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2a. The way point.

Entering this small room reveals that it has seen extensive use over the years. The walls are lined with adventurer graffiti of every imaginable sort from the stupid to the vulgar and witty. Some of the graffiti asks for the whereabouts of various lost party members or magical items, some even offer a reward and a contact in either Waterdeep or Skullport
. 

Searching the room reveals several disused secret storage locations that are so simple that it is no wonder why they are no longer used. A few of these storage spaces has a small note on a piece of parchment indicating that you could place your last few coins here for safekeeping while you are exploring the halls, so that they are there to pay your fee upon exit. Of course, this is probably some scheme to sucker gullible adventurers into donating money. 

5a. The first trap.

Entering this small room through the door has the same effects as a disenchanter beast upon all magical items. Mages must roll a successful save versus magic in order to avoid losing all memorized spells, and while within the room all magical items cease to function and will not function after they are removed from the room for 1d4 rounds even if the item successfully saved versus the disenchantment. Otherwise, this room is devoid of any item or creature of interest and most experienced adventurers have learned or were warned to avoid this room.

6a. The Kobold Trap.

**Note that this is changed from the description found in the Campaign Guide to Undermountain, as on return trips into the depths of the hall, I changed some of the features from the last time the characters passed through the area.**

Stepping through the gate again, the characters find themselves in a large natural cavern dimly lit by several crystals buried in the walls and a strange moss that emits a faint red light. The soft sand floor of this cavern makes movement slow and laborious (characters suffer a –2 penalty to movement and attacks). Half buried within the sand in the center of this cavern is a huge rusty iron bound chest with the lid partially opened. From where your vantage point, you can just barely discern jewels and coins heaped inside the chest.

The characters this time have stumbled into the Underdark
 and a very bright kobold trap. The kobold leader after stumbling on a dead human adventurer while alone acquired a gold Ring Of Intelligence
 that boosted his Intelligence to better than average for humans, but for a kobold, he is a genius. Once in possession of the ring, with his new Intelligence, he looted the dead adventurer, donned the magical armor (+2), and took the remainder of the dead adventurer’s gear. Now in possession of a few good magical items, Dekbrk rose to lead his kobold marauding force and leads all raids, and will soon take over as tribe leader soon. Unknown to the current leader, he has struck a deal with a nearby Illithid city and collects adventurers for the Illithids in exchange for potions, poisons and jewels. The Illithids are supplying him with Drow sleep poison, tangle nets and darts to gather slaves for them, and so far have found the arrangement agreeable, even arranging a Drow slave to tutor the kobold in weapon mastery, where he gained the abilities of a blade master, specializing in short sword and dagger two-handed style. The illithids figure for now that they will use this arrangement to the best advantage and enslave the uppity kobold and his tribe later.

F. Fiery trap.

**Note that this is changed from the description found in the Campaign Guide to Undermountain, as on return trips into the depths of the hall, I changed some of the features from the last time the characters passed through the area.**

Within this room are two human male fighter corpses lying face down upon the floor. A red cloth tabard covers both of their chests, and they are wearing the remains of studded leather armor. The one on the right still clutches a shattered broadsword while the left corpse has a spearhead transfixing his body, you hope it was not his own.

Lifting either corpse sets off a delayed blast fireball within the room, damage is 12d6. Both corpses are trapped with one delayed blast fireball cast at the 12th-level. Lifting either corpse or inspecting their tabards reveals that it has written “sucker” on the front of the left and “what’s cooking?” on the tabard of the right corpse. Nothing of value is on either corpse.

7. Ghoulish drummer.

Approaching this room, the heavy steady beat of drum can be heard (drums of panic, save versus magic to resist or immediately panic for 1d4 rounds). Entering the room reveals eight filthy humanoids surrounding one who is beating on a large drum. When the characters enter, they all attack, even the drummer.

Soultaker, Ghul Kin: Intelligence 15-16 Exceptionally intelligent; AL NE; AC 0; MV 18, Swim 12; HD 8; hp 64; THAC0 13; #AT 3 or 1; Damage Nil; SA Possession; SD Immune to non-wooden weapons; SZ M; ML Champion (15-16); XP 6,000.

Ghoul (5): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 9; HD 2; hp 15, 2x14, 12, 11; THAC0 19; #AT 3; Damage 1-3/1-3/1-6; SA Paralyzation (3-8 turns); SD immune to sleep and charm; SZ M; ML Steady (11-12); XP 175.

Ghoul, Ghast (2): Intelligence 11-12 Very intelligent; AL CE; AC 4; MV 15; HD 4; hp 25, 28; THAC0 17; #AT 3; Damage 1-4/1-4/1-8; SA paralyzation (5-10 rounds), save verses stench (-2) or retching and nausea; SD immune to sleep and charm, take double damage from cold iron weapons; SZ M; ML Elite (13-14); XP 650.

G. The wine seller.

**Note that this is changed from the description found in the Campaign Guide to Undermountain, as on return trips into the depths of the hall, I changed some of the features from the last time the characters passed through the area. The first trip this room was detailed as found in the book. The second trip they found an old collection of wine kegs with decent wine in them. This description was their third time through the area.**

This small room contains four giant oak wine tuns with spigots. As the characters are checking to see if there is wine in the tuns (there is a decent red) the spectres attack.

Spectre (3): Intelligence 13-14 Highly intelligent; AL LE; AC 2; MV 15, Fl 30(B); HD 7+3; hp 47, 40, 32; THAC0 13; #AT 1; Damage 1-8; SA Energy drain (touch drains two life levels); SD +1 or better weapon to hit, immune to cold, paralyzation, sleep, charm and hold; SZ M; ML Champion (15); XP 3,000.

Spectre, Master: Intelligence 13-14 Highly intelligent; AL LE; AC 2; MV 15, Fl 30(B); HD 0+59; hp 59; THAC0 13; #AT 1; Damage 1-8; SA Energy drain (touch drains two life levels); SD +1 or better weapon to hit, immune to cold, paralyzation, sleep, charm and hold; SZ M; ML Champion (15); XP 3,000.

Stashed within one of the wine tuns in a secret compartment is the spectre’s treasure: 2,687 gold , 2,665 gold  in various precious and semiprecious gemstones, Philter of Love; Potion of ESP; Potion of Extra-healing; Potion of Growth x2; Potion of Heroism; Potion of Invisibility; Potion of Polymorph Self.

H. The Stone Statue.

**Note that this is changed from the description found in the Campaign Guide to Undermountain, as on return trips into the depths of the hall, I changed some of the features from the last time the characters passed through the area.**

Entering this large chamber reveals it to be dominated by a large granite statue of a nude female woman with a giant open-mouthed snakehead that is quite hideous. A skilled craftsman did the statue and although there are normal cobwebs and dust upon it, it seems unremarkable. The walls of the room are scorched and scared like a magical battle happened within this room a few times but left the statue unmarked.

