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ity of the Spider Queen is a FORGOTTEN

O REALMS® adventure presenting a substantial

quest into the deep Underdark of Faeriin.

Against the background of civil war among the drow, the char-

acters must halt the onslaught of an army of undead created
to exact a terrible vengeance upon the surface world.

Encounter Levels: Cizy of the Spider Queen is designed for

a party of four characters who begin the adventure at 10th

level. The characters’ long quest should offer enough experi- *

ence to bring them as high as 18th level by the conclusmn of
the adventure

prep aration

You need a copy of the Player’s Handbook, the DUNGEON
M ASTER’s Guide, the Monster Manual, and the FORGOTTEN
REALMS Campaign Setting to use this adventure. Some mon-
sters from Monster Compendium.: Monsters of Faerin also
appear in this book, but their complete statistics are given in
Appendix 2. If you prefer to use monsters from the Monster
Manunal, appropriate monster substitutions are suggested in
Appendix 2 as well. Several NPCs in this adventure have pres-
tige classes that are detailed in other books. These books are
not required to run this adventure, since all pertinent statistics
and abilities for these NPCs are included in Appendix 2.

Text that appears in shaded boxes is player information,
which you may read aloud or paraphrase as appropriate. Text
in sidebars contains important notes for the Dungeon Master
(DM) and background campaign information. Monster and
nonplayer character (NPC) statistics are provided with each
encounter in abbreviated form. Full monster statistics for
standard monsters are in the Monster Manual or the FOR-
GOTTEN, REALMS Campaign Setting, while statistics for new

or unique monsters are provided in Appendix 1 and Appen-

dix 2 at the end of this book. You should review all these sta-
tistics before the game starts to refresh your memory of the
creatures’ abilities.

=

Adventure
Background

Lolth has fallen silent. : .

Fach midnight, the priestesses in their darkened chambers
send their pleas to the Demonweb Pits, but they receive no
answer. They gain no spells. They hear no reassurance that
Lolth has not abandoned them, still watches over them, or
even remains alive.

Many priestesses. remain firm in their faith. In their minds,
it 1s perfectly logical that Lolth would test them this way,
withdrawing her presence and observing whether her followers
remain faithful. In most cities of the drow, life goes on as
normal. Not so'in all cities, however.

In the Underdark city of Maerimydra, Lolth’s slackened grip
on the drow has brought about utter annihilation. Initially, insur-
rection, unrest, and the unbridled ambition of the city’s archmage,
Duneth Wharreil, weakened Maerimydra and-led to its fall at the
hands of an invading force of goblins, ogres, giants, and demons.
Led by the fearsome half-fiend fire giant Kurgoth Hellspawn, the
invaders sacked the city and slaughtered most of its population,
drow and slaves alike. From his Shattered Tower, Duneth greatly
aided Hellspawn’s onslaught and brought about the fall of many
drow strongholds and redoubts.

Duneth and his barbaric allies were not alone in their
hatred for House Chiimavh, the ruling house of Maerimydra.
Worshipers of Kiaransalee, the drow deity of death and
vengeance, took advantage of the chaos to seize control of
Castle Maerimydra, home of House Chimavh. Under the lead-
ership of Irae T’sarran, an albino drow priestess, the
Kiaransaleen overthrew the last bastion of Lolth-worshiping
drow. While Kurgoth’s troops burned and plundered the city,
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Irae T’sarran struck against Duneth, killing the archmage and
casting down his tower. Then, at the direction of her evil deity,
the priestess gathered her living and undead servants in Castle
Maerimydra and summoned Kiaransalee’s Undying Temple to
the Material Plane. _

Although most of Maerimydra’s drow were killed or en-
slaved, small bands of refugees escaped into the Underdark.
One such group fled toward Maerimydra’s former outpost at
Szith Morcahe, located some 100 miles to the southwest. Irae
T’sarran’s agents (including her son and daughter) pursued the
fleeing refugees to Szith Morcane with instructions to discover
whether the Lolth-priestesses in the colony had been similarly
robbed of their spells, and—if possible—to seize control of
Szith Morcane. These agents quickly accomplished both mis-
sions, flaying the priestesses of Lolth and transforming them
into quth-marens, hideous undead servitors. Inspired by their
new leaders, the drow of Szith Morcane have begun making
raids on the surface, primarily on the lands of Daggerdale,
almost directly above the drow outpost.

Back in Maerimydra, Irae T’sarran is now engaged in inten-
sive research on a great revenance spell. Guided by Kiaransalee’s
divine whispers, the priestess prepares to use the potent nega-
tive energy of the temple in conjunction with the new spell to
simultaneously animate the thousands of fallen drow, goblins,
ogres, and giants in and around Maerimydra into a single horde
under her command. The magic Irae studies would raise a
vengeful legion of revenants in full possession of their facul-
ties, but slaved to her will. Irac has already savored the first
sweet taste of the vengeance demanded by her deity by destroy-
ing the Lolthites of Maerimydra—now she dreams.of fulfilling

the age-old dream of all drow and exacting revenge against the *

peoples of the surface world.

Adventure outline

The adventure begins as the player characters investigate a
number of recent drow raids on the surface in Part 1. Their ex-
plorations lead them through some ancient crypts in the
Dagger Hills to the caverns of Szith Morcane, a small drow
outpost originally founded by colonists from nearby Maerimy-
dra. In Szith Morcane, the characters discover a thriving cult
of Kiaransalee. The cult has taken control of the outpost,
flayed the priestesses of Lolth, and spurred the natives of
Szith Morcane and the refugees from Maerimydra alike into
renewed activity against the surface world.

At the heart of Szith Morcane, the characters find a
tunnel leading off to the northeast, toward Maerimydra. In
Part 2 of the adventure, they must travel through roughly
100 miles of Underdark tunnels, past numerous dangerous
regions, including the Lake of Shadows, the Wailing CIiff,
and Vournoth’s Mire. Battling past the evil denizens of these
tunnels, the characters eventually make their way to the
ruins of Maerimydra.

In Maerimydra, in Part 3, the party finds the drow city in
ruins. The remnants of the army of Kurgoth Hellspawn have
overrun the cavern. The cult of Kiaransalee still defends the
last redoubt of the drow city, bolstered by large numbers of
undead. Irae T’sarran’s summoning of the Undying Temple
created serious local corruptions in the Weave of magic. The
bulk of the adventure takes place in the ruins of Maerimydra

(the City of the Spider Queen) while the PCs fight the living
and undead servants of Irae T’sarran, as well as the remaining
invaders of the city.

Part 4, the climax of the adventure, occurs in the Undying
Temple, Irae T°sarran’s sinister fane at the top of Castle Maer-
imydra. Built partially in the Material Plane and partially in
the Ethereal Plane, the temple sits at the center of a large and
expanding area of disruption in the Weave. Within this strong-
hold, the PCs battle Irae’s fiendish and undead minions and
finally the priestess herself.

character HOOKS

The default hook for this adventure has the characters becom-
ing involved because of the recent rash of drow raids in the
Daggerdale region. The PCs may be asked to stop the raids by
some higher authority (such as Randal Morn or some Harper

‘higher-up), or they may be lured to investigate for more per-

sonal reasons. If any of them have family or holdings in Dag-
gerdale, those could be the targets of drow raids.

If your campaign’s activity centers somewhere other than
the Dalelands, you can move Szith Morcane to that location,
draw the characters in through drow raids in that area, and
connect Szith Morcane to the-Deep Wastes and Maerimydra
through a portal. The adventure assumes you are making use
of the Daggerdale setting.

Another option entails a rather different campaign style.
The novel Dissolution by Richard Lee Byers and the remaining
novels in the #ar of the Spider Queen series follow the actions
of a group of Lolth-worshiping drow from Menzoberranzan
in the wake of Lolth’s sudden silence. This adventure works as
well for evil drow characters as it does for heroes from the sur-
face, though their motivations are completely different. If this
kind of campaign appeals to you, the characters could be drow
from Menzoberranzan or members of House Jaelre in Cor-
manthor sent to Szith Morcane to learn what they can about
the rumored destruction of Maerimydra. Finding the clerics of
Lolth slaughtered and transformed into undead, the player
characters (assuming they remain loyal to Lolth) might feel
compelled to destroy the Kiaransaleen drow and track down
their leader in Maerimydra.

Bunhing the
Adventure

Descending deep into the Underdark to confront powerful
drow villains in their own demesne makes for an extraordi-
nary adventure. You will want to address several unique com-
plications inherent in this adventure in order to make the best
use of the plotline, the villains’ capabilities, and the features
of its unusual setting. Faerzress, the magical emanation
common throughout the Underdark, scrambles teleportation
magic. The villains have powerful spells they may employ
against the heroes once they become aware of the threat the
player characters pose. Finally, the heroes will have to balance
the use of time to rest and re-equip against the advance of the
villains’ plots..
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raerzress and the undecdarck

The Underdark of Faeriin is suffused with a magical radiation

that the drow call fzerzress. A remnant of the mighty forces

that shaged the terrain of the Underdark, faerzress distorts
and interferes with certain types of magic. In the context of
this adventure, faerzress has the following effects:

* Each Scry check made for scrying on a target
located within the Underdark (as opposed to checks
made to detect magical sensors) takes a —4 penalty
because of the interference of faerzress with
divination magic.

* Transmutation (teleportation) spells and effects
such as zeleport, word of recall, refuge, and even tele-
port without error do not work reliably over distances
greater than 1 mile when either the origin or the desti-
nation is within the Underdark. A character who casts the
teleport spell or uses an ability that duplicates the spell must
make a Spellcraft check (DC 35). If the check is
successful, the spell works properly. If it fails, the
teleporting character automatically suffers a mishap, just as
if he had rolled 100 on the table in the seleport spell descrip-
tion, followed by an “off-target” result.

Illustration by Robert Raper

A character using a normally infallible form of teleportation
magic (such as word of recall or teleport without error) must

Symbol of Kiaransalee

make a Spellcraft check (DC 25). If the check is successful, the

spell works properly. If it fails, the character suffers a mishap

and an off-target result as described above.

The effects of faerzress on spells are not widely known among
surface-dwelling characters. Before a character attempts a spell
that would be affected by the Underdark’s magical conditions, you
should allow the caster a Knowledge (arcana) check (DC 25) to de-
termine whether the character happens to know about hazards of
which the player may not be aware.

The effects of faerzress apply to Parts 2, 3, and 4 of the ad-
venture. The Dordrien Crypts and Szith Morcane in
Part 1 are simply not deep enough to be immersed in

the dangerous magical aura.

Keeping Track of Time

Because getting into and out of the Underdark can be
challenging, a party of characters may find it difficult
to rest or-re-equip during the course of this adventure.
Once the heroes embark on their journey into the
depths in Part 2 and begin exploring ruined Maer-
imydra in Part 3, a return to the surface becomes
less and less practicable, at the same time that Irae’s plans
begin to accelerate. The adventure is paced so as to afford the
characters a couple of retreats for rest and re-equipping during
the latter stages of the adventure, but the heroes can’t afford
to do so every time they might want to: It’s a good idea to keep

kiaransalee (pemigod)

Lady of the Dead, the Revenancer, the Vengeful Banshee,

the White Banshee g

Symbol: “.Female drow hand wearing silver rings
Alignment: Chaotic evil

Portfolio: Undead, vengeance,

Domains: Chaos, Drow, Evil, Retribution, Undeath

Favored Weapon: “Cold Heart” (dagger)

Kiaransalee (kee-uh-ran-sa-lee) is the drow deity of both
vengeance and the undead. She is cruel, twisted, and .con-
sumed by thoughts of vengeance against Lolth and every
other deity and mortal being who has wronged her.
Kiaransalee descended into madness long ago, but she retains
her twisted cunning and prefers to solve problems herself
rather than trust someone else to execute her plans.

Kiaransalee’s church is made up of secretive clusters of
drow within larger drow communities, plus a handful of in-
dependent enclaves. Her clerics are agents of vengeance,
plotting revenge on those who have slain, harmed, or in-
sulted the priesthood in any way. They also regularly go out
on missions to kill others and animate their corpses.

Clerics of Kiaransalee pray for their spells at midnight.

- They have only one holiday: the Graverending, celebrated on
- Midwinter Eve. On this unholy night, every cleric of

Kiaransalee animates as many undead creatures as possible,
* sending them into the world to wreak havoc upon theliving.

Besides this annwal macabre celebration, clerics of
Kiaransalee observe minor devotions every month.

History/Relationships: Kiaransalee was once mortal, a pow-
erful drow necromancer-queen on another plane. Her unholy
experiments. provoked her husband to curse and banish her,
and she fled into hiding with a cadre of undead servitors. She
continued her grisly work in secret for centuries before raising
an undead army to exact vengeance on her husband, leaving
all the inhabitants of her home realm dead in' her wake. This
act of all-consuming destruction' secured her place among the
immortal deities, and she has chafed under Lolth’s rulership
ever since. Her first significant advance was her murder of the
abyssal lord Orcus, which granted her a brief taste of inde-
pendence from Lolth’s tyrannical control. Her activities on
Faerun have earned her the enmity of Dumathoin, Kelemvor,
and Jergal, while securing her alliances with Malar, Hoar,
and Velsharoon.

Dogma: Death comes to all, and cruel vengeance will be
exacted on those who waste their lives on the petty concerns
of this existence. True power comes only from the unques-
tioning servitude of the once-dead, mastéry over death, and
the eventual earned stature of one of the ever-living in
death. Hunt, slay, and animate those who scorn the Reve-
nancer’s power, and answer any slight a thousandfold so that
all may know the coming power of Kiaransalee.
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a record of exactly how long the characters take to proceed
through the adventure. You may, of course, alter the following
timeline to challenge your players in a suitable manner. Day O
marks the beginning of the player characters’ involvement.

Day Event

D-60  Lolth falls silent; her clerics stop receiving spells.
Several powerful houses of noble drow in Maerimy-
dra 1mmed1ately begin an awful bloodletting.

D-55  Duneth Wharreil, Archmage of Maerimydra, se-
cretly contacts Kurgoth Hellspawn and persuades the
half-fiend to come to Maerimydra to support his
seizure of power.

D-35  Kurgoth Hellspawn attacks Maerimydra.

D-30  Irae T’sarran slaughters Lolth-worshipers in Castle
Maerimydra and claims it as her seat.

D-25  Irae T’sarran destroys the Archmage of Maerimydra
and throws down his tower. She begins researching a
great revenance spell to raise her-undead army.

D-15  Dorina T’sarran overthrows the ruling house of
Szith Morcane and takes over.

D-10  Irae T’sarran casts zziracle to summon Kiaransalee’s
Undying Temple to Castle Maerimydra.

D-7 Dorina orders a raid into Daggerdale, during which
drow attack several farms.

D-5 Members of the drow band described in D3 of the
Dordrien Crypts are killed as they try to escape to
the surface from Szith Morcane.

D-3 Dorina orders a second raid.

D+0 The adventure starts with the heroes being asked to

investigate the Dordrien crypts.

D+6 The drow launch a third raid if Szith Morcane has
not been attacked. Refer to the Raiding Party de-
scription in this section.

D+10  The Weave corruption described in Part 3 grows to
cover all of Castle Maerimydra.

D+15  The drow launch a fourth raid if Szith Morcane has
not been attacked yet. Refer to the Raiding Party de-
scription in this section.

D+30  The Weave corruption described in Part 3 grows to

! include the cavern of Maerimydra.

D+50  The Weave corruption expands to include everything
within a 20-mile radius of Maerimydra; surface
dwellers notice. Patrons or associates of the player
characters contact them to describe the effect, ex-
plain that it continues to expand, and urge them to
accelerate their efforts. :

D+60  The Weave corruption expands to include everything
within a §O-mile radius of Maerimydra.

D+65  Irae successfully concludes the research on her great
revenance spell.

D+68  Irae casts great revenance and raises an army of sev-
eral thousand revenants. Kurgoth Hellspawn’s army
is destroyed.

D+70  The Weave corruption expands to include everything
within a 100-mile radius of Maerimydra, including

' Szith Morcane.

D+75  Irae’s army emerges from beneath Haptooth Hill
and ravages Battledale. '

D+85  Irae’s army moves into Featherdale.

D+90  Irae’s army moves into Tasseldale; the Weave cor-
ruption expands to a 150-mile radius. It expands by
50 miles for each additional twenty days that pass
from this point forward.

Aided by Harper agents, Archendale, Deepingdale,, and Mis-
tledale unite to confront Irae’s first horde and stop the depreda-
tions at about D+100. This action culminates in a terrible battle
in Arkhenvale at D+120. The undead army is defeated, but at an
awful cost; many thousands of Dalesfolk die, and three of the
small Dales (Battledale, Featherdale, and Tasseldale) are virtu-
ally depopulated by Irae’s scourge. Worse yet, unless Irae and her
Undying Temple are destroyed, she simply gathers the valiant
dead who fell stopping her initial invasion and animates them,
starting the cycle of destruction again a few months later.

The D+50 event offers an excellent chance for you to have
an NPC known to the characters contact them and urge them
to redouble their efforts.

resting and re-equipping
Obviously, the Underdark offers few safe places in which to study
new spells, sell or buy magic items, or engage in item creation.
Dagger Falls and Hillsfar provide such services, or the characters
can look elsewhere.

DAGGER FALLS

Dagger Falls is located only 10 miles from the Dordrien
Crypts and its hidden entrance to the Underdark. It takes a
party of adventurers on foot about 5 hours to hike the distance
along a wide, dusty track. On horseback, it’s about a 2-hour
ride. Dagger Falls is close, but it is not a very large community,
so it of fers few p0551b111t1es for high-level characters looking to
acquire expensive magic items.

W/ Dagger. Falls (Large Town): Conventional, AL CG; 3,000
gp limit; Assets 420,600 gp; Population 2,804; Isolated
(humans 92%, halflings 3%, dwarves 2%, half-orcs 2%).

Authority Figure: Randal Morn (Lord of Daggerdale), NG
male human Rog4/Ftr6.

Important Characters: Tunfer the Stout, LG male human
Clr9 of Tyr (highest-level cleric in Dagger Falls and advisor to
Randal Morn); Dulwar the Leatherworker, NG male human
Rog9 (spy for Randal Morn); Shevaril Starcloak, CG female
half-elf Abj8 (wizard advisor to Randal Morn).

HILLSFAR

The closest city of any size, Hillsfar ‘is still a good distance
from Dagger Falls. A decent track runs nearly 100 miles to
Teshwave, and from there it’s another 160 miles to Hillsfar
along roads patrolled by Zhent soldiers and plagued by bandits.
On foot, it’s a journey of almost twenty days from Dagger
Falls to Hillsfar, assuming no trouble on the road. On horse-
back, it’s closer to six or seven days. (Characters with access to
travel spells such as phantom steed or wind walk can, of
course, make the trip much quicker than that.)

Hillsfar is not a particularly friendly city, -especially to
nonhumans, but it is a safer place to visit than Zhentil Keep.
Hillsfar is large enough to offer access to many of the items
or markets high-level characters may be seeking. The city is
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also. home to a Red Wizard enclave offering many minor
items at good prices, and a few more powerful ones to discreet
customers.

W/ Hillsfar (Metropolis): Conventional; AL N; 100,000 gp
limit; Assets 199,880,000 gp; Population 39,976; Isolated
(humans 97%, half-orcs 2%). -

Authority Figure: Maalthiir (First’ Lord of Hillsfar), N
male human Wiz18.

Important Characters: Vaustal Urle, LN female human
Clr17 of Helm (high-level cleric willing to aid adventurers serv-
ing lawful deities); Imaerphil Clovenshield, NE female human
Ftr9/Rog4 (leader of Maalthiir’s guard); Dreveth the Gray, NG
male human Div16 (high-level wizard willing to aid adventurers
serving the cause of good); Chaumyk Vorn, LE male human
Evo7/Red4 (khazark of the Thayan enclave in Hillsfar).

OTHER CITIES

Characters with access to zeleport spells or with'knowledge of
the right portals in the area may decide to travel to any
number of other cities. Distance is no longer a constraint once
characters reach a certain level of power and affluence. Char-
acters in search of the largest city with the greatest likelihood
of having whatever it is they seek would be well advised to
travel to Waterdeep. Other large and wealthy cities that would
serve the needs of adventurers include Calimport, Ordulin,
Raven’s Bluff, or Westgate. Each of these cities has its own
unique perils, but in the context of this adventure they serve as
excellent refuges and armories.

playing the
villains smarct

Once Trae T’sarran realizes that she is under attack by surface-
dwelling adventurers, she doesn’t ignore the approaching
threat. She begins to take steps to make the heroes’ lives more
difficult. Her actions allow- you to introduce the players to
their primary antagonist before they even reach her citadel, so
that they can build up an honest loathing for her wickedness
and evil ways. It also lets the players know that their task will
become more difficult if they take too long-to interfere with
Irae’s plans.

L]
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Four trigger events may trip particular NPC responses in the ad-
venture, as described below. These events are: an attack on Szith
Morcane, the death of Dorina T’sarran, the detection of a player
character’s scrying efforts, and an attack on Castle Maerimydra.
Additional events may have other consequences; use the sug-
gested events here as a guideline for other villain reactions.

ATTACK ON SZITH MORCANE
If the heroes attack Szith Morcane, cause noticeable damage,
and then withdraw, the drow there naturally blame the folk of
Daggerdale. In addition to the defensive adjustments described
in Part 1, Dorina organizes a counterstrike. :

Irae Destroys Duneth
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The first time the heroes enter the complex, cause damage
or an alarm, and then leave, Dorina organizes a raiding band
the next night and sends it up through the Dordrien Crypts;
see the event description under Szith Morcane in Part 1.

The first time the heroes enter the House Morcane level
(837 through S50) and then retreat, or if they defeat Solom
Ned’razak or one of the T’sarran nieces, Dorina organizes a
hunter-killer team and sends it out in search of the offending
characters on the f ollowing mght Again, refer to the descrip-
tion in Szith Morcane.

DEATH OF DORINA T’SARRAN
While Irae T’sarran holds no more affection for her daughter
than she does for any of her minions, she entrusts Dorina with
important responsibilities and expects her to perform well. To
this end, she communicates with Dorina once or twice a tenday
by means of sending spells and summons infernal messengers
to carry her orders to her daughter.

Dorina naturally does not divulge any- information about
troublesome surface meddlers to her mother, and she goes to
great lengths to conceal problems from Irae T’sarran. How-
ever, if Dorina suddenly becomes incommunicado, note the
day on which that occurs. Irae notices Dorina’s lack of re-
sponse 1d8 days later and investigates the following day with
discern location, scrying,'and similar spells. On the second day
after she notices, she uses one of the responses noted below
(most likely resurrection).

HEROES NOTICED SCRYING
Should the heroes succeed in learning the name of their ulti-

mate antagonist and scrying on her activities, Irae may notice *

their efforts. She is entitled to a Scry check of her own (DC
20) to notice the magical sensor used against her (Scry modi-
fier +12). On. the day following the noticed attempt, Irae tries
to scry on the spellcaster who was spying on her, as described
below in Irae’s Responses.

HEROES INVADE CASTLE MAERIMYDRA
Irae could not care less what happens in the Deep Wastes .or
the ruined city of Maerimydra, but the appearance of adven-
turers in her citadel provokes an immediate response. If she
has not done so already, she makes use of one or more of the
tactics listed. below and directs her followers to prepare an
ambush as described in Part 3.

IcQe’s RESpoONses

Irae is busy with her spell research, so she doesn’t want to
devote much time to dealing with enemies who aren’t actually
inside the walls of Castle Maerimydra. Once the heroes attract
her notice by defeating Dorina or otherwise interfering with
her plans, she employs one or more of the tactics below.

SCRYING
Irae attempts to scry one of the characters in the party. If she
has no better idea of her target than “the person who was scry-
ing on me” or “the person who killed my daughter,” she must
make a Scry check (DC 20). She checks in on the characters
once every 1d6 days until they reach Maerimydra, after Wthh
she attempts to scry them at least once per day.

SENDING

Once she knows one of the characters in the party, Irae uses a
sending spell to deliver a threat. Imaginative and sadistic, she
looks for opportunities to sow dissent or uncertainty among
her foes through this tactic. For example, her message might
be, “One of your companions is destined to serve, me, fool.
When the time is right, you will learn the meaning of
vengeance,” or perhaps, “Every spell you cast only adds to my
strength. How can you hope to defeat me?”

TRUE RESURRECTION

Irae T’sarran views undeath and revenance as a suitable result
of any of her minions’ defeats, but she can’t make a revenant
without a body close at hand. If a key follower dies in some
remote or particularly destructive way, the high priestess of
Kiaransalee is willing to cast a zrue resurrection spell to restore
that individual to her service. Because the spell costs 5,000 gp
per use, she takes this step only for important followers.

Two NPCs likely to be brought back this way are Dorina
T’sarran or Zedarr T’sarran. When restored to life, the subject
lacks any gear not recovered by Irae’s forces. Once the resur-
rected minion reaches Irae’s citadel, he or she can re-equip with
masterwork arms and armor, plus a handful of minor magic
items that Irae makes available:

If Dorina is restored to life, she endeavors to return to her
previous éxistence as a vampire as quickly as’ possible, because
she actually prefers that state.

SumMmoN MoxsTER (EL 12-13)

Once the player characters have wrecked Szith Morcane or
found some other way to irk Irae, she begins to engineer attacks
on them from the sanctity of her citadel. Once she locates the
characters through scrying, she uses a summon monster spell to
summon a demon or devil, then orders it to teleport to the
party’s location and attack. Her monsters of choice for this
tactic include a cornugon (devil, CR 12), gelugon (devil, CR 13),
or vrock (demon, CR 13). She doesn’t bother to summon any-
thing less dangerous, or anything that can’t teleport to the
party’s location. While Irae could theoretically use this tactic
every day, she doesn’t attempt it more than once per tenday be-
cause she is busy researching her great revenance spell.

Even though the characters don’t really defeat the sum-
moned monster or Irae T’sarran when they kill or drive off such
a fiend, the encounter should be worth something. Award expe-
rience as if the party had fought the monster, with an ad hoc ad-
Jjustment of —50% because of the creature’s inability to use its
own summon ability and its limited time on the Material Plane.

Praxar ALLy (EL 16)

When Irae T’sarran becomes truly concerned about the approach
of the player characters, she casts planar ally and summons a
nalfeshnee (demon). She strikes a deal with the creature to locate
the party and slay or carry off at least one of the heroes.
Because the nalfeshnee is quite intelligent and the nature of
the spell (a calling) exposes it to the risk of real death, it does
not rush headlong into combat with the heroes. Given a
chance, it uses alter self or invisibility to get close and study
the characters, looking for a weakness or an opportunity to
attack while the party is divided. When it decides the time is
right, it uses its spell-like abilities to prepare for battle,
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attempting to summon additional demons and casting #zholy
aura before attacking.

_ Since Irae is already heavily indebted to various demonic
powers and does not wish to incur additional obligations, she
does not do this more than once.

cast of characters

The following significant characters are found in this adven-
ture. This list is organized alphabetically by first name to help
you reference a particular character quickly.

Alisannara Morcane: The high priestess of Szith Morcane,
now a ghost.

Cabrath- Nelinderra: Drow cleric and second-in-command of
Kiaransalee’s cult in Maerimydra; Irae T’sarran’s chief lieutenant.

Chahir: Vampire sorcerer residing in the Dordrien Crypts.

Chiirikk: Phasm belonging to the group known as the
Hidden in the ruins of Maerimydra. .

Dessa sik-Morcane: A minor noble in Szith Morcane, now a
prisoner.

Dorina T’sarran: Vampire drow cleric of Kiaransalee who
commands Szith Morcane; Irae T°sarran’s daughter.

Duneth Wharreil: Former Archmage of Maerlmydra, now
a silveraith under Irae T’sarran’s dominion.

Filzaur: Drow wizard, Inverted Tower student in Szith
Morcane.

Flenser: Draegloth torturer who serves Irae T’sarran in the
Undying Temple.

Ghindul: Kir-lanan leader at the Wailing Cliff.

Glouroth: Shadow dragon at the Wailing CIiff.

Gok’llak: Grimlock barbarian dominated by the mind flayer
Quthnorak in Vournoth’s Mire.

Guk: Goblin rogue, member of the Hidden in the ruins of
Maerimydra.

Hamadh the Unseen: Drow shadowdancer, leader of the Hidden
m Maerimydra.

Ice: White dracolich, important ally of Irae T’sarran in
Castle Maerimydra.

m—

‘encounter 'Numbefing

For clarity, the encounter areas in this adventure have
been broken up into several discrete locales. For example,
the_twenty locations described in and around the Dor-
drien Crypts are numbered D1 to D20. In order, the areas

are designated:
r

D Dordrien Crypts Y Yrthak Cavern

S Szith Morcane V Vournoth’s Mire
N Naga Crawls ‘M Maerimydra

L Lake of Shadows C Castle Maerimydra
w Wailing CLiff U Undying Temple !

The descriptions for subrooms 11sted by letter within
these areas can be found in the text for the nearest main
numbered room.

Irae T’sarran: High Priestess of Kiaransalee in Maerimydra
and leader of the White Banshee’s cult. She plans to raise an
army of revenants to unleash on the surface world.

Jhorganni: Drider cleric of Kiaransalee in Castle Maerimy-
dra, one of Irae’s important lieutenants.

Kiras: Divine seeker of Vhaeraun and member of the
Hidden in the ruins of Maerimydra.

Khumarr: Blackguard of Kiaransalee, an important licu-
tenant of Irae T’sarran in Castle Maerimydra.

Kurgoth Hellspawn: A half-fiend fire giant who conquered
Maerimydra, aided by the treachery of Duneth Wharreil.
Kurgoth’s army still besieges Castle Maerimydra. Kurgoth has
a fiendish war elephant companion named Tusk.

Lady Quallem: A human ghost in the Dordrien Crypts.

Laerekh: An important necromancer of Kiaransalee’s cult
in Castle Maerimydra.

Larala Dumian: An insane half-drow fang of Lolth, hiding
near Szith Morcane.

Logala Thenduk: Drow wererat rogue, a member of the
Hidden in Maerimydra.

Maas: A drow vampire assassin in Castle Maerimydra, the
lover of Cabrath Nelinderra.

Nobruzzal: A male drow wizard, student at the Inverted
Tower in Szith Morcane.

Paelinn: Diviné secker of Kiaransalee, a resident of the
Undying Temple.

Phaikkul: Kir-lanan leader at the Wailing ClLiff.

Quthnorak: A mind flayer in Vournoth’s Mire.

Solom Ned’razak: Archmage of Szith Morcane and head of

* the Inverted Tower.

Sshumath Daerindra: A drow half-dragon sorcerer in the
Deep Wastes.

