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DM’s running this adventure outside the convention setting should find this a pretty straight forward and easy to run
scenario. The module is set up in such a way that it provides plenty of excitement for players who like to hack and slash, but it
also forces players to make some intelligent choices, and also to figure a few things out on their own. Groups of players who do
not lmow how to do some thinking and how to deal with problems beyond the level of sheer brute force will have real problems
here. The opening section of this adventure forces players to make intelligent choices, or die. In the final competition rounds,
players must pay attention to their mission, or they will suffer for their inattention. This is a playing situation that demands sheer
playing ability far more than role-playing ability. This was done in order that the competition pick out the best player, and the best
player is the one who manages to survive the dangers, figures out the difficulties, plans for problems he knows he can anticipate,
and accomplishes the overall mission in the most direct fashion in the shortest possible time. After going through all the dangers
of Lady Eileen’s Castle, the winner of this competition deserves his trophy.

COMPETITION CHARACTERS

Race: Half-orc male
Class: Fighter/thief, 4/4 level, 32 HP

Race: Gnome male

Class: Illusionist/thief, 3/4 level 20 HP

Weapons: short sword, dagger
Armor Class: 8, no armor or shield
Spells: change self, wall of fog, hypnotism,
improved phantasmal force
Magic Items: scroll of paralization
Str: 13 Int: 15 Wis: 13 Dex: 16 Con: 16 Kriz: 16

Race: Human male
Class: Cleric, 6th level
Weapons: staff, mace
Armor Class: 2, plate and shield

Spells: as prayed for

Magic [tems: Staff of Striking, potion of healing

Str: 8 Int: 13 Wis: 16 Dex: Il Con: 15 Kriz: 13

40HP

Race: Human male

Class: cleric, 5thlevel 31 HP
Weapons: war hammer, staff
Armor Class: 4, chain and shield
Magic [tems: +2 war hammer
Spells: as prayed for

Str: 9 Int: 11 Wis: 14 Dex: 13 Con: 11 Kriz: 12

Race: Dwarfmale

Class: fighter, 6th level 64 HP

Weapons: long sword, mace, battle axe

Magic [tems: +1 long sword, potion of extra healing

Str: 18/12 Int: 18 Wis: 8 Dex: 16 Con: 17 Kr: 16

Weapons: bastard sword, long sword, mace, dagger
Armor Class: 35, leather, no shield
Magic [tems: +1 long sword, boots of elven-kind,
potion of gaseous form
Str: 17 Int: 10 Wis: 9 Dex: 17 Con: 15 Kriz: 9

Race: Half-Elf male

Class: fighter, 6th level 53 HP

Weapons: long sword, short sword, mace, lance

Armor Class: 2, chain and shield

Magic Items: +1 long sword, potion of undead control
Str: 17 Int: 106 Wis: Il Dex: 16 Con: 14 Kriz: 12

Race: Elf male
Class: Magic User, 6 level 16 HP
Weapons: staff, darts
Armor Class: 7, no armor or shield
Magic I[tems: scroll of extension 1, potion of healing
potion of fire resistance
Spells: Charm person, magic missile, sleep, spider climb
identify, knock, darkness, web, fireball, lightning bolt

Str: 10 Int: 16 Wis: 1 Dex: 17 Con: 12 Kriz: 13

Race: Human female
Class: ranger, 6 level 53 HP
Weapons: long sword, maul (2 hand), dagger, long spear
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THE SITUATION:

Lady Eileen’s ancestrial castle has been taken over by Baron Rodal: and l'is band of mercanary
thugs. Rodak and several retainers entered the castle under the guise of friendship while Lady Eileen
and her maids were visiting relatives. By a surprise raid, Rodak and his men slaughtered tic guards,
threw onen the guates and achieved possession. As rightful feif Lolder, Lady Eileen wants her lands and
hier castle returned, preferably before Rodak can rovage and loot the region inte total ruin.

You and your friends have agreed to lelp get her castle back and defeat Rodak. Rodak’s
band is made up of secasoned veterans, scruffy. disi:onorable. vicious, but strong fignters. It is believed
that there are perhaps 150 men in Rodak’s total command. some of which must be kept on constant
patrol duties outside the castle, extorting money from the surrounding in‘izbitants and keeping and
eye out for potential enemies.

Rummor has it that in an eifort to control magical beasts. Rodak has run into some sort of
problem. In order to strengthen his j-ositioin in the castle he has also greatly overfilled the moat, by
raising tiie dam at the drainage end of tihe moat, so that it is almost u> to the bottom of tie draw-
bridge and within twenty feet of the lower windows. aiid the overdrain is flooding the gardens behind
the castle.

Lady Eileen knows of two secret passages into the lowest level of the castle, and she believes
that those servants still surviving arc -~ loyal to her, altiio the party can expect no fighting help
from these. She also has complete floor plans to the castle which she gives to the narty. Using the
seccret passages and whatever military tactics you might develon, she believes it is possible to tale
out Rodak’s entire command.

In return for your help she will pay the party 75.000 GP, which she will borrow from friends
and relatives. In return, the party must promice to make the castle safe for her return, and not to
steal property from her castle. She will also give or loan the party some useful magic items she has
obtained from relatives. These include:

8 potions of cure light wounds
scroll with a Raise Dead spell on it
scroll with a magical spell of Darkness
scroll with a magical spell of Light
scroll of compound magic missiles (does 5 D4 damage)

— et

Players may look over their characters, decide their spells and etc when they are at base camp, witich is
a secure and safe location about two miles distant from the castle in some lightly wooded area. Players
CAN NOT tlook at any of the AD&D books during the actual adventure secuences.

DM, inform the players—-

This is a TIMED adventure. You have four nours to accomplish as much of your mission as you
can. It is expected that this adventure will cover MANY DAYS in tiie lives of the plaver characters,
so it might be better to be careful in what you attempt to accomplisi.

This is a role-playing game, and players will be judged on their role-playing abilitics as well as
their game playing skille  If you really want vour ciiaracter, for example, while walking down a dark
corrador, to crack jokes with other plavers, or shout down thc hai! far somebody to bring them a can
of Coke, or the like, then go ahead and do it. “lowever, as the Dungecn Master, I play the monsters,
and 1 LISTEN!

The players judged the best will continue this adventure later tonight.

LEVEL ONE:

1) Winecellar is filled with racks of aging wines iiv ceramic crocks and bottles. Fighting, running, or
scuffling thru this area is very likely to tip over the tall thin racks if players are not very careful.

2) This is a food storage room. Sacks of onions, rice, barley, wheat, flour, bamels of apples, pears,
pickles, etc etc, are everywhere, stacked high with extremely narrow walkways between. There is
NO ROOM for fighting in this room at all.

3)
This hallway has torches situated in the NVY corner, the NE corner, down the hall near the
gate by room 5, and on the wall across from room 11. These cast a dim light down the entire hall.
The hallway is patroled regularly but slowly by an Ogre. The Ogre is always at the N end of
the hall when the players emerge, and as soon as several come into the hallway, he will attack.
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OGRE HD 4+]1 HP 26 Size L (9’ tall) AC 5 1 attack Damage 2-12 (huge two handed war club)

The ogre will fight to the death. He will not run away, negotiate, or listen to any sert of reasonable
appeals. His orders are to kill intruders or escapees, and he will try to do this. If the party retreats
into the wine room or the food storage room, he will try to fzllow. 1n the wine room he may do consid-
erable damage to the racks of wine. There is. as noted, no room io fight in the food storage room. If
the party retreats into this room, he will turn and head down thc hall to alert the guards in the torture
room and at the grate by room 5.

The ogre is also dumb, but he is not stupid. e can hear players talking, the sounds of clanking
armor, see strange lights such as torches ctc etc. and will be alert if he notices such things.

After having dealt with the OGgre. if they do. the partv’s attention should be directed by the DM
to chamber 4, from which light shines, and the faint sounds of screams of agony can be heard. A few
bobbing shapes give evidence that several people are in tie chamber.

4)

This is the open torture chamber. There is a rack in ther center of the room, on  which some
poor wretch is being tortured. There are two whipping posts set at either end of the room. There are
also two braziers with red hot branding irons and hooks are set.

This room is occupied by six soldiers and two professional torturers. They are intent on the
~light of their victim, and are not likely to notice a careful intrusion by the party members until it is
too late. Dk should note, however, that if the pariy makes a lot of noise coming down tie hall, or
does not observe reasonable caution, then the soldiers will be alert, and instead of the party achieving
surprise, the soldiers will be ready for them.

6 SOLDIERS (Humanoid types. humans, half elves, half orcs etc) 4HD 2SHP AC 4 1 attack
Damage 1 D8 (swords, 3 soldiers)
1 D6 (short spear, 3)
Two Torturers (human) 3HD HP 20 AC 6 | attackk Damage 1-10 (red hot pokers used as short
swords, after S rounds only does | D6)

Soldiers and torturers will fight to the death. They will not run and they do not check morale.
They will shout for help and raise a hue and cry. Unless the players have dealt witih the guard at
the grate and inside room number S5, help will come immediately. Even if the players have silenced the
guard in room five,;n six com'bat rounds, guards from upstairs will begin to come pouring down the
stairway.

Players should get a round or so of advance notice, a‘guards shout back and forth to each other
before actually coming down, comments such as ‘“Something’s going on down there,” “Get Harry andthe
others, bring the dogs,” ‘“Where’s the sergeant? V/here'srmy sword?” plus lots of clank clanking, the
tromp and shuffle of heavy footsteps and the li'ze. This noise comes from room five,at or near the top

of the stairs.
When the grate to room S opens, the players will see 10 more soldiers, with two hellhounds in

the lead on metal leashes, run down the corrador to the players if they are in the hall, or to the torture
room if they are there. If the players are in full retreat toward the secret passage, the guards will go to
the torture room first to see what mischief has been caused, before persueing the players. Note that the
hellhounds are always in the lead of the auards so they caii do most of the fighting, and tlie soldiers
alsoways pause a second or two at the entrence way to the torture room before rushing in..

2 HELLHOUNDS HD S5 1P 38 AC 5 2 attacks, bite, roll to hit, breath
Damage: bite does 1 D10, breath automatically does 5 nts damage, ST for %
damage or 3 pts. Fire breat’ extends out one square, and anyone
in proximity to the hellhounds, as in those attacking it, automatically
are hit by the breath and take damage

10 SOLDIERS same stats as above, all are armed with long swords
The soldiers will fight to the death. They do not check morale, and they do not run.

Inside the torture chamber itself are cells, most of Wwhich contain prisoners. Tiiese prisoners have
been starved and abus: ed, and most can barely walk. They can tell the party nothing about the defense
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Cl Canud o taucis ol anything eisc, as ithey ure semi-coherent, and will have to be physically carried
out of the area if the players want to rescue theni, and once outside they will expire gracetully.
The other doors in the room arc rot trapped or locked.

S)
This is a guard room and staging area. The entrence way here is a metal grate, a lattice-work of

brass bars forming epenings ot perhaps 47" squure. too small to sitove hands and arms thru.  This grate
is securily locked. Looking (hru the grate shc playcrs may iniiially sso a single guard in the NW corner,
sleeping in a chair. Ncar his head is a rope hanging trom the cciling.

Any real sounds itere, such as atlemprts ai benaing bars, combat. screams of alarm or the like
will not only awakuarthis steeping guard. but will alsc adert the guards at the top oi the stairs, who will
alert the entire castie.