Searching the statue reveals a secret compartment behind the left arm opened by pressing in the navel. A search for traps reveals an acid trap that can be disarmed normally. Pressing the statue’s navel and opening the secret compartment behind the left arm reveals a small leather sack. Lifting the leather sack without disarming the trap drops the character standing to lift the bag into the small chamber below this room. Disarming the trap allows the bag to be removed normally and opening it reveals 10 small white stones that glow with a faint blue glow (enchanted moonstones, each gives its bearer +1 against mind effecting spells but carrying more than one does not bestow further bonuses). Twisting the statue counter clockwise opens a large trapdoor into the chamber below this room, occupied by a wichtlin that was once an evil elven wizard.

Wichtlin: Intelligence 2-4 Semi-intelligent; AL CE; AC 2; MV 0; HD 4+4; hp 27; THAC0 15; #AT 2; Damage See below; SA See below; SD +1 or better weapon to hit; SZ S; ML Steady (12); XP 1,400. Spells as 4th-level mage: burning hands, magic missile, Melf’s acid arrow, hold person, web, and fireball. Wichtlin are unaffected by poison and paralyzation. They are immune to sleep, charm, hold, and cold-based spells; fire scores normal damage. They can only be hit with +1 or better magical weapons. Holy water causes 2d4 points of damage per vial. Opponents who can see the entire wichtlin with detect invisibility or similar spells make their attack rolls normally; all others suffer a -2 penalty to their attack roll. Wichtlin are turned as spectres.  Wichtlin do not use weapons. Their left hands cause victims to become paralyzed for 2d4 rounds unless their victims roll successful saving throws versus, paralyzation. Their right hands inflict 2d6 points of poison damage unless their victims roll successful saving throws versus poison (victims protected by slow poison or its equivalent are unaffected by the wichtlin's poison attack).
7a. Trapped throne.

This large room is filled with numerous tracks passing through the dust on the floor. In a 20’ deep and wide alcove, there is a large open door beside a giant ornate throne. The throne is made of wrought brass and despite its age shows no sign of corrosion but several scratches, nicks and dents around the seat back and arm rests. Directly in front of the throne 45’ on the opposite side of the room is a large blood smear on the wall and a large pile of bones from various races piled at the bottom of the wall under the smear. All the bones have been picked clean and there are no valuables left within the pile.

Casting detect magic upon the throne reveals it to be highly magical. A thief detecting for traps finds one easily (+25% chance of success). Anyone sitting in the throne is immediately wrapped in iron bands about the chest, arms, and legs and hurled with the throne against the wall suffering 6d6 points of crushing damage. Placing a weight of more than five pounds within the seat also causes the throne to launch. The throne dumps its victim at the wall and reappears back in its original spot within a round. Within one round of the throne striking the wall, from the open door pours a horde of flinds with some gnolls. If the trap is not sprung, then the characters will most likely walk into a gnoll lair led by a mated pair of gnoll vampires.

Flind (18): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 12; HD 2+3; hp 17x2, 16x5, 14x7, 12x4, 11; THAC0 17; #AT 1; Damage 1-6 or 1-4 (weapon); SA Disarm; SZ L; ML Steady (11-12); XP 120.

Gnoll (12): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 2; hp 6, 14, 3x9, 2x11, 7, 15, 10, 13, 5; THAC0 19; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Steady (11); XP 35.

Flind female F2 (4): S 10/0, D 14, C 8, I 14, W 8, Ch 10; AL LE; AC 1; MV 12; hp 22, 21, 19, 17; THAC0 19; XP 65.

Flind male F2 (8): S 11/0, D 9, C 14, I 16, W 9, Ch 14; AL LE; AC 5; MV 8; hp 19x3, 16x5; THAC0 19; XP 65.

Gurk the Halflinghunter, flind male C4: S 19, D 13, C 17, I 15, W 13, Ch 8; AL LE; AC 4; MV 12; hp 32; THAC0 18; XP 270.

The four female 2nd-level fighters have horns upon which they will blow to summon more gnolls if the battle goes against the flinds and gnolls. In 1d4 rounds, 25 more gnolls will come from the open doorway to join the battle and there is a 5% chance that one of the vampires might come also, especially if the horns are blown more than once.

Passing through the open door and traveling north in the v-shaped passage causes the characters to pass through a rare two-way gate at the point of the v. Any creature entering the gate from the south is immediately gated into the Storm Horn Mountains within a large gnoll community led by a mated pair of gnoll vampires. Creatures entering the gate from the north are not affected and may never know that there is a gate there.

7b. A good night’s rest again.

Approaching this room, the faint glow of a campfire is seen and quite voices speaking a strange dwarven tongue (Mountain Dwarven) can be heard. Entering the room reveals it to be occupied by 25 heavily armed dwarves from Thorbardin, from the army of King Grallen. These dwarves were gated here by wild magic and are attempting to get out of the halls and make their way back to the halls of their clan.

If the characters approach peacefully, the dwarves are happy to impart what little knowledge they posses of the ruins and may even share a rough drawn (and not necessarily correct) map. The characters are welcome to spend the night within the dwarves camp and will pass the night without incident but will awake in the morning with the dwarves gone, leaving only a smoking fire ring on the floor.

7c. Old temple to an unknown god.

A broken and twisted altar dominates the center of this cross-shaped room with the pieces of a shattered idol strewn about the room. Broken stained glass litters the floor fallen from frames along the walls which may have once contained a relief or some religious picture. Several shattered wooden benches dot the room, some having been used for firewood and some piled as a barricade.

Searching the altar reveals a secret compartment within the center of the altar under where the idol once sat. The secret compartment is very cunningly trapped, releasing a trap prism containing a pair of lesser Tanar'ri, Bar-lgura. Successfully disarming the trap requires the skills of a thief and a mage who must cast a dispel magic spell upon the altar before the thief disarms the trap with a –45% penalty. Successfully disarming the trap releases the prism into the thief’s hands and as long as he does not drop it, the demons will remain inside. Any blow to the prism sufficient to break it will release the demons.

Tanar'ri, Lesser - Bar-Igura (2): Intelligence 5-7 Low intelligence; AL CE; AC 0; MV 9, Climb 15; HD 6+6; hp 43, 41; THAC0 15; #AT 3; Damage Claw/claw/bite: 1d6/1d6/2d6; SA Spring attack; SD Camouflage; SZ M; ML Elite (13-14); XP 8,000.

After the demons have been dealt with, there is a small silver key hanging on a rotten leather thong inside the compartment. This key opens the secret door in area #1. Under the key is a long cloth wrapped bundle containing an exquisite staff made of pure jade wrapped with embossed leather and silver wire wrapping. The staff is +4 to hit, strikes for 1d4+4 points of damage, can cast heal serious wounds upon its bearer only three times per day, and has a 45% chance of resurrecting its bearer if it was carried at the time of death with a skin to jade contact. Under the staff is a medium sized chest containing 32 gold , 50 sp, 108 cp, 44 pp, and 103 gold  in various semiprecious stones. If a character donates the coins to a church with a Lawful Good deity, the DM may wish to bestow some additional XP on the character for returning the offering to a deity. In a false bottom, the chest contains two silver rings (one a ring of haste the other a ring of missile attraction) and six vials. Vial #1 is a potion of healing, vial #2 is a weak poison that does 3d8 points of damage if a failed saving throw versus poison is made, and the last three are lamp oil. Under the vials is a pair of knee-high leather boots (boots of different tracks – deer, mouse, rat, bear, owl, snake, duck, horse, moose and cow).