Susztam Mar-Shinn: Drow wizard, Head Student at the In-
verted Tower in Szith Morcane.

Taharak: A drow ghost champion of Kiaransalee. He rides a
nightmare and leads an ethereal patrol in Maerimydra, the
castle, and the Undying Temple.

The Claw: A half-fiend kuo-toa cleric/assassin who rules the
kuo-toa in the Lake of Shadows.

Thulk: A bugbear fighter who bosses the slaves of Szith
Morcane.

Tierak Morcane: A drow priestess of Lolth in the Dordrien
Crypts. She fled her home in Szith Morcane after the followers of
Kiaransalee overthrew her House and flayed the other Lolth clerics.

Tooman Thendrik: A drow cleric of Ghaunadar, the deity of
slime and corruption. He maintains a secret shrine in Szith
Morcane.

Umaerh: A drow lich arcane devotee of Kiaransalee, found
in the Undying Temple.

Velasta and Velina 'T’sarran: Twin drow clerics of
Kiaransalee, members of House T’sarran, and Irae’s nieces.
They answer to Dorina T’sarran in Szith Morcane.

Wisp: A half-drow rogue in Maerimydra, membet of the
Hidden.

Wyrruth: An ambassador from the City of Shade, guest in
Castle Maerimydra.

Yashar: A medusa sorcerer who helps to defend the Undying
Temple.

Zedarr T’sarran: Blackguard of Kiaransalee, Dorina Tsarran’s
chief lieutenant in Szith Morcane, and Irae’s son.
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Daggerdale has recently experienced a number of raids con-
ducted by drow—not the drow resident in Cormanthor who
make life so difficult in Mistledale, but drow from the Under-
dark. Hailing from a small drow outpost called Szith Morcane,
these Underdark raiders are vicious, thoroughly evil, and sup-
ported by ghastly undead troops.

Szith Morcane lies in the upper Underdark, below an an-
cient burial ground called the Dordrien Crypts. The forgotten
folk of Dordrien, a town that once nestled in,the Dagger Hills,
built a series of crypts in some natural limestone caverns
nearby. Those caves connect to'the Underdark in the vicinity
of Szith Morcane, an outpost built a few centuries ago by drow
from the deep realm of Maerimydra. While the drow of Maer-
imydra also ruled Shadowdale, Szith Morcane served as a
supply station for drow operating on the surface and a staging
point for new drow incursions against the surface. Since
humans took back control of Shadowdale, however, the drow
of Szith Morcane have shown little interest in the surface
world. The folk of nearby Daggerdale know of the crypts and
believe they house an entrance to the Underdark, but they
avoid the area, believing it haunted.

A month ago, refugees from the destruction of Maerimy-
dra arrived in Szith Morcane, led by a handful of surviving
priestesses of Lolth. Unbeknownst to them, servants of Irae
T’sarran had infiltrated the group. Irae’s minions were in-
structed to learn whether the priestesses of Lolth in Szith
Morcane had lost their spells as those in Maerimydra had, and
if so, to usurp control of the entire colony. They quickly ac-
complished these goals, and they now lead the drow of Szith
Morcane in revived raids upon the surface.

The residents of Daggerdale, suddenly exposed to drow
raids stemming from the vicinity of the crypts, naturally
suspect the rumored Underdark connection there. The

“Character Hooks” section of the Introduction suggests ways
to lead the characters into investigating, and the victims of
the raids naturally point the characters toward the Dordrien
Crypts.

Adventure start

The player introduction presented here assumes that you set
the beginning scenes of Cizy of the Spider Queen in or around
Daggerdale, and that your players respond to a request for as-

+ sistance from a local ruler with a good reputation. If you have

I0

decided to locate the drow outpost of Szith Morcane some-
where else in Faeriin, or if your players are not likely to inves-
tigate the recent drow raids simply because they’re asked to do
so, you may need to set up your own starting scenario.

When you are ready to start the adventure, read or para-
phrase the text below to the players:

You have received an urgent summons to the hall of Lord
Randal Morn, ruler of Daggerdale. Randal Morn has gov-
erned the war-torn dale for more than four years now.
Under his wise guidance, much of the damage done by the
decades-long Zhent occupation has been repaired, and the
folk of Daggerdale have begun to prosper again. The heroic
story of Randal Morn’s resistance against the Zhents and the
restoration of his throne is widely known throughout the
Dalelands.

The Lord of Daggerdale does not stand on ceremony,
and he personally greets you at the doors of his hall. Lead-
ing you to a comfortable study lined with bookshelves, he
calls for refreshments. “I thank you for coming so quickly,”
he begins. “I’d heard that your company was passing
through the area, and you have a reputation as courageous
problem-solvers. Well, I think I have a problem that needs
solving.

“Seven days ago, a band of drow raided several farms and

freeholds about 10 miles south of here. A number of people -

were killed, and the marauders caused much damage. Local
militia tracked the drow band to the vicinity of an old set of
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crypts on the western edge of the Dagger Hills. Rumor has
it that those crypts conceal an entrance to the Underdark.

“Three nights ago, the drow raiders returned and caused
even more damage. I think the time has come for some ex-
perienced and capable adventurers to put a stop to these
raids. We haven’t had trouble with drow in Daggerdale for
hundreds of years, and I have no idea what has stirred them
up now. Can you help me?”

Randal Morn knows of two raids. His soldiers have reported the
deaths of fifteen to twenty farmers in the affected area. Very
little loot was carried away, and no captives were taken—the drow
seemed bent on mindless slaughter, which strikes the Lord of Dag-
gerdale as unusually savage and pointless. The signs indicate that
perhaps a dozen drow on foot were responsible for the damage.

Mercenary-minded characters might ask Randal Morn
what’s in it for them. The LLord of Daggerdale is willing to pay
5,000 gp if asked, and he promises to cover up to 5,000 gp
worth of healing or other spells at the temple of Tyr in
Dagger Falls if necessary. Randal Morn is not an especially
wealthy lord, and if the characters press him for too much
more than that, he tells them that he can’t afford their serv-
ices and that he’ll have to call in some favors to get another
company of adventurers to look into the raids.

If the characters press Randal Morn for more information
about the crypts, he tells them that they are rumored to be
haunted, and he knows that the folk who live nearby give the
place a wide berth. “But I’ve never looked into it,” he says. “No
trouble has ever surfaced there before. I would round up some
companions and go myself, but I have too many duties here.”

This is a good opportunity for the characters to make any
last-minute preparations they wish before setting off.
Randal Morn urges them to look into the situation before
the drow launch another raid, but beyond that he is willing
to provide lodging, mounts, porters, or other such-resources
as requested.

the DOfdeG[l crypis

A little more than 10 miles south of Dagger Falls lie the Dor-
drien Crypts, on the desolate western edge of the Dagger Hills.

A cart track running from the town into the farmlands and
wilds of southern Daggerdale passes roughly 2 miles to the
west of the crypts. From the road, a trail leads past several
nearby homesteads (most of them recently burned or aban-
doned, although some have been empty for many years)
toward the entrance. Based on the directions Randal Morn pro-
vides, the characters can find the place without difficulty.

Until the latest raid, local goatherds often grazed their
herds in the vicinity. The trail leads past the crypts and up into
the Dagger Hills, where the high summer pastures lie. It fi-
nally peters out 5 miles farther east.

The Dordrien Crypts consist of a passage carved into a hill-
side, leading to three elaborate vaults carved from the rock.
Two impressive stone mausoleums still stand outside the
crypts proper, their stonework crumbling and worn, and their
doors hanging open in the wake of ancient tomb robbers. A
handful of other mausoleums have not fared so well, and over
many, many years, nearby homesteaders have hauled off most
of the fallen stones to use in their own buildings. On several
occasions, bandit groups have attempted to use the crypts as a
hideout, but the depredations of Chahir and his minions (D2)
quickly drove the interlopers away.

pordrien crypts features

Both the two freestanding mausoleums and the underground
crypts share the following features, unless noted otherwise in a
specific area description.

Doors: The doors in the crypts are stone. They are neither

 locked nor stuck. Standard doors are as follows:

 E————

\YStone Doors: 4 in. thick, hardness 8; hp 60; AC 5; break
DC 28.

Walls: Walls in the freestanding mausoleums (and their ex-
terior walls) and the surface level of the crypts (D1-D6) are
superior masonry walls.

WSuperior Masonry Walls: 1 ft. thick, hardness 8; hp 90;
AC 3; break DC 35; Climb DC 20.

Walls in the lower crypt level and the Underdark level
(D7-D20) are unworked stone.

W Unworked Stone Walls: Minimum ¥ ft. thick, hardness 8; hp
900 (per 5 feet of thickness),; AC 3; break DC 65; Climb DC 20.

Graves are carved. into the walls of the crypt caverns

the Lords of pordrien

The hold of Dordrien was founded in the shadow of the-

Desertsmoufh.MQur'ltains by a Jhaamdathan noble who led
his people north from the coasts of what is now Sembia in
the year —251 DR. He and his folk were survivors of the
calamitous destruction of Jhaamdath i —255 DR.

On the western slopes of the Dagger Hills, the Dordrien
lords raised a sizeable keep, which guarded a large and pros-
perous town nearby. The realm flourished for a century or so
and then failed, weakened by orc raids from the mountains
and the decline of its ruling family. Most of its folk drifted
back to the more populous lands near the Sea of Fallen Stars,
and the town was abandoned by —75 DR.

0y

II

Very little is left to indicate that any human settlement
existed in the region prior to the rise of the Dalesfolk, hun-
dreds of years later. The weathered.foundations of Dordrien
Keep lie on a barren hilltop 2 miles south of the crypts. The
remnants of fieldstone walls and the skeletal shells of old
farmhouses dot the nearby valley. The ruins of the town lie
near the foot of the hill on which the keep stands. These rem-
nants consist of little more than a handful of crumbling
walls overgrown with briars and brush. Adventurers have ex-
plored the remains of both the keep and the town many
times and found little of note.
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(D7-D13). Any given 10-foot section of wall holds four
graves, some of them containing the bones of multiple bodies.
A character willing to step on the grave ledges can climb these
walls as easily as climbing a ladder (no Climb check required).

Three areas (the hall connecting the staircase with D7, the
hall between D7 and D8, and the east wall between D8 and
DY) have hewn stone walls, where the builders of the crypts
had to alter the.natural cavern walls.

WHewn Stone Walls: Minimum 3 ft. thick, hardness 8; hp
540; AC 3; break DC 50; Climb DC 22.

Floors: The floors on the surface level of the crypts
(D1-D6) are all composed of relatively smooth flagstones.

The floors in the crypt level (D7-D14) are hewn from the
natural cavern floors. They are relatively even but can be
treacherous to run across. A character attempting to run or
charge across these floors must make a successful Balance
check (DC 10) or fall prone, halting all movement. ,

The floors in the Underdark level (D15-D?20) are natural
stone floors. Running and charging are impossible on these
surfaces, but no Climb checks are required to navigate them.

Ceilings: Ceilings in the surface level crypts (D1-D6) are 8
feet high and as smooth as the walls. The natural caverns on
the crypt level (D7-D14) are 12 to 15 feet high, and those on
the Underdark level (D15-D20) are 14 to 18 feet high. The
ceilings in all the natural caverns are unhewn and marked by
the occasional stalactite.

surface Level

Before you, the trail winds past a low, rounded hill dotted
with jutting boulders and dense briar patches. Sere grasses
crown its barren slopes. Beyond this first rampart, a long
chain of rugged hills stretches away to the south and the
east—the Dagger Hills. The trail turns here and continues
south, skirting the lower slopes.

Two old, small, stone buildings stand here in the shadow
of the hill. The ruined shells of several more lie nearby,
overgrown with tough brown grass. A niche has been cut in
the hillside just past the surface buildings. Within it, a stone
door stands closed in a masonry alcove.

The crypts and mausoleums on the surface level are the resting
places of the most important families and individuals from Dor-
drien’s short history: the noble families and founders of the barony.
Common citizens were interred in the natural caverns below.

D1. LoOTED M AUSOLEUM

Great stone double doors bar the entrance to this ancient
mausoleum. The doors or the lintel may once have borne
an inscription or crest, but centuries of wind and rain have
erased any such marking, just as they have slowly eroded
the structure of the building itself, leaving cracked walls
and crumbling mortar in their wake.

The stone doors, though heavy, pivot easily to allow entrance
to the mausoleum. If the characters enter, read the following
text: '

Though coated with dust, this large stone chamber has
clearly not lain undisturbed since its crafting. Human
refuse 1s strewn around the room as if this place had served
as a campsite for more than one group of travelers, bandits,
or grave robbers.

Four closed doors lead out of the chamber.

Crypts A through D are all the same. Read the following text
when the characters enter one of them:

A large stone sarcophagus rests in the center of this other-
wise bare room. Unlike the outer chamber, this room shows
no sign of habitation, and dust lies thick on the floor and
on the carved lid of the stone coffin.

A careful examination of any of these sarcophagi (Search DC
22) reveals that the lids do not rest squarely on the coffins:
Scratch marks are visible, suggesting that the lids have been re-
moved, probably with crowbars. Each heavy stone lid weighs
about 600 pounds. Two strong characters can lift a lid off (two
characters, each with Strength 18, can share a lid between
them as a heavy load—see “Carrying Capacity” in Chapter 9 of
the Player’s Handbook),-or a character with merely average
strength can slide a 1id over (a character with 12 Strength can
push 650 pounds)—but if a lid falls from the top of the coffin
to the floor, it breaks. The corpses inside have decayed to bare
skeletons—anything of value that was buried with them has
either decomposed or been taken by grave robbers.

D2. VamrIRE MausoLEUM (EL 11)

A single, massive, stone door bearing a weathered but still visible
family crest marks the entrance to this crumbling mausoleum.

The crest is.ancient and obscure, as well as hard to read. The Knowl-
edge (nobility and royalty) skill is of no help here, since the family
is long extinct. With a successful Search check (DC 18), a character
can read the name “Chahir,” written in the Thorass script still
used to write Common and other languages. A character who
can read ancient Thorass, or who makes a successful Decipher
Script check (DC 20), can also make out the words, “Together
for Eternity.” A successful Knowledge (Dalelands local) check
(DC 30) reveals that the name Chahir was somehow connected
with the vampires that plagued Daggerdale around 796 DR.

The door to the mausoleum is stuck. Chahir and his minions
have plastered over the top and sides of the door, leaving just
the crack underneath it for them to enter and leave the mau-
soleum in gaseous form. Characters can break the door
(Strength DC 28), enter in ethereal or gaseous form them-
selves, or use teleportation magic to get in. If they enter the
mausoleum, read the following text:

Two ornately carved stone coffins lie side by side against
the wall across from the door. Dust lies thick on the floor,
and the air is deathly still.

Any character who makes a successful Spot check (DC 20) no-
tices small amounts of dirt on the floor near each coffin, dark
spots among the light-colored dust.
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Creatures: Chahir, the ancient noble interred in this mau-
soleum, is a vampire. He rests in the western sarcophagus,
which bears his likeness on its lid. The eastern sarcophagus is
carved to resemble his wife, also a vampire, who was destroyed
in Daggerdale. Two would-be tomb robbers, now vampire
spawn, lie together in the close quarters of her coffin.

Chahir is gaunt but very-handsome, despite the slightly
feral cast to his features. He has thick black hair and almost
beige skin, and he sports a neatly trimmed moustache and
beard. He wears a fine silk robe, fastened down the front with
gem-studded buttons and embroidered with golden thread.

The vampire spawn are much rougher in appearance than
Chahir. They are dressed in traveling clothes and generally
filthy. Their stocky frames mark them as Dalesfolk.

<¥ Chahir, Vampire Sorcerer: hp 66; see page 131.

¥ Vampire Spawn (2): hp 33, 29; see Monster Manunal.

Tactics: If the characters made noise outside the mausoleum
(by trying to force open the door, for example), the vampires
are ready for them. All three are in gaseous form, ready to seep
out through cracks in their coffins. Chahir has already cast inz-
proved invisibility and mage armor on himself.

When the characters are inside (and in material form, if they en-
tered by becoming gaseous or ethereal), the two vampire spawn ma-
terialize and attack, taunting their foes with the words, “Thought to
rob the dead, did you? That’s what we thought we’d do, too.”

Chahir, meanwhile, exits his coffin-invisibly and takes up a
position on top of it. He uses haste on himself, then peppers
the party with Jightning bolts for as long as he can. If he can
tell that one of the characters can see him, he uses his domina-
tion power on that opponent.

Treasure: Chahir has killed more than one traveler camping
in D1 over the years, and he’s taken a fair bit of loot from his
victims. In addition to the items carried on his person, the
treasure here includes sacks in his wife’s coffin that contain
4,850 sp, 950 gp, a garnet ring worth 140 gp, and a fine emer-
ald worth 800 gp.

D3. CrYPT ENTRANCE

Another large pair of stone doors is set into the hillside.
These are flanked by a pair of columns carved to resem-
ble skeletal warriors in full plate armor, their visored
helmets open to reveal their leering skulls. The doors are
unadorned except for two stone handles, although gouge
marks indicate that heavy tools dealt some damage to
the doors in the past.

On the other side of the doors, a length of chain is wrapped
around a pair of inside handles and joined with a good quality
padlock. The break DC for the doors is 24 because of the
damage inflicted by tomb robbers long ago. A character who
can somehow get to the padlock securing the inside chain can
open it with a successful Open Lock check (DC 30). Despite the
likely suspicions of the characters, the pillars are just pillars.
The doors open into a long, wide hallway that runs deep
into the hillside. The only illumination comes from items the
characters bring with them. While the outer doors are open
during the day, sunlight illuminates the first 15 feet of the
hallway. When the heroes get a look inside, read the following:

I3

Chahir, ¥ ampire Sorcerer

A 10-foot wide hallway of stone runs back into the hillside
as far as you can see. Right in front of you, five dead drow,
two female and three male, lie in the mouth of the tunnel.
They have been stripped of arms and armor, but each still
wears a black tabard emblazoned with a silver spiderweb in-
signia. The air here smells strongly of death.

A cursory examination reveals that three of the drow died
from wounds inflicted by small crossbow quarrels, which are
still lodged in their bodies. The other two seem to have been
killed by blows from blunt weapons.

A character with the Track feat who succeeds at a Wilder-
ness Lore check (DC 22) can follow the tracks these drow
made back to the stairs that lead down to D7. A character with
the Track feat who scours the area for additional tracks may
attempt a Wilderness Lore check (DC 20) to determine that
an additional dozen or sé, drow were present, and that they
dragged away two bodies that fell near the others.

The corpses are those of four drow sentries and a spellguard
from Szith Morcane, all Lolth-worshipers. Five days ago, they
fled the outpost and made for the surface, hoping to find their
way to a city where Lolth still held sway. If questioned via a
speak with dead spell, some of their likely responses include:

Who killed you? “Followers of the White Banshee.”

Who is the White Banshee? “Kiaransalee.”

Where did you come from? “Szith Morcane.”

Where is Szith Morcane? “Below the old human crypts.”
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Why were you killed? “Because we followed the Spider
Queen.” |

These drow don’t know much about how or why the
Kiaransaleen came to Szith Morcane. If carefully-questioned,
they reveal that the worshipers of Kiaransalee now hold sway
in Szith Morcane, and that most Lolth-worshipers have been
driven off or killed. If questioned about Szith Morcane, they
state that it is home to about 150 drow, most of them com-
moners of little standing, and about 80 slaves.

The killers of these drow removed all their valuables, so
nothing remains here to loot. . :

D4. EmprY FAMILY VAULT

This wide hallway extends about 40 feet into the darkness
before ending in what looks like a small crypt, though
there is no sarcophagus. Two alcoves branch off from each
side of the hall. These are also apparently empty, except for
a thick coating of dust.

This vault was built for a family that never had the opportu-
nity to use it because Dordrien fell before they could be buried
here. All five crypt areas are as empty as they appear.

Dy. INTACT FAMILY VAULT (EL 11)

The door here was obviously once plastered shut, but the
wide crack in the plaster surrounding it indicates that it has
since been broken open. The door is now closed.

Several tomb robbers have tried their hands at stealing the

riches from this vault, so far without success. A character who
makes a successful Search check (DC 20; a dwarf’s stonecun-
ning bonus counts) while examining the plaster sees clear
marks from a chisel.

On the other side of the door, in the hall leading to the
crypt proper, the ancient builders placed a potent trap to dis-
courage thieves—a greater glyph of warding. Anyone who
moves more than ¥ feet into the room without speaking the
pass phrase (a long-forgotten word) or disarming the glyph sets
off the trap.

" Summon Moinster VI Glyph: CR 11; two celestial dire
lions; Search. DC 31; Disable Device DC 31; resets after 24
hours.

Read the text below if the trap goes off:

On the floor at the threshold of the crypt, a dangerous-
looking glyph suddenly becomes visible and flashes bright
blue. With a peal of thunder, two bright-golden lions
appear, roaring with anger!

Beyond the glowing lions stand several stone sar-
cophagi—at least four, probably more.

These creatures are celestial dire lions with orders to attack all
those who enter the vault. The lions remain for only 12 rounds
before the summon monster ¥ I spell ends, returning them to
their celestial home.

Creatures: If summoned, the celestial dire lions defend this
room ferociously, but they do not pursue intruders who flee

14

farther than 30 feet outside the door. Since the g/yph’s activa-
tion probably signals the beginning of combat in this, room,
and summoned monsters can act on the round they appear, the
lions are likely to surprise anyone who unwittingly triggers the
greater glyph of warding.

4 Summoned Celestial Dire Lions (2): hp 66, 57; acid re-
sistance 15, cold resistance 15, DR 5/+2, electricity resistance
15, SR 16; Int 3; see Dire Lion in Moznster Manual.

Treasure: One of the bodies in this tomb wears a silver neck-
lace set with moonstones, worth 600 gp. Another wears a gold
ring set with a black pearl, worth 900 gp. In addition, the
moldering skeleton in the center coffin (a minor druid in life)
holds a +1 shocking shortspear and.a wand of neuntralize poison
with 6 charges left. It wears a gold torc werth 350 gp.

" D6. SEALED FamiLy VauLt (EL
" VARIABLE)
The door to this vault is still plastered shut (break DC 28) be-
cause the trap it bears has killed every robber who has at-
tempted to open it. Since this trap amuses the drow, they take
care to remove corpses from the area bef ore the door, so as not
to generate suspicion in newcomers.

Trap (EL 8): The door to the vault is trapped with a s/ay
living spell, which goes off when someone touches the door.
Any attempt to break the door down also triggers the trap.

" Slay Living Trap: CR 7; death; Fortitude DC 17 for
3d6+13; Search DC 30; Disable Device DC 30.

If the characters get past the trap and through the door,
read the following text:

This vault’s most prominent feature is a large stone statue
of a regal-looking woman dressed in a long, elegant gown.
Her pose is commanding, and her presence is imposing
even in stone as she stares imperiously toward the door.
Two doors behind her and two doors flanking her lead out
from this antechamber.

Still another threat wards this vault of the Quallem family—
the ghost of Lady Quallem, head of the family.

Creature (EL 9): The ghost of Lady Quallem sleeps rest-
lessly in this tomb, unable to pass out of this world until her
last descendant’s body is found and buried here beside her (a
task beyond the scope of' this adventure). Though she was not
exceptionally powerful in life (an' 8th-level aristocrat), Lady
Quallem is a fearsome foe in undeath, particularly since she
can animate the statue that bears her likeness.

¥ Lady Quallem, Ghost Ari8: hp 49; see page 131.

Tactics: Lady Quallem reacts to the characters invading her
tomb by first moving to the statue in the center of the room
to animate it. If any characters are ethereal or can see her in
her ethereal form, they are immediately subject to her horrific
appearance special attack. She then animates the statue and,
through it, verbally challenges the intruders and warns them
to depart. She speaks Thorass, or Old Common, which is unin-
telligible to modern speakers of Common. A

If the intruders fail to leave, she first emerges from the
statue and manifests, subjecting them all to her horrific ap-
pearance, then uses her corrupting gaze to weaken them. After
that, she returns to the statue and fights the intruders physi-
cally as long as the statue holds up.

-
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Treasure: The northwestern crypt holds the body of
Lady Quallem’s eccentric son, a wizard of
some small ability. The corpse wears a
gold pectoral worth 450 gp and a ring of =~
protection +2. If either item is removed,

a magic mouth spell on the corpse '

soever despoils my tomb will be de- |
voured by demons seven days hence!”
The curse has no real power, but it
might alarm would-be tomb robbers.

crypt Level

This level consists of natural caverns
used by the people of Dordrien for or-
dinary burials. Graves are'cut into the
cavern walls like shelves in a pantry, and
the bodies unceremoniously piled within
them have little if any adornment. This
arrangement proves convenient for the
maurezhi (detailed in Appendix 1)—a
demon that enjoys eating human
bones.

The maurezhi lairs in cavern D14
but frequently wanders the other cav-
erns to gnaw old bones. The bebiliths in
D10 keep it from bothering the drow
who currently live in the caverns beyond,
but it has killed two other drow—a powerful cleric
of Lolth and, most recently, a male fighter sent to scout the
caverns—and consumed their identities.

While the characters explore the crypt level, the maurezhi
spies on them in the guise of a male human rogue it consumed
some years ago. It uses its izvisibility to remain out of sight.
Allow characters Spot checks to detect the demon only if they
are actively looking around. b

If one character splits off from the rest of the party at any
point while the characters are in the crypt level, the maurezhi
attacks the lone character, hoping to add another identity to
its repertoire. If it overcomes its target, it retreats to its lair
(D14) for a feast. In D13, it pauses for 2 rounds to animate
twelve of the skeletons there. The animated skeletons can
serve as an early warning if pursuers arrive.

If the maurezhi manages to consume the PC, it assumes
the dead character’s identity, dons his or her gear, and then
joins the party. With access to the character’s memories and
potentially some of his or her skills and feats, the maurezhi
should be able to pull off its deception for a time. While so
disguised; it seeks opportunities to kill and consume other
characters.

¥ Maurezhi: hp 59; see page 132.

D7. MoLDY CrYPT CAVERN (EL 6)

A hallway of worked stone extends some 20 feet from the
base of the stairs, then opens into what appears to be a nat-
ural cavern. Graves are hollowed out from the walls of this
cave, and some jumbles of bone are visible within.
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The people of Dordrien didn’t bury

commoners with any worldly pos-

e , sessions, least of all valuable
- ' treasures. The graves here are
unremarkable except for the

"yellow mold that infests many

of them.

The hall between this cavern
and D8 is hewn stone. The natural
tunnel connecting the two caves
was too small for human use, so {am
the builders of the crypts widened l i

1t. )
Trap: Yellow mold grows in }
many of the ‘graves cut into
the walls of this cavern. If | S
one of the graves is disturbed,
there is a 40% chance that 5
- the yellow mold within bursts i
forth in a cloud of poisonous |
spores. (See Chapter 4 of the ;;":
DUNGEON MASTER’s Guide for
more information about yellow
mold.)
V. - Yellow Mold: CR 6; 10-ft.
cloud of poisonous spores (1d6 .
Con/2d6 Con); Fort DC 175 resists. &

D8. GREAT CrRYPT CAVERN - g
(EL VARIABLE)

A marble statue in the center of this large cavern depicts a
gaunt, alien-looking creature with bulbous eyes, an insect’s
mandibles, and an elongated oval head. More graves are
carved into the stone walls all around.

The statue represents the deity Jergal, guardian of tombs. The
yellow mold from D7 has not spread into this cave.

The west wall of the passage leading from this cave to D9 is
hewn stone. Like the passage between D7 and D8, this corridor
was widened for human use.

Trap (EL 6): The statue of Jergal animates (as a Huge an-
imated object with speed 30 feet and hardness 8) only if _
someone uses azimate dead, create undead, or create greater 1
undead within this cavern. If that occurs, it attacks the
caster until it is destroyed or the offender either dies or
leaves the chamber.

" Animate Object Trap: CR 6; animate object; Search DC
31; Disable Device DC 31, resets automatically.

¥ Huge Animated Object: hp 44; see Monster Manual.

D9. NarRrow CaVERN (EL 10)

A barely noticeable bulge in the tunnel is marked by
more graves carved into the wall. Here they line only the
east side.

The narrow space between caverns 8 and 9 restricts the graves
to one wall.
Creature: A roper hides (Hide modifier +18) near the western
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wall at the north end of the cave, blending into the natural stone
wall. The roper is accustomed to sharing its home with the drow,
and it normally allows groups of them to pass unaccosted. If it
appears that a drow accompanies the party, it questions that indi-
vidual (in Undercommon) about his or her business and the pres-
ence of any nondrow. If the drow character makes a plausible
reply and succeeds at a Bluff check, the roper lets the party pass.
If no drow is present, the roper attacks without conversation.

9 Roper: hp 70; sce Monster Manual.

Treasure: A small hollow beneath the roper’s base contains
a handful of gems: a 300-gp blue spinel, two tourmalines worth
80 gp and 120 gp, and three rose quartz stones worth 20 gp
each. Gems are the only kind of treasure the monster values.

D10. BeBiLITH NEsT (EL 11)

The entrance to this cavern is covered with an i//usory wall
placed here by the drow of Szith Morcane years ago to protect
their hiding place. It is crafted to blend perfectly with the
stone walls on either side. A creature under a zrue seeing effect
sees right through the figment, and touching or probing the
wall immediately reveals that it is not real.

The read-aloud text below assumes that the bebiliths are
aware of the party’s approach. They can hear any ordinary
noise outside the cavern, such as fighters walking past in
armor or conversation about the i//usory wall. If the charac-
ters are completely silent, they find the two demons crawling
in their webs on the walls of the room.

+
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Two enormous spiderlike creatures stand at the ready in this
small cavern. One hangs back, near the exit at the far end, but
the other advances menacingly, making a loud clicking noise
as it comes. More graves are cut into the walls of this chamber.

Before the arrival of the i‘efugees from Maerimydra, these
three caverns (D10-D12) served the Szith Morcane drow as a
secret hiding place. They used this area to stage ambushes on
any surface-dwellers foolish enough to follow them into the
crypts after a raid, and they kept supplies hidden here as well.

When the followers of Irae T’sarran took over Szith Morcane,
they transformed most of the nobles and priestesses of House Mor-
cane into quth-marens, but a few escaped, fleeing into these con-
cealed tunnels. The T’sarran drow, not knowing about this hiding
place, believe that the refugees have either died or fled to the sur-
face. The remaining drow of Szith Morcane have so far chosen not
to reveal the existence of these tunnels to their new masters.