If players are determined to go up tliis passugeway. up the stairs and tuke on the entire castle
they will be making a Serious Ristake. At the top ¢! the stuirs in the guard room on that level are
two more guards, fully alert, plus a steaay strean: of soidiers bacic and fortir beyond the guard entrence.
At the teast suspicion of an attack comng up the stairs they will alert the entire castle and all of Rodak’s
command, including 120 soldiers fully armed and in chain armor, will pounce on them, and promptly
staughter them to the last person. There are twenty bowmen on the castle walls at all time if the party
nianages to break out into the courtyard.

The guard in chamber § (s due to be relieved in 20 rounds. no matter what time of the day or
night the party decides to try the secret passage and enter the castle. At that point if any irregularity
i detected, a 25 man strike patrol with two hellhounds (the Raron’s men have 8 of these creatures
to cali on) will rush dowpito see what the problem is.

6)
These are prison cells for prisoners. See reterence in chamber 4 to the state of these prisoners.

7)

This chamber is unattended, and is the whip and rope shop, where whips are braided, ropes
stored, and ali kinds of leatherwork is done. There are benches, sheets and strips of cured leather and
untanned hide, hammers, awes, leather working tools of all types, and not much else.

8)

This is a storage room for torture equipment. There is a fine assortment of thumbscrews, gorges,
hooks, probes, mauls, scrappers and other assorted material of a similar nature, along with a whole wall
of manicales in both metal and leather styles.

9N

This is the biacksmith shop. use¢ mostly these dave for maliing and repairing torture equipment,
as well as chain and meta! armor.  Strips of metal, leather, rivets. brads. fitting dummies, tools for
working metal of every kind are present, inctudinz short lengths of chain. hammers, tongs, and a
heavy anvil. There are five barrels full of charcoal. a brick fined firepit in the center, and two long
wooden benches.

10)
The armorary here is filled with sheets of lin', cloth for nnderlining, lots of metal brads,
leather and underlining cloth. ritting duommies and the like.

il)

This is the blanket, bedrell and nillow storage arca. There 1s usuaily one soldier on duty here
day or night. He has the same siats as the other soldiers. ¢ carries a sword, but he is not very
alert and can be surprised witii ease.

12)

This is an empty room basically. Possibilv an interrigation rocm, it has a flat board tablc with

two straight backed chairs in the center of the chamber, nothing else in evidence.

I3
This room is full of cubbyhole sheives on all the walls, filled with uniforms, livery for servants,
tanners, flags and colors for the castle and the like. There is usually one assistant in this area by day,
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who is basically harmless and will throw up his hands at the sight of any armed intruders. e is still
loyal to Lady Eilecn. and if the party kills this unarmed innocent, subtract 10 »oints from their scores.
Hc knows how many guards there are in the other storage rooms and at thc torture chamber, and he
knows when the shifts change at night, three times, at 12:00, 3:00 Ai“4 and at 6:00 A*:. :ic knows
that the day shift changes at 3:00 Pt4. e has 11 £P, and is AC 9

14)
This is a blanket storage arca. Tiiere are shelves on all tiie walls and a large bench in the center
of the room, and tliere are normal blan':cts. bedrolls, and horse blankets stored lierc in profusiorn. Mo

person is normally in this room during thc night.

15)
This is a guard station. There is a small board tabic in the center of the room. along with sev-

eral chairs near the walls, weapons racks on the N and S wall, cach contuining 15 long swords, assorted
short spears, battle axes, and bows. There are ten full arrow ,uivers at hic comer. On the table are two
large books. These are the sign-out boolks for people needing renlacement gear. including blankets,

armor, weapons etc etc.

Normally three soldiers arc stationed hcre day and night. Altho armed, they are not particularly
alert and certajnly do not anticipate any sort of trouble. Tiey can be surprised virtually all the time if
the party uses reasonable caution. ©Once attacked, however. they will fight to the death and will not
allow themselves to be captured. The stats are the same as for tlie other soldicrs.

16)

This secret door is clearly marked on Lady Eileen’s map which 1s provided to the players. There
is a landing and a set of stairs going up to thc next level. Party members who decide to open this
secret door will find a most unpkasant surprise awaiting them.

GIANT COBRA SHD HP 38 AC 3 Attaciks: 2 bites (due to speed) Damage: 1 DIO plus ST
vs poison, or the person is instantly paratized, and will remain paralized for
six to eight hours unless a cure poison spell is applied. Once paralized, the
snake devours its pray at its leasure.

The giant cobra will not generally persue the players if they decide to run away. If they back up
slightly and try to regroup, the snake will interpute this as a continued threcat, and will continue its
attack. It will continue to attack until the players are either dead or flee. Initially the snake will
remain in the scret room, which it almost fills, and will not move out into the corrador until several
players are down. This should keep the number of people who can hack on it down to about two.

THE PLAYERS SEE: A "wuge glistening black cobra, rearing un to strike. It stands as tall as

a normal man, and its body is thicker than a grown man’s leg.
DI, please note, the players CAN NOT millz poison from the snake if they succeed in killing it.

DM NOTE: Players making their escape at any point dowin the secret nassage(s) will not be pursued
by Rodak’s soldiers or by monsters. Thney will be satisfied with running off the opjposition.

THE SECOND TIi#E THE PLAYERS ENTER T¥'% CASTLE:

he secondtime the players enter the castiv by way ol the secrct passages, they will find some-
thing entirely different awaiting them. ! they managed to taie any prisoners, the prisoners will be very
obstinate about not giving out any iniormation. They fear Rodal’s wraita more than the players. If
spells are used to obtain information, the captured prisoners can only say that there are about 150 men
in Rodak’s command, with perhaps four secondary commanders. Twenty o thirty of these men are
out riding border patrol and stealing loot most of the time. They inow where Roda% and his secondary
commanders sleep, which is on the third floor of tiie castle, but beyond this they know little beyond
their own duty stations. DR: should try to avoid having soldiers captured if possible.

The second trip back into the bottom level will find the torches burning, but very low. There
are fires burning in the torture room, but there is no one around in the halls. There is no one in the
torture chamber, including prisoners.

At the grate to room 9§, players can see a guard, slumped over and mumbling something in a
low voice, so low no words can be distinguishicd. e will pay no attention to anything the players do.
and is almost completely catatonic, mumbting to himselt and staring at his feet. Nothing can be done
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to him or with him to gain any sort of inteltigent response.

On tire whole level, two of the other rooms, Di 's owtion. contain onc soldier each, sitting in a
chair or at a desk. drooling and giggling half hysterically. staring off into emjity space. If the party
approaches. each of these will jump up, screaming incoherently and slasiiing out wildly witin flailing bare
fists. It will takc a natural 2@ roll for them to hit anybody. Due to severe shock these survivors are
down to about 6 liit points each, and their armor class 1s raised to 7 because they take no defensive
adjustments to protect themselves from any sort @f attac’.. { captured. they cannot meke any sort of
coherent statement about anytliing; their muuds have been totally destroyed.

At the fur end ol the corrador are two hellhounds who have broken loose and are wandering
around free. Yhichever part of the corrador the purty investigates first. have the hellhounds placed at
tiie other end awaiting them when they get arotind to thatr oert of the nassageway.

The hell hounds 2re not stupid. They would preter to nounce on the narty as tirey approach,
however if the party stops and begins making defensive preperatieins, such as preparing bows, or discus-
sing stragedy, the nice doggies will rush up for tieir meal.

2 HELLHAOUNDS D 5§ HF: 38 AC 5 2 attacks, bite, breath of flame
Damage: bite dovs | 310, breatit automatically does 5 pts damage, ST tor ¥
damage cof23:nts.
Helthounds will fight to the death. They are hungry and will not rui away.

_ There is no other living being on the bottom lcvel of the castle. Players who decide to take a
tew bottles of wine as they leave, will discover later that.the wine hes turiied sour and brackiys and is
not fit to drink.

LEVEL 2

If the party breaks thru the stairway to tiis ground level on their first visit, refer back to chamber
5 to find out what they find.

Some players may decide that a frontal assault on the castle is a good idea. irform tue players
that the drawbridge is up at all times, and archers in numbers patro! the parapets zlong the castie walls.
The drawbridge is only lowered for Rofak’s men entering or feaving. Tricks or disguises will not work
nere, as the sergeants and officers know all of the men in the command by siglhit and will not be fooled.
If the party decides to ambush one of Rodak’s patrols, inform.them that none enter or leave the castle
while they are watching. If the party insists on waiting a {cw days watching the gates, deduct 10 points
from their score, and have a large 20 man patrol leave the area, armed to the tccth. Party members
seeking to ambush patrols in the woods will have little luck. Dr should roll tire following random
encounters.:

GREAT ELK 1D 3 HP 18 AC 7 2 attacks, butts with antlers, doing 1-10 »ts damage cach,
or two kicks for I-6 damage, in any combination.

WILD BOAR D 4 P 25 AC 6 | atteck. tushs, plus trampling  Damage: 2-16 tusks,
1-4 pts trampling if it ruas over its victim

OUTLAWS (3 of them) 2 #D I 16 AC 7 )} attack, by weapon, either bows doing 1-6 per
arrow, or staff doing 1-6 nts damage

The outlaws may attack small party units, etierwise the party can stumble on them as they are

skinning and butchering a deer. They will fight to the dcath, and if captured they know absol-

utely nothing about Rodak cxcept that e now controls the castie.

BEAR PIT--players, unless a ranger is carefully checliing, fall inte o huge bear trap actived by
weight. Bears weigh a lot, so do vlayers togetlier wearing armor and packs. A
15 sq ft area falls thru and the players fall 10 ft down onto fire hardened stakes
doing 1 D6 damage per stakw Sta‘ks are 2 ft apart in the pit.

I players persist in searching the woods and ignoring the castle. and providing all the other encounters
have already been used up, then and only then do they find the following:
Two of Rodak’s soldiers are terrorizing a peasant and his wife. taking their sack of grain and a

side of smoked ham.
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SOLDIERS 4D 284WP AC 4 1 sttact Dam | D8, longsword

Soldiers will fight to the death, and even if captured can give the players no really useful information
except the size of the force, the fact that 20 or so men are always on »atrol, and that Rodak and his
chiet commanders sleep on the third floor. Rodak sen< them cut to sical everything thicy could. Their
patrcl i1s normally 12 men strong, but thev were sepurated Tom it and they expect to rejoin it downthe
trail in about five miles to the S. Party wiil MOT find the rest of the patrol. 'l the party tries to

take the armor and disguise themselves as Lodel’s men, they will be [lled full of arrows for their
troubles when they approach tiie castle gates and have to wait for recognition.

1)

The guard room at this level has weapops:tacks, witit sixty empty slots, aad no weapons anywhere.
The place is in perfect order, but no one is here. A desk. with sign-oat book, and rout - ine military
papers is in evidence.

2)
This is the area behind the massive wooden barrucade, which is uscd to shield archers jwho can
mow down anybody or anything that manages to breal: thru tie front gate. There are ten arrow slot

ovenings here.

3
The main courtyard. It is composed of clay brick with straw strewn over i, and is empty.

4)
Storcs of food here. particularly sacks of oats, barley and rice. If the players investigate this
rea very throughly, poking and prodding everything, a few mice scurry out and into the courtyard.