7d. A trap of the spiky sort.

Several tracks cross this room which is littered with the usual debris of a popular dungeon; burnt out torch stubs, broken lamp oil flasks, candle stubs, and useless broken adventurer gear such as a worn out left leather boot (contains a 50 gold  amethyst wedged in the toe), a broken leather belt, and other trash. In the southwestern corner of the room is a pair of decomposing humanoids (an orc and a lizardman) lying like they killed each other. About three feet from where the pair lie, is a small shiny brass ring on the floor.

Casting spells such as detect magic within the room reveals that the ring and floor for 10’ centered upon the ring are quite magical. A thief or mage detecting traps discovers that the floor and ring are part of the same trap, that when the ring is touched, the 10’ section of floor disappears dropping the characters into a 90’ deep (through a gate halfway down) spiked pit trap, and then the floor reappears sealing the victims in the shaft. Damage from the fall and spikes are 15d6, however the bottom of the pit is inhabited by a russet mold colony.

Mold, Russet: Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 0; hp 0; THAC0 0; #AT 0; Damage N/A; SA Spores (cloud area effect, 5d4 damage per round, save versus poison or infected); SD immune to cold, fire and weapons; SZ L; ML Unreliable (2); XP 35.

Surviving the fall and the mold, the bottom of the pit is littered with treasure. There are 417 gold  in various coins, 189 gold  in various cut and uncut precious and semi precious stones; a silver wand with a large emerald at the tip (a wand of wonder type 3 with six charges), a silver +1/+3 versus lycanthropes dagger, and a gold ring inset with seven small moonstones around the band (a ring of wizardry that doubles the number of 1st-level spells that a mage may memorize, but steals one hit point per day and eliminates one spell slot in the mage’s highest casting level
. 

A secret door in the side of the trap allows the characters to exit the trap and once allowed cleaning the pit. Characters that climb the shaft will find a blank stone roof and assume that they are looking at the bottom of the floor of the previous room. The location of the exit can be in the second level, another location in the Realms
, or anywhere the DM desires.

7e. Empty room.

This room contains a lot of debris from the various users of the room but does not appear to have either any occupants now or any thing of value. A quick search of the room reveals nothing of value. Thoroughly searching the room reveals a small (jewelry box sized) pine chest with corroded bronze straps and a lock that falls off from corrosion. Opening the box reveals a red felt lined interior that contains a small porcelain top (like the child’s toy) embossed with gold and silver. Its top is made of a very hard metal and a fine red silk thread is wrapped around the top ready to play. Casting detect magic upon the top reveals it to be a whirlwind top, a rare magical item that when used as a normal top summons a 12 HD air elemental as an aerial servant that will do the user’s bidding for 1d6 turns. However, there is a caveat or two. The aerial servant is not under the command of the user after the time is up and is not automatically banished back to its home plane, leaving it to attack its summoner or disappear to run amok wherever it was summoned. There is a 15% chance per summoning that the top will summon two 12 HD air elementals with a 5% chance that they will automatically attack the summoner.

Elemental, Air 12HD: Intelligence 5-7 Low intelligence; AL N; AC 2; MV 0, Fl 36(A); HD 12; hp 40; THAC0 9; #AT 1; Damage 2-20; SA Whirlwind (60' tall); SD +2 weapon or better to hit; SZ L; ML Champion (15-16); XP 7,000.

7f. The twin stairs.

This t-shaped room has a narrow rickety iron staircase in each side of the “hammer” approximately 10’ tall. Each staircase wobbles terribly and makes a fair amount of noise when weight is put upon it. Both stairways dead-end upon the roof.

Casting spells such as detect magic within the room reveals that both staircases are extremely magical and a spell such as legend lore reveals only that the magic deals with travel and the planes. Climbing either stairs requires a successful Dexterity check because of the movement of the stairs, and has a 25% chance of attracting wandering monsters. The DM should encourage the judicious use of such spells as silence 10’ radius. Magic reveals that the top of both staircases contains portals to other planes.

Climbing the left stairs to the top causes the character to pass into a portal to an alternate prime material plane in an area called Grimorea. The most striking feature of this area is a 100’ tall granite column surrounded by twin staircases that wind upwards in opposite directions. A thick roiling mass of clouds hangs over the column and occasionally lightning strikes the top of the column.  This column represents an excellent opportunity for the DM to place any extra planar adventure or use some alternate material perhaps from another campaign world or imported from another game system. 

In my campaign, the top of the column was barren except for a thick rope three feet in diameter that rose 100’ to disappear in to the clouds. Climbing this rope has the same principles as the 2nd-level wizard spell rope trick but it is not limited to number of creatures that can climb the rope.

The right stairs portal drops the characters into the top branches of Yggdrasil the World Ash
, on the plane of Ysgard. The characters will meet any number of tree dwelling creatures and denizens of the planes that favor trees and forests. They will also meet foo creatures, hollyphants, planetars, and possibly Githyanki, Vanir, Aesir, Chaotic elves from Alfheim, and perhaps giants and giant-kin from Jotunheim. Other mighty creatures of the planes and adventurers traveling the paths between planes may also be encountered within the branches and roots. Since the branches and roots of the great tree are unmapped and unimaginably immense, adventures within Yggdrasil are only limited to the DM’s imagination. Some suggestions would be a tribe of wild elves that are native to Yggdrasil itself, or perhaps import some ideas from other campaign settings.

7g. Hints.

Entering this large dark room you notice that it is 20’ long and 60’ wide. There are numerous tracks within this room and evidence of several battles. The remains of these battles have been mostly removed although a few stray bones and useless bits of equipment are lying around. Searching the room carefully reveals a good bright red silk scarf, 7’ long and 1’ wide with sealed edges. Searching the room for secret doors reveals a loose flagstone in the far southeastern corner of the room. Under the stone is a rotten leather bag containing 50 oblong clear glass beads about one inch in diameter each.

7h. Bells.

This 30’ wide by 20’ long room is dark and filled with numerous tracks in the dust upon the floor. Several pieces of trash dot the room most appears to be the usual debris cast off by adventurers and monsters. Searching the room reveals nothing of interest but a small brass ring lying on top of a pile of dark wood (mahogany) shavings. Casting detect magic upon the ring reveals that it is highly magical. Magic, other than a wish spell will not reveal what its properties are. Picking up the ring has no effects, until the ring is tipped or shaken, at which time a large heavy bell is struck somewhere in the complex. The ring is the activating key to a portal to the plane of Elysium, and each time the ring is tipped from the horizontal or shaken it opens the gate and rings the bell, with the possibility of creatures entering or leaving the complex. By repeatedly tipping the ring and causing the bell to ring, the characters can discern the location of the portal and travel to it. Unfortunately this much noise is guaranteed to attract attention, and who knows what have wandered into the complex from the other side.

The portals opposite side lies in the region of Thalasia, near the headwaters of the river Oceanus. Stepping through the portal deposits the character on the banks of the fragrant river, where they will see several boats and ships traveling the great river. The characters might not even realize that they are on another plane until they ask one of the boatmen or if they are familiar with the planes.