Creatures: Two bebiliths serve as watchdogs for the drow
priestess and her retinue who hide in D12. The clicking sounds
they make in battle serve to alert the araneas in D11, which in
turn notify the drow of an intrusion before moving into posi-
tion to defend their cavern. The araneas do not aid the be-
biliths in any way. Allow.any character who is keeping an eye
on the exit a Spot check (DC 19) to notice an aranea watching
the battle for a few rounds.

¥ Bebiliths (2): hp 104, 89; see Monster Manual.

Bebilith Nest
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D11. SeipER WARDERS (EL 10)

Use this text if the spider warder araneas in this cave know
that the characters are approaching—for example, if they
heard the characters fighting with the bebiliths.

A white-haired, dark-skinned woman sits crumpled against
the north wall, sobbing quietly. More graves line the
cavern walls all around.

Should the characters somehow manage to enter this cavern
without alerting the araneas, they simply see both creatures in
their natural form, resembling Large monstrous spiders.

Creatures: Two aranea rangers, devout worshipers of Lolth,
guard this area. They are sworn to protect the drow in D12.
The araneas have no love for the bebiliths, so they do not enter
D10 to help the demons fight.

<¥ Spider Warders, Aranea Rangers (2): hp 69, 62; see page
132

Tactics: Assuming that the araneas hear tHe combat be-
tween the characters and the bebiliths before the party enters
their cave, they spread webbing behind the i//usory wall lead-
ing to D12, then assume an ambush position. One aranea, in
spider form, crouches on the wall just above the cavern en-
trance, while the other huddles against the north wall in hu-
manoid form (appearing as a drow female), feigning sobs as
described above.

When the characters enter the cavern, the aranea in spider
form first casts a web across the entrance (from D10) to seal
off the party’s escape, then attacks by casting a web at one of
the characters. If possible, it chooses a lightly armored charac-
ter such as a rogue or ranger. The other aranea remains in hu-
manoid form, first drawing the characters into the cave with
its “damsel in distress” act, then using spells and weapons to
both battle the PCs and support its companion.

Treasure: In addition to their gear, the two araneas have the
following items wrapped in webbing in their nests: 402 gp,
moonstone (40 gp), golden yellow tépaz (400 gp), bloodstone
(20 gp), black opal (800 gp), and a mighty composite shortbow
(+2 Str bonus). Each cache of webbing has 6 hit points and
takes double damage from fire.

Trap: The entrance to D12 is covered by another i/lusory
wall, which forms a false back to the D11 cavern. Assuming
that the araneas had advance warning of the characters’ ap-
proach, a sheet of webbing lies just behind this i/lusory wall. A
character who walks through the //usory wall while the web-
bing is there risks becoming entangled as if the aranea had cast
the web at the character. Only one character can become en-
tangled in this manner.

To the distinct advantage of the characters, the web trap
also prevents the drow in D12 from becoming involved in the
fight with the araneas.

" Web Trap: CR included in aranea’s CR; entanglement;
Reflex DC 20 avoids; Search DC 20; Will DC 16 disbelief for
illusory wall; the web has 6 hp and takes double damage from
fire, but it can’t be removed with a Disable Device check.

An entangled character takes a —2 penalty on attack rolls
and a —4 penalty to Dexterity, and he or she cannot move. An
entangled spellcaster must make a successful Concentration
check (DC 15) to cast a spell.

.D12. SpipER-Ki1ssER HiprouT (EL 12) -

The drow in this cavern probably know of the characters’ ap-
proach, either because the araneas in D11 warned them while
the characters were fighting the bebiliths in D10, or because
they heard the party fighting the araneas. Assuming that the
drow are aware of a threat, they ready themselves for battle
(see below) and immediately attack when the characters enter.

When the characters have time to look around, they dis-
cover that there is little to see—a long tunnel slopes ahead and
down into another crypt cavern, though only a few graves
have been dug into the walls here.

Creatures: Four drow—the sole surviving priestess of Lolth
from House Morcane, her two bodyguards, and a loyal spell-
guard wizard—have made an uneasy camp here to hide them-
selves from the new regime in Szith Morcane. Unwilling to
venture too close to the surface, these drow lurk in this well-
concealed cavern, plotting revenge against the minions of the
drow deity of vengeance.

Tierak Morcane, the priestess of Lolth; is a striking drow
woman with a permanent scowl but an almost tangible aura of
authority. She wears a fine mithral shirt and carries a spider-
shaped dagger at her belt. Each of her noble guards wears the
livery of House Morcane—a deep purple tabard with crossed
rapiers beneath an image of a black widow spider—over his
mithral shirt. The'spellguard is clad in a deep purple tunic and
black breeches. His clothing has no insignia of any kind. He
wears a rapier at his belt, but he hasn’t'drawn it from its scab-
bard in a hundred years.

¥ Tierak Morcane: hp 35; see page 133.

4 Szith Morcane Noble Guards (2): hp 66, 65; see page 133.

¥ Szith' Morcane Spellguard hp 19 (43 temporary); see
page 133.

Tactics: When the drow become aware of the characters’
impending arrival, the two noble guards take up positions just
inside the entrance and attack characters as they come
through the i//usory wall. If a character becomes entangled in
the araneas’ web trap, one drow gleefully attacks the entangled
character while the other waits for the next intruder to enter.

The spellguard prepares for combat by casting see invisibil-
ity and stoneskin, plus mage armor from his scroll. In the first
round of combat, he casts haste and then ice storm. In the fol-
lowing rounds he uses /ightning bolt indiscriminately (the death
of Tierak Morcane would cause him no great grief). He also
uses web to entangle troublesome foes. If his haste spell (dura-
tion 7 rounds) runs out before combat ends, he quaffs his
potion of haste to maintain his increased rate of spellcasting.

Tierak Morcane is painfully hampered in this battle by the
lack of her clerical spells. She uses her wand of searing light
conservatively, since she knows that when its charges run out,
she will have no more magic. She tries to stay out of melee,
using the Jevitation power of her drow house insignia as needed
to avoid combat on the ground.

Treasure: In addition to the incidental treasure most drow
characters carry (see Drow NPCs sidebar, page 132), Tierak
carried away a small cache of loot and supplies when she fled
Szith Morcane. At the western end of the room are five small
casks of pickled rothé sausage, four sacks of mushroom flour,
and two kegs of mushroom ale—enough supplies to provision
this party of drow for another tenday or so. Alongside the sup-
plies is a locked iron strongbox (Open Lock DC 30), the key to
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which is in Tierak’s possession. Inside the strongbox are 350 gp,
110 pp, and a fine silver service. The ewer is worth 230 gp, and
each of the four cups is worth 30 gp.

Development: If Tierak and her followers survive one
attack from -surface dwellers; they decide to hide elsewhere
until the following night, then slip out of the crypts and make
for Cormanthor. Thus, this room is empty the second time the
characters Vis'it.,

D13. RESTLESs CRYPT CAVERN (EL 0)

No unusual features mark this cavern, beyond the graves
carved into the walls all around.

This cavern is unexceptional unless the maurezhi has created a
diversion here.

Creatures: If the maurezhi has killed a character and
retreated to its lair to consume the corpse, it has left a
dozen animated skeletons in this room,-both to slow down
pursuers and to give him early warning of their impend-
ing arrival. The skeletons are not a significant challenge
for the party (a 10th-level'good cleric can’t help but de-
stroy them all with a single turning check), so do not
award experience for defeating them.

4¥ Skeletons (12): hp 6 each; see Monster Manual.

D14. MaurezHI NEsT (EL 11)

The reek of death hangs thick in the air, replacing the dry
odor of the ancient graves with a more pungent and nause-
ating stench. No graves line these walls, but loose piles of
gear—a breastplate and greataxe here, a large shield and
chain shirt there—litter the cavern floor.

If the maurezhi is in the process of consuming a character’s
corpse, read the following text:

Your companion’s corpse also lies on the floor of this foul
cavern. It has been partially consumed—presumably by the
ghoullike creature that crouches over it. An almost palpable
energy crackles between the creature and the body, as if the
thing were feeding not only on the flesh but also on the spirit
of your friend.

Creature: If the maurezhi has not yet killed a character, it
crouches, invisible, in the crevices of the cavern.

4 Maurezhi: hp 59; see page 132. :

Tactics: If the characters don’t detect the maurezhi, it
remains in hiding until they start looting its treasure.
Once it decides to enter combat, it first uses &/ur on itself
for protection, then summons 1d4 ghouls to distract the
party. Next it uses hold person and fear to thin down the
party’s ranks and drive off dangerous fighters. When it
feels it has evened the odds, it emerges from hiding and
attacks, trying to use the ghouls (if any remain) to get
flanking bonuses. The maurezhi seeks to paralyze as many
characters as possible so that it can consume them at its
leisure.

The maurezhi’s deathwatch ability allows it to see when its
foes are dying. It goes to great lengths to reach dying characters
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and use its death knell ability to suck out their life energy for
its own use. \

Treasure: Five distinct piles of gear can be found in this
room, one for each victim the maurezhi has consumed.

Male Human Rogue: +1 studded leather armor, +1 buckler,
masterwork rapier. ; ;

Male Drow Fighter: +1 mithral shirt, large steel shield,
+1 rapier.

Female Human Barbarian: Masterwork breastplate, mas-
terwork greataxe.

Male Gnoll Ranger: +1 studded leather armor, masterwork
battleaxe, masterwork handaxe, masterwork mighty composite
longbow (+4 Str bonus), quiver with 20 arrows.

Female Drow Cleric: +1 elven chainmail, +1 large steel
shield, masterwork dagger, +1 cloak of resistance.

underdark Level

The people of Dordrien used these natural caverns for
their crypts because the location was convenient, but the
Underdark connection posed continuing problems. For
many years, the Dordrien people successfully used magic to
prevent Underdark creatures from entering the crypts, but
those defenses crumbled after Dordrien itself was aban-
doned.

The Underdark level of the crypts provided ready access to
the surface when the drow of Szith Morcane began actively
raiding the surface centuries ago. When the drow retreated to
a less aggressive stance, they themselves sealed off the connec-
tion to the crypts. Recently, however, Szith Morcane’s new
leadership has reopened the connection to facilitate renewed
raids upon the surface world.

.le. UerpEr OuTrOST (EL 8)

The tunnel widens into a cavern, its entrance marked by
scattered rubble on the ground. A masonry wall formerly
sealed the end of this tunnel, but it seems to have recently
been removed. In the cavern beyond the doorway, a large
hole in the floor leads to a passage sloping steeply down.

During Szith Morcane’s retreat from the outside world, a
wall of stone blocked this cavern off from the crypts above.
When Irae T’sarran’s followers took control of the city and
began leading raids to the surface again, they chipped
through the wall, but its edges are still visible (Search DC
10) around the walls, floor, and ceiling of the tunnel. The
drow carted away most of the rubble and dumped it into the
chasm (S2), but they were not thorough, so some rubble
remains.

Creatures: Two drow sentries and a Large wraith spider
watch the upper reaches of Szith Morcane.

The sentries crouch by the old wall at the entrance to
D15. They can see as far as point X on the map, where the
corridor bends away. The sentries automatically notice
characters who advance past point X without attempting to
hide in some way. They also notice if any illumination falls
on the hallway at point X, so a party carrying sunrods
alerts the sentries in this area as soon as a sunrod comes
within 30 feet of point X.
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The wraith spider lurks in the shadows by the hole leading
down to D16. With its tremorsense, it can detect the approach
of any character who traverses point X on the map. The mon-
ster has been’ commanded to stay in this chamber and alert the
sentries to the approach of any creature, then attack all
nondrow entering the room.

For the purpose of this encounter, assume that the
guards take 10 on their Listen and Spot checks and apply a
—3 penalty for inattention. Each then has a Listen check
result of 9, which lets him hear people talking 90 feet up
the tunnel.

4 Szith Morcane Sentries (2): hp 37, 31; see page 134.

¥ Large Wraith Spider: hp 33; see Appendix 1.

Tactics: If they remain unaware of the PCs’ approach, the
sentries are sitting on the cavern floor near the south wall
when the characters enter, with their weapons close at hand.

If the sentries detect the heroes’ approach, they use the
remnants of the wall for §0% cover and engage the intruders
with missile weapons for as long as possible. The' wraith spider
skitters out and attacks. These drow are more interested in self-
preservation than in glory. They use their potions of cure light
wounds when wounded and flee when the situation looks hope-
less, hurtling down the tunnel toward the guardpost at the top
of Szith Morcane proper (S1).

D16. DESCENT

Since this tunnel slopes precipitously into the depths, a certain
amount of agility is required for anyone who is not flying to
negotiate it. The slope at the top of the tunnel is too steep to
walk up or down, so a successful Climb check (DC 0) is needed
to traverse it.

A character attempting to move at full speed down the
tunnel must make a successful Balance check (DC 10) or fall
prone, ending all movement. Running and charging are impos-
sible here, just as they are in the rest of the Underdark level.

D17. WALL OF STONE

The tunnel ends abruptly in a wall of hewn granite that
looks rather out of place among these natural tunnels. A
hole gapes in the tunnel floor in front of the wall, and a
large iron ring is set securely into the floor a couple of feet
from the lip of the hole.

When Szith Morcane was closed of f from the surface, the hole
here was sealed with the same thick spider webbing that con-
nects the caverns of Szith Morcane, and the driders from D20
ruled this area of caverns. When the T’sarran drow decided to
use the upper caverns again, they opened the webbing seal and
used a wall of stone to trap the driders in their own caves. A
successful Search check (DC 12) allows a character to find
scraps of charred webbing around the opening in the floor. The
iron ring was sunk into the stone to provide an anchoring
point for the rope of climbing kept in S1; if that rope is taken,
the drow tie a normal knotted rope here and leave it in place.

N all of Stone: 3 in. thick, hardness 10; hp 60 per S-foot
square; AC 3; break DC 26; Climb DC 22.

The hole in the floor leads down to S1 on the Szith Mor-
cane map. The floor of S1 is about 20 feet below the level of
this tunnel.

D18. NEst oF SpIDERS (EL 6)

Gigantic tangles of webbing, encrusted with dust and
rubble, fill this large cavern. An enormous spider’s head
protrudes from one of the tangles, as if the creature were
using it for a nest.

The tangles are shelters for the spiders that live in this cavern.

Creatures: Two Huge monstrous spiders lair in this cave.
Since the drow sealed them in their caverns, constraining their
hunting range, the spiders have been slowly going hungry,
though so far they are suffering none of the ill effects of star-
vation. They have eaten all the smaller spiders that used to
dwell in D19 and D20, and they have even managed to kill one
drider. They are still ravenously hungry, however, so they
attack the party without hesitation.

These are hunting spiders, so they cannot use webs against
opponents.

% Huge Monstrous Spiders (2):. hp 56, 51; see Monster
Manunal.

D19. ALcoVvE

Webs hang in dusty tatters from the ceiling and walls of
this small cavern, but nothing moves anywhere within.

This small cave used to be the nest of countless Tiny and Small
monstrous spiders. In the last month, since these caverns were
sealed off, these spiders have all become meals for the Huge

* spiders in D18 and the driders in D20.

D20. THE BanisHED (EL 10)

The acrid, sulfurous odor that fills this cavern probably
emanates from a heap of filth in the far southwest corner.
Two large forms shaped like bloated spiders creep slowly
along the walls and ceiling.

Two driders lair in this cavern, which they have warded with a
spiked pit trap near the entrance.

Trap: These drider sorcerers used a scroll of i//usory wall
captured from a slain drow to create a pit trap near the en-
trance to their lair. An 7//usory wall that looks just like the
floor covers the pit, and its location is not marked in any
way—the driders rely on memory to avoid their own trap.

" Spiked Pit Trap (60 ft. deep): CR §; no attack roll neces-
sary (6d6), +10 melee (1d4 spikes for 1d4+5 points of damage
per successful hit); Reflex DC 20 avoids; Will DC 16 disbelief
for illusory wall; Search DC 20; Disable Device DC 20.

Creatures: Outcast from drow society, the two driders that
lair here have not ventured far from home. Though they are
sworn enemies of the drow who cast them out, the driders are
smart enough to refrain from any assaults on’ Szith Morcane.
These two driders are sorcerers; the Huge spiders.in D18 re-
cently killed their cleric companion.

¥ Driders (2): hp 43, 33; sece: Monster Manunal.

Sorcerer.Spells Known (6/77/6/4; save DC 13 + spell level).
O—daze, detect magic, disrupt undead, flare, open/close, read
magic, resistance; 1st—mage armor, magic missile, shield, true
strike; Ind—blur, Melf’s acid arrow; 3rd—lightning bolt.
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Treasure: The filth heap in the southwest corner contains
the driders’ collected treasure: 70 pp, 800 gp, a potion of jump,
a scroll of greater magic weapon, locate object, and knock, and
another scroll of burning hands, displacement,-and minor
image. The scrolls and potion are sealed in waterproof tubes to
protect them from the refuse in which they are embedded.

A character searching through the filth for treasure risks
contracting blinding sickness. If the character washes thor-
oughly within 1 minute after searching the pile and cleans any
treasure recovered from it before handling it further, there is
no risk of infection. Otherwise, the character must make a
Fortitude save (DC 16) to avoid contracting the disease. Blind-
ing sickness is described in Chapter 3 of the DUNGEON
M 4STER’s Guide.

szith mMmoccane

The drow settlement of Szith Morcane has lain beneath the
Dordrien Crypts for centuries. Founded in 804 DR as an out-
post of Maerimydra when that city also ruled Shadowdale,
Szith Morcane served as a supply station for drow operating
on the surface and a staging point for occasional raids into
Daggerdale. With the flight of the drow from Shadowdale, the
inhabitants of Szith Morcane lost interest in the surface world
until the recent arrival of refugees from Maerimydra.

szith Morcane features

Szith Morcane was built inside a complex of caverns, all of
which open out into a vast chasm that penetrates deep into the

earth (see S2). The caverns of Szith Morcane all share the fol-

lowing features unless noted otherwise.
Doors: The doors in Szith Morcane are stone. Standard
doors are as follows:

\Stone Doors: 4 in. thick, hardness 8; hp 60; AC.5; break
DC 28. \

Walls: Walls in most of Szith Morcane are hewn stone.

WHewn Stone Walls: Minimum 3 ft. thick, hardness 8; hp
540; AC 3; break DC 50; Climb DC 22.

Walls in natural cavern areas (812, $28, S30-S32) are un-
worked stone. ; )

W Unworked Stone Walls: Minimum § ft. thick, hardness
8; hp 900 (per ¥ feet of thickness); AC 3; break DC 65; Climb
DC 20.

Floors: The floors throughout Szith Morcane are hewn
from the natural cavern floors. They are relatively even but
can be treacherous to run across. A character attempting to
run or charge across these floors must make a successful Bal-
ance check (DC 10) or fall prone, halting all movement.

Ceilings: Ceilings in most areas of Szith Morcane are 7 feet
high and smooth. The ceilings in the natural cavern areas (S12,
S17, 819-S22) are unhewn stone, at least 15 feet high, and
marked by many stalactites.

retaliation

In addition to the defenses the drow of Szith Morcane mount
when surface adventurers assault their home (see the Intruder
Alert! sidebar, page 20), they immediately plan appropriate
counterstiokes. On the night following the PCs’ first intrusion
into Szith Morcane, Dorina T’sarran dispatches a raiding
party (see below) to go out through the crypts and scour the
nearby countryside for the intruders. On the night following
the party’s first intrusion into the House Morcane level
(837-S50), Dorina organizes a hunter-killer team to track
down the heroes and eliminate them before they strike again.

EE—————————

intruder aAlect!

Two sentries are posted at the-edge of the chasm in S4 to

listen for- the sounds of combat anywhere within the com-
plex. Echoes within the chasm and the sound of rushing
water below duplicate the effect of severe wind on hearing,
imposing a —4 penalty on Listen chegks in the chasm area.
The S4 sentries can easily hear the sounds of a pitched battle
or a shouted alarm in S1 while taking 10. As a rule of thumb,
the S4 sentries move into action on the round following a
shouted warning or the casting of any energy-based spell Such
as lightning bolt, fireball, or ice storm.

When spurred to action, one S4 sentry moves.into S¥ and
sends a sentry from that room to notify the officers in S7,
then (in the second round) returns to S4 to keep an eye and
ear on the chasm. The other sentry waits for the first sentry
to return, then (in the third round) begins his climb down
the web to notify the priestesses on the House Morcane level.
It takes him 6 rounds to reach S37 (taking 10 on his.Climb
checks and a —5 penalty for accelerated climbing), where he

passes the warning to the quth-maren. One round later, he
heads back up the web to-S4, which takes another 6 rounds of
climbing. While climbing in either direction, he is quite vul-
nerable to attack from any characters who can see well
enough in the darkness to target him.

The room descriptions in the Barracks level and the
House Morcane level describe the rooms in two states: Un-
aware and Alerted. Three rounds after being warned by a
sentry, the sentries, officers, and spellguards on the Barracks
level have moved into their Alerted positions, and the web
team (see S2) leaves the Barracks level and begins patrolling
the web. It take$ the drow and undead on the House Morcane
level 5 rounds to move intoltheir Alerted positions.

If the characters kill the sentries in'D15 of the Dordrien
Crypts or S1 of Szith Morcane, the drow move into their
Alerted positions after a-maximum of 1d6 hours, when shifts
change and new sentries discover the deaths of the old-ones.
The dead sentries’ posts are not filled in the, Alerted state.
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RAIDING ParTY (EL 13)

Unless the characters have found an extremely well-hidden
place to camp or simply aren’t anywhere nearby, a drow party
attacks their camp during the night. If the drow cannot locate
the heroes who attacked Szith Morcane, they settle for harry-
ing the countryside nearby, attacking several farms and home-
steads within 3 to 4 miles of the Dordrien Crypts. The raiding
party consists of the following individuals:

% Common Drow Warriors (10): hp 3 each; see page 135.

< Quth-Maren (2): hp 78, 63; sce Appendix 1.

¥ Velina, T’sarran Niece: hp 44; see page 139.

¥ Arcane Guard: hp 31; see page 136.

The common drow warriors are from S18. The two quth-
marens and the T’sarran niece are from S42. The arcane guard
1s from S26. Reduce the creatures encountered in those areas
to account for any raiding party members killed ouside Szith
Morcane. If some of these monsters and NPCs were killed
before this raiding party was formed, either substitute equiva-
lent ones from another part of the complex or skip to the
Hunter-Killer Team encounter.

HUNTER-KILLER TEAM (EL 15)

After the heroes have demonstrated that they pose a deadly
threat to Szith Morcane, Dorina assembles a crack squad to
track them down and deal with them. If necessary, the drow
leaders make use of spells such as scrying and commune to lo-
calize the party before dispatching this team. Unless the char-
acters have used extreme caution in concealing their campsite
or simply aren’t anywhere near the Dordrien Crypts, the
hunter-killer team attacks them during the night.

¥ Zedarr T’sarran: hp 92; see page 139.

¥ Susztam Mar-Shinn: hp 37; see page 137.

¥ Quth-Maren (2): hp 73, 50; see Appendix 1.

¥ Velasta, T’sarran Niece: hp 70; see page 139.

Zedarr T’sarran is from S43, and Velasta and the-two quth-
marens are from S42. Susztam Mar-Shinn is from S31. If any
members of the hunter-killer team are killed ouside of Szith
Morcane, note their absence from those rooms. If some of
them have already been killed when the team is formed, sub-
stitute vampire noble guards from S39 or arcane guards from
S26. If neither the NPCs nor the substitutés are available,
Dorina does not dispatch a hunter-killer team.

szith Morcane pescription

A large chasm forms the basic structure of Szith Morcane. Six
tunnels lead from the southeast side of the chasm wall into the
caverns that house the drow outpost. From the floor of S1, the
chasm plunges to a depth of 600 feet before ending in a rush-
ing torrent of black water.

A character who falls that entire distance (which takes
almost an entire round) takes 20d6 points of damage and is
swept away by the water, carried at the rate of 100 feet per
round into lightless, airless caverns far under the drow outpost
(see fast-moving water under Water Dangers in Chapter 3 of
the DUNGEON M ASTER’s Guide).

S1. ENTRY Post (EL 12)
The hole in the floor at D17 drops down through about 10
feet of rock, then opens into the ceiling of a 10-foot-high

cavern. Drow ascend and descend by means of a rope of ¢climbing
kept at this guardpost.

Though they do not expect any reprisals from the surface,
the drow of Szith Morcane always keep guards stationed here
to monitor the chasm. Their position allows them to reach any
point on the web of the city with relative speed.

The guards have several ways to notice the approach of en-
emies from above—for example, they might hear a loud noise,
or the wraith spider might sense someone approaching, or a
light source could suddenly illuminate the hole in D17. If the
guards do detect approaching intruders, they hide along the
walls and ready themselves for a fight. Should the heroes
manage to catch them off-guard, read the text below:

A hideous creature stands watch near the ceiling entrance
to this cavern. Though it has the overall shape and stature
of a drow, no shred of skin or hair is visible on its body—
just gleaming muscles slowly oozing blood. Its eyes watch
without blinking, and its fists constantly clench and un-
clench as if it can’t wait to pound something with them.

Behind this monstrosity are three drow—two in chain
shirts and white tabards, and a third wearing a deep purple
tunic and black breeches. A big black spider scuttles around
their feet. The cavern is comfortably appointed, with four
padded wooden chairs set around a square table.

Creatures: This post is well guarded by two drow sentries in
the livery of Irae T’sarran (white tabards with leering black
skulls), a spellguard wizard (in the traditional purple tunic

¢ and black breeches), a Medium-size wraith spider, and a quth-

maren—a powerful undead creature created from the flayed
corpse of a priestess of Lolth. All the guards are loyal to the
new regime in Szith Morcane—or as loyal as chaotic evil
creatures can be. They have witnessed the failure of Lolth
first-hand and are committed to backing the up-and-coming
new power—XKiaransalee.

If the characters chased a flecing sentry from D15 into this
cavern, the guards here are ready to fight, but the fleeing
sentry has continued down the web to S9 to alert the rest of
the guards.

4¥ Szith Morcane Sentries (2): hp 42, 30; see page 134

¥ Szith Morcane Spellguard: hp 16 (40 temporary); see
page 133.

4 Quth-Maren: hp 76; scc Appendix 1.

¥ Medium-Size Wraith Spider: hp 16; see Appendix 1.

Tactics: Already impressed by the quth-maren’s abilities,
the sentries are happy to stand back and let it have its way
with the intruders—at least until the characters prove
themselves to be a threat. During the fight, one sentry
spends a round moving to the edge of the cliff and shouts
loudly down to S4 if no sentries from D15 have yet carried
the alarm below.

The spellguard is rather more cautious about 1ntruders so he
is happy to assist the quth-maren with his magic. Given a
chance to prepare,-he casts szoneskin and mage armor before a
battle. He first uses lower-level spells, including magic missile,
burning hands, and flaming sphere, saving his greater firepower
for a serious threat. As soon as he realizes that the characters
are dangerous, he drinks his potion of haste, then launches his
ice storm and begins a barrage of Zightning bolt spells. If the
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characters use silence to quiet the sounds of battle, the spell-
guard uses dispel magic to negate it, knowing that the sentries
below are listening for the sounds of combat. See the “Intruder
Alert?” sidebar for details of Szith Morcane’s reaction to the
characters’ arrival.

A character standing at the edge of the chasm and looking
around carefully may spot the Gargantuan monstrous spider
in S2, since it is only about 5O feet north of this cave and a
little below it. The creature has 50% concealment in its web-
bing nest there. :

Treasure: The drow in this chamber keep a rope of climbing
coiled neatly on the table, for use in getting to the level above.
When necessary, one of the sentries orders the rope to affix
itself to the iron ring in D17.

Development: The drow of Szith Morcane do not allow this
post to go unguarded. If the sentries here are slain, remove two
sentries from the barracks in S11 and place them hereg. This ad-
justment reduces the Web Team by two sentries if the complex
goes to alerted status. Replace the spellguard with an arcane
guard from S26 and the quth-maren with another from S37.

If their rope of climbing goes missing, the drow replace it
with a mundane knotted rope, which they leave tied to the ring.

S2. THE CHASM (EL VARIABLE)

In striking contrast to the deathly still air elsewhere in
these caverns, a cold, strong breeze blows up from some
unknown depth here. A chasm yawns in the earth, reach-
ing far down into the endless reaches of the Underdark.
Though it is only about 30 feet wide, the rift continues
for hundreds of feet on either side. Large webs stretch
down into the darkness, and from far below you can hear
rushing water.

A sheet web spun by a Gargantuan monstrous spider connects
the caverns. The drow can use certain of its strands (see Trap,
below) to climb from one tunnel mouth to another.

The wall of the chasm is quite rough, dotted with natural
handholds and footholds. The Climb check DC for sections.of
the chasm wall that are not covered in webbing is 15.

Climbing up or down the main stem of the web, which is
constructed like a ladder, requires a successful Climb check (DC
0). The diagonal strands of the web are more difficult to move
on, requiring a Climb check (DC 10) to navigate.

A creature that falls while climbing the web plummets 1d4
X 10 feet before becoming entangled in another section of web-
bing (see below for the effects of entanglement). A creature
that falls while climbing a section of chasm wall that is not cov-
ered with webbing can catch itself on the wall with a successful
Climb check (DC 35). Failing this, it falls to the bottom of the
chasm unless some sort of magical aid prevents it. (The drow
view the extreme danger of their city’s construction as a means
of weeding out the weak and unworthy from their populace.)

Trap: Most of the strands on the sheet web are sticky, except
a few that the drow use to move from cavern to cavern. Any
creature that strays from the “safe” strands (marked in red on
the map) becomes stuck in the web (unable to move, but not en-
tangled). A stuck creature can try to free itself with an Escape
Artist check (DC 30), a Strength check (DC 36), or by cutting
itself loose (a sticky section has 16 hit points and DR 3/fire).

In addition to the sheet web, a loose mesh of web strands
stretches across the width of the rift. Any character, flying
within the chasm must make a Spot check for each round of
movement or fly headlong into a web and become entangled
(not just stuck, like a character caught on a sticky strand).

" Web Trap: CR included in spider’s CR; entanglement;
Spot DC 20 avoids. See Monster Manual for more details.

An entangled creature takes a —2 penalty on attack rolls
and a —4 penalty to Dexterity, and it cannot move. An entan-
gled creature capable of spellcasting must make a Concentra-
tion check (DC 15) to cast a spell. :

Combat on ‘the web is difficult. A climbing creature loses
any Dexterity bonus to AC and.can’t use a shield. Further-
more, an attacker gets a +2 bonus on attack rolls made against
a climbing creature. The drow likely to be encountered here
have climbing ACs listed with their statistics in Appendix 2.

Any time a climbing character takes damage, he or she
must make a Climb check against the DC of the web (noted
above). Failure means the character falls, as described above.