)

The central kitchen and pantry. A lot of cooking utensils, a huge stove, long work benches, pots
kettles and the like are here. Foodstuffs include many kinds of fresh and smoked meats, fresh fruit
and vegitables.

6) & 13)

This guard room is a storehouse tor smokcd meats as well as a sentry post. There are dozens
of hams, sausages etc etc hanging from the ceiling. Stairs go up to the next level. There are arrow-
slits on both outside walls, @ small table in the ccenter with a single wooden cliair, one weapon rack
with five short bows, and five quivers full of arrows, two barrels of charcoal are also here. The stairs
go up to the next half level. which has more arrow slots. «  and wcapons, and another set of narrow
stairs going up to the next full level, so that the tower is composed ot halt Jevels for the defense of
the castle.

7) and 8)

These are the stables, stalls, room for 25 horses, hay. tackle and the other gear needed for
horses. There are no horses in evidence here at all. Room 8 was ovidentally the kennel arca for tie
hellhounds. Tt is lined with stone and has stenles and imctal chains. There are no hellliounds here either.

9)
This is a fully equipped blacksmith shop. mostly tor the care and repair of weapons and horse
related materials. There is a large stone anwvil, bellows and oven, ironworking tools metal rods, barrEls

of charcoal, hammers and suchlike.

10) & 11)
A guard post with four chairs. Therc are weapons racks on the walls, two of them, holding
twenty-two bows, twenty-two quivers of arrows, 25 pikes, 25 short swords, 25 maces.

i2)

This s the armory, and inside are many weapoens racks, on the walls and free standing on the
floor. There are spears, pikes, short and long swords. bows, brass hcaded clubs, morning stars, crossbows,
arrows and bolts by the thousands, two fifty gallon barrels full of oil, daggars, sting bullets and more.
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Of weapons, there are about 5@ of each kind named, plus 2000 arrows; and boxes ot crossbow bolts,
<everal thousand sling bullets in sacks. If the players want to know how much of everything there is here.
ier them count them, taking up playing time before giving tiiem the quantity. The room is crowded witi
weapons of all kinds.

14)
This guard tower can only be entered from room 13, Stairs go up i salf levels similar to chamber
6. Therc arc weapons racks on the walls, bow:, unid arrews mostly, arrow slits v the walls.

15 & 17)

These are the barracks. There are dceubic bunizs tnside, cramined in tairly tight so that ihere arc
twenty-five bunks per room, with two footlociers er bed. and two standing 1Geiers Yo eactt bed.
Party members rummaging around will find lots of oid cleilang, mostly dirty, somne clean clothing, shaving
equipment, dice, pornographic drawings, etc ctc. if the puarty wants to carcfully check every single locker
and footlocicer, DI should carelully make rolls for caciy item they are checking to tae up time and
give a long detailed inventory of cach one they open,  curefully noting stockings, cioaks. wnderwear,
boots, polish, rcligious symbols (there won’t be mumy of those), caps etc cte. The harracks are cluttered
and dirty and have a sour lived=in smell about tiwem.

16)

These are sergeants’ rooms. There arc six scparatc cots here, with six spacious cubboards. six
better quality chests at the end of each bed, six standing lockers. There is nothing of real value here,
the only difference betwecn the items here and the itcms found in the general barracks is that this area
is neat and clean, with the dirty clothing stuck in hanging sacks inside the wall lockers.

LIPORTANT NOTE: If the players investigate level two, tiic Divy should place the following monster
m one ot the rooms or an open area for the party to tfind. The monster should attacl: by
surprise. This will alert the party that things are even more unsettled than they migat have
figured after finding the castle virtually deserted at these two levels. ;

JACKALWERE HD 4 HP 25 AC 4 1 attacl: Damage: 2 B4 +1 from & +1 longsword, +1 'again
for strengtiv bonus.  Note, the creature
has anotier +1 t < lhary
dextarity, This males him plus 3 to hit.

When this creature is low on hit soints, about two-thirds down. he will change forms into

a giant jackal. This takes one attack round, during wuich e cannot sitacl »arty members,

This change will automatically give him 2/3rds of his original "'P back. The attack nercen-

tages for the jackal siiape are the samc as above, cxeant he only gets anc attack. & bite, for

1 D6 pts damage.

Mote: +1 or better weapons are needed to damage the lJacl-alwere in eitaer of s forms.

THE PARTY SEES: a tall. man-likc being coveered with reddisin fur. witl: big pointed bat-like

cars, tong snout. leng clawed itaixds and feet, carrying o longsword.

LEVEL 3

The third level contains the sleeving amwd hving quarters for the oigine! owners of the castle,
plus lux: ury guest rooms, thic areas for cutertainmeni and metters of state. [ ost of the chambers, but
not the hallways., are carpeted.

Most playing groups will be looking around 15is area i detail. Di¢ should plan to have the
following monster encounter them after they have checled three or four rooms out,

LAMIA HD 9 HP 60 AC 3 1 physical attack Damuge | 24 +1 from magic +| dagger.
The Lamia s a magically ecndowed crcaturc. who can and WILL cast the following spelils
once a day against those shc combats.
*agic Charm Person (usually she will cast this first on a magic user, second choice is
a n aggressive cleric)
cdirror Image, usually cast wlien iter hit points are low
Suggestion: (usually cast immediately on the strongest fighters, those who arc¢ attacking
her, telling them to defend her from the attack of other party members:)
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Illusion (as for a wand)---tiie illusjion that she is dead and her body has changed wito that of a
fairy princess who flics away out a nearby window. Party members who fail
their saving thrrow wil) believe, even tho other party members tell them otherwise.

Di. should remember tht the Lamia has these magical spells as an inate ability, that is. she can

cast them even tho a silence spell, or a held persea is cast o aer, she has tie inate ability to

cast magical spells and slic will do so to intluence tiie puriv. She is mostly intent in killing off

the party and cating its members.  Flow<velr if the oarty is doing great damage te her, she will

try to escape, and wili usc to tactic of tclliing the arty to “la gnege”, pretending she never had

any evil intent toward thc narty. and only wants to leave the rooint she is in and only wants the

party to get out of her way awmd let her pss.

THE PARTY SEES: A beautiful dark haired sweman with green oyes, mabed from the waist up, wilose
lower body from the waist clowa scems to be some sort of cloven hoved cross between a donkey
and a boar.

1)
Guard room and main stairway; there is a iarge des here with weapons rac's, four straight bacl
chirs, large double doors, vgich open onto the hallway.

2)
The hallway leads around tne cntire fioor.

3) 4), 5), 6)
These are guestsbedrooms, used tor family or friends. or whatever. Each chamber has a carpet.

a large double bed¢ a four poster bed, chest of drawers, dressing czbinet, writing desl:;, smatl conch,
three comfortable chairs, a large wooden clothing chest, and a clothing hamper. Assorted: pieces of male
clothing, towels, shaving gear, cloaks, boots and tlie like! may be found, but there is nothing else of
mterest in these rooms.

6)
The guard tower at this level, witli the stairway coming upr, weapons racks with ten bows,

tenn battle axes, several hundred arrows, arrow slits around the outside walls, and stairs going up to the
top parapet of the tower.

7)

This is a child’s nursery andplay area. inside the ' arncted floors are covered by a large decorated
toy chest, with pictures of farm animals on it (inside are hlocks. stuffed amimals, teddy bears, dolls,
rubber balls, hoops, games, etc etc). A large stuffed rockings horse is in one corner. a child sized table
with chairs and a child sized tea set on the table. dark and checker boards,wooden soldiers onr the
floor, and a mineature do!l house in the corner.

8)

This is also a playroom for youngsters, iy older voungsters than the pursery arca. A long
table with a chess bourd inlaid on the surtace and a et ot ciessmen handy three wooden stelves filled
with games of various kinds, picture boolss. lesson beoits, study deskc, dart board on the wall, drawing
and water color equipment, scverdl comfortable chairs, nlay wagons and other toys.

9

This room is a sort of library and teaching arca. A long desk with several chairs around it is
presenty, also a number of books and slate pads. The cubbyholes and shelves are supplied with books
along the west wall. Examinations of these will shiow them to be lesson. nenmanship, Latin grammars,
books on nature and history and the like. Small cubbcards on the east wall contain scraps of paper,
and writing utensils, bottles of ink, sand, quills etc . A desk of maps is in the SE corer with maps of
the region, the district, the sub-district, and the entire Empire as it is known, along with viflage maps,
and information books on storage of foodstuifs. .
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10)

This is a grand ballroom or throne room, used {or entertaining guests or for trials and  affairs

A

of state affecting the region. The 1loor is of polished pink marbte and is stightly slippery. A pair ol
glass chandeleers hang from the ceiling above, lit by an assortment of small day-light stones so the room: is
bathcred in pepetual light. On the ¥ wall there is ¢ raised scries of stens and two comfortsble throne-
like chairs. A number o chairs, straight back and comtortable types, have been lined up against the

N and S walls, 48 all total, and a long “eavy pine table. with gloss red vamish fias been broken down

and laid up flat against the § wall also.

The ¥ and E end of the room are covered with dar!: blue velvet wal hangings, and similar wall
hangings are drawn back at each of the corners of the room. Rods sloag the ceilings of the N and S
walis indicate clearly that tae wall hangings can be drawn 2wer these walls when the occassion demands.
Cver the throne chairs, set in gold, is an inlaid symbeol o 2 ilying tiger crushing a dragon-viver in its claws,

1)

This large chamber is evidentally used for dining. A quge circular table, with entrence ways cut
mto it, dominates most of the room. A large oumboer of chairs are set around it, while y«llow velvet wall
Rangmgs cover the walls, ¢xcept for te obvious doors on the M YW ognd & walls.

Shelves of genuine glass set into the S wall hold expensive looking china and goblets madi of
real glass, a setting for a least a hundred, plus. table utensiles of every Lind are here in wooden chests.
Serving mnlatters and cutting utensils along with large ladels and spoons abound. Thesc chests are
tocked, but not trapped in any way.

12)

This is the upstairs preperation pantry. A stove, shelves, benches, some cooking utencils, a
large dumb waiter in the NW corner, are evident. food is probably prepared in the main Xitchens
below and brouglit up here where the tinai touches are madc and the food is then carried out te the
ruests.  Serving platters and cutting utencils and other materials are here. A shelf of spices near the
stove and a small store of assorted flours and sugars indicates that some fancier cocking does go on hcre.

130 14) 15) 16) 17) 18)

These small rooms are conference or meeting rooms. Fach chamber has a desk or a long table
in the center of the room, a sideboard on the ¥ wall, stocked with crocks ol wines aind liquors (any
party member checking these will find they are all sour and brackish, not fit to drink). Decorative
cragaments such as crossed longsworss over a decorated shiceld, double battie axes with a colorful banner
und the like are on the N wall of each room. Invariabily each room has a great closed chest (which
is locked. but not trapped, and which contains writing slates, sheets of pajper, writing quills, inks und
such things in quantity.) There is also a closed claset, which is net tocked or trapped, containing
various farm books for grain production, aniimal husbandry or the like and other agncultural bpoks.