7hh. Gate to the Islands of Arafali.

This gate leads to an unknown chain of islands near the southern hemisphere of Toril. The characters will be stranded on the largest island. There is no source of fresh water or food on the islands and other than the ruins, there is no shelter from the tropical storms if they arrive in the winter. A passing merchant ship or slaver galley may rescue the characters if they manage to attract attention.

7h1. Trapped passageway.

Entering this dark winding secret passageway reveals nothing. Upon entering the hallway searching for magical items will reveal a trio of metal rods buried within the wall on the southern end (western entrance or northern end eastern entrance) that radiate Alteration magic strongly. Touching these rods causes the characters to suffer 1d4 points of damage from a static charge. Removing them is impossible. However upon reaching the midpoint of the hallway there is a cunning magical trap buried within the floor. A thief searching for traps suffers a –35% penalty to locate this trap and a –25% chance of disarming the trap. Stepping on the trap releases a pair of lightning bolts one from each end of the hall that ricochet down the passageway. One bolt of lightning is released every three rounds for a total of 60 bolts, 30 from each end of the passage and 10 from each rod. The bolts are considered cast by a 25th-level mage, and the only other way to deactivate the trap is to cast dispel magic upon the rods. Depending upon the DM’s campaign, the characters may be able to fashion some form of shied to deflect the bolts or may have a magical item or device to stop the bolts. The trap resets itself in 24 hours after exhausting its 60 bolts. 

7h2. The passageway of gates.

Entering this hallway reveals a row of evenly spaced arrow slits along each wall and murder holes on the roof. While there is space behind the arrow slits (thankfully unoccupied this time) the murder holes are mere decorations. Searching the arrow slits reveals several that open up concealed doors revealing four gates with various destinations and a careful search reveals another gate not hidden behind a concealed door which was ripped from its frame by something monstrously strong although nothing of the door remains but the frame and evidence of its destruction.

Gate #1 leads to a ruined fort over looking the Dragon Falls on the Fire River and near the Glorming Pass.

Gate #2 leads to a partially submerged shrine to Istishia on the Sea of Fallen Stars.

Gate #3 leads to a shrine to Siamorphe buried under a noble house in Luskan. The current owner is unaware of the secret shrine and will be quite surprised to find adventurers looting his cellar after they open the forgotten secret door. Alerted by his startled servants, he summons the watch (or has his personal goons) arrest the characters and charges them with housebreaking and looting.
Gate #4 leads to the privy in the Dragon Turtle Inn on Gundarlun Island.

Gate #5 leads to a secret room within the Watchful Eye
 in Essembra.
7i. Storage Room #1.

This small bare room has a light coating of dust on the floor and some old, dust chocked normal spider cobwebs in the roof. The room seems to have been ignored by most of the explorers and denizens of the ruins. 

Searching the room reveals a single black, hooked claw on the floor. The claw is 5” long with a ragged, bloody and blunted tip. Characters with animal lore or knowledge are unable to discern the species and a legend lore spell or similar magic will only reveal that it is extra planar. A sage will take two to three weeks to discern the species, which may be any that the DM desires.

7i. Storage Room #2.

The door to this room is held open by a small burnt out stub of a torch, still warm to the touch, and still emitting a small amount of smoke. The room is bare with the exception of a human skeleton propped upon the rear wall by three arrows sunk into the stonewall. Scraps of leather and ring mail hang on the skeleton and its right hand is missing. Some joker drew a curvy mustache on the skull with a piece of charcoal (a Captain Morgan’s like mustache) and a pointy goatee on its chin.

Under the skeleton is a secret trap door that is cunningly trapped. A thief attempting to detect and disarm the trap suffers a –35% chance to success. Success eliminates the trap threat but failure to disarm the trap has a 50% chance of setting the trap off, which when the door opens and oxygen rushes into the room, explodes. Opening the door or setting off the trap causes a large explosion of fire. Inside the room is a large naphtha pool it contains about 150 gallons. Over the pool is a clay bowl of mineral oil containing a large piece of white phosphorous. Opening the door with out disarming the trap spills the bowl into the naphtha; creating a large explosion that does 14d6, save for normal flame damage to gear and magical items. 

After the flames have died a small granite pedestal in the back of the small room holds a small stone box. Raising the lid to the box reveals a purple cloth wrapped bundle. Within the cloth is a large set of intricate adamantium lock picks +3. These picks will never snap, or get consumed by acid or sentient locks, and add +10% to the chance of successfully opening locks, to the maximum allowed by the DM.

7i. Storage Room #3.

This room is choked with thick green growth that hangs from the walls and ceiling. The leafy vegetation completely obscures the floor and any other possible exit. Standing within the room for a period longer than four rounds results in a bath of gray water that splashes from a shaft in the roof. The water is filled with soap, lint and bits and pieces of food and vegetables. 

In the back of the room is a faint glow of light discovered if the characters hack through some of the foliage or if magic is employed to clear some room. A large white crystal hangs in the air emitting a bright light (a magical grow light) over a small odd rose white bush with a single small white rose. If the characters approach closer than 10’ the rose will start to sing possibly attracting monsters, and may use its legacies on any character.

Gargoan Rose: Intelligence 5-7 Low intelligence; AL CG; AC 10; MV 0; HD 2; hp 13; THAC0 19; #AT 0; Damage Nil; SA Legacies; SD Singing; SZ T; ML Steady (11-12); XP 35.

The Gargoan Rose is an import from the Savage Coast, and how it got to be in these ruins is any ones guess, but since there should be no characters afflicted with the Red Curse the rose is not required. This bush makes an interesting red herring or an introduction to the ideas within the Savage Coast campaign world.

7ii. Gate to the Three Mile Gorge.

Approaching this secret and little known gate, the adventurers encounter a hibernating death kiss that has used the gate and once successfully woken (see below) is surprised at discovering the adventurers in this area. The death kiss is a resident of the area and has loitered undisturbed as most adventurers and monsters miss this gate and do not know of its existence. The death kiss has enjoyed its stay here and the frequent meals it gets when adventurers or other creatures wake it up. The death kiss had no reason to search for the gate key and so has never returned to its former home through the gate.

Beholder/Beholder-kin, Death Kiss: Intelligence Average to High (8-14); AL NE; AC 4; MV 0, Fl 9(B); HD 11; hp 62; THAC0 11; #AT 10; Damage 1-8; SA Blood drain; SD Regeneration; SZ H; ML Fanatic (17); XP 8,000; The Death Kiss, or ``bleeder,’’ an older name for these creatures is eye of terror.
The central body of a death kiss has no mouth. Its central eye gives it 120-foot Infravision, but the death kiss has no magical powers. A death kiss is 90% likely to be taken for a beholder when sighted. The 10 tentacles largely retract into the body when not needed, resembling eyestalks, but can lash out to a full 20-foot stretch with blinding speed. The tentacles may act separately or in concert, attacking a single creature or an entire adventuring company.
A tentacle's initial strike does 1-8 points of damage as the barb-mouthed tip attaches to the victim. Each attached tentacle drains two hit points worth of blood per round, beginning the round after it hits.
Like the beholder, the death kiss has variable Armor Classes. In ordinary combat, use the following table, though situations may dictate other methods (should the creature be attacking with a tentacle from 20 feet away, then no attack on the body or central eye may be made, while attacks on the stalk and mouth are still possible).