The spider (see below) quickly moves to attack any creature
that becomes stuck.or entangled in its web. It can crawl across
the chasm on a single strand if necessary.

Creature (EL 9): The spider that made this web is a fierce
ally of the Szith Morcane drow. Under orders to ignore vibra-
tions on the nonsticky strands (marked in red on the chasm
map), it Views creatures that touch any other strands as fair
game. It can cross the entire web in 3 rounds to attack a crea-
ture that strays from the “safe” strands.

4¥ Fiendish Gargantuan Monstrous Spider (Web Spinning):
hp 132; see page 135. )

The spider spends most of its time in a huge nest of webbing
almost 30 feet in diameter, located at the upper northern
corner of the web. It has §0% concealment within its nest.

Tactics: Though it is immeasurably smarter and more
malevolent than a normal vermin, this spider is hardly a
genius. It obeys its drow allies and ignores creatures traveling
on the safe strands, but otherwise it follows its instincts and
eats creatures caught in its web. If harassed by opponents who
are not stuck or entangled, including flying characters, the
spider tries to entangle them by casting webs at them. If seri-
ously wounded (40 or fewer hit points remaining), it retreats
to its corner of the web, where it defends itself to the death.

Alerted: The Web Team (EL 14): If the drow on the Bar-
racks level are warned of the characters’ approach (see the “In-
truder Alert! sidebar on page 20), they send a party of guards
to patrol the web. This team moves directly from S4 to the
spine of the web. From there, its members can move quickly to
address any disturbance they detect.

< Szith Morcane Officer (1): hp 67; see page 135.

4¥ Szith Morcane Spellguard (1): hp 16 (40 temporary); see
page 133.

¥ Szith Morcane Sentries (8): hp 45, 42, 41, 41, 37, 33, 32,
30; see page 134.

S3. SOUTHERN CAVERN (EL 13)

The entrance to this cavern is not visible from S1 or any of
the other tunnel mouths leading into Szith Morcane. The only
ways to access the cavern are by flying or by crossing the
chasm on the spider webs and climbing at least 10 feet to the
cave entrance (Climb DC 15). A flying character within 10
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Illustration by Sam Wood

feet of the entrance must make a Spot check (DC 15) to notice
the cleft in the rock face.

Clean and dry, this small cavern feels more like a roadside
campsite than an underground cave. Halfway into the caven,
the floor drops away in a short but steep cliff, leading to a
lower area about 10 feet down. A bedroll—tightly rolled and
neatly tied—and a backpack lie in the lower section, propped
against the north wall. Otherwise, the room seems clear.

The small cliff in the center of the cavern is smooth and diffi-
cult to climb up or down (Climb DC 25).

Creature (EL 13): The refugees from Maerimydra are not
the only new residents of Szith Morcane. Shortly after their
arrival, a warped and twisted half-drow came to the chasm,
troubled by the absence of Lolth’s insidious whispers, which
had previously been a constant presence in her mind. Finding
the priestesses of Lolth in Szith Morcane exterminated, this
half-drow, whose name is Larala Dumian, now feels called to
destroy the worshipers of Kiaransalee, in the belief that it is
they who have silenced Lolth’s whispers.

The magic of the fang scarab she wears has deformed
Larala’s body. Her skin, once dusky gray, is now completely
black, and her canine teeth are long and sharp. Her limbs and
digits are unnaturally long, and tufts of coarse, black hair
cover her body. The most striking aspect of her transforma-
tion is her eyes, which are large and multifaceted. She wears
black studded leather armor that seems to blend into the dark-
ness around her, and she moves with incredible quiet (another
property of her armor). Larala is not entirely sane; in fact, she
displays considerable paranoia. She also has a habit of mum-
bling and whispering to herself (a behavior begun in response
to the whisperings of Lolth in her own mind, but which con-
tinues even now that Lolth has fallen silent).

¥ Larala Dumian: hp 78, see page 135.

Tactics: Larala Dumian spends much of her time sitting at
the base of the cliff, where she is out of sight of creatures en-
tering the cave. If she hears the characters enter, she hides in a
shadowy corner at the cliff base (Hide modifier +32).

Despite her evil alignment, Larala is not automatically hos-
tile to the characters. Her initial attitude is indifferent, though
that quickly shifts to unfriendly if the characters head straight
to her backpack and start looting. Larala’s enemies are the drow
leaders of Szith Morcane, not a random band of surface-world
interlopers—in fact, she could conceivably ally with the charac-
ters against the drow, despite her paranoia. If the PCs use Diplo-
macy or raw Charisma to sway her attitude to friendly (DC 15 if
she is indifferent, or 25 if she is unfriendly), she assists them in-
sofar as their goals align with hers—no further. If they can
change her attitude to helpful (DC 30 if she is indifferent, or 40
if she is unfriendly), she aids them as much as she can.

Treasure: In addition to the gear she carries on her person,
Larala’s backpack holds her mundane equipment: caltrops, 10
feet of chain, a crowbar, a grappling hook, 50 feet of silk rope,
a full waterskin, a set of masterwork thieves’ tools, and a small
pouch containing 10 gp.

Ad Hoc XP Adjustment: Award the characters experience
as if they had defeated Larala should they win her help against
the drow.
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Barrocks Level

S4. BARRACKS ENTRANCE (EL -8)

Inside the cavern mouth, the walls are smooth and even,
narrowing toward a short passage heading to the east.

This is not re‘ally a separate room from SJ; it’s actually a hall-
way leading from the chasm to that guardpost.

Creatures Two sentries are stationed here at all times,
crouching at opposite sides of the entryway and carefully lis-
tening for sounds of disturbances in the chasm. Noise in the
chasm is baffled by echoes and the spiderwebs, imposing a —4
penalty on the sentries’ Listen checks. Assume that both sen-
tries take 10 (giving a check result of 10), which allows them
to hear combat in any of the entrance chambers except S37.
See the “Intruder Alert! sidebar on page 20 for information
on their actions in case of a disturbance.

The sentries wear the livery of Irae T’sarran (white tabards
with leering black skulls).

49 Szith Morcane Sentries (2): hp 43, 35; sce page 134.

Unaware Tactics: If the sentries are surprised here, they
immediately raise a cry (or run, if silenced) to summon the
other sentries and the quth-maren from S3. One sentry from
S5 runs to notify the officers in S7, while the other three
bring the quth-maren to assist here. As soon as possible, one
of the sentries hurries out of the cavern entrance to notify
the quth-maren in S37; as described in the “Intruder Alert!”
sidebar.

Alerted Tactics: If they have already detected the ap-

proaching characters, the sentries remain here to watch for
the intruders. If they see the characters coming, they retreat
immediately.into S5. -

S5. GuarprosT (EL, 11 or 13)

Standing guard at the entrance to this chamber is another
skinless undead creature, its unblinking eyes on the lookout
for intruders. Drow forms are visible in the bare room
behind it.

The drow of Szith Morcane generally believe that guardposts
are for guarding, so they keep such rooms unfurnished. (Area
S1 is an exception to this rule.) Drow on guard stand or squat
on the ground, usually in complete silence, communicating
only in their sophisticated sign language.

Unaware Creatures (EL 11): A quth-maren and four sen-
tries ordinarily keep watch in this chamber, ready to respond
to any emergency situation. The sentries wear the livery of
Irae T’sarran (white tabards with leering black skulls).

4 Quth-Maren: hp.66; see Appendix 1.

4 Szith Morcane Sentries (4): hp 37, 33, 32, 26; see page
134.

Unaware Tactics: The sounds of battle in this room are
enough to alert the officers in S7 that intruders have entered
the level. The officers rouse the off-duty sentries in S8 and S11
and the spellguard in S9, then all of them hurry to SJ.

If the characters use silence to keep the sounds of battle
from reaching beyond this room, one of the sentries runs

toward S7 to notify the officers. If the message is delivered,
one of those officers hurries to help the sentries here, while the
other rouses the remaining drow on the Barracks level and
brings them to the battle.

Alerted Creatures (EL 13): If the Barracks level is in a state
of alert, the guard contingent here increases to seven sentries,
plus the quth-maren and one officer. The sentries and officer
wear the livery of Irae T’sarran.

¥ Quth-Maren: hp 66; see Appendix 1.

<¥ Szith Morcane Officer: hp 52; see page 135.

4¥ Szith Morcane Sentries (7): hp 41, 37, 33, 3’2, 32, 32, 26;
see page 134.

Alerted Tactics: If the assembled guard force here is not
sufficient to handle the intruders, one sentry withdraws from
melee and runs to S4, where he calls loudly into the chasm for
help, hoping to summon the web team (see S2).

S6. PrisoN CeLLSs (EL 9)

A long hallway with six heavy iron doors in the south wall
stretches out to the west. A small, shuttered window is set
into each door.

Drow rarely keep prisoners for long, and that practice has been
followed even more rigorously under Szith Morcane’s new
regime. Kiaransalee’s faithful find it eminently practical to
transform uncooperative prisoners into cooperative (if mind-
less) undead servants. As a result, all these cells are empty. The
thought that well-meaning would-be rescuers could be caught
in a deadly trap does amuse the drow, however, so they have
trapped one of the cell doors (see below).

WIron Doors: 2 in. thick, hardness 10; hp 60; AC 5; break
DC 28; Open Lock DC 30.

Trap: A magical trap protects the door to cell C. Unlocking
the door by any means triggers the trap, which summons a
noble salamander. The creature appears in the hallway in
front of the door, positioned as necessary to ensure that it
isn’t sharing a space with a character.

~ Summoning Trap: CR 9; summon monster V' III (noble
salamander, duration 15 rounds); Search DC 33; Disable
Device DC 33.

“¥ Noble Salamander: hp 112; see Monster Manual.

S77. OFrICERS’ QUARTERS (EL 12 or 0)

A heavy brocade cloth hangs from the ceiling, splitting this
room into two semiprivate bedchambers. Large, sumptuous
beds with wooden frames lie in opposite corners, and a
hardwood chest of drawers stands beside each. Flanking the
door are two writing tables—one bare except for a neat pile
of papers, the other covered with a disorderly mass of
scrolls and sheets of paper.

These fine quarters belong to the two officers of Szith Mor-
cane’s guard force.

Unaware Creatures (EL 12): The two guard of ficers work
or rest here most of the time, but at least one is-always ready
to respond to an alert called by the sentries in S5. The officers
wear the livery of Irae T’sarran (white tabards with leering
black skulls) and are natives of Maerimydra who arrived in
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Szith Morcane only recently. They were Irae’s followers
before coming here, and they are completely loyal to her and
to Kiaransalee. -

<¥ Szith Morcane Officers (2): hp 67, 52; see page 135.

Alerted Creatures (EL 0): The room is empty. One of the
guards is on duty in S5, while the other leads the web team (see S2).

Treasure: Each guard officer carries a key to the iron grate
in S19 on her person.

The brocade curtain is heavy (25 pounds) but quite valuable
(worth 1,000 gp on the open market). Stuffed deep into the
mattress of one bed is a sturdy leather pouch (Search DC 15
for a character who specifically searches the bed). In the pouch
are 65 pp, 50 gp, and a-mithral necklace worth 1,300 gp.

Most of the papers on the writing tables are uninteresting:
duty rosters showing which sentries are assigned to which
guardposts—the Upper Outpost (D15), the Entry Post (S1),
the Chasm Edge (S4), and the Guardpost (S5). A review of
these papers reveals that the guards operate on two alternating
shifts, but it is impossible to determine when the shifts change
because the drow don’t use surface notations for time. Notes in
the margins reveal which guards can’t be trusted on duty at the
same post together.

On top of the neat stack of papers is a wax-sealed bone tube
containing a letter penned by one of the officers. It is intended
for a cousin of hers in Cormanthor. The letter is written in
Elven (Espruar script, the drow dialect) and reads as follows:

Indrizil:

Word has probably reached you about the fall of Maer-
imydra, and perhaps you have wondered about my safety.
Obviously, I survived the sack of the city, although it was a
close call indeed. The city fell at the hands of mere chat-
tel— the priestesses of the Spider Queen had kept the city so
cowed that, with their power gone, its defenders could not
resist even a force of goblins, ogres, and giants. We held our
strong places for a time without the clerics, but then House
Chiimavh was overthrown from within, and so we were
undone.

I write to you now from Szith Morcane, the old outpost
north and west of the city. Perbaps you will come visit me—
though I must say that if you still profess faith in Lolth you
will not be welcomed by those who rule here now. The
Spider Queen’s priestesses have found a new role here,
which I think you wonld not enjoy very much.

1 do not know if you still cling to the hope that the Spider
Queen will restore you—will restore all of us—rto her favor,
but if you do, I urge you to reconsider. It is not too late for
you or for our bond of blood. The Lady of the Dead will
accept you still, just as she has taken me into her care. All
Maerimydra is her temple now, and her emissaries rule
here too. Abandon your empty allegiance to a silent goddess
and come to Szith Morcane, but do not wear the emblem of
the spider. I have need of allies of my own blood, and if
Lolth still ignores your pleas, I suspect you do as well.

—Rhavanz

A successful Knowledge (religion) check (DC 20) identifies the
Lady of the Dead as one of Kiaransalee’s titles.

Rhavauz, the guard officer, intends to send the message
with the next Underdark merchant who happens to pass

through the outpost. A few such individuals carry on a small
bit of trade between Maerimydra’s outposts and the drow
living in the shadows of Cormanthor.

Development: In Part 2 of the adventure, the officers may
return as revenants to exact revenge on the characters. Make
note of the spells and tactics the characters use in this en-
counter so that the revenants, if they appear, can adapt their
tactics to suit the techniques used by the PCs in this battle.

S8. Barracks 1 (EL 11 or 0)

Six bunk beds fill nearly all the available space in this room.
The smell of sweat lingers in the air, along with some less
pleasant odors. One of the bunks has just a bare mattress;
the others are covered with linen sheets and wool blankets.

This barracks is home to eleven drow sentries, though no more
than six are ever here at any given time.

Unaware Creatures (EL 11): Five off-duty sentries are
meditating in their bunks. They doze in their mithral shirts,
but they must spend a full round after being roused to collect
their weapons and bucklers. (A sentry’s AC without his or her
buckler is 15.) As long as the characters stay reasonably quiet
outside the door, they can surprise the drow here.

¥ Szith Morcane Sentries (3): hp 46, 43, 41, 33, 32; sce
page 134.

Alerted Creatures (EL 0): The room is empty. Two of the
sentries from this room are assigned to S3; the other three are
on the web team in S2. ' ;

Treasure: At the end of each of the eleven bunks is a small

footlocker secured by a simple lock (Open Lock DC 20). Each

2y

footlocker contains several changes of clothing and some odds
and ends of no great value. The drow don’t trust each other, so
they carry most of their personal treasure on their persons.
One locker, however, conceals a gold comb studded with small
diamonds (worth 450 gp), a scroll of haste and suggestion, and a
wand of fly with 14 charges remaining. These valuables lie be-
neath a false bottom (Search DC 15). The owner of this foot-
locker murdered a wizard he disliked during his escape from
Maerimydra, and he is now trying to decide how best to sell off
his dead foe’s magic items.

S9. W1zArRDS’ QUARTERS (EL VARIABLE)
The door to this room is warded with a fire trap.

Trap (EL 5): The three Szith Morcane spellguards share a
secret password (“Quelzaress,” a nonsense word) that allows
them to open the door safely. Anyone opening the door with-
out speaking the password triggers the trap.

" Fire Trap: CR 5; S-foot radius (1d4+7 fire); Reflex DC
18 half; Search DC 29; Disable Device DC 29.

Four plain beds line the walls of this room. One is simply a
bare mattress on a wooden frame; the other three have
linen sheets and wool blankets as well.

This chamber is home to the three spellguards—evokers who
serve as part of Szith Morcane’s guard force. A fourth spell-
guard fled toward the surface with Tierak Morcane and has
taken up residence in D12.

Unaware Creatures (EL 8): One off-duty spellguard is

L3
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meditating in his bed before the characters arrive. He rises
ready for combat if the fire trap goes off, though he is wear-
ing only his long purple tunic.

4 Szith Morcane Spellguard: hp 16 (40 temporary); see
page 133.

Unaware Tactics: Caught alone and possibly surprised, the
spellguard concentrates on survival. He drinks his potion of
haste, then tr1es to trap the party in a web. If anyone escapes the
web, his next two spells are purely defensive: stoneskin and fire
shield. Protected by these spells, he’s willing to risk running out
the door to find help, but if that proves impossible, he stays and
puts up a good fight, using ice storm and a hail of Zightning bolts
to whittle the party down. He makes as much noise as possible
during the battle, hoping to draw aid from the other guards.

Alerted Creatures (EL 0): The room is empty. The off-duty
spellguard has joined the web team in S2.

Treasure: A small chest filled with clothing (purple shirts
and black pants, the spellguards’ normal garb), empty scroll-
cases, blank parchment, and other odds and ends sits beside
each bed. The spellguards share the same spell repertoire, but
each keeps a separate spellbook in his chest. Each spellbook
contains the spells listed in the spellguards’ description (see
page 133) and is protected by a fire trap spell with the same
characteristics and password .as the one on the door to the
room. The third chest also holds a bag containing six pearls
worth 100 gp each, which that spellguard has been collecting
for use in identify spells.

S10. MEss HAaLL

A large rectangular table surrounded by chairs fills most of
this room. A counter with cupboards lines the south wall.
Crumbs and spills on the counter reveal recent use.

This room is where the drow guards prepare and eat their
meals. It is unoccupied, and the foodstuffs stored here are
uninspiring—dried rations form the bulk of the stores. Large
blocks of pungent cheese (made with rothé milk and laced with
a green mold), sacks of dry, stale crackers, bottles of watered
wine, and a large urn of clean water round out the supplies.

S11. Barracks 2 (EL 10 or 0)

If the characters have already been to S8, you can skip the
read-aloud text below and describe the room as “just like the
other barracks.”

Six bunk beds fill nearly all the available space in this
room. The smell of sweat lingers in the air, along with
some less pleasant odors. One of the bunks has just a bare
mattress; the others are covered with linen sheets and
wool blankets.

This barracks is home to eleven drow sentries, though no more
than six are ever here at any given time.

Unaware Creatures (EL 10): Four off-duty sentries are
meditating in their bunks. They doze in their mithral shirts,
but they must spend a full round after being roused to collect
their weapons and bucklers. (A sentry’s AC without his or her
buckler is 15.) As long as the characters stay reasonably qulet
outside the door, they can surprise the drow here.

¥ Szith Morcane Sentries (4): hp 42, 33, 32, 30; see page
134.

Alerted Creatures (EL 0): The room is empty. One of the
sentries from this room is assigned to S5 the other four have
joined the web team in S2.

Treasure: At the end of each of the eleven bunks, is a small
footlocker secured by a simple lock (Open Lock DC 20). Fach
footlocker contains several changes of clothing and some odds
and ends of no great value. The drow sentries carry most of
their treasure.

Bazaor Level

At Szith Morcane’s height, its bazaar—centrally located in
the heart of the great spiderweb—was a bustling hub of ac-
tivity. Merchants—not just from the six merchant families
residing in the outpost, but also from drow settlements across
the Dales region and even as far away as Menzoberranzan—
came here in droves to sell their wares. But in the years after
the drow of Maerimydra were driven from Shadowdale, Szith
Morcane gradually changed from a busy mercantile center
into a spartan military outpost. A few traders from other
Underdark settlements still visit the outpost, providing the
supplies (mostly foodstuffs, arms, and armor) that the drow
here need to subsist. The rothé herds and mushroom farms
on the Commoners’ level provide for the settlement’s other
needs. The warchouses of the six merchant families now
stand mostly vacant, and the bazaar is generally quiet.

S12. Bazaar (EL 12-13)

This huge natural cavern seems overlarge for the single
clump of creatures gathered near its southwest wall. Two
lizards loaded down with packs and crates stand at the
center of the clump. Three gray dwarves beside them seem
to be selling wares from the lizards’ packs. The customers
include a pair of drow, a trio of kuo-toas, and a mind flayer.
A ledge, about 10 feet off the ground, runs the length of
the northeastern wall, and some half-dozen doors are set
into the wall beyond the ledge. The cavern’s ceiling is about
20 feet high.

This chambes is Szith Morcane’s bazaar, in all its diminished
glory. Over the course of any given week, a couple of mer-
chants from elsewhere in the Underdark arrive with their
pack lizards. The sentries, wizards, priests, and commoners
of the outpost, as well as a handful of visitors from other
Underdark locales, come to haggle over the merchants’
wares.

The cavern wall below the ledge is pitted with a number of
natural handholds and footholds, making it fairly easy to
climb (Climb DC 15).

Creatures: The potential combatants in the bazaar include
the duergar merchants, two off-duty sentries, and the mind
flayer, who simply can’t resist-a good fight against surface-
worlders. At the first sound of combat, the sentries and spell-
guard from the Bazaar Watchpost (S17) come to join the fray,
raising the Encounter Level to 13.

¥ Duergar Merchants (3): hp 65, 55, 51; see page 135.

¥ Pack Lizards (2): hp 89, 79; see FORGOTTEN REALMS
Campaign Setting.
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4¥ Szith Morcane Sentries (2): hp 46, 33; see page 134.

¥ Szith Morcane Spellguard: hp 16 (40 temporary); see
page 133. '

¥ Mind Flayer: hp 50; see Monster Manunal.

The three kuo-toas are not interested in fighting the char-
acters. They flee toward the back of the cavern and make for
S19 (on the Commoners’ level) as soon as any trouble begins.

¥ Kuo-Toas (3): hp 14, 8, 7; see Monster Manual.

Tactics: The duergar are not accustomed to seeing surface-
dwellers in the bazaar. Should a group that obviously does not
consist entirely of subterranean races approach the merchants
as if to do business, the duergar treat the visitors with suspicion
and undisguised contempt, while the other customers edge
slowly away from the group.

If sentries still stand guard in S4, the sounds of combat here
alert them, and they notify the officers and the quth-maren as
described in the “Intruder 'Alert!” sidebar (page 20). The web
team then moves as quickly as possible to assist in the bazaar.

Treasure: The mind flayer has a good deal of treasure on its
person, including magic items it captured from another hap-
less party of adventurers and hopes to sell for gems. Its treas-
ure is 90 pp, 2,000 sp, six gems (three 10-gp azurites, two
15-gp blue quartzes, and a 1,200-gp blue sapphire), a +1
greataxe, a potion of alter self, a potion of sneaking, a scroll of
color spray and jump, a scroll of heat metal, delay poison, and
chill metal, a scroll of charm person or-animal, and a scroll of
magic circle against evil (divine). The creature stores all this in

a bag of holding (Bag 1).

The pack lizards are laden with a wide assortment of trade
goods: raw fabric from all over the world, arms and armor (in-
cluding some masterwork items, but no magic ones), large
quantities of foodstuffs (cheese, dried meats, and fungus), and
a few items of mundane equipment (some leather goods such
as pouches, boots, belts, and backpacks, a small assortment of
pottery, and tools useful for navigating the Underdark, such as
climbing kits, picks and pitons, and rope). The armor and
weapons plus a few bolts of rare silk bring the total value of
these miscellaneous goods to 2,125 gp. The whole lot weighs
1,200 pounds.

In addition to their personal gear, the duergar carry various
forms of cash. In total, the three merchants have 300 pp, 300
gp, 670 sp, and twenty-two gems (five 10-gp violines, four 50-
gp tchazars, five ¥0-gp moonstones, two 100-gp waterstars,
three 100-gp amethysts, a $00-gp violet garnet, a §00-gp deep
blue spinel, and a §00-gp black pearl).

S13. ABANDONED W AREHOUSE ;
The doors to all six abandoned warehouses (the five marked
S13 on the map as well as the one marked S15) are barred
from the outside. Each building has a heavy wooden beam
nailed to the door and to both sides of the doorframe. The
beam can be pried of f (Strength DC 20; +2 circumstance bonus
if a crowbar is uséd) or simply broken through (Strength DC
25) to open the door.
The five warchouses marked S13 are virtually identical.
Read the following should the characters enter any of them:

Bazaar

T
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Dust swirls into the air and clings to the spiderwebs that
hang everywhere in this large, clearly abandoned room.
Sheets of cobwebs hang from the ceiling to the floor, and
intricate networks of webbing cover the ceiling. Dozens of
spiders are visible in the webs—some as small as peas,
others as large as dogs. Some of these spiders are sitting
still, others are crawling slowly around.

1

In Szith Morcane’s heyday, these warehouses were home to
goods traded by six wealthy merchant families whose power ri-
valed that of the priestesses of Lolth. Now the buildings stand
vacant, infested with spiders and coated in dust.

The spiders, though plentiful, do not pose a serious
threat to the characters. Most of them are ordinary spiders,
but each abandoned warehouse holds 2d10 Tiny monstrous
spiders and 2d6 Small monstrous spiders. None, of them
have treasure. Do not award experience pomts for destroy-
ing the spiders.

S14. ABANDONED MERCHANT RESIDENCE

It appears that this chamber once served as a residence. In
one corner stands a bed with a crumbling frame, and beside
it is a dresser with its empty drawers heaped on the floor.
Against the opposite wall stand a writing table and a chair.
Any creature comforts are long gone. Spiderwebs cover the
ceiling and hang idly from the walls and furniture.

Like their ‘warchouses, the residences of Szith .Morcane’s

merchant families are deserted. All distinctions among

them have been obliterated with the passage of centuries.
Each residence now houses 2d6 Tiny monstrous spiders and
2d4 Small monstrous spiders, in addition to multitudes of
ordinary arachnids.

S15. SPIDERLESS W AREHOUSE, (EL
VARIABLE)
As with the other five abandoned warehouses (S13), the door
to this one is barred from the outside. However, a character
examining this bar (Search DC 18) might notice that it is not
actually attached to the door. In fact, the door swings inward
easily with a push. Characters can enter by ducking under the
bar, which remains in place across the door frame.

This large room seems completely bare and featureless,
from floor to ceiling.

This warehouse has been purged of spiders (and their web-
bing) by the oozes that prowl its walls. Worshipers of
Ghaunadar, the drow deity of oozes, use one of the inner
chambers (S16) as a secret shrine. Their mindless allies
lurk here in the darkness.

Creatures (EL 9): Two black puddings seep across the walls,
ceilings, and floor of this room, eating any organic matter
(except members of the cult) that dares intrude into Ghau-
nadar’s domain. The puddings tend to remain in the back of
the pitch-dark room, so characters without a decent light
source or the ability to see in the dark at long range may not
spot them immediately.

28

¥ Black Puddings (2): hp 113, 107; see Monster Manual.

Trap (EL 7): The door to S16 is protected by a greater glyph
of warding trap, which triggers whenever anyone who is not a
worshiper of Ghaunadar stands in front of the door. This glyph
was created by the cult’s chief cleric, Tooman Thendrik.

< Greater Glyph of W. arding (Blast): CR 7; Sfoot radius
(3d8); Reflex DC 20 half;; Search DC 31; Disable Device DC 31.

S16. SHRINE TO GHAUNADAR (EL 11)

An unspeakably vile stench, combining the worst elements
of decaying flesh, refuse, and waste, fills this small room. A
fetid pool of slime glistens in the center of the chamber, and
a number of amorphous shapes twitch around it. Within the
pool of slime, something glows with a sickly violet light.

This abandoned merchant residence has been appropriated for
use as a shrine by the tiny, outlawed cult of Ghaunadar in Szith
Morcane. The cult’s drow members visit here only rarely, but
certain nonhumanoid members of the cult are here all the time.

The pool of slime is strongly acidic. Any creature that
touches it takes 1d6 points of -acid damage; any creature
that falls into it takes 10d6 points of damage per round of
immersion. At the bottom of ‘the pool, a permanent magi-
cal effect (a variation on the dancing lights spell) traces the
holy synibol of Ghaunadar (an unblinking lidless eye) in
dark purple light.

Creatures: The cult of Ghaunadar has some members who
cannot move freely among the drow of Szith Morcane. These
members, a roper and three ochre jellies, remain in the cult’s
meeting place as guardians. The roper looks for opportunities
to pull or bull rush intruders into the acid pool.

% Roper: hp 86; sec Monster Manual.

¥ Ochre Jellies (3): hp 70, 65, 64; see Monster Manual.

Ad Hoc XP Adjustment: Add a +25% experience point ad-
justment to this encounter because of the complication pre-
sented by the acid pool.

Treasure: Tooman Thendrik, the cult’s leader, keeps a small
amount of the cult’s treasure here. Two large clay urns (one on
either side of the primitive altar) hold a total of 4,400 sp, 290
gp, 20 pp, and a silk pouch full of gemstones—two 80-gp spo-
dumenes, two: 60-gp citrines, and three 12-gp greenstones.

S17. Bazaar WaTcHPoST (EL 10)

This cavern bulges out from the tunnel, forming a natural
watchpost with a fine view of the tunnel leading off to the
east. It is unfurnished and undecorated.

Three guards are posted here at all times to keep watch over
the bazaar (S12) and the Commoners’ level. They stand or
crouch on the ground while on duty, keeping complete silence.

Creatures: Two of the guards are sentries in the livery of Irae
T’sarran (white tabards bearing leering black skulls). The third is
a spellguard in the traditional purple tunic and black trousers.

4 Szith Morcane Spellguard: hp. 16 (40 temporary); see
page 133.

<¥ Szith Morcane Sentries (2): hp 40, 31; see page 134.

The guards react quickly to any disturbance in the bazaar
or the immediate area. Allow each a Listen check (Listen
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modifier +4 for the sentries and +7 for the spellguard) to
notice sounds in the Commoners’ level as well..

commoners’ Level

On this level, an enormous, rambling cavern stretches for more
than 1/4 mile from the chasm. This cavern is home to Szith Mor-
cane’s hundred or so common drow, plus almost two hundred slaves.

The Commoners’ level produces many of the necessities of
life for the Szith Morcane residents. A small herd of rothé
provides milk and cheese, furs, and sometimes meat, and the
various fungi cultivated here supply the bulk of the drow’s diet.
A stream brings fresh, clear water to the community as well.
The noble drow of the outpost—including all the members of
House Morcane, the wizards and sorcerers of the Inverted
Tower, and the officers of the guard—rarely set foot on this
level. When they do, they surround themselves with armed
guards and parade through in state as quickly as possible.

The scale of this map is much larger than the scale of the
maps of the other Szith Morcane levels.

S18. Drow CavERN (EL 9 1O 13)

The cave mouth in the chasm winds back deep into the
rock, opening into a very large cavern. A faint green phos-
phorescence dances along the ceiling, which is easily 30 feet
overhead at the entrance and rises sharply from that point.
The cavern stretches for hundreds of feet to the east, its
floor broken into a myriad of ledges and tilted slabs. Many
of these are covered with weird fungal growths that appear
to have been carefully cultivated; others sport bulbous
houses or cottages that seem to have been grown from
giant toadstools. Eerie green witchlight dances in the small,
round windows of these dwellings. A few dark figures move
about between the fungus patches and the houses.