14)

This secret guardroom is accessable only from chamber 11. There sre concealed eyeholes
and a mirror like arrangement that lets the inhabitants of this room sec all that is gning on in chamber
1#1 The door slides openn from the inside at a singe touc!t, and weapons racks are on all walls. The
room is also lined with cork and pressed wooden barlk clips, end @ thick kuyer of sawduck is on the floor,
presumabily to muffle any sound the guards or otiier inhabitants might make. There ar® no chairs or
other furniture in the chamber. There are hidder peepholes to allow the inhabitants of this chamber
to secretly look out on the goings on of all the adjoining rooms.

19)

This guard- tower has stairs going up to it und otier stairs going up to the to» parrapet. There
are two weapons racks with 10 long swords, 10 maces, many arromssone board table, two straight back
Jhairs here. Arrow slots are on the outside walls.

20)

This secret chamber can only be cnterted trom the hallway or from room 20. This cntrence
way slides UPWARD to reveal a locked door five teet inside, which is trapped. Anyone opening the
door and stepping foreward onto the next five foot square will have a huge swinging weight drop on
him inflicting  2-12 pts of damage. The trap is easily detectable by any good thief, and the thief can
set the lock with a normal roll to prevent it faliing on it.
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The secret door on the W wall is also trapped. Anyonc withoit e proger l'ey. or wio instinct-
ively turns the key to the right, instead of to tac leff. witich is the way this particular lock is set.
rifcases a hidden spear trap wiicl drops two spears from above doitg | DO damage each,

A

This 1s the sccret trcastre room for the castle. T..¢ rcom is well venelated and has a small table
m wae center, with shelves on the 7 and = wali. Two siraigh baclh chars are in e corners.

Cotns all spilled on tiie {loor and over the tabic. The withered and very smelly remains of a
dead body are crumpled vnder the table. Players entering tais room sliould notice the peculiar smell
first, and sce the crumbled, crusted form  witlioui heing uble Lo recognize it as o tumanoid body until
they stcp over fo investigate, Players should. i they cinects actually he able to smell tiie decay present
licre even outside the chamber.

The loose coins around t'ie floor amount - 34 coroer and 22 silver sleces. All the stelves are
cmyty except for three small steel bound cliests o wonwooa. These arc dooblc locked witic an inset
pair of locks. None of these are trapped. and no cxtenor Tanges siiow.  Altho it can be done, party
members should have great difficulity opening these boxes by brute force. inside two of the boxes
are 508 GP. inside the third arc 500 platsium meces.

Di:i Note—If the party takes any of this moneyv without reporting what they bhave done to Lady
Cileen and/or turning the money over to irer. deduct 20 points irom vach slayer’'s scere. and make a
note on the scoring sheet. This also anplies it thev tal e anytizing clse from the castle without alerting
er.  The deal was that they would NCT steal anything from the custle.

22)

The male ruler’s sleeping chamber, with a large comtortable double bed, a writing desic with gold
quill pen and inkpot, many papers of no conseauence. There is also a large chest in the INE corner, a
sideboard on the S along with a clothing cubboard, a cliest of drawcers is on the ME wall. T.¢ cubboard
and cliest of drawers ltouse many rich tunics, cloaks, overcoats and the liic, all of cxcellent -uvality.
Thie chest contains underwear, socks, shaving ecuipment, with the razor and brushes set in decorated
stiver.  The sideboard contains a generous supply of liquers and wines {which are all sour and brackish
now if anyone checks.) Therc is also a heautitul set of rcal glass dcecanters and cups.  All of these
bottles of liquer have been sampled to a greater or lesser degree.

A dccorative double handed war hammer and a silver battle axe and an obviously decorative
ceromonial sword are attached to the wall near the bed, with & coat of arms and a banner. Tierc are
also many scts of boots and siroes and othcr clothing, but nothing ot sarticularly great value.

23)

This is the chamber tor the ladv of thie castle. The walls are hung with glossimer oink sil'. wall
coverings, a warm comfortable bed, vanity table, dry sinic. and a clothing wardrobe which is stuffed to
the brim with expensive looking gowns und clething of all tinds. se tull in fact, that hardly anything
else could be crammed into it. he bottom of this closet is lilled to tae overflowing point with shoes
and boots of all kinds. The chiest of diawers il filled with wirderclothing, hair ribbons. brushes and
makeup and like materials. On the vamity table is anuther comb and brush sct and a few half empty
vials of cologne and perfume, all rughly pushed ite one small nile aear the corner of tae table. The
writing desk in this room has a beautifinl silver pesn cad inlowell set, and mostly blank maser, A small
nightstand near the table has a sheath with o smail silver dagger in it strapped to the bottom of tite
table. There is also a genuine glass ducanter and two sivall glasses ot amber liquid on the nightstand.
This liquer has turned sour and brackisi 1 the slayers checl

24)

This chamber can only be entered from room 23. and 1s obviously the nursery. A small child’s
bed and a crib are in evidence. The walls are covered witi: bright cheertful pictures of pets and farm
animals at play and other checrful scenes. The carpeting here 1s especially thick, and there are a couple
of adult sized chairs. and a small sized table and four chairs made child sized.

The wall of the NE is covered with wide sturdy sheclves. on wiich are mostly picture books,
stuffed animals, teething toys and the like. A large clothing cubboard combtned with a chest of drawers
is on the N wall, and if filled with child sized clothing. mostly for very small children.

Another shelf on the S wall, well out of reach of smali hands contains a2 water crock, a large
{in tub. soap, baby oil, and a few childish board gamecs, such as Squad Leader, Attack of the Kilicr
utants,  and Gangbusters.  On a still higher shelt arc toy wagons, wooden horses and other toys.
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These guest rooms are titted up with beds, clothing cubboards, chiest of drawers. comfortable
chairs, large chest at the end of tihe bed, small writing desk. and drv sink. These rooms also clearly
show evidence that somcone has used them, very receintly. The bedcovers are tossed back, therc are
dirty clotiwes scattered around the room, a hal used pitcher of warer and sligpery soa’ on the dryg~ sin's.
the cubboard door is open. There are male clothing items in tire cubboards and ciiests, indicating not

a4 very large wardrobe, and mostly wora servicable trousers. cloa’s and the lile.

The players can e<amine this {Thor to their hearts” conient. “lave them mect tiie Lama as they
checl: some of the rooms. Tiuus siwould be done relatively cariy on. The rest o! thie ciiambers and halls
contain no evidence of live persons. As the clavers are wwenaring to lerve, or as thev arce walking down
the V7 hallways running 7-C . dlsciencounter the foliovwing measter,

The party first hears the sound ot hootbeats. very lowd. and joo'ing down the corrador to tac
S they see a coal black horse galloping toard them. The herse has a nder. Sverv time the hooves of
this horse strike the floor of the coirador. gleaming svarks ol fire ere strack.  Streams 5 blueish-yellow
flame and smole pour from his nostrals and moucth. and there is a very strong stench of burning brim-
stonc. The horse has terrible. glowing red cyes. and on top of the horse. with his tace only partially
idden=a black cloalied skeletal figure with blazing green eyes. s right hand is uplitted and holds a
sword, a sword which looks as tho it were a rippling blade of white flame. “forse and rider are riding
directly toward the party at tull speed.

PHANTOM HAORSE AND RIDER stritc as a 971D monsier. Any touch by the norse or tie
rider will feel like the coldest blast ol cold ever [elt by the character, so cold that
the player talls over unconscious. The character will remain unconscious and immobile
tor 4 hours. During this time his friends will find his skin cold as ice to the touch,
and his body will lay as tho dead. Do not inform the player whether he is truly dead
or not. or how long his condition lasts. ifealing spelis do nothing to het his condition.

The sword of the rider does 3 DJ0 damage if it hits, however the flame also

caulderizes the wound so 1t docs not bleed. The AC {or beth horse and rider is
effectively -3. Even if a player should hit the creatures, they anpear to take no damage
Players who get in the way will be ridden down by the horse, which will not slow or
stop. Thie borse tramples with each hoof doing 2 18 damage.

The phantom horse and rtider will not bother the players if thev do not botaer him. If players
are blocking the hallway, they will be ridden down by the horse. !f »layers attempt to strike at the
horse or rider, the rider will swing on the player nearest with his sword, but will not pacse to do any
sort of combat. The horse and rider are coming so fust that the plavers witl not have time to ready
any sort of missile weapons. ifagical spells do not seem to affect 'wm at all.

Thie phantom horse and rider will ride dhirectly to room 7. As he approaches,the door to that
rcom flies open, a great gust of wind sweens dowit the hollway.,  orse and rider rear up inside the
room, and as the »layers waich, they lean out the window of this room. fathng gracefully to the bloated
moat below. If the players rush 1o the window thev csn wlainly sce the {igures riding. slower now,
UNDER the water of the moat diagonally to the NE, and tnen ride dircetly 1MTO the bank of the
moat on the ME side. near the corner of the tower there, At thig point there is a peal of thunder,

a purple flash of ligiitning leaps across the heaven. and 2 wild, cold wind stirs thru the corradors of
Lady Eileen’s castle.
The players wilt find nothing ¢lse of interest or alive in the castle this visit.

The next time they visit the castle, the plavers will encounter more monsters.  Thae tirst will be
a Remorhaz (giant ice worm) on the lower fevel. They will encounter at leust one fabulous monster on
cvery single level. Vvhen they appear te have cleaned out the castle, tie next day. three or four new
monsters will have appeared, as tho created out of thin uir.

If the playess ask Lady Eileen about this she will be mystified and amazed.

Players must do their own checking and draw their own conclusions from this peint on. */hat "izs
happened is this, by overtfilling the moat. to the flood stage. Rodak has flooded an old temple which is
harried under and near the NE tower of the castle. The bones of a champion are buried there, and the
bones have been disturbed. treeing the portals that release magical and demonic monsters into the area.
These monsters will continue to appear en a frequent and regular basis until this problem is solved.

There are pieces of background information the players can »ick up to help them figure thic situat-
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ion. Lady Eileen knows that the old NE tower is the oldest part of the castlc. in addition this tower
is made up of black volcanic rock, diffcrent from the granite and limestone which makes up the rest
of the castle. As DI you may want to provide this information carlier in the adventure, or at the
beginning of the adventure when mentioning the flodded moat to the nlayers.

There are histories of the region avaliable for the slayers to use Lady Fileen has family and
rcgional histories and remembers that some of tie bools in tne childreps' library srea are old castle
records which the players may looi thru if tucy want. The plavers mest AGK or this kind of infor-
mation, the Diz should volunteer nothing until tlic plavers hegan fnvestigaticns on their own inifative.

Players may also investigate local cihurches an' mcnestarics who heep histories and records of
the region for unusual events in the huistor: of the werntory which night give clues o the strange events
which are now occurring. Players must. on their own, investizate the “istory aad lore of tie region to
arrive at a logical clue as te the real cavse oF the prebiciny which are now accinng,

When thecy do check the histories and records they =l discover that thys entire region was once
ruled by a cult of terror operating out of o tem: k- dedicated to tiie worship of strange. non-humanoid
gods. These cultists performed hideons rites and se descinated ihe region with their hloody sacrifices
and atrocities. thal the Emperor m those clays senv Lord Zoft and a detachmeat of seecially nicked
fighting men to the area to dismatei the menace.  This occarred abowr six hundred years ago.  After
several years of bitter fighting, tise followers of ti:e cult were destroyed and its leader  was slain by
trickery and the use of a specially enchanted battle axe.