Roll
Location
               AC
Hit Points

01-75
Body
               4
77-84

76-85
Central Eye
8
6

86-95
Tentacle stalk
2
6

96-00
Tentacle mouth
4
See following text


A hit on a tentacle-mouth inflicts no damage, but stuns the tentacle, causing it to writhe helplessly for 1-4 rounds. If its central eye is destroyed, a bleeder locates beings within 10 feet by smell and sensing vibrations, but it is otherwise unaffected.
Tentacles must be struck with edged weapons to injure them. They can be torn free from the victim by a successful bend bars/lift gates roll. Such a forceful removal does the victim 1-6 damage per tentacle, since the barbed teeth are violently torn free from the tentacle.
If an attached tentacle is damaged but not destroyed, it instantly and automatically drains sufficient hit points, in blood, from the victim's body to restore it to a full 6 hit points. This reflex effect occurs after every non-killing hit on a tentacle, even if it is wounded more than once in a round. This cannot occur more than twice-in one round. The parasitic healing effect does not respond to damage suffered by the central body or other tentacles.
A tentacle continues to drain blood, if it was draining when the central body of the death kiss reaches 0 hit points. Tentacles not attached to a victim at that time are incapable of further activity. A death kiss can retract a draining tentacle, but voluntarily does so only when its central body is at 5 hit points or less; it willfully detaches once the victim has been drained to 0 hit points.
Ingested blood is used to generate electrical energy -- 1 hit point of blood becomes 1 charge. A death kiss uses this energy for motor activity and healing. An eye of terror expends one charge every two turns in moving, and thus is almost constantly hunting prey. Spending one charge enables a bleeder to heal 1 hit point of damage to each of its 10 tentacles, its central body, and its eye (12 hit points in all). It can heal itself with one charge of stored energy every other round in addition to its normal attacks and activity.
Each tentacle can store up to 24 charges of drained energy, the body capable of storing 50 charges of drained energy. A severed tentacle is 70% likely to discharge its cumulative charges, when severed, into anything touching it; each charge delivers 1 hit point of electrical damage.
Finally, bleeders can ram opponents with their mass. This attack does 1-8 damage.
A death kiss may ``shut itself down,'' remaining motionless and insensitive on the ground, and can remain alive in that state for long periods of time. To awaken from its hibernation, the creature requires an influx of electrical energy, considerable heat, or the internal shock caused by a blow, fall, wound, or magical attack; any of the above stimulants must deal at least 5 points of damage to the death kiss to awaken it. Adventurers finding a hibernating death kiss usually provide such stimulation, thinking the sleeper helpless prey.               The Death Kiss makes saving throws as a 10th-level warrior.

Within the body of the death kiss are several items of treasure: Azurite (10 gold ); Pearl (100 gold ); Pearl (500 gold ); Spinel (100 gold ); Oil of Acid Resistance; Philter of Stammering and Stuttering; Potion of Extra-healing; Potion of Giant Strength (Frost); Potion of Healing; Potion of Polymorph Self; Potion of Super-heroism; Potion of Sweet Water; Spell Scroll, Wizard; Bugman's Mug (5).

After dealing with the death kiss the way to the gate is clear however, this gate requires a key to be used from this side, and unless the key is procured and used, the gate remains dormant but the characters can still discern its location. Spells such as Legend Lore reveals the type of key needed to activate the gate. The type of key to activate the gate is a single scale from a copper dragon
 of any age. The scale does not have to be fresh. 

Once activated the gate drops the characters in an icy large natural cave dimly lit by sunlight filtering through clouds of steam. The characters have arrived on the world of Krynn on the North Pole of that planet and in one of the most remote and hostile areas of the planet. Etched into a column of blue glacier ice is a song in the Common tongue (give the character the Amesh handout).

Hopefully the characters have cold weather gear and some experience in dealing with arctic environments.

7j. Grave tidings.

**Unless the players have been extremely lucky and quiet, they have attracted the attention of a derro raiding party led by an Illithid ally (polymorphed into a lizardman), who returned to their lair and have returned with reinforcements and undead servants. If the DM desires, the characters could encounter the derro before they return to their lair, or while they are moving to flank the characters. This door is trapped with a large boulder that drops from the roof doing 4d8 points of damage to the first character through the door. A successful Dexterity check rewards the character with half damage. Disarming this trap is impossible since it is controlled by the derro. The derro have carefully placed their forces so that they have the characters boxed in, the savants will teleport the undead into position on the southern portions of the room forcing the characters into the room against the derro who have erected a barricade from trash (+1 to AC for shelter) and will cast spells and toss ranged weapons from the safety of the barricade while the undead punish the characters.**

Several dwarf-like creatures that immediately launch a barrage of light crossbow bolts and spells at you occupy this large room. Suddenly from behind is the unmistakable stench of undead and you turn to see numerous undead horrors shambling your way. A large lizardman wearing purple and maroon robes with red embroidered runes which waving a silvery wand is directing the dwarf-like beings.

Dwarf, Derro, light crossbow (10): Intelligence Very to Genius (13-18); AL CE; AC 3; MV 9; HD 3; hp 3x11, 9, 2x12, 15, 13, 17, 6; THAC0 17; #AT 1; Damage light crossbow, 1-3; SA repeating, 6 bolt capacity, 2 attacks per round, poison; SD High dexterity; SZ S; ML Steady (12); XP 975; 160 bolts; ring of invisibility 10’ radius. 

Dwarf, Derro, 7 HD (Intelligence Very to Genius (13-18); AL CE; AC -1; MV 9; HD 7; hp 42; THAC0 17; #AT 1; Damage 2-7 (pick) or 1-6 (spear); SD High dexterity (-1 to -4 AC bonus); SZ S; ML Steady (12); XP 975; ring of fire resistance; chain mail +2; medium shield +3; pick axe +1; spear of returning.

Dwarf, Derro, Savant (Intelligence Very to Genius (13-18); AL CE; AC 4; MV 9; HD 7; hp 28, 2x32, 24, 35, 29, 2x43, 27, 26; THAC0 17; #AT 1; Damage 2-7 (pick) or 1-6 (spear); SA Spells, magic items; SD High dexterity (-1 to -4 AC bonus); SZ S; ML Steady (12); XP 975; ring of fire resistance; Memorized: Antimagic Shell, Cloudkill, Invisibility, Lightning Bolt, Repulsion, Spider Climb, Wall of Fog. 

Dwarf, Derro, Savant assistant (Intelligence Very to Genius (13-18); AL CE; AC 0; MV 9; HD 5; hp 2x22, 3x19, 14, 27, 28, 29, 21; THAC0 17; #AT 1; Damage 2-7 (pick) or 1-6 (spear); SA Spells; SD High dexterity (-1 to -4 AC bonus); SZ S; ML Steady (12); XP 975; Memorized: Affect Normal Fires, Spider Climb, Blink, Teleport Without Error (cast); bracers AC 4; spear +2; spear +1; pick of wounding; healing potion (x4).