The western half of this level is home to Szith Morcane’s
common drow. About one hundred nonnoble drow live in the
twenty-one houses scattered throughout this area.

The escarpments (each 1d6+5 feet high at any given point)
make it difficult to move quickly around the cavern. Unless
the characters are following one of the cleared paths, climbing
an escarpment requires a successful Climb check (DC ¥).

Creatures: The nonnoble drow residing in this cavern in-
clude thirty-five 1st-level warriors (slave drivers and maraud-
ers), twenty-five 1st-level experts (craftspeople and artisans),
twenty lst-level commoners (farmers and herders), and fif-
teen 1lst-level commoners (children).

At any given time, roughly one-third of-the warriors are
resting in their homes, one-third are out in the nearby
stretches of the Deep Wastes or on the bottom of the chasm
hunting and scavenging, and one-third are moving about this
cavern engaged in various tasks. The experts spend most of
their time in their homes, where their workshops are located.
The farmers spend about half their time in their homes and
the other half tending the mushroom fields and rothé pastures.
The children generally remain in their homes. Any given toad-
stool house is home to 2d6 of these lowborn drow, usually with
a mix of occupations. ;

One slave overseer is resting in his home (C) when the
characters enter the Commoners’ level. He emerges at the
sound of prolonged melee, but a brief scuf fle is not enough to
draw his attention.

Tooman Thendrik lurks near his house (B) when the char-
acters arrive, pretending to be nothing more than an ordinary

¢ drow warrior. He fights only if he sees the characters system-

_

atically breaking into or destroying drow homes. Adding him
to a general melee here raises the Encounter Level to 15.
% Common Drow Warriors (13): hp 3 each; see page 135.
4 Common Drow Commoners (10): hp 2 each; see page 136.
4¥ Slave Overseer: hp 57; see page 136.

A common bcow Household

A commoner’s house in Szith Morcane generally consists of
a decent-sized living room, a large workshop, a kitchen, a
pantry, and several small, private alcoves that serve as sleep-
ing quarters for the family members. Sometimes wooden
doors divide these areas, but more often heavy curtains suf-
fice for privacy. The typical Home once had a small house-
hold shrine to Lolth, but the commoners of Szith Morcane
have dispensed with these to comply with the edicts of the
new regime. Lowborn drow'do not enjoy much of the opu-
lence and luxury that noble drow do, so the furnishings in a
commoners’ house are generally plain, with pleasmg lines but
no extraordinary Vvalue.

_ Despite their humble station, low level drow commoners
are*not nice people. They reap the benefits of enslaving
weaker humanoids to do their hard labor, and they do not
hesitate to lash out at these creatures, knowing. that no
goblin or orc dares raise a hand to defend itself for fear of

the awful reprisals that would follow. They compete ruth-
lessly to place their daughters and sons in the service of the
noble families, and they maintain generations-long vefidettas
against each other.  Even. the lowliest drow commoner is
always plotting some way to grab a little more wealth, a little
more respect, and a little more power. Jealousy, avarice, and
long-nurtured grudges poison a drow commoner’s every
waking thought.

Killing drow too weak to resist is not a partlcularly hermc
course of action, but—truth be told—“freeing” the lower
drow classes from the oppression of the nobles would only
create a differgnt set of tyrants a few years down the road.
For the sake of the adventure, you may ‘want to encourage
the players to ignore the common drow (who really aren’t
worth their time) and concentrate on beatmg the infinitely
more dangerous and malicious noble drow elsewhere in the
complex.

——————
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¥ Tooman Thendrik, Cleric of Ghaunadar: hp 77; see page 136.

Tactics: If the heroes are spotted or cause trouble, 1d4
common drow warriors from this area converge on the party
each round until thirteen of them have engaged the characters.
The rest remain in their homes and defend against attackers
seeking to force their way inside. Drow commoners stay well
clear of any fighting, but they may run for help, dashing up
the ramp (A) or out to the chasm and shouting for sentries
from nearby levels. In a pinch, low-level drow make aggressive
use of their darkness ability to slow down dangerous attackers
and buy themselves a chance to escape. :

The common drow quickly recognize superior opponents
and retreat to the safety of their homes. The toadstool houses
are tougher than they look. (The walls are the equivalent of
6-inch thick wood, with hardness 5, 60 hp, and break DC 20.)
If the characters clearly intend to root out and destroy every
drow in this cavern, the residents flee for the Deep Wastes,
the Bazaar Level, or the chasm by the most expeditious
route. :

The common drow and the rothé provide no real challenge for
the characters. Do not award experience points for defeating them.

A. Ramp

This ramp curves up to the Bazaar level, about 50 feet above.
It passes right in front of S17, so characters carrying lights or
advertising their presence in some other manner may walk
into an ambush.

B. TooMAN THENDRICK’S HOUSE
Tooman Thendrick, the cleric of Ghaunadar who maintains the

shrine in S16, lives here with five other drow—two warriors and *

three farmers, all of whom belong to his cult. The cleric is very
slow to intervene against the heroes, figuring that the more of
Irae’s sentries and spellguards they kill, the more likely it is that
he can find a way to advance Ghaunadar’s worship in the city.

C. OVERSEERS’ QUARTERS

All of Szith Morcane’s drow have some responsibility for
overseeing the work of the outpost’s slaves, but three very
competent slave overseers are primarily responsible for
making sure that the slaves stay in their place. Two are on
duty at S21 during active hours, and one during hours of rest.
Currently, one is resting here in his room, although he may
come out to investigate any real disturbances in the area.

D. STREAM

A swift, cold stream drains from the lake (E) and flows toward
the southwest in-a rushing brook. The stream is about 10 feet
wide and only a foot or two deep, and its bottom is rocky and
very slick. A successful Balance check (DC 18) is required to
cross the stream without falling. A character who slips and
falls while crossing sustains 1d4 points of damage from the
many stones. Sand has been poured across the bottom at the
ford marked on the map to provide a safe crossing point.

E. Lake (EL 11)

The still surface of the lake reflects the light of the phos-
phorescent fungus in the cavern, making it difficult to see
what might lie beneath the surface.
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Observant characters might notice that the rothé—like the drow
and the bugbears—actually avoid the lake, drinking instead from
the stream and staying at least 10 feet away from the lake itself.
A successful Animal Empathy or Sense Motive check (DC 15)
allows a character to discern that the rothé are afraid of the lake.

The depth of the lake ranges from 1 foot at the edges to 40
feet at the center. ; b

Creatures: Two bizarre creatures dwell in the waters of the
lake—giant octopuses that have been infused with spidery
essence. Each has a rubbery body covered with chitinous plates,
from the junctures of which sprout coarse black “hairs. Its
twelve tentacles are studded with barbs and sharp-edged suck-
ers, and its mouth is a set of spiderlike mandibles capable of de-
livering deadly poison. These creatures fight with the mindless
ferocity of hunting spiders.

The reflective surface of the lake gives the octopuses total
concealment and one-half cover relative to creatures outside
the lake. If the monsters extend their tentacles out of the lake
to attack nearby creatures, they still have one-quarter cover
against melee or ranged attacks from landbound opponents.

¥ Arachnoid Giant Octopus (2): hp 59, 55; see page 136.

Tactics: The octopuses are mindless, but their instinct is to
draw potential prey into the water. They use their improved
grab ability to pull their targets-into the water, but they always
choose to take the —20 penalty on their grapple checks so as to
keep their other tentacles free for attacking other foes.

S19. NORTHEAST PASSAGE

About 30 feet into the tunnel, a heavy, swinging iron grate
bars the passage. A padlock holds the barrier closed. Beyond
it, the tunnel continues to the northeast, stretching into
the darkness.

The grate was intended to prevent the slaves from using this
passage as an escape route into the Underdark, so it was built to
resist even stone giant strength. Forcing it requires a successful
Strength check (DC 30). Five keys to this padlock exist: One is
held by each of the slave overseers in S18c and S21, and one by
each of the guard officers in S7.

WIron Grate: 3 in. thick, hardness 10; hp 90; AC 5; break
DC 32; 1ift DC 30; Open Lock DC 30.

The passage leads into the Deep Wastes, where Part 2 of
this adventure takes place. See Map 7b: The Deep Wastes on
page 7 of the map booklet.

If You Relocated Szith Morcane: If you placed Szith Mor-
cane in another area of Faerun, the tunnel leading out from
this cavern leads to a porzal. After 2 hours’ travel, the charac-
ters arrive in a dead-end cavern. A portal is clearly marked on
the wall, and the name “Maerimydra” is engraved on it in the
Espruar script. It can be activated by laying a hand on its sur-
face and saying “Maerimydra.” The portal leads to a nearly
identical cavern some 100 miles northwest of Maerimydra, in
the spot where Szith Morcane is shown on Map 7b: The Deep
Wastes. A tunnel leads off to the southeast from this cavern,
toward the Lake of Shadows and Maerimydra.

. S20. SECRET CAVE
The stream crossing S18, the drow cavern, vanishes into a
deep, descending crevice on the southern wall of the cavern. A
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little more than a hundred feet down, it drops abruptly into a
chute that funnels it into Szith Morcane’s great chasm, 100
feet below the bottom edge of the web. This cleft is just barely
large enoughi for a Small character to squeeze through with a
successful Escape Artist check (DC 30). A Medium-size char-
acter cannot pass through, since the crevice is smaller than
such a character’s head.

Crystal formations sprout like leafy ferns from every sur-
face of this small, almost spherical cavern. The stream
rushes into a swirling whirlpool that almost fills the
cavern. A humanoid skeleton lies beside the stream, one ar-
mored leg dangling into the clear water.

The corpse is that of a svirfneblin adventurer who hid in this
cave, badly wounded, after the rest of his party was slaughtered
while attempting to infiltrate the drow stronghold. He eventu-
ally starved to death, too afraid to venture back out into Szith
Morcane. He has been dead for twenty-five years.

Since the body is far from the “mostly intact” state required
for a speak with dead spell, this corpse is almost entirely
beyond communication. However, it can answer yes or no ques-
tions by nodding or shaking its skull. In life, the svirfneblin was
a neutral good 8th-level rogue; if the caster of the speak with
dead spell is of a different alignment, the corpse receives a Will
save (+3 bonus). Should the characters try to restore the
svirfneblin to.life, the result is yours to decide. If the party
needs help or you want an excuse to bring a new player into the
group, let him return—possibly with a different class, level, or
race, as long as he is Small. Otherwise, he refuses to return.

Treasure: The corpse’s nonmagic gear is worthless at this
point, but it has +1 studded leather armor, a +1 buckler, two po-
tions of neutralize poison, a potion of cure serions wounds, a potion
of haste, a cloak of protection +1, and a bag of holding (Bag 1).

S21. OVERSEER StATION (EL 12)

An 8-foot-high wall built of crudely mortared fieldstone di-
vides the cavern in two here. One end extends out into a
very large, dark lake to the left; the other is anchored in
the cavern wall to the right. A strong iron grate stands
open, allowing a glimpse of mushroom fields and broken
cavern floor beyond. Two strong and cruel-looking drow
males stand watch by the opening.

This station allows a pair of overseers to keep an eye on events
in the slave cavern (822), while remaining close to the relative
safety the other dark elves provide. A wraith spider also guards
this post, clinging to the ceiling of the cavern about 30 feet
above the floor. Approaching characters may not note the
undead spider’s presence (see below).

Creatures: Two drow slave overseers and a wraith spider
stand watch here, dealing with any disturbances among the
slaves and the common drow on_this level. They aren’t sup-
posed to keep watch on everybody passing in or out of the
cavern, and they don’t challenge drow with business in S22.'If
all the characters appear to be drow, the overseers and their
ally barely give them a second glance as they go on through.
However, if any of them are obviously surface-dwellers, the
overseers make a concerted stand against them, hollering for

help. Under no circumstances do the overseers venture within
20 feet of the lake to the north.

The wraith spider is difficult to spot on the ceiling. Its Hide
modifier is +1 because of its dark coloration and unnatural still-
ness. Allow a Spot check if any character uses an action to look
around for foes. The wraith spider was commanded by one of the
T’sarran nieces (a 10th-level cleric) to stand watch here and attack
any creatures indicated by the slave overseers. The goblins and
bugbears in S22 hate and fear the undead spider, since it has killed
more than one of their kind who tried to sneak over the wall.

The sound of a pitched battle in this area carries easily to
the common drow in S18 (if any remain) and the slaves work-
ing in S22. If the web team is patrolling the chasm, that group
responds quickly to the sounds of combat here. Otherwise, a
disturbance here serves to alert the guards, as described in the
“Intruder Alert!” sidebar (page 20).

4¥ Slave Overseers (2): hp 61, 52; see page 136.

¥ Large Wraith Spider: hp 35; see Appendix 1.

This chamber-is open to cavern S22. Combat here draws in-
terest from the residents of that cavern, but no assistance. The
slaves in cavern S22 are only too happy to see the overseers
killed. The third overseer is meditating in his house (S18c).

If the characters fight the overseers while S18 and S22
are still populated, a small crowd of drow and bugbears gath-
ers to watch the melee, with Thulk at its front. If the charac-
ters emerge victorious, Thulk invites them into S22 and tries
to convince them to aid him in bid for control over Szith
Morcane. A goblin eavesdrops outside and tells the drow
what he hears if not intercepted and killed. They in turn

* report the conversation to Dorina T’sarran, who places the
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area on alert, if it is not already.

$22. SLAVE CAVERN (EL 13)

The ceiling of this vast cavern rises more than 100 feet
from the uneven ground. Stalactites hang from the ceiling
and stalagmites rise to meet them throughout the cavern,
occasionally joining to form a solid column. Dense patches
of phosphorescent fungus grow in various locations
throughout the cavern, including on some walls, illuminat-
ing the whole area in a soft purple light. Several beasts re-
sembling small cattle or yaks seem to roam about a
stone-walled enclosure beside a large, dark lake. A number
of side-caves are visible in the walls at various altitudes on
the eastern end of the cavern.

Eight caves line the walls of the cavern, their entrances at
varying heights off the floor. These caves provide shelter for
any slaves that can stake a claim to them. As in the drow area
to the west, the escarpménts here make it difficult to move
quickly around the cavern; each is 1d6+5 feet high at any given
point. Unless the characters are following one of the cleared
paths, climbing an escarpment requires a successful Climb
check (DC ). A character must make a successful Climb check
(DC 20) to reach a cave entrance more than one-half of his or
her height off the ground. Lower caves can be entered as a
part of normal movement.

Creatures: This cavern is home to the slaves of Szith
Morcane. The slave contingent here includes about sixty
goblins, twenty bugbears, and a trio of stone giants. The
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slaves have learned not to attack drow, but they would wel-
come the chance to flex their muscles against surface-world
intruders, hoping to win some small amount of favor in
their cruel masters’ eyes.

The bugbear slaves are loosely ruled by a barbarlan bully
named Thulk, a goblinoid strong in both body and personality.
He has cowed even the stone giants through sheer bluster com-
bined with a cruelty that rivals that of the drow.

At any gi‘ven time, half of the goblins and bugbears are
scattered around the rothé enclosure and the mushroom fields
working, and rest of the goblinoids are resting, malingering, or
squabbling in their noisome, warrenlike caves. All three stone
giants are engaged in refilling a big cistern at area B, since they
don’t fear the monsters in the cavern’s big lake and can carry
an enormous amount of water with each trip.

¥ Goblin Slaves (30): hp 3 each; see Monster Manual.

¥ Bugbear Slaves (10): hp 16 each; sce Monster Manual.

4¥ Stone Giant Slaves (3): hp 123, 119, 113; see Monster
Mannal.

¥ Thulk, Bugbear Boss: hp 84; see page 136.

9 Deep Rothé (20): hp 13 each; see FORGOTTEN REALMS
Campaign Setting.

The goblins, bugbear slaves, and rothé provide no real chal-
lenge to the characters. Do not award experience points for de-
feating them.

Tactics: News of fighting at the gate in S21 spreads like wild-
fire through the slave cavern, as goblins from all over the mush-
room fields come running to see what’s going on. They view a
band of ignorant surface-dwellers as a walking feast wrapped up
in treasure, so they gather in a surly crowd and prepare to attack
characters who force their way into the slave enclosure.

- After the first assault is driven back, or at the first display of
serious power on the part of the invaders, the goblins flee back to
their boltholes in the side caves, yammering in terror. The bug-
bears and giants are somewhat more determined, but even they
know better than to take on a powerful band of surface heroes.

Thulk offers to parley once he sees that the slaves have no
chance to overwhelm the heroes. He’s willing to agree to a
parley anytime the heroes offer one, figuring he can always
kill them later if they turn out to be weak.

Development: If the characters wish to extirpate everything
in this area, they find that each of the side-caves is only about
10 feet in height. The interiors are squalid, fouled by the gobli-
noid slaves living therein. Of the six side-caves not marked as
areas of special interest, two are home to about ten bugbears
each, and the other four are occupied by about fifteen goblins
each. Feuding over “good” caves is endless and deadly.-

F. GIANTS’ CAVE

This cave is home to the three stone giants who are enslaved
here. They were raised in Szith Morcane’s slave caverns after
they were taken captive as young children. While they could
probably escape if they wanted to, they simply don’t know any-
thing other than their lives in the drow outpost. The giants are
all too willing to curry favor with their drow masters by at-
tacking surface dwellers who venture into this area.

G. CISTERN

This pool serves as the source of water for the slaves, most of
whom do not dare venture within 20 feet of the big lake (E).
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The stone giants, who haul hundreds of gallons from the
cavern’s big lake with each trip, replenish it from time to time.

H. THULK’S CAVE
Thulk, the bugbear boss, lives here with his three wives, two
sons, and three most loyal bullies. He is backed by, the drow
overseers, but he skirts a dangerous line between failing to
please his dark elf masters and keeping a lid on the festering
discontent of the slaves he bullies.

invertred Tower Level

The Inverted Tower (so named because it consists of rooms
branching off from a tall, octagonal cavern) is Szith Morcane’s
center for the study and practice of arcane magic. Unlike the
rest of the outpost, it has remained almost completely unaf-
fected both by the decline of drow in the region since Shadow-
dale was reclaimed by humans and by more recent events—the
arrival of refugees from Maerimydra and the fall of House
Morcane. It remains what it has always been, a small, insular
community of wizards (and a handful of sorcerers) pursuing
their own ends with little influence from the outside world.
The Inverted Tower has four levels, each one branching out
from the central column in a different direction. Ceilings on
each level are 7 feet high, and the levels are 10 feet apart.

S23. INVERTED TOWER ENTRANCE (EL 7)

A short tunnel leads from the chasm inward, ending in an
archway that opens into a larger room.

The archway is the only important feature of this area.

Trap: The archway leading from the entrance into the In-
verted Tower itself (S24) is protected by a trap that is trig-
gered whenever any creature enters the archway without
speaking the password (“B’zadarra”). When triggered, the trap
creates a guards and wards effect throughout the Inverted
Tower area.

" Guards and Wards Trap: CR 7, special; Search DC 31;
Disable Device DC 31.

The rooms affected by the spell are S24, S27, S30-S32, and
S33. The following effects are in place for 22 hours after the
trap is triggered, or until Solom Ned’razak dismisses the effect:

* Fog fills the two hallways labeled S27, obscuring vision
beyond 3 feet. A creature within ¥ feet has one-half con-
cealment (20% miss chance), and creatures farther away
have full concealment (§0% miss chance).

* The doors from S24 into S27 and S34, the doors from
S27 into S28-S33, and the doors from S34 into S35 and
S36 are secured with arcane lock and covered by glamers
to.appear as plain walls. The students who live in
S28-S31 can freely pass through the doors into their
own rooms. Solom Ned’razak can freely pass through
any of the doors secured with arcane lock.

* Areas S27 and S34 are warded by the spell’s confusion
effect. There is a 0% chance that intruders go through a
door other than the one they intend. This is an enchant-
ment (mind-affecting) effect subject to spell resistance.

* A gust of wind appears in S34, blowing from the west
wall toward the entrance from S24. The wind makes it
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impossible for Medium-size or smaller flying characters
to enter S34. This effect is subject to spell resistance.

_ Alerted by the gust of wind blowing outside his private
chambers, Solom Ned’razak casts clairaundience/clairvoyance
to see who triggered the trap. If he decides that the heroes pose
a real threat, he prepares for battle by casting his power-up
suite of spells, as described in his entry on page 138. Sitting on
his throne in S34, he continues periodically checking on S24
via clairvoyance for the duration of the spell (15 minutes) or
until the characters either come to him or enter level three of
the tower. Should the latter occur first, he follows the heroes.

None of the guards and wards effects are noticeable in this
area, making it fully pessible for the characters to trigger the
trap without realizing they have done so.

S24. THE INVERTED TOWER (EL VARIABLE)

Glistening walls of smooth, black rock tower upward, form-
ing an octagonal room that looks like a squat tower turned
mside-out. A single archway leads to the northeast on the
ground level.

The walls of the Inverted Tower are extremely hard to climb
(Climb DC 30) because they are smooth and slope inward. A
spider climb effect allows a character to move up the wall, but
the preferred method of moving about within the Tower is to
fly (or, in a pinch, levitate).

If the characters triggered the guards and wards trap, the
doors set higher in the tower’s walls are not visible to normal
sight because they are covered by glamers to appear as part of
the normal wall. If the characters avoided the trap, they can
see the three doors higher in the walls.

Creatures (EL 10): Two guards are posted in S23 at all
times. Unless the characters enter by stealth, the guards move
to intercept them as soon as they enter the Inverted Tower.
Triggering the guards and wards trap does not automatically
alert the guards, since none of its effects are noticeable here.

The arcane guards are male drow wearing mithral shirts
and purple tabards adorned with the crest of the Inverted
Tower, a stylized spider atop a staff.

¥ Arcane Guard (2): hp 33, 32; see page 136.

Treasure: In addition to their standard gear, each arcane
guard carries one of the guardpost’s two wands, a wand of web
(20 charges), or a wand of dispel magic (10 charges), while on
duty here. -

The sounds of combat in this room travel throughout the
Inverted Tower complex.

S25. ARCANE GUARDPOST

This small, square room is unfurnished and undecorated. It
is completely unremarkable except for the door leading off
to the left of the entrance.

Two arcane guards are stationed here at all times, operat-
ing in three daily shifts. If the characters entered in com-
plete silence and invisibly, the guards do not immediately
emerge, so they may be encountered in this room instead
of in S24 (see their abbreviated statistics and additional
equipment above).

S26. ARCANE GUARD Barracks (EL 12)

A large round table surrounded by chairs dominates one
corner of this room. Across from it, a cupboard and
counter unit occupies another wall, apparently serving as a
minimal kitchen for this room’s occupants. A heavy cur-
tain hangs across the room beyond the cabinets.

Behind the curtain are four double bunk beds where the arcane
guards rest while off duty.

The cabinets hold food supplies for the guards. These stores
consist of dried meat and fungus, rothé cheese laced with green
mold, dry crackers, and an urn of clean water.

Creatures: This room is home to the six arcane guards who
keep watch over the entrance to the Inverted Tower. At any
given time, two are on duty in S25, while the other four are in
here. They rarely leave the Inverted Tower level, even when
off-duty. Usually, two guards are meditating while the other
two sit at the table eating or playing dice. Guards who are not
resting wear purple tabards over their mithral shirts like the
guards in S24 do, have all their gear close at hand, and join a
combat in progress within 2 rounds. Guards in elven trance
wear their mithral shirts but not their tabards. They take 1d4
rounds to gather all their gear and join a fight in progress.

4 Arcane Guard (4): hp 41, 31, 30, 29; see page 136.

S27. HALLWAYS
These two hallways are unexceptional unless the guards and
wards spell i1s in effect. If the characters did trigger the

¢ trap in S23, both hallways are filled with fog. The doors in
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the halls, as well as the doors leadihg into the halls, are se-
cured by arcane lock effects and covered with glamers to
appear as plain walls. The hallways are also warded by the
spell’s confusion effect.

S28. VACANT STUDENT’S QUARTERS

This small room has clearly been unoccupied for some
time. Dust lies thick on the floor, and cobwebs fill every
corner and dangle from the ceiling.

The Inverted Tower is designed so that the archmage can train
four apprentices at a time, but it has been some time since
Solom Ned’razak has had that many students in his tutelage.

Despite appearances, no monstrous spiders lurk in this
room—just a number of ordinary ones.

S29. STUDENT’S QUARTERS (EL 9)

This is an austere chamber, reminiscent of a monastic cell.
A simple pallet serves as the only bed, and a small chest,
reading table, and stool are the only other furnishings. A
leather-bound book lies open on the reading table.

The students of the Inverted Tower live ascetic lives, denied all
but the most basic necessities. Solom Ned’razak believes that
this austerity increases their discipline and, eventually, their
mastery of the arcane arts. 3
Creatures: Filzaur, a student ‘in the Inverted Tower,
spends virtually every hour of his life in this room. He is an
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8th-level wizard with a strong preference for spells that in-
flict curses or diseases. Filzaur is an average-looking drow
male who favors greens and yellows in his clothing. He usu-
ally wears an emerald-green shirt, black trousers, black boots,
and a yellow sash around his waist. On the rare occasions
when he leaves the Inverted Tower, he also wears a volumi-
nous black cloak.

4¥ Inverted Tower Student (Filzaur): hp 31; see page 137.

Treasure: Filzaur’s spellbook, which sits on the reading
table, is the only treasure here; its spells are listed in his entry
on page 137. The trunk holds several changes of clothing and
a silk pouch containing 15 pp, 95 gp, 43 sp, and three catseye
agates worth 15 gp apiece.

S30. STUDENT’S QUARTERS (EL 9)

At first glance, this room appears identical to S29. The cover
of the spellbook on the reading table is snakeskin rather than
leather, but otherwise the rooms are almost indistinguishable.

Creatures: A second student named Nobruzzal, an 8th-level
wizard with eclectic magical tastes, lives in this room. He is a
tall and gaunt drow male who dresses completely in black—
black shirt, black trousers, black boots, and black cloak.

4 Inverted Tower Student (Nobruzzal): hp 33; see page
137.

Treasure: The spells in this student’s spellbook are listed
with his entry on page 137.

'}—’f’ : X 2
H gl B

A

S31. HEAD STUDENT’S QUARTERS (EL 12)
Behind the door is a featureless stone wall.

The wall behind the door is an i//usory wall designed simply
to delay any intruders attempting to enter the head stu-
dent’s private study. The room itself is larger than, the other
students’ quarters but not much more comfortable. The thin
mattress that serves as a bed is covered with a linen sheet.
Instead of a reading table and stool, a black sitting mat rests
on the floor with a spellbook on a small stand beside it.
Against one wall, a chest provides storage space for personal
belongings. y i

Creatures: The best student at the arcane academy gains the
dual privileges of larger quarters and more freedom to move
around Szith Morcane. Susztam Mar-Shinn has been the head
student for eighteen years. He dreams of one day usurping
Solom Ned’razak’s ‘position. Susztam is a specialist illusionist
who uses the Shadow Weave to power his spells.

Susztam is unusually plump for a drow, displaying a defi-
nite roundness to his face and body. He seems soft and weak at
first glance, but he is actually hard as adatﬁantine—cruel, stub-
born,  and driven. He wears a -dark gray shirt and black
trousers, and he wraps himself in a cloak of arachnida.

4¥ Susztam Mar-Shinn, Inverted Tower Head Student: hp
37, see page 137.

Tactics: Knowing that his neighbors on' this floor have
every reason to want him dead and no moral qualms about
helping that to happen, Susztam treats any intrusion as a

Inverted Tower Arcane Guards
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threat on his life. When the door to his room opens, he first
casts improved invisibility on himself. If he has time before
the intruders find their way through the wall, he casts
mirage arcana to make the room look dusty and vacant,
much like S28. His use of the Shadow Weave makes both
spells difficult to detect or dispel (see the Pernicious Magic
and Tenacious Magic feats in the FORGOTTEN REALMS
Campaign Setting). :

If the characters leave quickly after entering the appar-
ently vacant room, Susztam ignores the disturbance and lets
them go. If they start searching the area (and thereby interact
with the glamer), he casts haste on himself and phantasmal
killer on the character he judges most likely to fail the saving
throws (an apparent rogue is his first choice). He follows this
tactic with displacement and stoneskin to protect himself, then
launches into his offensive spells: greater shadow evocation
(replicating a cone of cold or, if he feels very threatened, a wall
of force), greater shadow conjuration (replicating a summon
monster IV spell to bring a shadowy howler, or a solid fog
spell), enervation, ray of enfecblement, and web.

Treasure: The head student’s spellbook contains the spells
listed with his statistics on page 137. The chest contains a few
sets of clothing (all the same gray and black shades, except for
a bright red shirt he saves for special occasions) and, buried
under the clothing, a small devotional icon of Lolth (forbid-
den under Szith Morcane’s new regime). A small leather pouch
holds 38 pp, 35 gp, 35 sp, and a fine diamond pendant worth
660 gp. '

S32. Conyury (EL 13-17)

A large arcane diagram fills most of the floor in this oc-
tagonal room. Traced in paint, powdered silver, and colored
sand, the diagram is circular, with various shapes and stars
circumscribed within. The odors of smoke and sulfur hang
in the air as if a large chemical fire had burned in here re-
cently. The room is otherwise featureless.

Characters who can see invisible creatures spot the nycaloth
(see Creatures) immediately.

The door to this room is protected with a permanent a/arm
spell. When any creature passes through, a mental zlarm
alerts Solom Ned’razak. As soon as that occurs, Solom takes
several rounds to cast some of his power-up spells in his own
chambers, concluding with haste. He then teleports into the
room, arriving 1d4+2 rounds after the characters enter, to pre-
vent them from freeing the creature within.

Creatures: Three days ago, Solom Ned’razak summoned a
nycaloth—a creature from the infernal plane known as the
Barrens of Doom and Despair—into a calling diagram in the
center of this room. The nycaloth is invisible, but characters
who can see invisible creatures can discern its true form. It re-
sembles a large gargoyle with powerful batlike wings and thick,
green skin. Its hands and feet sport razor-sharp claws, and its
head is vaguely canine, with small webbed ears and horns. It
stands in the middle of the arcane diagram on the floor.

