Giant Lizard(4/2.?/4+1/ 
2-8+possible chomp 4-16). 

2)~rap-a~parentl~ a bare room, 
the far door is covered in gol- 
den runes which glow faintly. 
MU'S saving under IQ will be able 
to read the odd word-"treasure" 
and "rnagic";enough to entice 
them in.If someone does enter, 
the floor will part beneath them 
once they reach the far door, 
dumping them in a pit full of 
quicksand.The floor closes up 
again after 5 mr. 

3 Tem le Guardian-a Gargoyle(5/25/4+~/2xclaw/l-~,horn/l-6,bite/l-4. 
4jCel;s-where any prisoners are kept prior to sacrif'ice.The doors 
are magically locked,and will only open at the touch of the High 
Priest. 

5)~he Temple-Walls are covered in murals of bloody and unholy 
scenes.A black stone slab stands to the S,and all doors lead- 
ing from the room are black and rune-carved.Sacrifices are 
prepared on this slab by being slowly cut up by razor-sharp 
knives;once suitably cut up,still alive,they are caat into the 
pit in room 6. 

6)~haos Pit-The room radiates an immense aura of evil.In the cen- 
tre is a 5' diameter pit;1Ot down into it is a bubbling black 
morass-Chaos fluid which swallows up the souls of sacrifices. 
Anyone not CE who peers upon it must save vs Magic or be blin- 
ded;ST modifiers:M;:-3,CGr-2,LE:-l,N:O,CN:+l,LN:-2,NE:+l,NG:-1- 
This room is directly below the statue.If the doors are opened 
by a non-Arioch worshipper,all the priesthood are summoned to 
the Temple room.Incidentally.blindness is not permanent;duratlon 
is as long as the character remains in the hill. 

7)~esser brothers of the priesthood-6 Ghouls(6/~.9.7,l5,B,6/2~1- r .  
blte/l-6). 

8)~lder brothers of the Priesthood-3 Ghasts(k/23,17,?2,!4i4j2xi-4, 
bitell-8)If the elder brothers are all killed,all the lesser 
brethren will turn to dust. 
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