Giant, Frostmourn (undead): Intelligence 5-7 Low intelligence; AL CE; AC 0; MV 12; HD 15; hp 52; THAC0 5; #AT 1; Damage 1-10+9 or by weapon (2-20+ 9); SA Freezing touch, hurling rocks (2d12); SD Impervious to cold, +2 or better weapon to hit; SZ H; ML Champion (16); XP 14,000. 

Giant, Temperament (undead): Intelligence 15-16 Exceptionally intelligent; AL CE; AC -6; MV 12, Fl 15(E), Swim 12; HD 21; hp 99; THAC0 5; #AT 1; Damage 2-20+12 or by weapon (3-36+ 12); SA Energy-draining lightning bolt; SD Impervious to electricity and lightning, +3 or better weapon to hit; SZ G; ML Fanatic (18); XP 21,000.

Undead Dwarf (8): Intelligence 8-10 Average (human) intelligence; AL N; AC 6; MV 9; HD 3+12; hp 32, 23, 2x26, 33, 2x30, 27; THAC0 17; #AT 1; Damage 3d4; SA phase door; SD +2 weapon to hit; SZ M; ML Elite (13-14); XP 1,400.

Mind Flayer: Intelligence 17-18 Genius; AL LE; AC 5; MV 12; HD 8+4; hp 72; THAC0 11; #AT 4; Damage 2; SA Mind blast; SD Magical powers; SZ M; ML Champion (15); XP 19,000; ring of protection +3; A mind flayer can also use the following arcane powers, one per round, as a 7th-level mage: suggestion, charm person, charm monster, ESP, levitate, astral projection, and plane shift. All saving throws against these powers are made at a -4, due to the creature's mental prowess; Elixir of Madness; Oil of Acid Resistance; Oil of Fiery Burning; Potion of Polymorph Self (used); Scroll of Protection from Acid; Scroll of Protection from Dragon Breath; Spell Scroll, Priest: Animate Flame (x2); Cause Disease; Zone of Sweet Air; Tongues; Spell Scroll, Wizard: Flame Resistance; Guardian Shadow; Blindness; Alter Normal Winds; Acquaintance; Fire Wings; Firedart; Water Blast; Carroissa's Appalling Dash; Hold Giant; Color Spray; Persistence; Healing Touch; Belsham's Mace; Infrared Light; Invulnerability to Normal Weapons (cast); Zala's Lifeforce Guardian (cast); Scattergloom; wand of lightning bolts (6 charges); jump dagger.

Other than the magical items, the derro did not bring any wealth with them, so there is no coin treasure.

7k. Room of abandonment.

This large room has a thick layer of dust and debris. Dotting the room in several places are several old campfire ash piles. A strong smell of smoke permeates this room and in the far northwestern corner of the room lies a small moldering pile of leather articles. A shattered and rotting leather shield lies not far from the moldering pile.

Searching the room reveals a large loose stone under the leather shield that lifts revealing a hole with a molding leather rucksack (protected with a Spell Trigger spell holding a 15th-level chaos ball spell. Inside the rucksack, stored in an oil-impregnated sack is a 200’ coil of rope made from giant spider web, interwoven with human hair. One end of the rope has a steel snap ring and the other has a folding, steel grappling wrapped with black cloth (and silenced as well). This minor magical item is very valuable to thieves and would bring 3,500 – 4,500 gold  on the market, depending on where it is sold. In some lands possession of a silenced grappling rope is punishable by time in the gaol. Stored in a side pocket is a silver flask with a gold and silver cap, opening it releases an elemental (several command word are needed, one that sends the elemental back into the flask, another that commands it to due the bidding of the flask owner, etc.)

Elemental, Air Kin, Aerial Servant: Intelligence 2-4 Semi-intelligent; AL N; AC 3; MV 0, Fl 24(A); HD 16; hp 68; THAC0 5; #AT 1; Damage 8-32; SA Grabbing and strangling (23 strength); SD +1 or better weapon to hit, invisible; SZ L; ML Elite (14); XP 9,000.

7l. Strange days.

This large roughly cone shaped room is dominated by a huge wagon with shattered wheels sitting in the center of the room. This wagon is too big to have been brought in through the passages, and only magic would seem to explain its location. There are six dead draft horses still in the traces at the front of the wagon, three dead human skeletons sitting in the back, and 11 more dead human skeletons surround the wagon. The back of the wagon is empty; perhaps what ever it carried was plundered long ago.

Searching the room reveals a giant scorch mark centered on the wagon. Several of the dead skeletons upon the floor display burn damage and the wagon is charred a little too. A mage has a percentage chance equal to his chance of learning a new spell to discern that one of the dead was a mage or cleric and either dropped a fireball or call lightning spell centered on the wagon. Casting a detect magic spell in the room reveals the wagon has a magical aura around it and reveals several glowing runes floating in the air above the bed of the wagon. The riddle is in an ancient language and unless the DM rules that a character can read the language, reading the riddle requires a read languages spell or something similar.

The riddle says: Forward I am heavy, but backward I am not. What am I?

The answer is: ton.

Solving the riddle by speaking the answer in the same tongue as the riddle causes a giant chest to appear in the back of the wagon. This giant ironbound chest is nine feet long, six feet wide and six feet deep. There is no padlock or latch on the lid, which opens revealing an empty chest. There are no secret compartments however the chest is very magical. 

Discerning the chest’s function requires either a legend and lore spell or the services of a good sage. The chest requires at least 100 gold  worth of any valuable currency such as gems, coins, trade bars, raw ore, but not notes of intention or IOUs. Placing enough material wealth within the chest and closing the lid causes the wealth to disappear and in one round the following appears:

01-10 Nothing, try again.

11-50 Tolerable, but unexciting food for up to 100 people.

51-75 Good fodder for 100 grazing animals.

76-77 750’ of good hemp rope.

78-81 30 planks of pine timber, each three feet wide, six inches thick and nine feet long.

82-84 A bolt of course white cloth, 60’ long and three feet wide.

85-87 Consult miscellaneous equipment table in PHB, pages 67-68 and select up to 100 pounds of material.

88-94 100 gallons of water per minute comes pouring from the chest for 1d12 turns, chest cannot be closed until water has stopped pouring.

95-97 Cheap red wine, same as water above.

98-99 Strong dark ale, same as wine and water.

00 Special, either DM’s choice or consult any magical item table desired and roll on that table.

The chest weighs a lot (near a ton, hence the riddle) and requires a wagon to move it, unless the players think of shrinking it with a reduce spell or placing the chest into a large enough bag of holding or a giant portable hole.

N1. Secret room.

**This door is trapped with a secret trap door aloft. Failing to detect and disarm the trap causes the door to open and 12 oil pots plus one flask of oil of fiery burning fall on the characters. The splashed oil ignites immediately forcing characters to make two successful Dexterity checks to avoid (first) direct oil hit, and (second) a splash. Within this concentrated inferno, direct hits do 1-2 hp of physical damage, plus 2d8 hp of fiery damage, then 1 hp on the next round. Flammable items must make saving throws.**

Opening this door reveals a small stone room with a single cloth bundle in the center. Opening the bundle reveals a ring made from red (human) hair banded with platinum. A sprinkling of a white powder covers the ring (a contact poison, damage done is 3d6 a successful save versus poison reduces the damage by half). The ring is highly magical and gives the wearer the following benefits: allows spell use one level higher than current experience level; acts as an amulet of life protection; increases hp by one HD; subtracts 5 hp from all magical attacks (under 5 hp = no damage); unable to remove ring except by remove curse; extreme hirsuteness (cousin It-like); ring gives illusion that the wearer is sickly, near death, monsters with animal intelligence or less will attack the wearer first according to their natural instincts to cull the lame from the herds.