The temple was demolisiied and the black stones composing it were used to build the first
tower of what later became Lady Eileen's castle. '1i order to kold hacl: the forces the temple cult
had unleashed, powertful spells were enacted and the rematns of the temple were buried over, and all
other traces of it wiped out.

When Lord RofT died, he left a will decreeing that his body and the enchanted battle axe be
buried witli him.

At this point the players may get the tat that something has happened. I they go down to
the bottom of the old NE tower and look carefully, they will at this woint in time be able to see water
stains on the N wall in the shape ot a bricked over doorway. D4, do NOT provide this information
untif the players have investigated histories etc and gotten this story and then decided to make a closer
mvestigation. Tell them that the water has only started to seep thru at this particular time. As time
nasses the stain will jrow darker and water will scep thru.

The players can drain the moat by lowering the dam at the other end of it. They can if they
want drain the moat completely. At thot point they can smasih thru the bricked over wall and see a
long, damy, smelly corrador going to the N. At this naint, the adventure ends. and will be continued
on the finals. f the players smash open the biicked over door without dratning the moat, deduct 10
points, and have water tlood the arca. pouring over them and completely tooding the lower level of
Lady Eileen's castie (she will not be nieased)

Players who malkec it to this point and discover the cause of the problem get SO points added to
their total scores. These tables get at feast two or three plavers advanced to the finals. Playing groups
which do not make an attempt to {igurc ou! the nrablem, hui wsist on going back in time after time
and hacking on the monsters without giving any tioug't to the broader isicture, deduct S0 points from

their final scores. and only one plaver fron: that the fiveds,

The following monsters arc encownatered on the third visit bac 1t the castle, until tae players figure
that some outside force is gencrating these monsters.  “Um tie monsters in order, one per cach level.

The players may get chewed up and have to leave. “ave them mect the samc monster when they return
the next time, even il you have to pluce it on o difierent level than tirey originally encountered it.

if tae players figure out that the problem is caused bv e moat. look we histories and get the above
imformation. and want to check thc oid tower, have the botrone level temporarily clear so they can do so.

1)

RE[OR™AZ (an iceworm like dragon creature) 1 8 P 60 AC 0, hiead 2, underbelly 4
| attack damage 6 DG

On a scorc of 20 by tihic monster thie victim has been swallowed whole, and dies, since the
inside of the monster is lilsc a white hot furnace. In addition, the bacl. of the monster
below the head becomes red hot atfter two rounds of combat, so thet any non-magical
weapon striking there mclts and is useless (and burns tize player’s hand) Anyone touching
this area takes 10 D10 damage.

TiHE PARTY SEES: a huge long blue colored dragon-like crcature, 30 ft long, witis dozens of
stumpu legs, huge blues cyes and fangs.
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2)

HIPPOGRIFF 4+ HP 25 AT S 3 attacks Damage: 1 86 each claw, 1 Di0 bite Size L

Tl PARTY SEES---a large aggressive animal, sort of 4 cross between w Dorse and an eagle, wit!i large
wings, claws and a beak.

WAITE WEREWOLF D 5 HP 38 AC S 1 attack Dmmge 3 74
Can only be hurt by +1 or better weupons.
V/lien monster is down below half’ of his hit points, he changes form, i
a waman beieg, rogaining tes thinge S0 DIc srjgiaae it caints in the process.
in his human force fie grabs any weabor Handy, sreferably from a (allen
player, it no wegpon is “andy he will use turriture 2ind stones,
&3
GIANT LEECH HD 4 1P 26 AT 9 ¢ uttach Damage 1 D4, can spit acid which causes 2 D06
but can only spit acid ihree times der day. Riunt weasons do no damage to
his slimy skin

9)

MANTICORE HD 6 +3 HP 48 AT 4 3 attacks, vlus tatl spikes. whicir go off first, 6 spikes
at a time. Damage: tail spikes 1 26 each, nas 24 soikes to fire, regular damage
is 1-3 each claw, | D8 from tiie bite

Note. kanticore should get the surorise and iirst attack automatically. eitirer dropping down

on the players from above or pouncing on them around a corner. RBecause of his large size

and wingspan, the creature will probably not be found in many hallways, but cun be found

in rooms large enough for him. Then the players have to wonder liow such a large creature

managed to get into this room.

6)
BONESNAPPER DINQSAUR 4HD P 25 AC 4 2 attacks damage: bitc 1 D8, tail 1 D4
two of these attack the party, the second one attacking from
the rear after the party encounters and is dealing with the first.

7)
GIANT CROC@DILE D 7 :IP 50 AC 4 2 attacks Damage: 3 D6 bite, 2 Di0O tail
This creature should surprise the party and get the first attack

8)
WATERELEMENTAL D 12 HP 100 1AC 2 1 attack  damage: 48
+2 or better muagical weapcns nceded to fiit the creature
preferably this creature is enceountered on the bottom level of the castle

9) MINOTAUR HB6+3 “HP 53 AC G 2 Attacks  Damage: borns for 2 4. huge battle
axe doing 2 D8
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THE FINALS:

The carly part of this adventure is nlayed coasiderably tooser than the finals should be. The
purpose with the opening rounds is basically fo separate the men fron: the boys, and to ma‘e sure that
good players get to the finals. The finals, however. should be slayved cod judeed niuch tougher than the
ovening round. Good players .re in competition with caci. 2tber o Gie troshy and tie grading system
here should be more severe.

The only grading system that siekes sense i cais sort of adverivee is bastcally, how well did the
players complete the mission. and how succossful veere facy in fotng tt. Theve are some specific point
subtractions and point additions noted thiucit the scineric sacets {remselves, nowever, basically, the Dii
should judge the situation in the followig manier:

If the party completes the mission entirely that is, 1" they figure our tiaat they must locate and
replace the bones of Lo.d Roff and his magic axv back into its onginal resting place, and if they do so
and then leave the temple teliing you that they belicve thiey lwve completed the mission, then tiey get
1000 points as a group. Therc are specific things the D#s should watch for when the bones and the
axc are encountered, and they are covered further over in the adventure.

The party should be able to hand!e this situation withou! leaving the temple areda. Foi every
zime the piayers leave the temple area, for any rcason, subtract 20@ coints frem their total scores.
e only except to this rule is if the party believes they have successfully complcted thieir mission
swhether they have done so in actual fact or not) and leaves the temple arca. That time therc is no
senality involved. If they have not tinished their mission however, the adventure continues.

If the party has to use the Improved Raisc Dead Scroll, subtract 10@ points from tleir score.

I a player dies during the adventure (which will bc a common occurance), lie is probably out
i the running for the best player award, but not necessarily so. If he dies thru no special fault of s
wi (for exampie, the giant spider drops on him and manages to kill him) the player talies no penality
i his score.  If on the other hand hc allows himself to be killed by other party members. he is dead
and out of the running for tailing to pay attention to changing situations. For every player that dies
and is not raised, or has to be removed from the Temple area, the group loses {00 pcints. Players
who do stupid things and managc to get themselves killed also eliminate themselves from the consider-
ation for best player.

Players that come up witl good suggestions aind good »laiming tactics should be rewarded, and
the DI should kecp a record sheet of each ofayer. and whenever a wlayer suggests a good idea, give iim
20 points for it. The good idea has to be forcfully and clearly presentcd. not half mumbled in an
appologetic tone of voice. For extordinary good icleas, aword SO points to tie piayer. For example,
during the play tests, onc nlayer came up with the ide. of custing spider climb on himself, and taking
the gnom& on lis chestsstrapped there, across the pii arei 1w the center of the remple, so the gnome
thief could pick the door across the pit. That is ane of the better ideas that should get the 50 pt bonus.

There are also points awarded for leaderstivn abilities. Blayers wito tale command of t‘hp sit-
uation and direct the activities of the other players should get bonus awards. T§1erc are two qus of
ieaders, good smart players who help players make good decisions based on the mformation avaliable,
and those who have great leadership potesitial. but decline to histen to otier ideas than their own a‘nd
who lead the party into disasterous situations. Good leaders get honus points Qf 20 to 50 pgints for
their handling of the situation. They should alse get 10 point bonuses every time tl}cy convince the
party by argument or example to do the righ: thing, or dcal cff'cg:tlvc)y wnl'1 a particularly trouble-
some situation. Bad leaders get a S0 point penality. i‘ake sure tie person is a bad leader before you
make this penality hcwever. Anybody can make a mistake. Bad leaders _makc more than one or two
errors in judgement sc¢- Pcople who convince the varty to take a disastercus course of action
contrary to tiic purpose of the mission as the party andcrstqnds it talze a 10 pomt penality.  For
»xample, picking up and taking any of the cursed weapons in cl}alnbcr 4 except for the battle axe,
if the party has figured out that they must restore bones, is a rlsk)f/: dumb idea, especially after _alrcady
encountering two traps at the beginning of the temple adventure. Good players shouid have brains
enough to leave obvious trap situations alone.

(continued on page 24)
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Players should be informed that the group has determined tliait a very serious problem confronts
Lady Eilecn’s repossession of the castle, Tle castle is infested with Fantastiv monsters which seem to
appear thruout the castic in 2n almost random sequence. Obviously the castle cannot be inhabited again
antit the cause for this invasion of monsters is corrected.

Some members of the party have conferred with lady Eiecn. and aler ¢l eciding the castle fiis-
tory and the histories of her tfaintly, it was discoverad that tiie presear wastle was either built on or near
the ruins of an apcient temple.

This entire region was once rined by a cult of tcoror. oerating oul <+ t-is icmple, wiich wor-
shipped strange non-iumanowd gods and performed hideous rites.  The region was sc descimated ihat thic
Emper‘or back i those days sent Lord Koft and ¢ detachiment of Ughtirg mee to correct the situation.
This all occured about six hundred yeurs age.  Aiier several years ot hitter fighting. tire iollowers of
the cult were destroyed and its leeder was slam by irchery and with the use of a specially encuanted
battle axe.

Tae templs was demolisned and the biack stone wa, used to build part of the castle wihich Lady
Hileen eventually inheritated . in order to hold bac’ the cvil forces which the tem, le cuit as unleashed,
vowerful spells were enacted und the remains of tiic (empie were buricd over, and all traces of 1t were
wiped out &5 much as possible.

When lord Roff died, he left & will decreeing that s body and the enchanted battic axe were
fo be huried with him.  Lady Eileen and severul of you are convinced tital the problem now besetting the
i¢ castle has somethingtto do with tlie old temple.

When tite robber baron Rudak entered the castle . he tlooded tiie moat well beyond its normal
limits. A trace of water seepage on the bacl: wail of the NE tower, the oldest part of Ludyv Eileen's
castle, shows a clear outline of a bricked over doorway. You nlavers have directed that the moat be
drained cempletely, and nave smashed thru the brick and stonework «t the bac of this old tower.
v/hat you now see before vou is an ancient. moist . smelly corrador looming darl: and ommous ahead
of you.

Piayers should be warned that this is a tinied adventure. You only liave a limited amount of
time to dcal with this problem in the best way you can.

12)

The corrador goes 60 N at 15" wide and then deadends. Only a4 moderate amount of searching
is needed to locate the secret door on the L wall, which is not trapoed or lecked. There 1s a thin
layer of plaster covering the door. whicii citir, s and falls off casily.  Jider the -laster the dlayers

see a heavy wooden deor, with the follewing wording cut deeply mto it

Wipein the beast my tody lics,

MO st romans wWhen tie body el

Ay deatuw’s swilt and was my soul! ¢leased
Yet mw Uowor ramains 1o bold the ecce.
Py peace wd aower onoan elter of stones,
And cursed be ae tiset stirs my bhones.