So far, the archmage has not been successful in forging a
bargain with the fiend, so it remains here, trapped in the call-
ing diagram, attempting a difficult Charisma check
(Charisma modifier +3 against a DC of 21) each day to win its

freedom. At the time the characters arrive, it has just failed
another attempt, so.it is stuck in the circle for 24 hours more.
If no one seems to see it, the nycaloth remains invisible,
hoping the characters will free it by disturbing the diagram
unwittingly. If the creature realizes that someone can see it,
or it seems that no one will break the circle, it addresses the
characters telepathically and makes whatever promises it
must to convince them to set it free. All that is necessary is
for someone to step over, mar, or lay any object across the
containing diagram.

If the nycaloth is freed by chance or design, it is not partic-
ularly grateful to its rescuers. It makes 1 round of- melee at-
tacks on the nearest character, then teleports to Solom
Ned’razak’s chamber to attack him. (In that case, the wizard
successfully casts dismissal/ on the nycaloth but sustains 10
points of damage from the creature before doing so.) If Solom
Ned’razak appears in this room while the nycaloth is free, it
makes a single round of attacks on the archmage and then van-
ishes, recognizing that Solom has readied himself for combat
with numerous powerful spells.

¥ Nycaloth: hp 67; see page 137.

“Tactics: If the players attack the nycaloth, it invokes its
deeper darkness power and looks for an opportunity to
grapple a weak character. If it is free, it simply mauls one
character within ‘reach before teleporting off in search of
the archmage.

Development: If Solom Ned’razak arrives while the
nycaloth is still trapped in the calling diagram, he politely in-
vites the characters to join him in his audience hall (S34),

¢ trying to draw them away from the nycaloth before they can

free it. If they reveal that they know of the creature’s presence
and make any threat to free it, he attacks them immediately.
Finally, if the nycaloth attacks the archmage before he’s ready
to join battle in this chamber, he drinks his potion of cure
moderate wounds and then teleports into this room to open ne-
gotiations with the player characters.

49 Solom Ned’razak, Archmage of Szith Morcane: hp 575;
see on page 138.

Solom Ned’razak is not necessarily hostile to the characters
unless they threaten his life by releasing the nycaloth. If they
peacefully accompany him to the audience hall, he is more
than willing to negotiate an alliance with them. See S34 for
more information.

Ad Hoc XP Adjustment: Since the nycaloth is interested
only in causing a few rounds of mayhem before departing,
award 50% of the normal experience for the encounter. Char-
acters who actually kill the creature before it can leave of its
own accord earn normal experience.

S33. INSTRUCTIONAL RooM

The eight walls of this room are covered with slate,
whitened with chalk powder. Arcane scrawlings and dia-
grams in white chalk cover roughly half of the available
surface. A high stool stands in the center of the room, with
a reading table in front of it. A lectern faces the door.

This room is where Solom Ned’razak teaches his students
every couple of days. The head student has the privilege of
sitting on the stool, while the other students sit on the floor
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behind him. Solom stands at the lectern or the chalkboards
and lectures or demonstrates spell techniques.

Casting read magic allows a character to decipher the
scrawlings on the chalkboard. These reveal that the archmage
has recently taught his students the intricacies of the detect
scrying spell, as well as general information about scrying
spells and the magical sensors they create.

S34. AuDIENCE HALL (EL 16 oRr 0)

If the characters triggered the guards and wards trap, the gust
of wind effect blows from the throne to the door in this room.
No creature can fly in through the door without first negating
the effect.

An impressive throne made of heavy-looking black metal
looms on a high dais on the far side of the room from the
door. Rich tapestries with abstract designs hang on the wall
behind the throne, flanking it and contributing to its air of
impressive authority. Two doors, one on either side of the
entrance, lead out of the room.

In outright rebellion against the dominance of female clerics
in drow society, the archmage of Szith Morcane asserts his
own power and authority as much as possible here in his inner
sanctum. He rarely uses this room for actual audiences, since
few visitors come to the top levels of the Inverted Tower.
When he does hold audience, however, he enjoys perching high
on his throne and lookmg down at the lesser beings who come
before him.

Creatures: If the characters have triggered the guards and

wards trap but have not yet entered the conjury (S32), Solom

Ned’razak is here, powered-up and ready to fight if necessary.
He does not attack immediately, however, because he would
prefer to learn the reason for the intrusion and see whether he
can use the PCs for his own purposes (see Tactics, below).

Solom is a middle-aged drow with, a fine fashion sense and
an air of hedonism. He is ruggedly handsome, though not es-
pecially muscular, and he wears a large gold hoop in his left
ear. His garb consists of black trousers tucked into knee-high
black leather boots, and a billowing purple shirt unbuttoned
halfway down. A fine gold headband (his headband of intel-
lect) holds his long white hair back from his face, and the
sleeves of his shirt are tucked into elaborate gold bracers (his
bracers of armor). A fine black cloak (his cloak of charisma)
completes the ensemble. He smells of perfume and incense,
particularly sandalwood.

49 Solom Ned’razak, Archmage of Szith Morcane: hp 575;
see page 138.

Tactics: If given an opportunity to talk to the characters,
Solom takes it. He has no love for the theocratic rulers of
Szith Morcane—either the deposed clerics of Lolth or the new
clerics of Kiaransalee—and he harbors dreams of establishing
a magocracy similar to that in the distant drow city of
Sshamath, with himself at its head. If the characters show the
potential to remove the clerics from power, he might offer his
assistance—and a promise to halt the raids against the surface
that drew the characters here in the first place—if they help
put him into power.

S35. ARCHMAGE’s CHAMBER (EL 16 or 0)

This richly appointed room has an air of decadent luxury.
A gigantic bed draped with soft silks and velvets fills one
corner of the chamber. A low dresser next to the bed holds
a smoldering brazier that sends thick smoke with a heavy
odor of sandalwood into the air. A plush divan smothered
with pillows stands against another wall, and on the floor
beside it sits a short stack of books.

In stark contrast to the austerity he forces upon his students
(and unbeknownst to them, since they are not permitted in
this chamber), the archmage of Szith Morcane lives in com-
fortable luxury, saturating his senses with soft fabrics and
heady incense.

Creatures: If the characters did not trigger either the
guards and wards trap or the alarm in S372, they might
surprise Solom Ned’razak here in his private chambers. If
so, they find him draped across the divan with a book on
his lap.

% Solom Ned’razak Archmage of Szith Morcane: hp 575;
see page 138.

Treasure: The four books that lie beside the archmage’s
couch represent the current thrust of his reading: an investi-
gation into the historical precedents for current events in the
Underdark, specifically Lolth’s silence. The books are a his-
tory of Maerimydra, a similar history of Menzoberranzan, a
treatise on the worship of Lolth and her nature, and a planar
tome on the Demonweb Pits, the Outer Plane where the drow
pantheon resides. Each book weighs 3 pounds and could be
sold for about 20 gp to someone with an interest in its topic.

A small secret panel in one wall (Search DC 20) conceals a
niche where the archmage keeps his coinage and monetary
wealth. The panel is protected by a fire trap spéll.

«" Fire Trap: CR 5; 5-ft. radius (1d4+16 fire); Reflex DC
20 half; Search DC 29; Disable Device DC 29.

Within the niche are 53 pp, 40 gp, 125 sp, and a pair of rich
purple corundums worth 400 gp apiece.

S36. LIBRARY

The walls here are lined with shelves. Books and scrolls spill
over every available shelf surface in an apparently disor-
ganized jumble. An aroma of cedar, combined with the
faint odor of dry paper, fills the room.

This 1s Solom Ned’razak’s library, an extensive collection that
covers much ground in the archmage’s areas of expertise, in-
cluding arcana, history, Underdark local, the planes, and reli-
gion (particularly drow religion). He keeps his spellbooks
scattered over different shelves to prevent a student or other
interloper from easily stealing them all.

Treasure: The archmage’s library is quite extensive and
fairly valuable. A character using the entire library for refer-
ence gains a +2 circumstance bonus on Knowledge (arcana) or
Knowledge (Underdark local) checks, since those are the clear
strengths of the collection. Characters hoping to loot the li-
brary and sell the books must contend with their bulk and
weight. Each of the sixty books weighs 3 pounds and fetches a
price of 3d6 gp.
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In addition to the mundane books, Solom’s three spellbooks
and his Boccod’s blessed book are on the shelves. All four books
are protected with fire #rap spells (see below), and each bears a
Nystul's undetectable anra to keep it from being easily located
with a detect magic spell. Solom renews these spells every fif-
teen days. One spellbook holds all the archmage’s cantrips and

~1st- and 2nd-level spells (with twelve pages to spare), another

holds all his 3rd-level spells plus exzervation and ice storm (with
twelve pages to spare), and the third holds all his 4th-level
spells except enervation and ice storm (with four pages to
spare). The Boccob’s blessed book holds all his spells from Sth to
8th level (with room for eleven more spells).

Trap: Each spellbook is warded with a fire trap.

- Fire Trap: CR 3; 5-ft. radius (1d4+16 fire); Reflex DC
20 half; Search DC 29; Disable Device DC 29.

House Morcane Level

Once the center of power for House Morcane—the family of
Lolth-worshiping drow who ruled Szith Morcane until re-
cently—this level is now nearly deserted. The followers of
Kiaransalee who have usurped power live here, but they hardly
fill the space left vacant after they slaughtered the Lolthites.
Many of the clerics who died in the coup remain here as quth-
marens, while others inhabit different areas of the outpost.
Like the guards on the Barracks level, the drow on this level
actively respond to reports of intruders (see the “Intruder
Alert?” sidebar on page 20 for details of the guards’ alarm
system). The creatures on this level do not move to other
levels when an alarm is sounded; instead, they focus on pro-
tecting their leader, Dorina T’sarran.
If the characters reach this level
without raising an alarm else- y
where in the complex, every 48
creature they encounter here at-
tempts to sound the alert on this /'
level. Each inhabited area’s de- [
scription includes information
on how its residents try to «
spread word of the danger. Once
the alarm is raised, all the inhab-
itants move into their Alerted |

Persistent Spell Effects: The
entire House Morcane level is
affected by two spells with last-
ing effects: forbiddance and un-
hallow. Dorina T’sarran (see page
139) cast hoth spells. -

The forbiddance effect means
that each character whose align-
ment i1s not chaotic evil must
make a successful Will save (DC
21) to enter the House Morcane
level. Any character who fails the
saving throw is hedged out and
takes damage: 3d6 points of
damage for a chaotic good, chaotic
neutral;, lawful evil, or neutral evil
character, or 6d6 points of damage

\V \

\\9

%y

 Solom Ned'razak, archmage

for.a character of any other alignment. In addition, the area is
sealed off from all planar travel (including dimension door,
teleport, plane shifting, astral travel, ethereal travel, and all
summoning spells) that would bring creatures into the level.
The wunhallow spell has several effects. Every creature
within the House Morcane level gets a +2 deflection bonus to
AC and a +2 resistance bonus on saves against attacks made by
good creatures. The spell also wards against possession or
mental control. Subjects are likewise protected against bodily
contact by summoned or conjured creatures, except for evil
outsiders and elementals. Each turning check made to turn
undead takes a —4 profane penalty, and each one made to
rebuke undead gains a +4 profane bonus. Finally, an invisibility
purge effect fills the entire level as part of the #nhallow spell.
Anything invisible becomes visible while in the area.

S37. HOUSE MORCANE ENTRANCE
(EL VARIABLE)
Dorina’s forbiddance spell (see above) is in effect when the
characters attempt to enter this level.

A yawning hole in the chasm wall opens into a well-crafted
room with smooth walls and floor. The far portion of this
chamber curves in an octagonal shape. Two passages lead
out of the room through crafted archways, and a narrow
tunnel seems to form an exit through the ceiling. A ladder
that strongly resembles a spiderweb leads up to the tunnel
mouth.

¢ The spiderweb ladder leads up to S46 through a very narrow
. tunnel, which rises steeply for 10 feet,
M‘ then ascends -more gradually toward
. the fane above. The tunnel is only 3
E feet in diameter, so Medium-size
W\ characters must either crawl up
\% ithe ladder the entire way (on
|\ hands and knees for much of the
|| distance) or fly headfirst along
the tunnel. A Large creature
' must make an Escape Artist
check (DC 30) to reach the fane.
The ladder is trapped (see below).
Unaware Creatures (EL
11): Four quth-marens guard the
entrance to the T’sarran domain.
They embody both the new
power in charge of the drow out-
post and the fate of those who
. came before.
ey 49 Quth-Maren (4): hp
| 49,70, 64, 64; see Appendix 1.
L Unaware Tactics: If the
characters enter this level with-
out having previously alerted
the inhabitants, two of the
quth-marens flee the room im-
mediately, moving at top speed
out of the room through oppo-
site doors. Each one is trying to
reach Dorina T’sarran to alert her,
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the Trouble with forbiddance

The forbiddance spell is an excellent defense for an NPC
spellcaster who wants to keep the wrong sort of people out
of a temple or sanctuary, buf it presents a serious problem
in play because it divides the party. Some characters can
pass through it, and others will fail their saving throws
and be unable to accompany" their ¢ompanions. Fortu-
nately, there’s a way around this. Forbiddance, like most ;
other spells, can be dispelled, though it takes a character
of equal or higher level than the creator of the forbid-
dance to do so. This spell was cast by Dorina T’sarran, an
11th-level cleric, so a dispel magic spell cast by a character
of at least-11th level defeats the forbiddance with a dispel
check result of 22 or better. Of course, characters can cast
multiple dispel-magic spells until they succeed, as long as
the caster is of equal or higher level than the creator of
the forbiddance.

You fay need to drop a hint or two regardmg this
tactic if your players become stuck here. This same spell is
also used later in the adventure by a.much more powerful
<cleric (see Castle Maerimydra, in Part 3), but the charac-
ters need to use a different tactic to bypass that one.

—_ ——

but they move in opposite directions around the “web” of
this level in order to split and confuse any pursuers. The
quth-maren' that heads clockwise (out the northeast door)

reaches S44 in 3 rounds; the one that heads counterclockwise

(out the south door) takes 11 rounds.

The two vampire noble guards from S39 arrive here and
join the battle 2 rounds after it begins, unless the combat takes
place in complete silence.

Alerted Creatures (EL 14): The vampire noble guards from
S39 join the quth-maren to defend against any intruders.

¥ Vampire Noble Guards (2): hp 60, 53; see page 138.

If a vampire guard is reduced to 10 or fewer hit points, it as-
sumes gaseous form and flees toward S44 to warn Dorina
T’sarran.

Trap (EL 8): The trap on the ladder activates whenever a
creature that does not worship Lolth touches it. Such a crea-
ture adheres to the web that forms the ladder, becoming en-
tangled as if by a wed spell. The webs do not burn, however,
and the DCs for-escaping the web are higher than those for
the spell: A creature can escape with either a successful
Strength check (DC 20) or a successful Escape Artist check
(DC 25).

" Web Trap: CR 8; entanglement; Reflex DC 20 avoids;
Search DC 3?2; Disable Device DC 32.

Though they were clerics of Lolth in life, the quth-marens
are now animated by the will of Kiaransalee, so they serve her
clerics. Thus, they are not immune to the web traps.

S38. AscenTs TO THE FANE OF LoLTH (EL 8)

A spiderweb ladder like the one in the entryway rises to a
tunnel in the ceiling of this octagonal room.

In addition to the entrance (S37), seven ascents lead to the
temple above—one for each leg of the spider-shaped fane.
These seven rooms are virtually identical to each other and
also very similar to S37. See S37 for details on the tunnel that
rises, to the fane.

Trap: Fach of the spiderweb ladders in these areas has a web
trap like the one in S37.

- Web Trap: CR 8; entanglement; Reflex DC 20 avoids;

Search DC 32; Disable Device DC 32.

S39. GuarD Post (EL 13) -

Two sets of manacles hang from the wall in this bare room.
One set is empty; the other holds a female drow. She sits
slumped on the ground, her arms twisted awkwardly above
her head. It is hard to tell whether she is alive or dead.

Like other guardposts in Szith Morcane, this room is unfur-
nished, offering no comfort to the guards on duty. The guards
on duty now, however, care little for physical comfort because
they have been dead for several months and are now vampires.

The prisoner, on the other hand, cares a great deal about the
physical discomfort she is in. She is a lesser member of House
Morcane, kept alive since the fall of her family primarily to
serve as food for the vampire guards. She is extremely weak
now (Constitution 1). She readily accepts any help the charac-
ters may offer while waiting for an opportunity to repay them
with quick deaths.

Creatures: The vampire guards are former noble guards
(like the two who accompanied Tierak Morcane to her hide-
away in the Dordrien Crypts). They were transformed into
vampires by Dorina T’sarran and will remain completely obe-
dient to her, at least until she is destroyed. These vampire
guards wear no livery over their mithral shirts. Their coffins,
where they retreat if brought to O hit points, are in S40.

The vampire guards move to S37 if they hear combat
there or if the House Morcane level is on alert. Only two
vampires live here, and if they are in S37, there are no guards
in this room.

Dessa sik-Morcane, the prisoner, is.a minor cleric and a
powerful barbarian. She is unarmed and unarmored, and her
former possessions are not in the area. She is shameless about
pleading for her life with the player characters, urging them
to heal her, equip her, and let her help them against Dorina
T’sarran and her minions. If they comply with her requests,
however, she turns on them at the first convenient opportu-
nity, unable to stand the thought of being indebted to a ragtag
bunch of surface-world adventurers.

Dessa is a strongly built drow with wild white hair and deep
black skin. She wears a simple black tunic and black breeches,
with no boots or belt.

If the characters kill Dessa sik-Morcane without healing or
equipping her, do not award any experience points for defeat-
ing her, since she is not a significant challenge in her weakened
state. At full strength, she is an EL 12 encounter.

4¥ Vampire Noble Guards (2): hp 60, 53; see page 138.

¥ Dessa Sik-Morcane: hp 4; see page 139.

Tactics: If reduced to 10 or fewer hit points, the vampiré
guards assume gaseous form and flee toward S44 to warn
Dorina T’sarran.
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S40. GUARD BARRACKS

Three wooden coffins lie in state on the floor of this room.
Behind them stands a row of counters and cupboards that
has obviously been well ransacked. Some of its doors hang
open; others have been broken off. There are cuts in the
countertops, and most of the shelves have been pulled out.

When the T’sarran drow took over Szith Morcane, they hurled
the guards’ bunks, as well as the table at which they used to sit,
into the chasm. Then they tore apart the cupboards and set up
these coffins as resting places for the three guards who became
vampires (the two posted in S39 plus the one in S41).

If reduced to O hp, the vampire noble guards flee to their
coffins in gaseous form.

S41. MaKEsHIFT TEMPLE (EL 13)

Enormous, lurid tapestries featuring grisly deaths and walking
corpses line most of the walls of this large room. Near one wall
stands a massive stone block draped with black silk and adorned
with silver candelabras, silver bowls, and a silver-handled dagger.

This room used to be the audience chamber for House Mor-
cane, but it has now been converted into a shrine to
Kiaransalee. The drow and associates of House T’sarran now
gather here to.worship their dread goddess.

Creatures: The drow clerics of Kiaransalee actually spend
most of their time in their own quarters (S42 and S44), leav-
ing the shrine in the care of three vampiric creatures: a drow
noble guard and two drider vampires.

The vampire noble guard, like its fellows in S39, wears no
livery over his armor and serves Dorina T’sarran only because
she created him. He wears a mithral shirt and carries a large

‘

steel shield and a rapier. Drider vampires are described in Ap-
pendix 1. These twa are clerics, and their web nests (to which
they must retreat if reduced to O hp) are located on the ceiling
in the northwest and northeast corners of the room.

4 Drider Vampires (2): hp 41, 37; see Appendix 1.

Cleric Spells Prepared: (5/5/5/4; save DC 14 + spell level):
O0—detect magic, guidance, read magic, resistance, virtue; lst—
bane, bless, divine favor, obscuring mist, shield of faith*; 27nd—
bulls strength, death knell, desecrate®, hold person, resist
elements; 3rd—bestow curse, deeper darkness, invisibility purge,
magic circle against good”.

*Domain spell. Domains: Evil (cast evil spells at +1 caster
level), Retribution (strike of vengeance).

¥ Vampire Noble Guard: hp 45 see page 138.

Treasure: The silver items on the altar are somewhat
valuable. Each of the three silver candleholders is worth
200 gp, weighs 1 pound, and can hold eight candles. Each of
the small bowls is worth 50 gp and weighs 1 pound, and the
silver-handled dagger is worth 25 gp and-weighs 1 pound.

S42. DAUGHTERS’ SUITE (EL 14)

This text describes only what is visible from the doorway,
which is not much. ;

The door leads into a short hallway. Its only features are
three archways leading out.

Read this text if the characters look_ into S42a or S42b.

Inside the archway is a well-furnished bedroom with a com-
fortable-looking bed, a bureau with a mirror, and what
looks like an altar with an unlit brazier atop it.

Read this text if the characters look into S42c.

what the prow Know

The drow on this level know more than any other drow in.

Szith Morcane about what has happened recently, both here
and in Maerimydra. If captured or charmed, they can pro-
vide a good deal of useful information: The details are likely
to be more accurate if the informantris charmed. Captured
drow lie to the greatest extent that they can get away with,
or they simply keep silent if they are aware of some magical
effect that would reveal the.truth—for example, if they are
within a zone of truth.

The drow of the T’sarran family (including Dorina in
S44, Zedarr in S43, and Velasta and Velina in-S42) know
everything in the Adventure Background. They do not dis-
cuss Irae T’sarran’s plans with each other, nor do they share
this information with the characters, even if charmed. Other
spells might be able to wrest ‘this information from the
minds of Zedar, Velasta, or Velina, but the undead Dorina is
immune to all such spells.

The vampire noble guards in S39 and S41 know nothmg
about the events in Maerimydra, but they know all about

what has happened in Szith Morcane. They are completely
under Dorina’s control as long as she is alive, and they are
immune to mind-affecting spells just as she is.

Some other drow in Szith Morcane came from Maerimy-
dra, including the officers in S7 and a majority of the sen-
tries on the Barracks level (enough to maintain loyalty to the
officers among the troops). These drow all helped in the
slanghter of the Lolthites and participated in the defense of
Maerimydra before fleeing for their lives. They are not
aware of Irae T’sarran’s specific actions or plans, though they
have heard their new leaders talk of a Great Day of
Vengeance that is coming soon.

One of the most useful pieces of information a charmed
drow can provide is a decent and accurate description of a
locale within Maerimydra, which could theoretically allow
characters to use zeleport or teleport without error to reach
the city. Any captured drow provides a false description,
causing feleport spells to fail or malfunction (see Reaching
Maerlmydra Through Magic).

‘
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This bedroom is obviously deserted, and its furnishings look
as though they have been intentionally ruined, though not
utterly destroyed. The mattress on the bed has been ripped
open, and the sheets lie on the floor, torn into rags. The
mirror above the large bureau is broken, and the drawer
handles have been snapped off.

This suite formerly housed the three lesser priestesses of House
Morcane—the daughters of Alisannara. Dorina T’sarran, her-
self childless except for her vampiric spawn, has turned this
room over to her two nieces, both of whom are clerics of
Kiaransalee. The two women are twins and fierce rivals, so the
largest of the three bedrooms remains vacant because the
twins could not agree on which of them should have it.
Creatures: The two nieces of Dorina T’sarran, Velasta and
Velina T’sarran, are identical twins and implacable enemies.
Both are round-faced (by elven standards) and solidly built, and
their manner is alternately imperious and charming. Both wear
voluminous black cloaks over their dark-colored elven chain and
display Kiaransalee’s holy symbol (a feminine drow hand with a
silver ring on each finger) prominently around their necks.
Each of the nieces has two quth-maren bodyguards with her
at all times.
49 Velasta and Velina, T’sarran Nieces (2): hp 70, 44; see
page 139.
4 Quth-Marens (4): hp 78, 73, 50, 63; sce Appendix 1.
Because of the mutual hatred the nieces bear one another,
each is slow to respond to sounds of trouble from the other
chamber, waiting 2d4 rounds before investigating a fight or
other commotion. If either one can “accidentally” harm the
other while attacking the characters (by catching. her sister in
the area of a flame strike, for example) she does so with
little hesitation and no regret. S
Treasure: Velasta, the occupant of S42a, has col_' ¢
lected a fair amount of loot from the other: ‘po
tions of the complex, generally by commanding
quth-marens to lead her to the caches they
owned in life. Beneath her bed is a heavy. -
trunk containing a layer of clothing and -,
small personal belongings atop three sacks.’
In total, the sacks hold 14 pp, 335 gp,
680 sp, and a wooden case containing a
set of thirty-two beautiful gold chess-
men worth 550 gp collectively, or 10
gp apiece. Velina spent considerable
time in the nearby Deep Wastes by
order of her aunt, so she missed the
chance to match her sister’s pillaging— :
a fact that only adds to the consuming- -
hatred she feels for her twin. =t
Development: In Part 2 of the adven-
ture, Velasta and Velina may return
as revenants to exact revenge on
the characters. Take notes on
this encounter, including spells
and tactics used by the charac-
ters, so that the revenants can
adapt their tactics to suit the tech-
niques used by their foes in this battle.

_:/zf‘.-
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S43. PATRON’S QUARTERS (EL 14)

This large room is lavishly furnished. Fine leather couches
are placed tastefully, golden lamps hang from the ceiling,
and majestic tapestries of purple and gold decorate the
walls. Several large armoires decorated with gold filigree
stand along the walls.

Once the home of the most favored male of House Morcane,
this room now has a new resident from House T’sarran. When
Zedarr T’sarran moved in here, he decided to keep the furnish-
ings of its previous occupant.

Creatures: Zedarr T’sarran, Darina’s brother now occupies
this chamber, along with his cohort, a displacer beast known
simply as Ripper. Zedarr is a blackguard and an unholy cham-
pion of Kiaransalee who embodies her doctrine of dispropor-
tionate retribution’ (“answer any slight a thousandfold”). He
bears an eternal grudge against the people of the Dales because
their rangers once captured him during a raid on the surface.
He escaped, of course, and has since killed every relative of the
men who captured him. Nevertheless, his thirst for retribution
still consumes him, and he is one of the main reasons the drow
of Szith Morcane have resumed their raids upon the surface.

Zedarr is a terrifying figure, imposing in his black full plate
armor despite his average drow stature. He wields a dire flail, and
in combat he keeps both ends whirling too fast for the eye to sce.
His face is heavily scarred from burns he suffered while escaping
from the Dales rangers, and as a result his dark gray skin is mot-
tled with pink marks. Most enemies, however, never see his face,
since he rarely lifts his visor (especially in combat).

Ripper is a Huge displacer beast of fiendish descent. Unlike

most displacer beasts, it stands as big as a dire tiger and has
rust-red fur. The creature attacks anyone entering the
- room, fighting preferentially from the eastern
corner of the chamber so that its master can
move in from the western alcove and flank
their common foes.
. 9 Zedarr T’sarran: hp 92; see page 139.
¥ Ripper: hp 108; see page 139.
““Tactics: Zedarr is resting on the bed in
L :  the western alcove when the characters
enter. When he hears Ripper attack,
he prepares to rush out and flank
any enemy who is fighting the dis-
placer beast, hoping to use his sneak
; attack. Zedarr leaps into any combat with a
fierce'joy, looking for opportunities to use his
Sunder feat on enemies’ weapons if he can’t
sneak attack his foes. If Zedarr drops to 30 hit
\ points or below, he uses darkness to cover a
dash for the chamber’s door. He knows the
layout of the room well and can nav-
igate surprisingly well without
being able to see.

Treasure: Many of the
furnishings in this room
are valuable, but they’re

exceedingly large and
bulky. Each of the two leather
couches weighs 400 pounds and is
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worth 220 gp; the bed, mattress excluded, weighs 600 pounds
and is worth 450 gp. Between them, the armoires hold more
than a dozen ensembles of drow aristocratic finery. Each
outfit weighs 5 pounds and is worth 20 gp but is covered with
sinister spider designs. Each of the two gold lamps suspended
from the ceiling is worth 150 gp and weighs 25 pounds.

S44. MAaTRON MOTHER’S QUARTERS (EL 14)

The door to this room is warded with a greater glyph of ward-
ing that holds a flame strike spell. The glyph is triggered when
any creature that does not worship Kiaransalee opens the door.

" Flame Strike Glyph: CR 7; 10-foot-radius, 40-foot-high
cylinder (11d6 points of fire/divine damage); Reflex DC 21
half; Search DC 31; Disable Device DC 31.

The ceiling of this octagonal room rises 30 feet off the
ground, and a pillar in the center stands fully half that
height. On the pillar rests a throne made of bones, with a
gaunt drow woman draped casually across it. The walls of
the room are covered with majestic dark tapestries, and
several long tables of gleaming black wood stand along
the walls.

The needs of the undead cleric who now rules Szith Morcane
from this throne are rather different from those of the living
cleric who once held sway here, so the-new resident has modi-
fied the room to her benefit.

The pillar, throne, and gaunt drow are all a permanent
image cast by Susztam Mar-Shinn, the head student of the In-
verted Tower. They were created with the Shadow Weave, so
they are difficult for Weave users to detect or dispel. A Weave
user who casts detect magic must make a successful caster level
check (DC 22) to successfully detect the permanent image as
magical. A Weave user who tries to dispel the permanent image
must succeed at a caster level check (DC 26) to do so. The
saving throw to disbelieve the illusion has a DC of 25.

A secret door leads into room S43. A successful Search
check (DC 20) reveals the round door, but not how to open it.
A second successful Search check (DC 18) in the same area re-
veals one of the four trigger stones that must be depressed in
order to open the door. One of these stones is placed in each of
four locations around the door: at the top, bottom, right, and
left edges. When all four stones are depressed, the door sinks 4
inches into the wall, then rolls off to the right.

WSecret Stone Door: 4 in. thick, hardness 8; hp 60; AC ¥;
break DC 28; Search DC 20.

Creatures: Dorind T’sarran, daughter of Irae T’sarran and
current ruler of Szith Morcane, spends most of her time in this
room—in fact, she is usually within the illusory-pillar. Like the
image in the, permanent illusion, Dorina is a gaunt drow vam-
pire with deep black skin and yellowish-white hair. She wears
black elven chain and carries a heavy mace, which leaves her
off hand free to make slam attacks and drain energy from her
opponents. Her face is beautiful but angular, with something of
a feral look about it. She snarls like a wild animal while fight-
ing, revealing her sharp fangs and conveying an impression of
being less coldly calculating and strategic than she actually s.

¥ Dorina T’sarran: hp 76; see page 139.