N2. Secret room.

Opening this door reveals a small stone room with a single cloth bundle in the center. Opening the bundle reveals three hardwood wands (continual light wands six charges each).

N3. Secret room.

This door is not trapped and opens easily revealing a small square stone room empty save for a single cloth bundle lying in the center of the room. Casting magic upon the bundle reveals nothing and opening the bag reveals a clever tool made of eight graduated one-foot long sections of hardwood with a silver screw and ferrule at each end. Two different caps are provided; one has a six-inch wide silver mirror on the end, the other a fine brass hook.

N4. Secret room.

**This door is trapped with a secret trap door aloft. Failing to detect and disarm the trap causes the door to open and 12 oil pots plus one flask of oil of fiery burning fall on the characters. The splashed oil ignites immediately forcing characters to make two successful Dexterity checks to avoid (first) direct oil hit, and (second) a splash. Within this concentrated inferno, direct hits do 1-2 hp of physical damage, plus 2d8 hp of fiery damage, then 1 hp on the next round. Flammable items must make saving throws.**

Opening this door reveals a small square room empty save for a medium sized wine skin with a wax-sealed stopper. Inside the wine skin are eight does of a healing potion that will restore 1d8+3 hp per drink.

7ma. A trap.

The hallway into this room has a false top that hides several creatures waiting for the characters to come close. When the characters come near, the trained human slave using ventriloquism projects his voice into the room sounding like a merchant and his daughter are being abused. The “merchant” and his daughter offer a ransom of 6,000 gold  in gems hidden in a vault in the City of the Dead, and offer the key to their persecutor. 

Characters charging into the room find a few pieces of broken furniture and a few skeletons lying on the floor, that obviously have not talked in a while. From behind comes a fierce attack.

Hobgoblin, Norker (9): Intelligence 8-10 Average (human) intelligence; AL CE; AC 2; MV 9; HD 1+2; hp 6, 3x4, 7, 9, 2x3, 10; THAC0 19; #AT 2; Damage 1-6+2 (weapon)/1-3 (bite); SA Nil; SD Nil; SZ S; ML Steady (11-12); XP 35; spiked mace; medium shield. 

Hobgoblin, Norker Sub-chief (3): Intelligence 8-10 Average (human) intelligence; AL CE; AC 1; MV 9; HD 3; hp 16, 12, 10; THAC0 0; #AT 2; Damage 1d6/1d3 (bite); SA Nil; SD Nil; SZ S; ML Steady (11-12); XP 65); club +2.

Hobgoblin (2): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 9; HD 1+1; hp 7, 9; THAC0 19; #AT 1; Damage By weapon; SZ M; ML Steady (11-12); XP 35; Spear (two-handed).

Lig the Elfbane Hobgoblin-CBHU male C5: (S 16, D 15, C 12, I 13, W 15, Ch 4); AL Lawful Evil; AC 1; MV 9; hp 26; THAC0 18; XP 650; 6 cp; 3 gold ; 2 sp; Backpack: Candle of Invocation (Lawful-Evil); Healer's bag; Holy item; Rations, standard (1 week); Rod of Cancellation (unbeknownst to Lig); Belt pouch, large: Scroll of Protection from Magic; Scroll of Protection from Poison; Full armor, banded mail of blending +2; Helmet, mail coif (AC 5); Mace, footman's +2; Spells: Blessed Watchfulness; Call Upon Faith (cast); Cure Light Wounds x2;      Magical Stone; Cure Moderate Wounds; Divine Weakness; Draw Upon Holy Might; Slow Poison; Continual Darkness.
7m. Halaster’s demon chess game.

**Before running this scenario make sure that you understand the game of chess very well and know exactly what each piece moves and its importance. Hopefully you do not have a chess prodigy among the players.**

As each character enters this room that is painted just like chess on the floor, they are forced by some unbreakable (bar a wish spell) magic into a position on the board in the black section (entrance from the south, white if entrance from the north). The first character in becomes the king; second the queen, the third rook, etc until all characters have taken a position. As the characters are assigned positions, an opposite piece appears on the other side of the board. If the characters still outside the room do not enter and join their comrades, the board maintains balance with both sides even. Movement is per the normal chess rules, but when two pieces meet, a battle ensues with the winner getting to remain. The opposite pieces are as follows (change monsters to suit your players characters):

King: Tanar'ri, Greater – Babau: Intelligence 17-18 Genius; AL CE; AC -3; MV 15; HD 8+14; hp 55; THAC0 13; #AT 3; Damage 1d4+1/1d4+1/2d4 or one attack, damage by weapon +7; SA Corrosion, gaze, backstab; SD +1 or better to hit, thief abilities; SZ M; ML Champion (15-16); XP 17,000.

Queen: Tanar'ri, Lesser - Cambion Lord-General: Intelligence 19-20 Supra-genius; AL CE; AC -3, -6 (When Berserk); MV 16; HD 12; hp 64; THAC0 7; #AT 2; Damage by weapon or spell; SZ M; ML Fearless (19-20); XP 27,000; unholy avenger +5; fiend plate mail+3; medium shield +3.

Rook: Tanar'ri, Greater – Wastrilith: Intelligence 13-14 Highly intelligent; AL CN; AC -1; MV 9, Sw 15; HD 15; hp 57; THAC0 5; #AT 3; Damage 1d8/1d8/1d12; SA See Below; SD See Below; SZ L; ML Fanatic (17-18); XP 19,000.

Knight: Tanar'ri, Greater – Nabassu:  Intelligence 13-14 Highly intelligent; AL CE; AC -5; MV 12, Fl 15(C); HD 7+20; hp 52; THAC0 13; #AT 3; Damage Claw/claw/bite: 2d4/2d4/3d4; SA Death gaze, backstab, paralyzation; SD +1 or better to hit; SZ M; ML Champion (15-16); XP 16,000.

Pawn: Tanar'ri, Lesser - Bar-Igura: Intelligence 5-7 Low intelligence; AL CE; AC 0; MV 9, Cl 15; HD 6+6; hp 27, 31; THAC0 15; #AT 3; Damage Claw/claw/bite: 1d6/1d6/2d6; SA Spring attack; SD Camouflage; SZ M; ML Elite (13-14); XP 8,000.

Slaying the all the demons frees the characters, characters that “die” gated to another location within Under Mountain location at the DMs decision.

7na. Wandering trolls.

Rounding this corner at the same time, as the characters are a group of six trolls. Five are of the normal variety but the leader (who possess a cloak of the bat and a chime of hunger) is a desert troll, which is immune to fire. 