1)

This ¢orrador is 157 wide and uxtends N end siightly S. for a tetal length og 125°. The corrador
along the N runs 2 total length of 105 ft. ., and i entire length and width of the corrador running
along the north ¥ filled witli pieces of armor and broken wcapons. hundrcds of pieces all strewn along
the ™ length, about one piece deep (not piled up n other words), and afl leading to the door at the E
end of the corrador. Valking is extremely difficult, fighting will be at : dextarity disadvantage of -2,

2Y and 3)

These chhambers are completely cmpty, composed of black volcanic rock’ floor, walls, and caling,
clistening with dampness. The players will only be able to determine all this after they deal with tie
Jreblem which ~omes with these rooms first:  The chamber (2) is 15 by 15 ft.

GIANT RATS {(illusionary) 151D P limitless, AC 8 1 attack Damage: |1 4
6 giant black rats rush out of each of these doors the minuwte they arc opened and immediately
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attack the party. The party is always surprised, the rats never »ause. The rats are illusionary,
so players will take damage from their bite. !n addition, whenever party members stri%e the
rats, they seem to damage the rats. but in {act. the rats will not die because they are illusion-
arv.They will continue to attack until someone in the party declares that he believes these are
an illusion, and then makes a ST on a D2CG. A roll of i4 or better indicates he sincere|u
believes the rats are an illusion, and if Gie informs the other playersythe rats vanish for all.
The damage caused by tihe rats cdlocs NOT vanish, hiowaver.

Dii---Please note, players who declare that thiey are making o ST vs illusion, and tien
swing on the rats anyway, or crouch i a defeastve posturc. ete e, are NOT convinced that
the rats are an illusion, and musi ma’e their ST at -S. Mo racial Bonuses anply to the ST vs
illusion in t:is particular situation.

IMPORTANT-~There is a secret door showii  in rhis corvaclor., sowever it is plastered over from this
side so that tt is extremcly unlil:ely thac the pliyers will find it, and cven if they do, it is barred
from the other side and can only bc orencd from e other sice.

The first player to sincerely decide that the rats are an illusion gets 10 points to fus score. The
{irst ptaycr to successfully make his ST throw (whick may not necessarily be the same character that
comes up with thc wdea) gets a 5 point bomnwus,

3)

This chamber appears to be almost empty at first glancc. except for the very large candle busning
at the back of the chamber. The suandle stands about S ft tall and is about five inches thick. Tt casts
an eerie red glow over the entire chamber, and is setting i a silver candle holder of huge size, weighing
about 300 Ibs. The stone of this chamber is totzlly dry, without cven a trace of dampnress, or mitdew,

As soon as some of the party entcrs the chamber the door slams shut. D' try to entice as
many players into the room as possible. The door slamming shut will auiomatically cut thru any
security ropes or the like which the party may have provided for the sake of safety.

At this point the candle flame leaps much brighter and larger, creating a harsh blazing glare,
and the temperature of the chamber begins to climb steadily, so that droplets of candle wax begin
to flow down the side of the candle, except that the dropicts rapidly become a fast flowing stream
and is actually composed of blood. So much blood is flowing down the side of the candle, ti:at the
room begins to fill up with blood, and will continue to fill at thc rate »f t wo inches every malee
round. The ceiling of the chamber is 11 ft tall.  Inside the room is 25 ft by 25 ft.

The candle itself cannot be cut or harmed by any magical weapon of any %ind. Spelis will
not work against it. lowever, if players use ordinary weapons. they can bcat out the flame and extin-
guish the candle, which will stop the flow or lood. Cutting tire candle in two will not extinguish
the flame. Beating out the ftamc. preferably” sémethmg frard and non-flamable $uch as 4 weapon, a shield
or the like will work. Cloaks,¢flamable materials will catch on fire if brougit ¢losc to the flaming
candle wick, and flesh will take 4 D6 damage if anyone attempts to extinguish it witii his hands.

The door to the chamber cannot be oncened from the inside of tive chamber, since there now
seems to be no handle, &cy-hole or latch. The door s sealed witn magical force, so magical weapons
can do damage to the door, however, every time a blow is struck there is a 10% c¢hanee that the mag-
ical weapon will shatter. The door can withstand 200 pts of damuge inflicted by magical weapons
before the spell is broken and the door {lics open. Ui the outside. from the corrador side, a similar
situation applies, except that if players attempt to nse magical s»ells o it, they will lind that a hearty
resist magic spell has been cast having the following eftect: the first magic spell cast does nothing, the
second magic spcll has only a 50% chance of working, the third spell and all thereafter have a 75%
chance of working. No Knock spell will worl,, in fact. anyonc casting a ¥nock will find that he is
unable to cast the spell on this door. "de doesn’t lose tite spell, it simply doesn't stem to go off.

A simple Bless spell or two vials of holy water sprinkled on the door will break the spell
immediately however, and the door springs right open. Maturally the blood inside also flows out when
the door finally opens, no matter how the party manages it, making a large gooey mess in the corrador.

4)

This chamber appears to be mostly empty. Tlierc is a wooden table at the NE corner, and the
gleam of weapons can be seen from thc door. Players must actually enter the chamber to see what
kind of weapons are in here. The room itself is 20 ft E-i¥/, and 45 ft ¥-S.

The walls of the chamber are painted with hideous scenes of torture and orgies witl: fantastic beast
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The simple board table has four wcapens on it, i battle axe. o2 wlic is inscribed tiie word
“Valor”, a longsword. on which is inscribed the word “Strength’, a mace, on whicl is inscribed te
word ““honor™, and 2 dagger, on wiiich is inscribed the word “lustice.” These weapons agpear to be
extremely well made, with extremely good worlmaasii., gleaming fresa and new on thie table.

T.icse weapons are cursed. Anyonc iilay nich thient up and nandle them inside the room, and
00 1l effect will occur. FHowiver, anyone having the woaponrs [t their hossession who leaves the chiamber
will, two rounds after tiwy leave thie ciimber, be affecied hy tha waaans. e person will feel a
surge ol power. e must make a ST, as vso o wnd, or dlv it . beserker rage, The holder or owner
ol tue weapon will attack the acaresi nther person wis dovs wot ave ome of tie weapons.  “le will
attack at »lus 3 to hit gnd plus 2 fo dinnage. v addticn e Nis aonmal @itac! bonuases, 1 any.  The
bescricer must be Fiocked out cold or ll:d hetore b2 wall ston fir tup, at waich point Lie weapon
will drop from uis grasp. W the heserizess panoge 1O 0B tae other sarty members, thev will then turn
to fighting eacii other, and will attuck —och «tier vt only ol cerson 13 deft. e will go directly and
unhesitantly into chamber 6, witer: he wall jum site e ddter, nd ofusmg Nis weapon, i bladed, into
iis heart, dying on the spot. The wea ons mogically ceaprear o aamber 4 the Mollowing day.  VWith
the mace, the holder witar lay his head on e diter aivd snisst a8 hraias nit onto the alter.

Anyone touching any of these weapons nutsice the room will tale | 56 woits of damage. and
must make a ST vs wand, otherwise they will foll under tie siell of toe weapons, ¢3d two rounds later,
having ricked up tite weapon and claimed it as their 2w, they alse will go into a beserier rage and
try to kill anyone near them and then take thir own life. Tlis curse cven aonlies to clerics, who
will fail undcer the spell of edged weapons if they try to hamdle them, wowever theiy uniamiliarity with
edged weayrons means they fight with it at a normal disadvantage pentahty.

A Protection from Evil srell cast on any of the beserkers will immediately brea! the spell and
tiie person will drop the wcapon and his sanmity will instantly return. A Protection from Evil spell cast
on a non-beserker will prevent the beserkers from seeing or attacking tlic person in any way.,

A}

This chamber is 30 ft N-S, 25 ft E-V/. Thc door is not locked or tranned, and the inside of the
room appears to be a wooa panneled study of some sort. Therc is a pale pini. carpet on the 11oor,
and at the baclk of the chammber can be seen the glint of gold, as from a large pile of gold items, cuyis!
weapons, coins, armor. Anyone stepving irte- the cliiamber ¢t all and crossing over to the goldea noard
will notice that the pile of gold disappcars,as tiic door and room disanpears.

This ciramber is a living organism. her: the door was, is new a vertical slit.  The person or
pcrsons inside the chamber s now knoc-ed down as the living mouth closes over iiim, and droplets of
acid are coming down on him. This acid starts coroding s armor, doing «ither | or. 2" points of skin
damage per round, reflecting the fact that somc parts of tie person’s body are not urofected by armor.
Six rounds later the acid will have eaten tiiru most of tiie armor, so trat 1t is now zssentially useless.
At this point the person begins taking 1 26 damagce cuch round. <1 round [0 the armor is all gone and
titc person begins taking 2 D6 damage per round.

ROO+ CREATURE 61D 1P 45 AC 4 inside

The room creature is very hungry, ar:dd will resist oradding sud L oking to entice victuums inside,
Once inside magic missiles and tie lize con do it damage frem the inside. Flormal torches will be
extinguished whien the mouth closcs on tiie layer(s? inside, however fires couse 1t g let of aggrevation
and pain, Lighting a fire inside tire creatiire, or outside right aext to the place wiere e door was
will create a vielent reaction, so long as the fire 1s & reasonable sized cfiort. something more than two
or thirce torches. Flas:s of oil thrown blazing inside or outside will really stir it up. The creature will,
after a few rounds of a rousing regular fire (hopefully long croug, 10 scricusly damage the victim’s ’
armor at least) will cause the creature to siceze out wiiocver is mside tie creature, catapul ting him
across the corrador at a high rate ol speed, where He will slam into the 7 wall, ta:ting 2 D6 damage in
the process. Anyone in the way when thie cresture sneczes out his food also taizes | D4 as the body

Aurtles past and over l:im, lnockingthz hasless fellow to the floor.

6)

This chamber is 50 ft E-¥/ and 25 ft M-S, The door is neither tocked nor tragped, and the
rcom aipears at first glance to be sheatned with slates ot corroded blac metal. A closer examinaticn,
wtade by players stepping inside the room and looking, will show this to be age bluctcned silver. The
noor is of black stone, and in the center of the chamber is a Liuge black stone block about six feet
square and standing four feet tail. Immediately obvious to obscrvors from the door is the gleaming



cAY LILESN'S CASTLE: Page 19

black and sitver battle uxe which hangs from the S wall. To tie i side of tae stone bloelk is a huge
Cenrlowbhieh cven from the doorway can be scen to be made ovt of salid silver. elaborately carved.

A closer examination ot the stone bloclk will reveal that there are manicals attached to cach of
the four corners around the stone. end channels. biood gutters, are cut into the stone,

“langing on the wall, next to the battle axc, are two loie Knives in ciaboralely decorated leather
sheaths. One of the Xnives is made ef flint,the othor is made of ivory.