Tactics: Dorina trusts that the greater glyph of warding on
the door and the permanent image will keep intruders busy
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long enough for her to properly prepare for combat. As soon
as the greater glyph is triggered, she begins casting spells on
herself, starting with frue seeing, then divine power. After ob-
serving the spells the characters are using (particularly any
they are hurling at her decoy image), she casts spell immunity
to protect herself against two of their lower-level (4th-level or
below) spells. If she has time, she uses banishment to get rid of
any planar allies or summoned monsters the party has before
joining battle with the characters themselves. She casts spells
from within the illusory pillar for as long as possible, trying
not to reveal her true location. When she is forced to reveal
herself or she realizes that one or more characters can see her
(by way of true seeing or simply disbelieving: the illusion), she
uses-her domination gaze and sets party members against each
other as much as possible.

Treasure: Dorina does not care as much for wealth as she
did when she was alive, but she still has an eye for objects of
beauty. On one table stands a large weirwood lyre inlaid with
mithral; it is a masterwork instrument worth 1,400 gp.
(Dorina does not play, but she admires the workmanship.) A
small jewelry case sitting on one of the tables along the wall
contains a dragonbone comb worth 300 gp, a gold hairbrush
worth 120 gp, a silver brooch-bearing the emblem of House
Morcane (actually a drow house insignia with shield, which
Dorina refuses to'wear because of its association with a house
of Lolth-worshipers), and a silk pouch holding a dozen agates
(worth an average of 8 gp each). ; :

Thrust through Dorina’s belt is an elegant bone scrollcase
containing a letter from her mother Irae, written in Elven: -

Daughter:

Our Dark Lady favors my efforts, and my research pro-
ceeds well. Within five tendays, perhaps six, all will be ready
Sor the Day of Great Vengeance. The Spider Queen is dead;
we have already brought low the Spider-kissers and seized
our rightful place in the realms of the dark. Now the Day
draws near when we shall avenge ourselves upon those of the
day-blasted lands, too, and achieve that ultimate triumph
denied us so long ago.

While I prepare my Great Revenance, it falls to you to
make ready the way. Harry the surface-dwellers, hunt
them in their woods and fields, and take the measure of
their strength. Do not concern yourself with putting them on
their guard; our Lady desires their blood, their fear, and
their dreadful anticipation of our ultimate act of revenge.
With each slaying we grow in her favor and sow the seeds of
our coming victory.

If they come against you in Szith Morcane in irresistible
strength, slay as many as you can. Withdraw from the fight
if you must, and bring Zedarr with you, but as for the rest—
they are to stand and die for the glory of the W hite Banshee.
The battle for Szith Morcane will come to nothing when our
Great Revenance comes to pass. If anything, our final
vengeance is made ever sweeter by each fleeting, false hope
our enemies entertain before it falls upon them.

W ork great slaughter for our Lady’s dark glory, my daungh-
ter. Soon I will come to you from Maerimydra with such dark
and terrible might that all Faerin will tremble before us.

Mother

;i
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Irae T’sarran dispatches summoned demons to carry messages
back and forth to Dorina on a regular basis, and this letter is
her latest missive.

S43. HOUSE MORCANE TREASUiY

This room is unusual for this area in that its walls are plas-
tered white and the floor is tiled with flagstones. A stone
sepulcher covered in gorgeous, shining copper leaf stands in
the middle of the chamber, and copper bands securely
fasten the lid to the rest of the coffin. The lid is carved to
resemble a beautiful drow woman. The room is otherwise
bare.

It has been many years since the treasury of House Morcane
was filled with goods taken in surface-world raids and tribute
paid by Underdark neighbors. When Dorina T’sarran seized
power, she sent what little treasure remained here back to
Maerimydra for her mother’s use. Then the vampire cleric of
Kiaransalee had her coffin moved in here and cast several
spells to protect it, including one that prevents the copper leaf
from growing green with age.

The coffin is very difficult to open because the lid is not
meant to be removed. A close inspection (Search DC 15) of
the copper-covered figure on the lid reveals that tiny holes
have been drilled in the eyés, nostrils, and mouth. These pas-
sages are sufficient for Dorina to enter or leave her coffin in
gaseous form. A well-hidden hole beneath one of the copper
bands (Search DC 30) provides her with a second means of
egress should someone block the holes in the sculpture’s face.

Trap (EL 7): Dorina has prepared a greater glyph of warding *

as a final defense of her coffin. If even one copper band is burst
or parted (a necessary step toward removing the lid), the glyph
surrounds the coffin at-a distance of 3 feet with a blade barrier
effect that lasts for 110 minutes. Any creature that makes its
saving throw must leave the area of the blades, which means it
must be on the other side of the barrier from the coffin. Dorina
figures that this tactic may buy her enough time to recover
from whatever damage forced her to retreat to her coffin.

N Coffin: Hardness 10, 90 hp, AC 4, break DC 28.

‘-,)' Greater Glyph of Warding: CR 7, blade barrier (11d6);
Reflex DC 21 negates; Search DC 31; Disable Device DC 31.

Treasure: Dorina’s gear accounts for most of her treasure,
but she keeps some additional personal wealth in her coffin.
Two small wooden coffers within the capacious sepulcher con-
tain a total of 490 pp, 375 gp, and 440 sp, as well as a scroll of
inflict critical wounds and a wand of searing light with 12
charges left. (Dorina does not like this device, but she keeps it
around in case she needs to discipline one of the other vam-
pires in Szith Morcane.)

Her coffin also contains one very useful item that can help
lead the characters into the next part of the adventure and
guide them along their way. She has a map of the Deep Wastes
that clearly shows both Szith Morcane and Maerimydra, as
well as much of the territory in between. However, many im-
portant locations are not labeled, and branches in the pathway
are not marked. Give the players the handout on page 6 of the
map booklet when their characters discover this map.

The map labels Shadowdale’s Twisted Tower as “Azmaer’s
Folly,” after the last drow ruler of Shadowdale, whose
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incompetence (in the drow history) led to the human tri-
umph in the dale. A successful Knowledge (history) check
(DC 23) allows a character to recollect this bit of historical
trivia.

fane of Lolth

The former temple to Lolth is completely vacant, inhabited
by no living being and but one undead creature: the ghost of
the former high priestess.

The fane is built to look like a gigantic spider. Within its
walls, the priests and servants of Lolth used to perform
their prayers and sacrifices. The forepart of the spider’s
body was called the outer fane. This section was the public
area open to all drow, araneas, and other worshipers of the
Spider Queen. The spider’s abdomen, separated from the
outer fane by a heavy iron gate, was known as the inner
fane, off-limits to all but Lolth’s drow clerics (all of whom
were female nobles of House Morcane). In this inner sanc-
tum, the clerics performed secret rites ranging from mere
blood sacrifice to fouler ceremonies involving demons
called from the Outer Planes.

S46. OUTER FANE

The pungent smell of decaying flesh fills the stale air,
giving this great hall the aura of a battlefield—but without
the croaking of ravens. Indeed, most of the corpses strewn
about the floor and slumped against the twin rows of
columns look as though they fell in battle, since their
weapons are close at hand. The flesh of the corpses has
begun melting to slime, allowing the bones to show
through—a fact that suggests this battle was fought long
ago.

The walls of the chamber are carved to resemble an
enormous spider, as if this room were the inside of its front
portion. At one end, an opening leads to some kind of plat-
form where the spider’s mouth would be. At the other end
of the room, a heavy iron gate hangs loose on its hinges,
battered and bent. Eight tunnels leading down converge,
four on a side, near the wall separating the two parts of the
spider’s body.

—

pon’t miss This clue

After defeating the outpost of Szith Morcane, the players
may feel that they have dealt with Daggerdale’s problem.
In fact, their adventure has barely begun. Make sure the
players understand that they’re not done with the drow
yet. The letter in Dorina’s belt is.intended to be a “can’t-
miss” clue to-spur the characters into continuing their in-
vestigation of the drow-beneath the Dalelands. Make sure
you place this clue somplace where the player characters
are sure to come across it. If Dorina manages to escape the
heroes, have the letter stored in her coffin in S47, along
with the map and-her other belongings.

—




The odor of death in this room is vile. Any creature that fully
enters the room must make a successful Fortitude save (DC
15) or become nauseated for 1d6+4 minutes. Nauseated crea-
tures are undble to attack, cast spells, concentrate on spells, or
do anything else requiring attention. The only action such a
creature can take is a single move (or move-equivalent action)
per turn. A delay poison or neutralize poison spell removes the
effects from one creature.

Seventeen corpses lie about the room. A cursory examina-
tion reveals that all of them wear symbols of Lolth. Many
wear the vestments of her clerics (black robes trimmed with
dark red and purple, or purple or red robes trimmed with black
for lesser priestesses); others wear simple holy symbols of wood
or silver. Though followers of Kiaransalee certainly fell in the
battle here, their bodies have been removed and either burned
or animated as some form of undead.

Careful examination of the room (Search DC 10) reveals many
areas where corpses apparently lay for'a while, but have been re-
moved. Dorina T’sarran has used some. of these corpses to create
zombies that now serve as shock troops on raids against the surface.

No valuable items—not even magic armor or weapons—
remain on the corpses.

S47. SACRIFICIAL ALTAR (EL VARIABLE)

The platform at the front of the spider is clearly a sacrifi-
cial altar. It is surrounded by walls carved to look like the
sharp, venomous fangs of a spider. A female drow corpse
lies on the altar, staring vacantly toward the ceiling, a hand
crossbow bolt still protruding upright from its neck.

Illustration by Christopher Shy
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The entire altar radiates a strong aura of necromantic magic
and a lingering aura of evil (see Trap).

Trap (EL 10): Any living creature that touches the altar,
willingly or unwillingly, suffers the effect of an exergy drain
spell. Any creature killed by this energy drain attack rises as a
spectre as soon as its body loses contact with the altar.

" Energy Drain Trap: CR 10; 2d4 negative levels; Forti-
tude DC 23 negates; Search DC 34; Disable Device DC 34.

Creature (EL 7): If the characters remove the body from
the altar, the slain drow rises as a spectre and attacks.

¥ Spectre: hp 54; see Monster Manual.

S48. SHATTERED GATE (EL 8)

This heavy iron gate has clearly been bashed in. It hangs
crookedly on its hinges, open in the middle. About 8 feet
behind it is a curving wall adorned with a tattered tapestry.
Drow figures are visible in the foreground of the tapestry,
but the figure before which they are prostrating them-
selves has been almost completely defaced.

Though the gate has been broken, it still holds the magic trap
that warded it before the recent coup. It is open wide enough
for characters to pass through in single file without touching
it, but any contact with the metal triggers the trap. If the
players do not specifically state that they are avoiding contact
with the broken gate, assume that there is a 0% chance that
any character passing through happens to touch it and set of!
the trap. ' -
Trap: Any creature other than a female drow worshiper of

> L Dorina T’sarran, Vampire Priestess 8.
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Lolth who touches the gate triggers a summon monster ¥ 11
spell that brings a bebilith to attack the characters.

" Summon Monster V'II Trap: CR 8, summons bebilith
for 13 rounds; Search DC 3?2; Disable Device DC 32.

4¥ Bebilith: hp 102; see Monster Manual.

S49. InNER FANE (EL 14)

Two short, curving walls loosely define this area as a distinct
section of the temple. Inside the curve of the far wall is a
long platform that looks like it might be a sacrificial altar.
A plush carpet covers the floor, and a number of cushions
and pillows are strewn haphazardly around the area.

A lingering stench of death remains here. Bloodstains
and weapons are scattered about the floor, but there are no
corpses. The air feels thick and unusually cold.

Though many clerics died in this chamber, their killers ani-
mated the bodies immediately. Most of the fallen now serve
their new masters as quth-marens. A scattering of ash in front
of the altar is the only physical remnant of the former high
priestess, who was consumed By a destruction spell.

Creatures: The ghost of Szith Morcane’s high priestess re-
mains in the inner fane as a keening spirit (see Appendix 1). Its
manifestation looks like the hazy outline of the living cleric—
a stern drow woman of slight proportions, dressed in a black
robe trimmed with purple and burgundy.

Alisannara’s spirit manifests when any character comes
within 10 feet of the altar, and its first action is to use its
keening. The only way to destroy Alisannara permanently is

to cast desecrate on the altar, either before or after reducing

the keening spirit to O hit points. If the altar is not so treated,
the spirit’s rejuvenation power is likely to bring it back.

¥ Alisannara Morcane, High Priestess of Szith Morcane:
hp 80; see page 140.

S50. VESTRY

Behind the wall that forms the back of the inner temple, a
large alcove holds clerical vestments and temple fixtures,
all of which bear the spider symbol of Lolth. A pile of cin-
ders and ashes on the floor seems to indicate that any other
items stored here have been burned.

This vestry also held a small collection of sacred texts, which
the T’sarran drow burned when they seized control. A success-
ful Search check (DC 18) allows a character to find tiny scraps
of charred paper that indicate the nature of the documents.
Six complete sets of clerical vestments hang from pegs on the
wall. Any character wearing these vestments in conjunction with
a disguise attempt receives a +2 circumstance bonus on his or her
Disguise checks. Such a disguise does not, however, grant the
wearer a warm reception in either Szith Morcane or Maerimydra.
Treasure: Gold adorns all the temple fixtures here. Each
large brazier is worth 110 gp-and weighs 160 pounds, each
small brazier is worth 70 gp and weighs 60 pounds, each can-
dleholderis worth 35 gp and weighs 2 pounds, and each censer
1s worth 5 gp and weighs 4 pounds. Additionally, there is a
small stash of incense worth 35 gp that weighs 4 pounds. All of
these items feature spider motifs, so the followers of
Kiaransalee consider them worthless. The rest of the valuable
trappings of this temple have been removed to Maerimydra.
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n Part 1, the characters set out to stop the drow of
Szith Morcane from raiding the surface. During their
explorations, they certainly discovered that the cult of
Lolth in Szith Morcane had been exterminated and replaced
by a cult of Kiaransalee. The party may also have discovered a
tunnel leading off toward Maerimydra and a map showing the
route between that city and Szith Morcane. Self-motivated
characters probably do not need any further encouragement

to explore this situation and head toward Maerimydra via the *

underground tunnel. ‘

Other groups, however, may need a nudge in that direction.
How you deliver that nudge depends in large part on the hooks
you used to draw the characters into the adventure in the first
place. Certainly, if a higher authority such as Randal Morn asked
the characters to stop the raids, that same authority might ask
them to continue their investigations. Randal Morn, the
Harpers, or Lord Mourngrym Amcathra of Shadowdale would
all be rightly concerned to learn of such a major development in
the Underdark as the fall of a drow city. With drow already
active in Cormanthor and the recent raids in Daggerdale, surface
dwellers can no longer afford to ignore the affairs of the drow.

Depending on how the characters have progressed on the
timeline of the adventure, the Weave disruptions described in
Part 3: Maerimydra may by now have expanded beyond the
city’s cavern. If so, the characters notice the phenomenon the
first time they attempt to cast one of the hindered spells
during their travels through the Deep Wastes. Consult the
timeline in the Introduction to determine how far the Weave
disruptions have spread.

the wav 1o
Maerlmgd rQ

The most direct route from Szith Morcane to Maerimydra is ‘

‘along the tunnel leading out from the Commoners’ level (S19).
This route is not by any means the easiest, since it involves a

=

150-mile journey through the Underdark and a number of haz-
ards. If the characters return to the surface after finishing
their work in Szith Morcane, they might decide to look for an-
other entrance into Maerimydra from the surface, or they
might use magic to get there directly.

frcom the surface

Maerimydra lies roughly 20 miles south of Ashabenford in
Mistledale, and several miles below it. Characters can make use
of related Knowledge skills (geography or local, either Dale-
lands or Underdark) to learn a bit about Maerimydra and how
they might access it. Heroes without such skills might find it
useful to employ a local sage to assist them, or to attempt
spells such as contact other plane, legend lore, or vision.

A successful check (DC 20) with any of the specific Knowl-
edge skills mentioned above unearths a connection between
Maerimydra and the drow who ruled Shadowdale up until four
hundred years ago. Drow from Maerimydra have been en-
countered in the tunnels under Old Skull in Shadowdale as re-
cently as 1367 DR, and it seems clear that underground
connections exist between Old Skull and Maerimydra. The
lord of Shadowdale sealed off the Underdark connections
under Old Skull after the incidents of 1367 DR, but other en-
trances to this complex of caverns and tunnels are thought to
exist somewhere near the Elven Court-in Cormanthor and be-
neath the hill of Hap in Battledale.

At the time of the most recent encounters with drow near
Shadowdale, the dark elves were buying or capturing dwarven
slaves in the Moonsea region and ferrying them along a sub-
terranean-river to the caverns under Old Skull. This fact sug-
gests that there may be a surface connection somewhere in
the Moonsea region, though no record exists of its location.
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(Even the most phenomenal Knowledge check result can’t
reveal that the drow purchased the dwarven slaves from
duergar in the Underdark near Zhentil Keep. The duergar, in
turn, had tunnels connecting their domain to -the sewers
under the keep.)

In summary, there are exactly four entrances into the Un-
derdark in the vicinity of Maerimydra: one beneath the Dor-
drien Crypts, one near the Elven Court, one under Hap Hill in
Battledale, and one in the sewers of Zhentil Keep. Because it in-
volves passing through both Zhentil Keep and a thriving duer-
gar community, the fourth option may be more of an
adventure than the heroes are looking for at the moment. If
you wish to customize this adventure by adding your own en-
trances, you could easily create dungeons beneath Old Skull or
Hap Hill.

Magical Transport

A number of spells can help the characters reach Maerimydra,
either through an underground route or more directly. Find
the path can lead the characters from Szith Morcane to Maer-
imydra, and in fact use of this spell may become necessary
along the way in order to choose the right tunnel at an inter-
section. If this spell is cast on the surface, it leads the caster to
the Szith Morcane entrance (or the Hap Hill or Shadowdale
entrance, if you’ve prepared for one of those options), and into
the Deep Wastes from there.

Teleport spells might work, if a character gets a reliable
description of the city by some means—for example, by cast-
ing charm persor on a drow in Szith Morcane or.by exhaus-

tively researching the city and making a successful #

Knowledge (Underdark local) check (DC 30). Using telepor-
tation magic in the Underdark does carry certain risks, par-
ticularly for.someone trying to travel more than 1 mile (see
Faerzress in the Introduction). Also, Castle Maerimydra is
protected by a _forbiddance spell that prevents teleportation
into it (see Castle Maerimydra).

Spells such as phantom steed, shadow walk, or wind walk
can make the Underdark trek faster and possibly bypass some
of its dangers. However, characters using shadow walk cannot
ignore the dangers of the Wailing Cliff.

Trekking through the peep
wastes

The journey from Szith Morcane to Maerimydra is a long
overland trek, even though it takes place entirely under-
ground. Underdark terrain is equivalent to trackless
barren/badlands terrain, since the course is seldom straight or
unbroken for long. Characters move at half their normal
overland speed along this route (see Chapter 9 of the Player’s
Handbook for details). The Deep Wastes are well and truly
within the Underdark, so the area is subject to the full effects
of faerzress (see the Introduction).

The trek can be divided into seven segments, each one
ending at either an encounter area or a fork in the path.
The route forks twice; each time one branch leads onward
toward Maerimydra and the other leads several miles in
the wrong direction before ending in a monster’s lair. The

segments are as follows, with alternate incorrect routes
given parenthetically. \
* From Szith Morcane to the first fork: 17.5 miles.
* From the first fork to the Lake of Shadows: 10 miles
(or from the first fork to the Naga Crawls: 35 miles).
e Across the Lake of Shadows: 17.5 miles.
* From the Lake of Shadows to the Wailing Cliff: 18
miles.
e From the Wailing Cliff to the second fork: 15 miles.
* From the second fork to Vournoth’s Mire: 35 miles (or
from the second fork to the Yrthak Cavern: 40 miles).
* From Vournoth’s Mire to Maerimydra: 40 miles.

This chapter details each leg of the journey and each encounter
area, as well as general features of the caverns and random en-
counters with wandering creatures in the Deep Wastes.

Maps: Page 7 of 'the map booklet shows the Deep Wastes as
a whole at a large scale. The maps on pages 8 through 10 show
the three major encounter areas in the Deep Wastes: the Lake
of Shadows, the-Wailing Cliff, and Vournoth’s Mire.

Deep wastes fFeQtures

Most areas of the Deep Wastes are either natural Under-
dark caverns or long, winding tunnels. At any given time,
there is 'a §0% chance that the characters are passing
through a cavern and a §0% chance that they are following
a tunnel. The typical cavern is 70 to 160 (1d10+6 X 10) feet
long and 20 to 50 (1d4+1 X 10) feet wide. The typical
tunnel is 100 to 1,000 (1d10 X 100) feet long and 5 to 20
(3d4) feet wide. Streams and lakes are very common, and
travelers must occasionally wade through icy-cold water for
hundreds of feet at a stretch.

Passages and caverns in the Deep Wastes share the features
described below, unless noted otherwise in a specific area de-
scription. .

Walls: Walls, for the most part, are unworked stone.

WUnworked Stone Walls: Minimum 5 feet thick, hardness
8; hp 900 per § feet of thickness; AC 3; break DC 65; Climb
DC 20.

Floors: Floors in the Deep Wastes are natural stone. Run-
ning and charging are impossible on these surfaces, but no
Climb checks are normally required to navigate them. In cer-
tain locations (specified in the area descriptions), the floor may
be uneven enough to require Climb checks for moving from
one elevation to another. Stalagmites are common throughout
these caverns.

Ceilings: Ceilings in the Deep Wastes are natural unworked
stone and.range from 15 to 20 feet high—higher in certain
areas, as noted in the area descriptions. Stalactites are
common, just as stalagmites on the floors are.

random encounters

Each day that the characters spend journeying through the
Deep Wastes, roll twice for a random encounter—once in
the morning and once in the evening. There is a 20%
chance of encountering a wandering creature or group. If
an encounter occurs, roll d% on the chart below to deter-
mine the monster.

'
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4% Encounter Number
01-03 Half-dragon* (see description below)
04-09 Infernal Raiders (see des'cription below)
10-14 Inquisition (see description below)
15-19 Invader Party (see description below)
20-34 Revenants* (see description below)
35-39 T’sarran Scouts* - (see description below)
40-42 Troglodyte Raiding Band*  "(see description below)
43—-45  Aboleth (see Monster Manunal) 1d3+1
46—48 Bodak (see Monster Manual) 1d3+1
49-53  Bulette (see Monster Manunal) 142
54—61 Cloaker (see Monster Manunal) 1d4+2
62—-66 Deathkiss beholderkin* il
(see Monsters of Faeriin)
67-74 Delver (sce Monster Manunal) il
75-81 Dire bat (see Monster Manual) 1d4+4
82-91 Purple worm (see Monster Manual) 1
92-94 Tomb tapper” 1
(see Monsters of Faeriin) 3
95-100 Umber hulk (see Monster Manual) 1d3+1

*Unique encounter. Do not use that same encounter again if
the characters kill all the creatures involved in it.

In general, encounters such as the ones described below
should be handled as noted in Encounter Distance in Chapter 3
of the DUNGEON MASTER’s Guide. When both parties come
within spotting distance of each other, permit each side a Spot
check (usually at DC 20) to see if either side detects the enemy.
If all members of both groups miss this first check, they all
spot each other at half the encounter distance.

HarLr-DracoN (EL 15)

The characters encounter a drow half-dragon named Sshu-
math Daerindra who haunts these tunnels. Sshumath is both
naturally inquisitive and supremely confident in his strength,
so he opens the encounter with conversation rather than at-
tacking. Because he asks so ‘many questions (and is tough
enough to get answers), he knows a great deal about recent
events in Maerimydra. He’s more interested in getting infor-
mation from the characters than in giving it to them, but he
happily repays useful or interesting news (such as the destruc-
tion of the drow outpost at Szith Morcane) in kind.

Encounter Distance: 40 feet.

4 Sshumath Daerindra: hp 71; see page 140.

Tactics: If the characters initiate combat, Sshumath begins
by casting haste and improved invisibility on himself. Then he
attacks with his breath weapon, his area spells (firebal/ and
Aganazzar’s scorcher), and finally his greatsword, alternat-
ing that with touch spells (vampiric touch, chill touch, and
shocking grasp).

INFERNAL RAIDERS (EL 13)

The characters are assaulted by a group of devils on a slaugh-
ter-filled joyride through the Material Plane.

Encounter Distance: 100 feet.

¥ Cornugon Devil: hp 88; see Monster Manual.

4 Hamatula Devils (3): hp 58, 54, 50; see Monster
Manunal.

Tactics: The devils can see perfectly in darkness—almost
certainly better than the characters can even with light

e o e .

e

Heroes in the Underdark
8.




"

sources or darkvision. As soon as they have a clear line of sight
and effect to the characters, they launch offensive spell effects
from the darkness. The cornugon uses a fireball, one hamatula
uses order’s wrath, and another uses unholy blight. (The two
have a longstanding game to see which one can deal more
damage with its favorite spell. Since these’ devils entered the
Underdark, the one using order’s wrath is far ahead). The third
hamatula uses teleport without error to get behind the charac-
ters and cut off their retreat. After this initial volley, the
devils close quickly to engage the:characters in the melee they
so thoroughly enjoy. i :

InquisrtioN (EL 12)
A group of mind flayers is wandering this
portion of the Underdark with two
purposes. First, they want to de-
termine the state of affairs in *
and around Maerimydra and )
whether an invasion of mind
flayers from Ch’Chit]l might be
in order. Second, they are
hunting for food and sport.

Encounter Distance: 60 feet.

% Mind Flayers (4): hp 69
(with &racers of health +2), 56,
477, 34; sece Monster Manual.

Tactics: If the mind flayers
spot the party approaching
(generally, this would occur if
the party was carrying a bright
light), they hide along the
cavern or tunnel walls and pre-
pare an ambush. They use their
mind blast ability first, then
suggestion on characters who
aren’t stunned. They use plane
shift to flee if combat goes
against them.

Treasure: The mind flayers
carry belt pouches containing
the gems they use for trade. In
total, they have the following
gems: crowns of silver worth ¥
&p> 8 gp, 9 gp, 9 gp» 10 gp, 10 gp,
10 gp, 10 gp, and 11 gp; hydrophanes
worth 20 gp and 40 gp; waterstars worth 60 gp, 80 gp, and 100
gp; a violet garnet worth 500 gp; and red tears worth 800 gp,
900 gp, and 1,500 gp. In addition, two different mind flayers
each carry a potion of invisibility and a potion of spider climb.
The group leader carries (but does not use) a +1 dagger, wears
bracers of health +2, and has 200 pp in its pouch.

INVADER PARTY (EL 13)

Use this encounter only between the Wailing Cliff and Maer-
imydra, not earlier in the trek.

Unlike Irae T’sarran, whose goal is gaining and solidifying
control over Maerimydra, Kurgoth Hellspawn, the con-
queror of the drow city, is more interested in finding the next
target for his army. Most of his forces are spread throughout
the nearby Underdark, but there are two areas of concentra-

Revenants

+
ParT 2
—p———

tion: Maerimydra and the Mines of Tethyamar. Kurgoth is
also sending patrols into the Deep Wastes. Such a patrol con-
sists of a.few goblins and ogres, plus a fire giant and a vrock
demon.

Encounter Distance: 100 feet.

¥ Goblins (12): hp 4 each; see Monster Manual..,

4 Ogres (6): hp 26 each; see Monster Manual.

¥ Fire Giant: hp 1472; see Monster Manual.

% Vrock (Demon): hp 66; sce Monster Manual.

Tactics: The goblins and ogres happily charge forward to
certain death, while the fire giant holds back and hurls
rocks at spellcasters. The vrock uses mirror image, then
tries to summon another vrock, then finally wades into

? melee, using its spores and stunning screech at
Fa random intervals.

RevENANTS (EL 16)

Kiaransalee is not known as the
. Revenancer for nothing. She fre-
quently rewards her followers by
| raising them as revenants after
their deaths. Such revenants may
rise spontaneously from drow the
player characters killed in Szith
. Morcane. No corpse is necessary
| for a revenant to appear.

Creatures: This encounter as-
sumes that the revenants are
Velasta and Velina T’sarran
(from S42 in Szith Morcane)
~ and the two officers (from S7 in
Szith Morcane). This group re-
sults in an EL 15-16 en-
counter. The statistics presented
on page 140 for these revenants
assume that the characters re-
.moved all useful gear from the
drow they killed and that the
revenants were able to scavenge
only a chain shirt and dagger
.| apiece to re-equip. Adjust the
statistics accordingly if the
revenants still possess any of

their magic items. Because they

always know how close their killers are,
they are not surprised and begin battle with key enhancing
spells in place. These spells have been marked off from the
clerics’ spell lists and calculated into the statistics given.

If you wish, you can choose other drow the characters have
killed as base creatures for the revenants, but undead such as
Dorina. T’sarran or Alisannara Morcane can’t return again
this way. If the characters dealt unfairly with any drow, or
killed a drow in a treacherous fashion, he or she would be a
good candidate for revenance. Apply the revenant template
(presented in Appendix 1) to these other drow as you see fit,
but try to keep the Encounter Level in the 15-16 range.
Revenants are most effective when facing their killers, so
round up when calculating EL. :

4¥ Velasta and Velina, T’sarran Niece Revenants (2): hp 67,
64; see page 140.

=
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¥ Szith Morcane Officer Revenants (2): hp 64, 57; see page
140.
_ Tactics: The revenants have complete and very vivid mem-
ories of their final battles against the player characters, so
they adapt their tactics (possibly including the clerics’ spell se-
lections) to best effect against the characters as they remem-
ber them. :

T’sarrAN ScouTs (EL 13)

While Irae T’sarran struggles to lay claim to Maerimydra’s
ruins, she sends regular scouting patrols into the Underdark to
keep an eye on movements and conditions in the surrounding
area. Each of these patrols consists of a small undead horde
(zombies animated from the fallen drow of the city), three
rangers, and a cleric/ranger leading the patrol and controlling
the Zombies.

Encounter Distance: 60 feet.

¥ Zombies (12): hp 13 each; see Monster Manual.

¥ Drow Rangers (3): hp 43, 42, 38; see page 140.

¥ Cleric Scout: hp 72; see page 141.

Tactics: As her first action, the cleric scout bolsters the
zombies against a possible turning attempt. She then sends
them forward into melee and casts flame strike to engulf as
many of the characters as she can. The rangers lead off with
their hand crossbows and poisoned bolts, closing to melee only
after the zombies have fallen. If the combat turns against
them, the drow flee, hoping to get back to Maerimydra and
inform Irae T’sarran of the heroes’ presence in the Underdark.

TROGLODYTE RAIDING BanD (EL 14)
Latar, troglodyte cleric of Laogzed, leads two troglodyte bar-
barians, Skred and Theod, and a small group of regular troglo-
dytes. This group is what’s left of a larger band that wreaked
much mayhem. They’re keen on acquiring some booty before
returning to their home settlement many miles from here.