The bowl itsell appears to be emipty (altho it is oty ruanrene Landling the weagons, attempting
to remove the bowl, or descrating tite ater, will arcuse that woact is wmsic. the bewl, which will attack
at once:

SHADOW DEHCN 1D 7 HP S0 AC 5§ thy terehlight) 3 attecks  Damage: | D6 cach claw,
i DE hite

The creature is likely to uattacic the parly members whoe aroused him first. Tollowed by tlie
persons ncarest holding torches, In darkness it atticis at +'. and its armor class drops to |
In full light. as in the brightness created by Coutinaal Light, its AT goes up to 8

The creature is immune to cold, fire, Hgstaing, regular light spells cause it 1 D6 of damage.
oer level of the caster. The creature cun cost ¢ speli o Fear with o 30 tt radius, and will do
so if anyone casts light on it, or the odds arc going against it. It can also cast darkness once
per day, but will only do this if’ tiw situation is desperate and it wants t¢ run away.

T I£ PARTY SEES: A totally black. humanoid shape. with batlike wings. long arms with long claws at
the end of the arms, o tail with a barbed point, rising up out of the bowl you thought was empty,
to attack you.

Y
The chamber here is absolutely empty. Therc are nitchies cut into the center of each ef thic four

walls. Eacii nitch 1s four feet up from the tloor and in the shape of a half circle, set into the wall

about four inches deep and twelve inches tall. There is no purpose for these other than to baffle and

confuse the players. The chamber itself is 15x1§ ft.

R

This chamber is 20 ft E-%, and 30 ft M-S, The door is not trapped or lecked. In the center of
tiie ciiamber is a Jarge mound of some sort, a farge lum: made of twigs. vines, weeds, leaves and mud,
Hois gray and green, and smells bad. The mound appears 10 be aboul four fteet tall, and runs diagonally
from one side of the room to the c¢ther, with a faitly large ooening at the end the playcers can see,
which 1s about thieu fect across.

Party members wno do not remember to lcox u,y st the ceiling will be surprised by the huge
spider wiicn will drop down on Lthem.

SPIDER {about 3 ft bady, witl legs extending oniwerdy 4777 P25 AC S 1 attack
Damage: 1 D10 ST vs poisery, or tie oerses Dalls waiconscious and is out of action
for ar least two full days of play. unacle tc (o anvihing tor himsclf and moaning
in agony most of the iinwe.

In addition. there is a ghoul which emerges from beinted the mound tue mwent the spider begins its attack,

GHOUL; HD 2 &P 13 AC 6 3 attacts  Sumage: 1-3 each claw. {-6 bite

Ghoul: attacks paralize victims unless &7 1s made.  Elves are immune .

Tue mound in the center of the chumber is the spider's nest. It will be very difficult to set on
fire due to being made of earth aund weeds aad the like, Fire and smolie will aggrevate the spider and
iy arompt an attack i one lias not been mude yet. If necessary tine spider will leave the chamber to
snatch fresh food. particularly if tiie party members begm using fire oa its nest.

DM Tlote the following attack pattern fer the spider..atter having bitten a persoir so that ne
Cils unconscious, he turns to the next player to attaci  If two players fall unconscious he will wrap
cae of them in web threat (a round or two) and immediately beogin moving the body up to the ceiling
woere it can be stored for future use. ! tine sarty continues 1o attaci, however, so will the spider
dntil it is dead.  QOnce bodies are sccurily attached to the ceiling tie soider will return, and finish off
dinner to the tune of two meals a day.
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This corrador runs 85 ft N-§, and is 14 ft wide E-7/. It i1s damp snd smelly.
10)

This chamber is 25 ft by 25 ft. The door or the M (s not lociked or trapped. Thc room itself
has piles of molding, decaved wooden wrechage argund 1o vealls of the room. Seme of tiiis was prob-
ably furniture at one time. There are assorted legs. bro' on {furgiture pieces. leaves, and moldy remains
o. guink that can’t be identitiect.  Searching this mass will reveal antning of any calue.

There is an obvints door on the wall, and Geere §s advo o Secrer door on the T wall, except
that it isn’t secret any more.  Water dampage has ovthned e door cleerly, avul vart of the wood is
warped and bulging at oie comer so it can be luinly seen by anvone.

11

) The siort hallway that leads to room 11 is 10 it wide M-8 and 85§t loag E-¥W. Room 11’s
door is neither Jocked nor trapped.  Inside the chamber is 13 1 P und 35 ft &%V, Taere are rusted
scraps of metal ail over tlic floor of the roony, sword saards. hizs of chiain, crusied kitchien utencils,
broken knives and the like. A pile of moldy. water logged woodim wrechage i tire SE corner indic-
ated what may nave been furniture at one time. There is a deep firepit on the Y end of the room
which is about two feet wide, brick hned, and goes dowi inte the iloor about five feet. It is filled
with soggy ashes and dirty, and nothing clse.

12 thru 16)

Each of these werc evidzntally prison cells of some sort. Each is 10 ft wide and [5 {t dceo.
i#ioss and mold cover the walls of each chamber. Fach has an iron bound deor. which were probably
massive and substantial at one time, but rust, age and water damage nave caused most of them to sag
and warp very badly. Each door is locked, but a strength of 1S, in any combination, can casily ick
or spring them open. The locks of each cell is rusted completely shut and cannot be picked.

Inside cell 14 are the skeletal remains of five itumanoid risoners which are stacked in a heay
in the center of the floor, making an unwhole.some looling mound. Examination will show that
some of these were apparently brutally torturcd. as shattered, spiit bones, dislocated limbs and other
evidences remain behind.

17

This room is 20 ft N-S and 30 ft E-3. Tie door here is locked but not travped. Tlie room
appears to be sparsely furnished. There is a huge chest against the N wall, which is about 4 ft long
3 ft tall and 3 ft wide. It has an inset lock. 1t is focked. but not tranped.

There are chairs in each of tiie feur corners. Players entering tiie room will see two figures
rising from behlind the chairs at the St and SV coroers of the room. These figluires move slowly, and
have a dried out, gaunt look about them. Tuey cre, in lact, zombies. Fach carrivs a club i hand,
and will slowly agproach the players, shaking their heads and waoving their arms and their clubs, indic-
ating not to touch the chest. These creatures will not harm the players in any way unless they are
physically attacked, in which zasc they will fight back. They will g¢ to the chest if possible, standing
in front of it and try te prevent the players from touching the chest without harming them.

ZOw:BIES H® 3 HP 18 AC 7 1 attack  Damuge: | D26 withh club
These zombies may be turned by any cleric who males his roll, wich is pretty low here

Players opening the chest will notice a suit of armor inside. One round liier the armor springs
up and the players see that it i1s a sikeleton in armor, with 4 long sword in its wand,  “fe will immediat-
ely step out of the chest wiile attacking thie closest darty ricmber. i attacked wiile still in the chest,
hie will make every effort to get out ol the cnest. As soon as onc skeleten leaves the chest, another
one begins to rise u;y after iuum. It takes threc rounds maxmum for a skeleton warrior to rise up
out of the chest and step ovt. Unless the chest is closed. an endless susply ol the skeletal warriors
will form and move out of the chest, uantil tiiey physically fill every inchi of space in this room, and
all hallway space and every other bit of space tire plavers leave open doors behind them.

SKELETAL WARRIOR WD S 4P 39  AC 4 (chain and shield} 1 Attack  Damage: 1 D8
with long sword
Note that this is a S =D skeleton, and as such he is cguivilent to a wraith on the turn tables
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I the zombies have not been turned or destroyed, they will turn and attack the skeletal warriers
as well,

3in Note--remember that poinied weapons suci. as swords oilly do | »t of damage zgainst skeleto:
warriors. plus approvneriate magic bonus. Blunt weapons do [uil regutar damage. Also remember that
clerics must hold their holy symbols out in front of them to turn wid "old the undead. The skeletal
warriors automatically try to go around and belund to attack cierics.

There is a secret door nn the N wall of the chamber near the M3 cormer.

18)
These passages are all 10 ft wide. Thce passage inbeled 8 runs 30 ¢ 520 and the E end of the
passage goes 85 f't N-S. These passages are also danind und smelly.

19)

: The door to this room is not locked or tranvsed. but it does seem 1o be jammed. The chamber
itself is 20 by 20 [t. A combined pnysical strength ot 19 or betier can foree tiwe door inward, 1n a
crunching rush, after which a huge mountain of hwmes wads will »our out the door onto e players,
blocking up most of the corrador.

These heads are all fresh, with bloody gapping stumgs, glaring 2yves and faces with expressions.
All the heads have been ripped. not cat, oft the neck of cach bedy by sheer brute force, leaving assorted
guts and gore. These heads arc huwman, tali” elf, half orc ond the like. it the party stops to count they
will tind one hundred and sixty heads heru. about the same number of 2odak’s band of mercanaries.
Behind the skulis in this room is a large neat stacc of left hands, also ripped off the bodies, not
cul. 3eyond that is a smali stack of horse blankets, thirty of them. There is no significence to the
blankets at all.

'0)

The door te this chamber is polished, lagquerad brass, gleaming as bright and new as the day it
was installed. Inside the chamber, which i1s 20 ft wide E-*/ ond 35 ft N-S. The door is neither locked
nor ftrapped.

This room is completely waterlo®ged. There may have been a deep, rich red colored carpet on
tins floor at onc time, now it is a soppy mound of molding fiber. Tic entire room is bathed in a soft
areen light which seems to spring from the walls and ceiling, and casts a swirling transluscent pattern
about the room. At the NW corner of the chamber is a graitite pedestal on which sits an odd, elon-
gated crystal skull, shimmering in the greca light. The eyes arc dark red swirling pools.

Players who enter this room will discover riiat tie skull speaks. It will say, in a loud voice,
“SPEAK! SPEAK TilE "VORD OR DIE THE DEADY <the word. in case anybody should be so
lucky, ts Chaos. If this word is spokein vmvmediately. the shatl will give thic person whio spoke the word,
and only that person, any information e desires cxcept witere the bunal ci:amber of Lord Roff might
be. Ye can tell them what monsters and problems to anticipate, and vew to deal with them,

if tire person or persons inside the room do net answer the chailenge cwickly, eacli player must
make a ST as vs a wand, or fall under the power of the stall. The skull then speuls again, “GIVE T'E
BLOOD SLAVE! 1 1.UST *MAVE 3LOCD MO¥WLT The nlayer wader fus control will aitack and try
to kill the party member nearest him. and it successiul. iic will dre.sf the skull with warm blood.

If the other players run away and leave the haniess mdividual under the control of the shull, the
skull’s next command is fort the player to comnit suicide by shashing his wrists and let his own blood
pour over the skull. Another ST applies herc to see if' tiie player is willinug to do tiis.

" Players who have stepped inside cnough to activate tic skull and then decide to leave before
answering the question will find they canaot escape so casily. The ohantom figure of the skull immed-
iately appcars in the hallway before them and again demunds tihey speak the word. If they cannot
answer the guestion, tiiey must make a ST as vs paralization or fall under the skull’s control. if the
character under the control of the skull is subdued and knocked tinconscious, the skull loses its power
to dominate him. This also applies to characters wike are knocked wiconscious inside the room itself.

N

This passageway is 10 ft wide and runs 55 ft N-S, with the N leg of the passageway also 10 ft
wide, and running a total length of 30 ft E-Y, The entire corrador is lit by a pale greenish light that
sceims to spring from the walls and ceiling,

g
4503
This open room is 20 ft E-%/ and 15 ft N-S. Immediately appareat is the figure sitting against the
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west wall, with a thin golden necklace around his neck. There is a 15 it length of golden chain that
chains this figure to the wail, but the plavers will not be able to sec that, zad they may not be able to
see the golden necklace at first cither. This figure ~will attack anyonc who enters the arca.

GHAST HD S AP 34 AC'4 3 uttack  Damage: ! D34 cach claw, | D8 hite

At hit by the ghast paralizes as a ghoul, ST anplics. ¢lves are inumune to tiis paralization.

Therc is an unusual stench abeut the creatare. strenger even than the rest of the temple, so

that players must make 5 ST and i they Tais thiew gre chociang ozl suzing and fight at -2 on
t =

thetr attaclc rotls.

The ghast is primarily a diversion here.  Siectly across e ares on the & wall is zn obvious door.
Whenever a combined weiglit of 400 o mcre povieds 18 o s toar, it hezins o sii's, rapidly.  The
ghout weighs 155 pounds. other plaver weights ore oicd on ne sneets, Seoerally two players and the
giroul on the tloor will send it carcening dewnwascl. i the players rush three in to figat it. so much the
better. The floor will sink 60 ject dewin with the combined weight of at least 400 pouiids on it, with
each additional 5@ pounds of weight it goes down anoiaer ten ect. 1o a maximum depth of 100 ft.

The walfs of this pit area and also the wille siice this om wre made of soapstone, which is not
immediately apparent in the pate green light, until somsone tries tw climb the walls and finds it to be
exceptionally impossible. A Sth level thief has caly aboui a 20% chance of climbing this material, and
a ciimb wall roll should be made every ten feet to see if he still continues to hold on.

The ghast does not go all the way to the bottom of thw level with tiw players. s fifteen It fhe
chain leaves him dangling in the air on the ¥/ wall as the floor descends. Pulling strongly on this chain
will causc the floor to rise again. Characters who, for example, kili the ghast, and rope his body to
climb up will find that their weight on his body and ciiain cause the {loor to rise. The floor itself will
rise naturally. an inch or so cvery two hours. Players do not “now this.

It is possible, with dilligent work, to hammer spikes into the wall and slowly umalic a rope support-
way over to tire door on the other side of the pit. This however takes a great deal of time, and the
DM should roll every spike for the possibility of falling to the bottom of the pit. Even if the players
tie ropes around the person hammering in the spikes, if he slips and falls he may not fall to the bottom
of the pit, but he surc will swing back on that rope nendulium and smash against one of the pit walls
which is good tor citirer one or two D6 worth of damage, depending on how abrupt the slip® was,

23)

The door here is not trapped or locked. The c¢hamber itself is 20. ft E-V7 and 30 ft N-S. The
room is damp, but reasonably clean. The players can see a raised stone block in thie center of the room,
and off ts the W. on the floor, is a wooden coffin, a spilled mound ol becifies ind o beautifully made
battle axe aearby. '

If the players replace the bones into the coffin, and the coffin anra the stone. and place the
axe onto the bones, they will have solved the problem. The monsters will vanish, t.iere will be a0 more
evil manisfestations in Lady Eileen’s Castle. and all will be well.

At this point Dix, SHUT UP! Do not tell the plavers they huve succeeded. ™ ost players expect
a flask of lightening and thetr own persoif'god to asscind trom the floor to <hake thetrr hand and con-
gradulate them on completing their sacred mission. &0 MOT tell the slayers they have suecceded in
their inisston.  Tell them that nothing .a:pens. aad let events taice thcir nutural course.

When players do not get the 7 ystic Sign Froam the Gods, they will begin thinking about other
things to do, such as stealing the battle axe, moving thce boies aronnd. or kifling othier players. Some
or all of these things are going to happen. and thc 7 siould ler them. This is a test ot playing abil-
ity and one of the playing abilitics being tested is iniclligence and judgement. Good players will re-
place the bones,thc coffin and the axe, and leove rhe dungeon, checiing back a day or so later to see
if anything is amiss or therc arc still monsters roaming abour. They may check rooms as they leave,
and if they do they will find that all of the extrodinary creatvres and magical contraptions in the
various rooms are gone, and that thcy can loot what remains {which is not muciy if they desire.

if players do not replace everything exactly as it siiould be. or try to take the axe with them,
they will run into the following creaturc in chamber 17 waiting for them. !f they have posted &
guard in chamber 17, then it is waiting in the corrador outside chamber 7.

CRYSTAL WARRIOR HD 12 Ji? 40 AC 2 2 attacl:s  Damage: 2 D6 for each claw
pincher hands.
This creature can only bc hit by magicai weapons wiich are +1 or better.  All edged weanons,
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including magic. weapons {except for Lord Roff’s axe} have a 10% chance of breaking
cacit time they strike the crcature. Lord Roff’s magic axe acts as a +2 weapons, and is
+3 against undead creatures. in addition, the crecature has a 25% natural magic resistance
against spell magic.

THE PARTY SEES: A man-sized humanoid sha; o creacare which seemms to be made oat of fasceted
rock crystal, with glowing red cyes. and boag cmcher clrw arms,

If the party sorvives this, they 1y hase the doagesa without discovering crother monster in
the halls (incurring a penality for leaving the tons oie dorving o adventucey,  tdowever monsters wilt con-
tinue to appear i the main castle (Gick one tyon: thw kei pnge of tae olimindsy tournament) and wiien
they return to the temple area, they “vill noe? i ol owing creatures,

SPECTRE ™D 7 +3 M2 50  AC 2 'anve™  Dareoge: D8 plus its touch drains 2 levels
of experience trom ary characier touciied. +1 or better weasons wre required to
hit this creuture. It is nnmmaw to sleen, chiarm. Bold, or cold based spells.  “oly
water does 2 D4 dumage per vial, and a rase dead ~pell will destroy it unless he
makes a 8T vs magic. Any chavacter totally drained of levels becomes a hali
strength spectre under tiie contiol of the attacling spectre.

FIRE ELEHENTAL HAD 12 1P 70 AC 2 | attack  "amage: 3 D8
+2 or better weapons are teeded to hit this monster. The touch of
the elemental sets fire to alt tlamable matcrial near by.

All the chambers of the temple arca will be as thcy tound them before, except they will be
restocked with the creatures and the evil magic manisfestations they witnessed before (except for the
spider. Place the firc elemental in the spider chamber, which is room 8).

If the party still hasn’t figured things out, they can leave again, incurring a penality for doing
so. and the next day, another monster appears in Lady Eileen’s castle, and if they go directly to the
temygle arca, they find two morc creatures waiting in the halls to attack them:

GHOST HD 10 HP 70 AC 0 1 attack Damage: ages humanoid creatures 10 to 40
years. Uses a magic jar spell on intended victims. If it fails its magic jar spell
it them becomes semi-material, giving it armor class ® so it can attack. In this state
it can only be hit by silver or magical weapons. Spells for attack ogainst a ghost
work only if the attacker is on the etherial plane. Thc mere sight of tiis creature
ages 10-40 years and csuses all charocters to tlee in terror for X D6 rounds unless
a ST is made. Clerics 6th level and above are immunc, charzcters above 8th level
add +2 to their saving throw.

SALAMANDER 1D 8 il 64 AC 5/3 7 attacks  damage: i D8 +1 wfsword, plus
heat damage for | D6, plus il coi! for 2 26
Plus 1 weapon or better tz hit, the human life upper body of the
creature 1s AC 5, lower tail nart is AC 3

#ost of these creatures will :ill tive average varty with no great difficulity. Thwe erystal warrior
will probably account for most parties. Again, it is important for the D¢, to let the players make their
own decisions and let them play the adventure to the erd. After they have left the temple arca, let
the vplayers tell you they have completed the adventure or befieve it is complete. or let them go back
into the temple and discover for themscelves that there is nothing out of the ordinary there, if they
have replaced coffin, bones and axe as it should be. At that poiiit tell the plavers that they secm to

have finished the adventure off completely. and note the time. If they inive nolreplaced the coffin,
bones and axe as it should be, the adventurc is not complete, until the players either die off or figure
out wiiat they must do. After they have replaced the remains onto the nedestal. they still must leave
the temple, and come back the following day to make sure that all 1s well with the world, and only
after they have done this shouldyou inform them that tihe adventiire is completed.
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reoatinued trom page 15) ,

The D should also be aware of the role »laying vossibilites tn this situation. Lln the pliminaries
and again in the introduction to this final part of the adventure, it is clearly stated that tiiwe players are
all friends. 'When the players eneounter the last chamber. and e magic flash: of lightring occurs telling
them all is right with the world. the concent ol (riendship may break down. ¢ may breals down even
belore the players get to that stage. Mavers nway begin te thinll about killing off other olayers. Wlen
this happens, watch for it, and watch for the peosle who instigete sucl wctions. illing off party mem-
bers.attacking other party micmbers except vinddes ofte dinery circtanstances, Jamages the possibility of
titc massion being completed successfully.  Use seurbaost judevment, bui geaceally speaizing, people who
iry to double-cross the party and &ili ol¥ party nemieers, wivilior successiul or not. take a 50 point
penality of £ their scores if the mission s 1o compleie.

After the bones and ax: bLave been oo doced or ot chiembar 230 harty members may start the
process of Killing each other o/ for asscrtec voasess ot their own. 10 vhey (hiink they have completed
their mission and try to double-cross the pariy. ticy neur o 25 voint ponclitv, Party members defend-
ing themselves from attach do nrot incur wir penahity, and neitzer should o« party member who convinces
the party to settie alt ditferences after they leave and thien Kills 5 wstrigator ot unrest as a parting
shot,

It is likely in many cases that the party will bicak down alter room 23 into ¢very man for him-
setf. and if there seems to be cqual blame all the way round. witch tor tire survivors and forget those
who fall to thie wayside. fowever, it should be stressed again, conmpletiag tihe mission successfully s
more important than anything cise here.  Acquiring masses of treasure is not the primary consideration.
Solving the problem is.

It is »ossible for good players, paying attention to what they arc doing, and playing carefully, to
oreeze right thru this adventure, and not take a singie loss. It has been done wn the play tests, and it
migiit be done in the actual convention piaying of the adventure. In such cases there is a 250 point
honus for the party that accomplishes the mission and takes no loss of ciiaracters along the way. In
addition, any varty which completes tiic mission successfully before the time limit is up gets a one
roint bonus for every minute they finish under the time limit to their scores.

Your judgement, Mr DR, of who the best nlayers are counts i the final analysis. After the time
is up andfor the adventure is over, have the players vote for the best player on the table, and you make
your own personal vote. The player vote counts tor 100 points added to the player’s scores, and your
vote counts for 150 points added to the player’s score. [n most cases your choice and the player
choice will be in agreement. [n some cases failure to complete the mission may »reclude the best
player tor the tournament coming from your table, but take the vote anyway, and total up all the
other point variables, so that you can compare notes with the other Di's after the event to select the
grand prize winner.

Before the finals begin, inform the players that they bave cight bealing potions among thiem, one
for each player. and also onc scroll of lmiproved Raise Dead. The tealing potions do 1 D8 of healing,
while the Improved Raisc Dead Scroll will raise any dead player buclt up to life and to full hit »noints
immediately, and with no walking wounded penality. In other words, after tixe scroll s used, the dead
person is back to normal and able to function fully and normally.,  Taese are the only extra magic
items, beyond what is written on the plavers character sheets wiich they get tor this part of the
adventure.
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