Encounter Distance: 110 feet.

¥ Skred and Theod: hp 115, 105;see page 141.

¥ Latar: hp 78; see page 141.

¥ Troglodytes (5): hp 13 each; sce Monster Manual.

Tactics: Optimally, the troglodytes seek small or weak-
looking parties. The barbarians use their tracking skills to find
and follow likely targets. Latar is canny enough to insist that
the group delay its attack until the targets have camped for
the night and most of them are asleep.

Before initiating an attack, the cleric prepares by casting ez-
durance and air walk on himself and the two barbarians,
magic circle against law on Skred, magic circle against good on
Theod, divine favor on himself, and deathwatch.

Just before the troglodytes attack, Latar casts &less. The
following round, he casts silezce on the area with the greatest
concentration of PCs, then the barbarians drink their potions
of haste, throw their javelins of lightning, and begin their
rage. The barbarians enjoy fighting in melee. The cleric
prefers to soften up the opposition by casting slay Jiving and
chaos hammer before engaging in physical combat. Because of
the deathwatch, he can target fragile creatures and knows
when his companions are in dire need of cure spells. If ithe
fight goes poorly, he casts plane shift, taking his companions
along if convenient.

tact T
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The first leg of the journey from Szith Morcane is about 16
miles. Depending on the speed of the party, it takes anywhere
from one day to almost three. Sometime on the second or
third day of travel from Szith Morcane, the characters reach
the first fork.

The branch to the west leads to the Naga Crawls; the
branch to the east leads to the Lake of Shadows. The 35-mile
journey to the Naga Crawls takes between three and six days,
while the 10-mile trip to the Lake of Shadows lasts-anywhere
from 5 hours to a day and a half. The Naga Crawls area is a
dead end; characters who go there must backtrack to the fork
before they can continue on to the Lake of Shadows.

NagaQ crawls

This is the lair of a trio of spirit nagas. They do not involve
themselves with either the drow of Szith Morcane or the
giants and kuo-toas of the Lake of Shadows. Refer to page 7 of
the map booklet for this location.

N1 LAIRAENTlRANCE (EL 8)

The tunnel comes to an end in a small cavern that shows
no signs of habitation. Cold water showers down from a
hole in the ceiling, puddles below it, and then flows off to
a crevice in the south wall where it vanishes into the rock.
A rusty iron ladder is propped up in the hole to give
access to whatever lies above. There is a small side cavern
to the north.

The ceiling here is only about 8 feet above the floor. The hole
is the entrance to the nagas’ lair. The nagas are long enough to
coil under the entrance and crawl up into the hole while avoid-
ing the trap trigger (see below), but they often use fZy to get
up. The shower of water from above is frightfully cold, but it
does not make the ascent difficult or dangerous.

Trap: The lair entrance is protected with a trap that makes
intruders easier targets for the nagas’ Enchantment spells by
sapping their Wisdom. Stepping on the second rung of the
ladder releases a poisonous mist from hidden jets in the ladder
itself. The mist fills the cavern in 1 round, but since it is heav-
ler than air, it does not rise into the cavern above.

" Insanity Mist Vapor Trap: CR 8; insanity mist poison,
1d4 Wis/2d6 Wis; Fortitude DC 15 negates; Search DC 25;
Disable Device DC 20.

N2..DeEaD END

This side cavern seems to be a dead end. A number of bones
piled on the floor give that phrase new depths of meaning.

The nagas have piled a large number of bones here, most of
which are from relatively weak Underdark creatures such as
grimlocks, quaggoths, and kuo-toas. Despite appearances, these
creatures did not die in this area. The nagas bring their refuse
here, both to keep their lair tidy and to warn off intruders who
choose the wrong fork.
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N3. UrPER CAVERN

The ladder ascends about 10 feet into a low, cramped
cavern only 4 feet in height. A small, shallow rivulet of
water no more than 2 feet wide and only inches deep winds
down to the hole in the floor from a passageway leading to
the south.

The low clearance in this cavern means that Medium-size
characters cannot walk upright; they must stoop or crouch to
move around. A crouching character is reduced fo one-half
normal speed and loses any Dexterity bonus to Armor Class.
Any creature not hindered by the low ceiling gains a +2 bonus
on attack rolls against crouching characters.

N4. GIANT’S DEMISE

Lying across the stream is the enormous corpse of a stone
giant. He could not have stood up in this room, or even
crouched—he must have crawled into this place on his
belly from some reason of his own. The corpse is in poor
shape and seems to have been dead a long time. Great
chunks of flesh have been stripped from the body in places,
as if something has been feeding on it.

With some difficulty, characters can crawl around or over the
corpse to continue toward the east. The body is the nagas’
latest meal, a hapless giant convinced by their szggestion spells
to crawl up to his doom in their lair. The body is not dangerous
to the characters, but it may be distracting.

N7y. NaGga Lar (EL 12)

A large, shallow pool of cold water lies in the mouth of a
low-ceilinged cavern. A stream splashes down from a spring
in the rock at the eastern end of the chamber, then trickles
out to the west on the other side of the pool. The roof is no
more than 4 feet above the floor, and in some places it is
lower than that.

This room is home to three spirit nagas. Because they have
very few guests in their lair, they are not particularly atten-
tive, but they do notice any light or loud conversation in area
N4 and come out to investigate. They also spot any characters
splashing across the pool at the mouth of their lair. They can
even detect invisible characters who move through the pool,
since the displaced water marks their approach.

Creatures: The nagas are a malicious trio of murderous,
deceitful, and hungry monsters. They’ve grown quite tired
of stone giant meat, especially since it’s gone over a bit,
and they would love to feast on fresher fare. A spirit naga
looks like a giant snake banded in black and crimson, with
a humanlike face. Its eyes are sickly yellow and have no
visible pupils.

<¥ Spirit Nagas (3): hp 86, 84, 80; sce Monster Manual.

Sorcerer Spells Known (6/77/7/5; save DC 13 + spell level):
O—arcane mark, daze, detect magic, disrupt undead, mage
hand, ray of frost, read magic; 1st—endure elements, feather
fall, mage armor, magic missile, ray of enfechlement; 2nd—
Aganazzar's scorcher, see invisibility, web; 3rd—ily, suggestion.

Tactics: When the characters investigate the stone giant
corpse or cross the pool, the nagas approach and confront
them directly, hoping to charm one or more of them with a
gaze attack. They subject characters who resist their gazes to
repeated suggestion spells (“You’re very tired. Why don’t you
put down that sword and go to sleep? or, “Your companions
have been replaced by doppelgangers. Best slay them before
they slay you!). Finally, they resort to their less subtle spells
(web, Aganazzar’s scorcher, magic missile).

Treasure: The nagas’ treasure is piled in sacks along the east-
ern wall of the room. It amounts to 655 gp, 2,900 sp, and a
bundle of ten sunrods. (The nagas prefer the dark, so they
don’t use these.) In addition, under the stone giant’s crumpled
body is his buckler: a +3 Jarge steel shield. -

Laoke of shadows

The Lake of Shadows is a large body of fresh water located
beneath the Dagger Hills in the extreme northwest of Cor-
manthor. Its dark water is the domain of a kraken, which
rules the lake as an iron-fisted tyrant. The kraken’s subjects
include a small group of kuo-toas dwelling in the western
portion of the lake and a brood of aboleths in the eastern
portion. The characters do not-encounter the aboleths unless
they travel far out into the lake.

The Lake of Shadows is the home of the kuo-toas. They
worship the kraken as a manifestation of Umberlee, and their
leader is a half-fiend cleric/assassin called the Claw. They main-
tain a shrine on an island near the shore, where they live in
uneasy proximity to a small tribe of stone giants.

The Flight from Maerimydra: When the drow fleeing
Maerimydra came through the Lake of Shadows, they
fought the kraken while hurrying the bulk of their party out
of its reach, losing only a half-dozen of their number in the
process. The kraken has since healed all the wounds the drow
inflicted. The drow also fought the stone giants and killed
several of them. The giants are still angry, so they attack
any party that contains a drow unless that drow is obviously
a prisoner.

LOwWer Caverns

The lower caverns are those areas that directly connect the
tunnel from Szith Morcane to the Lake of Shadows. The
domain of the stone giants is directly above the lower caverns,
and the giants keep guards posted here at A and B.

L1. Caverx (EL 10-12)

The tunnel abruptly opens into a large, irregularly shaped
cavern. Several natural stone columns make it hard to
judge the exact size or extent of this chamber, but some
openings are visible around the walls.

This is the entrance to the stone giants’ domain. A side cavern
(labeled A) provides a watchpost for the giants to monitor
creatures passing through the area.

Allow each_character to make a Listen check (DC 12).
Those who are successful hear the sounds of growling and
laughter, both deep and guttural, apparently coming from
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directly overhead. One of the stone giants in L4 is playfully
wrestling with his pet dire bear.

_ Creatures: Two stone giants are on watch in the alcove
cavern (A) at any given time. They stand guard near the
entrances to the alcove with a ready supply of rocks to
throw.

A stone giant stands about 1?2 feet tall and looks like a lean,
muscular human. Its gray, smooth skin is completely hairless.
It has gaunt facial features and deep-sunken black eyes. Stone
giants are generally taciturn with strangers but playful among
themselves. All the giants in this area speak only Giant and
Undercommon, so the characters may need to use magic to
make themselves understood.

¥ Stone Giants (2): hp 118, 117; see Monster Manunal.

Tactics:- Unless it appears that one-or more unconfined
drow are with the party, the stone giant sentries do not attack
immediately—though it might seem as if they do, particularly
if no one in the party speaks Undercommon. As soon as the
characters enter the cavern (passing the southwestern en-
trance to the alcove), a boulder hurtles past them and shatters
on the wall. An instant later, a rumbling voice calls out (in Un-
dercommon), “I missed on purpose. What are you doing here?”

The stone giants despise the drow and warm quickly to the
characters if the latter explain their mission in terms of oppo-
sition to the drow. Initially, the stone giants’ attitude is indif-
ferent, but a successful Diplomacy check can change it to
friendly (DC 15) or even helpful (DC 30). If the character
making the check takes pains to explain the party’s hatred of
the drow, he or she gains a +4 circumstance bonus on the check.

If the giants remain indifferent, they let the characters pass
through to the lake but give them no advice, warnings, or di-
rections. One of them does shout out a code word in Giant so
the sentries in 1.3 will let the group pass. If the giants become
friendly, they willingly point the characters toward Maerimy-
dra and also warn them about the chuul, kraken, and kuo-toas
in the area. Read the text below to the players:

“No tunnels circle the lake,” the giant rumbles. “From here
you must sail, fly, or swim. A little more than 17 miles to
the east, on the north wall of the lake cavern, you will find
a passage that leads to the drow city. The lakeshore is down
that way—but watch out for the little fish-people, they’re a
bad lot. Stay away from their island.”

“Don’t go near the cavern just across from it, either,”
the second giant adds. “A big lobster-crawler lives there,
and it eats up little people like you.”

“One more thing,” the first giant says. “Don’t spend a lot
of time in the water. There’s a great devil-kraken nearby.
The kuo-toas worship the beast as a god. Good luck.”

If the giants become helpful, they add the following:

“Listen, we sometimes ferry travelers across the lake, and
you seem like decent folk. Do you want to meet our elders
and see if you can make a deal with them? The devil-kraken
probably won’t trouble you if you’re with us.”

The giants don’t agree to take the party across until their elders
have décided on a fair price, nor do they allow the characters to
use the rafts in .3 without first speaking to the elders.

If the characters badly botch a Diplomacy check (check
result below 1), the giants become unfriendly. They tell the
PCs that to get to Maerimydra, they must wade through the
lake to L9. The giants hope that this advice will result in the
characters becoming a meal for the chuul.

If the characters attack the giants, or if the party contains
at least one apparent drow who does not appear to be a pris-
oner, the giant sentries are hostile and choose to fight rather
than talk. The sentries engage the intruders in melee, while the
two giants from L3 hurry to the scene and throw boulders into
the fight, making good use of their Precise Shot feat. The
battle’s noise easily carries into L4, alerting the stone giants
there, who ready themselves for combat.

Treasure: Each giant carries a bag with 2d12 throwing
rocks and 1d4+6 mundane items (see the table in the Moznster
Manual). In addition, one of the giants carries half of a pair of
gloves of swimming and climbing (the right glove).

XP Award: Award full experience points for defeating the
giants here and in L3 if the characters use Diplomacy to talk
their way through.

L.2. CAVERN

A large hole in the ceiling, about 20 feet up, is the only in-
teresting feature in this cavern.

If the characters come here under escort from the sentries in
L1, the giants above throw down a large rope ladder for them.
Because the rungs are spaced to be comfortable for a giant,

¢ climbing it requires a Medium-size or smaller character to

ST

make a successful Climb check as if climbing a knotted rope
(DC ). :

On the other hand, if the characters come here after having
fought the giants in L1, they find the hole ringed with four of
the stone giants from L4. They are angry and hefting boul-
ders. The fifth giant is guarding the entrance into L6.

L3. CaverN (EL 12)

At the far side of this large cavern, the dark waters of a
subterranean lake lap gently at the rocky shore. A massive,
natural stone column stands just in front of the water, and
a second blocks most of a small alcove in the north wall.
Near the lake on the north wall is another tiny alcove
formed by the natural stone. Pulled up on the rocky shore
are two enormous, ramshackle rafts, made from some
strange, white, woodlike material. Huge lacquered bladders
atttached to the rafts provide for flotation.

The giants here keep watch for activity from the kuo-toan
shrine just 50O feet out on the lake. They have a formal peace
agreement with the kuo-toas, memorialized in jthe paintings
that line the walls of alcove C. Nevertheless, they hardly trust
the chaotic and insane kuo-toas to keep to their word, espe-
cially if the kraken commands them to attack.

The walls of alcove C are covered with paintings. Eight
bands, each 1 foot high, run around the circumference of the
alcove, progressively telling the story of the interaction be-
tween the giants and the kuo-toas. The scenes near the top
show the construction of the kuo-toan shrine under watchful

(3

J"

‘;i
!




TR e

g . el

e

f!f
:

.

ParT 2
—p———

"

giant eyes, then what appears to be a kuo-toan invasion of the
giants’ caves. This set of scenes also reveals the presence of the
kraken to a character who makes a successful Search check
against DC 8 (in a few of the paintings, the monster’s tentacles
reach from the lake into the caves to attack the giants). Many
scenes are devoted to the warfare between the giants and the
kuo-toas, including a massive counterattack that reduced the
shrine to rubble. Later scenes near the bottom show the two
factions eatiﬁg together, though the composition of the meal
is not clear. Finally there is a scene showing the glants helping
the kuo-toas rebuild their shrine.

Each of the rafts is nearly 20 feet wide and 30 feet long. Both
are made from woody fungus stems that grow in nearby caverns
plus the inflated bladders of some of the lake’s larger and more
dangerous fish. The kuo-toas allow the giants to fish the lake as
part of their peace arrangement, as long as they do so in the
areas specifically designated by the kuo-toas. Characters thinking
of stealing the giant rafts may reconsider when they discover
that the rafts must be dragged into the water, and each weighs
4,000 pounds. A stone giant can drag one easily enough, but
human-sized characters may find them hard to move.

Creatures: The giant sentriés here hide in the alcove marked
B. If the characters received leave to pass from the giants in
L1, the sentries here do not even reveal their position, hiding
behind the large column that blocks the opening of their
alcove (Hide modifier +8). One of the sentries growls an angry
warning if visitors begin poking around the rafts—permission
to pass without molestation does not entitle the characters to
take a raft.

4¥ Stone Giants (2): hp 114, 111 see Monster Manual.

Treasure: Each giant carries a bag with 2d12 throwing

rocks and 1d4+6 mundane items (see the table in the Moznster
Manunal).

upper caverns

The stone giants live in these chambers If pressed badly in the
lower caverns, they retreat to-this level and defend it to the
best of their ability.

L4. L.ARGE UprpER CavERN (EL 13)

This large, high cavern looks lived in. Huge furs are spread
over the floor near the walls, and a number of paintings
and carvings adorn the stone of the cavern. The smoke
from a cookfire in one corner escapes up through a narrow
crevice in the ceiling but also flavors the air with its crisp
scent. Piles of rather large rocks lie here and there through-
out the room. One great stone column rises from the floor
to meet the ceiling far overhead, and a wide passage leads
out to another cave.

This cavern is the main living area for most of the stone
giants. A rope ladder, normally kept rolled up beside the
hole leading down to-L2, provides access to the lower
cavern level.

Creatures: Five stone giants usually reside here, along with
their two pet dire bears. The dire bears are not quite fully
grown, but they have the same statistics as those presented n
the Monster Manual.

¥ Stone Giants (5): hp 131, 119, 114, 114, 107; see. Monster
Manunal.

¥ Dire Bears (2): hp 99, 90; sce Monster Manual.

Tactics: If the characters come here peaceably, the two
giants with the most hit points escort the characters to see the
elders in cavern LS, while the others watch from a distance,
staying close to the piles of throwing rocks.

If the characters come in force, the giants strive to pre-
vent them from entering the cavern, sending one giant to
L6 to keep anyone from using the other entrance. If combat
erupts at the entrance, the elders from L3 join in after 1
round. ; i

Treasure: Each giant carries.a bag with 2d12 throwing
rocks and 1d4+6 mundane items (see the table in the Moznster
Manunal). In addition, the toughest giant (the one with 131
hp) carries an emerald worth 220 gp, half of a pair of gloves
of swimming and climbing (the left glove), and a potion of
ghonl tonch.

L5s. CaverN (EL 14)

A natural stone column provides a bit of privacy for the
cave beyond, which amounts to little more than two large
alcoves. Furs are piled in one chamber to make a rather
large bed, while the other alcove looks like a sort of rock
garden, with large boulders arranged artistically around the
space.

The two leaders of this giant community live here, sleeping on
the furs and using the “rock garden” for furniture.

Creatures: The stone giant leaders are elders, each with
four character levels as sorcerers. Their names are Ghunda
and Thurrak. Though less shy than most of their kind, they
are prone to long, thoughtful pauses in dialogue. Ghunda is
considerably more pessimistic than her husband, particularly
since their. last encounter with the drow fleeing from Maer-
imydra toward Szith Morcane. She has a hard time believing
that trouble for any race in the Underdark can be good for
anyone else, but Thurrak tries to see how the difficulties
among the drow could be used to the giants’ advantage.
Thurrak speaks much less often than Ghunda.

If the chasacters persuade the elders to assist them by con-
verting their attitude to friendly with a Diplomacy check
(DC 15), the two agree to ferry the party across the lake for
a suitable sum (goods, coins, or valuables worth at least 100
gp per traveler). If the elders become helpful, they not only
offer to ferry the party across but also waive their normal
fee for doing so.

Should. the party fail to persuade the elders with Diplo-
macy, they can offer to earn passage across the lake with a
service. In that case, the giants ask them to raid the kuo-toa
shrine and destroy the creatures’ fiendish leader. This kuo-
toa, known as the Claw, has been inciting his minions
against the giants of late, and the stone giant elders see a
chance to have the half-fiend removed without breaking
the truce themselves. If the heroes destroy the Claw, the
elders promise to see that they get across the Lake of
Shadows safely. :

4 Ghunda and Thurrak, Stone Giant Elders (2): hp 154,
144; see page 141.
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Tactics: If the characters decide to fight their way through
the stone giants at L4, the elders prepare for a fight by casting
endurance and endure elements against whatever attack form
the party’s spellcasters seem to favor. They fight fiercely, but
if half the giants fall, the rest retreat down through the hole
in L6 and stomp through the chuul’s lair as quickly as possible.

 They wade from L9 back toward L3 and flee by boat out onto

the lake, trying to stay ahead of their attackers.

Treasure: While this small clan of giants is hardly wealthy,
its members do occasionally collect handsome fees for their
services. Beneath a large, round boulder in the rock garden (a
2,000-pound stone that the giants can roll aside with little
trouble) is a hollow several feet deep. Inside are six sacks of
coins (115 pp, 2,850 gp, and 5,900 sp in total).

L6. CAVERN

The large hole in the floor is this cavern’s only interesting
feature. A wide tunnel leads away from it.

The giants do not like to live in close proximity to the chuul in
L9, directly below this cavern. Nevertheless, they let the mon-
ster live there undisturbed, since it provides a useful guard for
the rear entrance to the giants’ lair.

on the Lake

The Lake of Shadows is huge, some 60 miles in its:longest di-
mension. The cavern above arches from 50 to 100 feet above
the lake at its highest point, and the lake itself reaches a depth
of 100 feet. Its water is clear and fresh, and it is inhabited by a
wide variety of eyeless fish, crabs, and less mundane creatures
such as aboleths and kuo-toas. The unquestioned ruler of the
lake, however, is a fiendish kraken that is served and worshiped
by every intelligent inhabitant.

L7. THE LAKE oF SHADOWS (EL 14)

The waters of this lake are dark, a darkness so impenetrable
that its surface reflects any light back to its source. Small
waves and ripples zigzag across the water, suggesting that
something, somewhere, is moving in the lake.

Two islands—a small one close to the shore, and a larger
one farther out crowned by a sizeable building—break the
surface of the water nearby.

The water of the lake is extremely cold. Any character in
direct contact with it takes 1d6 points of subdual damage per
minute of exposure to the water. A character who takes any
damage from hypothermia in this manner is fatigued (unable
to run or charge, —2 penalty to Strength and Dexterity).

It is possible for a Medium-size character (but not a Small
one) to wade from the shore at L3 along the edge of the lake
to L9, or as far as the small island (I.8). Wading counts as
direct contact with the water for the purpose of the hy-
pothermia effect above, and the lake bottom along both
paths is somewhat treacherous. A wading character must
make a successful Balance check (DC 15) or slip into a
crevice 10 feet deep. If the character can swim, he or she may
return to shallow water and continue along the desired path

with a single successful Swim check (DC 10), but a character
too heavy to swim is at risk of drowning in the deeper water. A
successful Balance check allows the character to wade carefully
around the deeper areas. :

Creature: The kraken that rules the lake, ever hungry,
regularly patrols the shallow waters for prey. Each round
that any characters are in the water (whether swimming or
merely wading), there is a 10% chance the kraken appears
and attacks. '

A kraken resembles an immense squid, but with only eight
tentacles, which are the only parts of the creature that charac-
ters on the surface can see. Its body is approximately 40 feet
long and protected by layers of thick muscle-Six of the beast’s
tentacles are short arms (each about 20 feet long); the remain-
ing two-.are nearly 80 feet long and covered with cruel barbs.
Its beaklike mouth is located where the tentacles meet the
lower portion of its body.

4 Fiendish Kraken: hp 303; sce page 142.

Tactics: The kraken attacks all the characters simultane-
ously, if possible, dedicating one tentacle to each opponent
within its reach. It uses its long tentacles to reach characters
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on the shore, if necessary, and its shorter tentacles for foes in
the water. With its grapple bonus of +44, it can easily afford
to suffer a —20 penalty on its grapple checks to hold one
character in each tentacle, continuing to fight normally with
its remaining tentacles against characters who elude its grasp.
The kraken pulls grappled characters underwater so that
they are at risk of drowning. If it takes more than 100 points
of damage ar'ld,has characters in its grasp, it squirts ink and
jets away, taking the grappled characters with it. If the
, kraken takes more than 200 points of damage, it jets away
j even if its tentacles are empty. :

L.8. SMALL ISLAND

i This barren and rocky island is roughly 25 feet long. Two
| heaps of rocks that appear to have been purposefully
e stacked up alongside each other both bear sturdy iron
' chains.

‘ On the lake side of the island, not visible from the shore, lies a
| manacled corpse. The kuo-toas sacrifice an occasional victim to
4 the kraken, but sometimes it pleases the monster to have the
! kuo-toas feed some of its other pets. This crude arrangement of

rocks and chains allows the fishfolk to shackle a surface-
E‘ dweller close to the waterline, where he or she is at the mercy
of whatever comes to partake of the meal.

The corpse here is a male drow. His arms are still secured in
the chains, but his body missing from the waist down. He was a
highly placed lord of House Chumavh who escaped from the
castle after’ Iraec T’sarran’s followers overthrew.the ruling
I house. He intended to make his way to Szith Morcane and
- i eventually escape to Cormanthor.

L9. OutLYiNG CavERN (EL 12)

A large stone column dominates the center of this cavern
y ] on the lake’s shore. The floor by the lakeside is composed of
| / tiny pebbles worn smooth by the unceasing motion of the
? waves. A number of bones—most of them fish skeletons,
others ominously humanoid—lie scattered about the cave.

Neither the stone ‘giants nor the kuo-toas claim this cavern,
regarding it as a sort of no-man’s land between them. Thus, it
has become the lair of an unaligned power—an oversized chuul
strong enough to hold its own against the kraken.

Creatures: A chuul of tremendous size makes its lair ‘in
this cavern. Standing 10 feet high at the shoulder, this
monstrous creature has huge pincerlike claws, four webbed
legs, a wide tail, and a mandibled mouth surrounded by

| squirming tentacles. Its body is encased in an orange and

black carapace.

] The chuul attacks-anything that enters its cavern. It has
i battled the kraken more than once and generally comes out
| the worse for such an encounter, so it ventures only into the

A shallows unless it is certain the kraken is nowhere nearby.

A ¥ Advanced Chuul: hp 216; see page 142.

‘ Treasure: Scattered among the bones of the chuul’s victims

and the tatters of their gear are a few valuables. In the detritus

| lie several shredded purses and pouches; their contents total 16

Pp> 115 gp, 184 sp, and three 0-gp onyx gems. In one corner
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lie bracers of armor +J5 half covered by a ruined (nonfunc-
tional) cloak of elvenkind of drow manufacture. Beneath the
ribcage of another skeleton lies a +2 icy burst dagger, also of
drow make.

The last bit of treasure is a nondescript wooden box, 12
inches long, 6 inches wide, 6 inches deep, and completely
empty. It is actually a folding boat, once owned by a human
wizard who believed it represented a safe and convenient
way to cross the Lake of Shadows. The item’s command
words are not written on its surface or inside it, so they can
be determined only through an identify or analyze
dweomer spell, or some equivalent magic. The words are
“Suthellin” (for the rowboat form), “Maraniath” (for the
ship form), and “Ttimberrin” (for the box form).

shrine of the claw

Hundreds of kuo-toas inhabit the Lake of Shadows,
dwelling in half a dozen small clutches and dens deep in the
lake’s icy depths. This shrine is an isolated outpost of the
fishfolk, a retreat where a handful of elite clerics and
monks from the various dens sometimes gather to venerate
their ruthless lord.

1.10. LARGE IsLaND (EL 4)

The building on this island has been constructed from gran-
ite blocks, and its exterior bears carved images of fish,
squids, and fishlike humanoids. The structure is shaped like
a large cube with a smaller square attached to one corner.
The entrance—a stone door flanked by statues of fish-
folk—is on the smaller square, facing the caves on the
shore.

This building is the shrine of the kuo-toas, built to honor the
kraken and their half-fiend leader, the Claw. The statues are of
kuo-toas; they have rounded bodies covered with fine scales,
slender limbs with broad hands and feet, and bullet-shaped
heads with bulging eyes and wide mouths.

Trap: The door to the shrine is inscribed with a glyph of
warding set to go off when any creature other than a kuo-toa
opens the door. The glyph holds a bestow curse spell.

" Glyph of Warding: CR 4; bestow curse (—6 penalty to
Constitution); Will DC 17 negates; Search DC 28; Disable
Device DC 28.

L11. Fover (EL 12 or 14)

The door leads into a small room with another door on one
side, presumably leading deeper into the building. Directly
opposite the door is a statue of another of the fishlike hu-
manoids, its head nearly brushing the ceiling 10 feet above.
The statue’s features appear far more wicked than those of
the carvings outside—its teeth protrude from its mouth,
and a row of sharp spines runs down its back. It holds a
staff with a clawlike attachment at the end.

The mosaic on the floor of this chamber is done in blue
and green tiles that form abstract images of waves, sea-
weed, and fish.
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The statue in the foyer demonstrates the reverence the kuo-
toas hold for the Claw, their half-fiend leader. Though the
sculpture is larger than life, it is a good likeness.

Creatures: The kuo-toa monk who guards the entrance hall
1s the shrine’s first line of defense against outside attack. He
looks more like the kuo-toas on the carvings outside the build-
ing than the one depicted by the statue here. He moves with a
grace and fluidity that belies his gangly frame, swinging a pair
of nunchakus—one flaming, one glowing blue with cold—with
blinding speed.

¥ Kuo-toa Monk: hp 81; see page 142.

Tactics: The monk attempts to stun enemies early and
often, especially if he seems to be outnumbered.

Sounds of combat in this room attract the templars from
L13 in 1d4 rounds. These two kuo-toas raise the Encounter
Level to 14. The clerics in .14 do not leave that room.

1.12. HarL

The mosaic tile from the entrance hall continues into this
room, but here the design is of a squidlike creature, done in
lifelike detail. This depiction of the creature’s body fills
most of the odd-shaped room, while its eight tentacles
snake around the corners. A large pair of doors carved with
fishfolk stand closed near the creature’s eye. One door
stands near one bunch of tentacles, another is situated near
a second group of tentacles, and a fourth door is located at
the top of the creature’s body.

A careful examination of the double door leading to area
L14 (Search DC 25) reveals the very faint tracings of a sigil
much like a glyph of warding. This pattern is deceptive—no
trap actually wards this door, and it does not radiate magic.

L.13. TEMPLARS QUARTERS (EL 12)

This small room features two narrow, shallow pools of
water. Each is about the size of a humanoid body and just
deep enough to cover such a body with water. The walls and
floor are bare of decoration. Several large clay urns stand
against the far wall.

The kuo-toas use the twin pools as beds. The water in them is
saltier than the lake water, but just as cold.

Creatures: Two kuo-toa temple guards live in this chamber,
sleeping in the bed-pools. They respond within 1d4 rounds to
sounds of combat in .11 or 114, but it is also possible to sur-
prise them in this room. These kuo-toas wear chain shirts and
carry sticky shields and halfspears.

¥ Kuo-toa Templars (2): hp 80, 75; see page 142.

Tactics: Both templars are fighter/rogues who attempt to
flank opponents so that they deal sneak attack damage. They
move frequently in combat (making good use of the Mobility
feat) to avoid being flanked themselves and to gain the best
advantage against their opponents.

Treasure: The clay urns contain a total of 860 gp and 3,250
sp—coinage skimmed from the offerings of other kuo-toas.

L.14. SaAcrED PooL (EL 13 or 1¥)

This large room is ornately decorated, with an elaborate
mosaic on the floor and fine carvings covering every wall.
The figure depicted in the mosaic resembles the spiny
statue in the entrance hall, but here it is s