After rolling for initiative, the first attack opportunity for the trolls, the desert troll strikes the chime causing all within 60’ to save versus magic or become ravenously hungry. Of course for the trolls, this is not a problem since their rations is on the hoof, but the characters might have some difficulty getting to their rations while a troll is gnawing on them.

Troll, Desert: Intelligence 8-10 Average (human) intelligence; AL CE; AC 4; MV 12; HD 7+7; hp 32; THAC0 13; #AT 3; Damage 3-6/2-6/3-10; SA Surprise, severed limbs fight on; SD Regeneration (3hp/rnd except water damage), immune to normal fire, heat and cold; SZ L; ML Fanatic (17-18); XP 1,400; cloak of the bat; chime of hunger.

Troll (5): Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 12; HD 6+6; hp 24, 34, 31, 36, 27; THAC0 13; #AT 3; Damage 5-8/5-8/5-12; SA severed limbs fight on; SD Regeneration (3hp/rnd except fire damage); SZ L; ML Elite (14); XP 1,400.

7n. This little light of mine.

Entering this large room reveals a solitary metallic humanoid figurine, flanked by two earth-colored humanoid figurines. From the general appearance and size, you figure they must be golems, perhaps two earth and some different kind of iron golem maybe. However the metallic golem does not fit the usual profile of an iron golem, as this figure is slender and made of fine craftsmanship, not the usual clunky iron golem shape. An obvious trap door in the floor lies in front of the trio, from the abuse the edges have suffered it does not appear that any creature has either survived long enough to get into the area under the trap door, or could not figure the secret out. 

Casting a detect magic spell in the room reveals all three golems are very magical, and reveals a magically hidden keyhole in the trap door. Approaching the door in any manner, and getting closer than 10’ to it causes the three golems to activate. A long lost empowered jewel would have stopped these three, and unless the characters have access to a wish spell, they are going to have to combat the golems. One round after the two clay golems have moved (which releases the two sheets of smallness under them releasing the other two golems) two flesh golems appear.

Golem, Lesser, Clay (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 7; HD 11; hp 83, 82; THAC0 9; #AT 1; Damage 3-30 (3d10); SA Can haste self for 3 rounds; SD Hit only by magical blunt weapons, spell immunities; SZ L; ML Fearless (19-20); XP 5,000.

Golem, Lightning: Intelligence 2-4 Semi-intelligent; AL N; AC 0; MV 12; HD 11; hp 80; THAC0 9; #AT 1; Damage 4d8; SA See Below; SD See Below; SZ L; ML Fearless (19-20); XP 2,004. 

Golem, Lesser, Flesh (2): Intelligence 2-4 Semi-intelligent; AL N; AC 9; MV 8; HD 9; hp 70, 69; THAC0 11; #AT 2; Damage 2-16 (2d8)/2-16 (2d8); SA 19 strength; SD Magical weapons to hit, Fire and cold-based spells slow, electrical spells heal; SZ L; ML Fearless (19-20); XP 2,000.

Hidden within the fancy filigree on the lightning golem is the key to the trap door. Inserting the key causes a small stone pedestal to rise from the floor and a magical vortex to swirl around its top. When the vortex ceases and clears revealing a large tome sealed with red twine, a bottle from which sparkling light emits, and a small brown leather sack. A large gray cloak lies over the side of the pedestal.

The cloak is a cloak of displacement (infested with 10 wizard lice, since they were on the Astral plane the lice are still viable and hungry). The potion is a Potion Of Sweetwater (would come in handy in room #11b). The tome is a book of infinite spells protected by a 17th-level Sepia Snake Sigil spell. Inside the leather bag are seven large fresh tubers of a strange variety having a thick purple, spiny skin, and a bright yellow inside with large seedpods. A ranger or character with knowledge of herbalism, has a 5% chance to correctly identify these rare tubers, although an identify spell will reveal their nature. These tubers are from a species that died out on this plane of existence but lives on in others. Called pheelas root, the processed sap from these tubers is a horrible poison that affects magic using creatures only. Once ingested, the poison mixes with the bloodstream and every time the victim taps the weave or uses his innate abilities (which the poison blocks), the victim suffers 1d4 hp of damage per level or HD of the magic attempted. The poison lasts for 1d6 days, and for each ingestion, there is a 15% chance that the victim will become addicted to the poison and suffer withdrawals if the supply ceases. Possession of this poison in ancient Netherel was punishable by death in any number of horrible means.

Wizard Lice (10): Intelligence 0 Non-intelligent or not ratable; AL N; AC 0; MV 1; HD 1; hp 2x3, 7, 2x4, 1, 8, 6, 5, 2; THAC0 20; #AT nil; Damage nil; SA spell draining; SD weapon immunity; SZ T; ML Fearless (19-20); XP 120.

7oa. Wandering dracolisk.

Entering this passageway reveals nothing but a huge deep brown, dragon-like creature approaching from the opposite side. It moves with relative quickness on six legs, has bat-like wings that seem a little small for its body, like it does not fly all that much and does not yet appear to have noticed the adventurers. Around the creature’s neck is a large, rusty collar made of iron chain from which swings a medium sized steel container with a screw-on lid (like a huge scaly Saint Bernard). A broken hasp near the back of the creature’s neck reveals that this creature escaped from somewhere, perhaps someone’s lost guard monster.

By successfully hiding in the next room the adventurers can avoid this creature and it will pass them unknowing that they are there, unless of course they attack it. Due to the creature’s size and the confines of the hallway, the dracolisk may fight with a –1 penalty if the DM feels that it is appropriate.

Basilisk, Dracolisk: Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 9, Fl 15(E); HD 7+3; hp 56; THAC0 13; #AT 3; Damage 1-6/1-6/3-12; SA Petrification gaze, acid spit (4d6, save for 1/2 damage, 3 times day); SZ H; ML Champion (15); XP 3,000.

Killing the dracolisk, or removing the chain from around its neck (doing so without killing the dracolisk should earn the characters a far better reward, you might want to change the treasure in the steel keg), allows access to the steel keg. Unscrewing the top reveals the contents: a narrow brown leather sack, a tiny tome with red leather binding, and an electrum wand studded with rose quartz. Opening the sack reveals a long thin silver key (its usefulness is up to the DM). The tiny tome contains some scribbling like a child’s; some of the material might be useful later. The wand is a wand of magic missiles with six charges left. A secret compartment in the bottom of the keg reveals a small rose-colored glass vial that contains a thick, syrupy potion (a potion of delusion
).

7ob. Opposite passageway.

This narrower hall runs perpendicular to the previous hallway and could be used by the characters to escape the dracolisk or recoup before attacking it again. This hallway is too narrow for the dracolisk to enter although it could spit acid into the area unless it has exhausted its acid for the day.

Searching the area reveals nothing but a large arrow on the floor pointing north made of several human bones. Beside the arrow on the floor are three broken glass vials. From the remnants of the paper labels, you discern that someone recently (within the last 1-3 hours) quaffed three healing potions. Blood on the floor has pooled around the arrow, indicate that the maker of the arrow was wounded; the amount of blood loss after quaffing the potions is quite a bit less.

7o. Fishing in the dark.

Looking into this long 20’ wide room, you see another area where the stone has fallen from the roof creating a large depression in the roof of a once smooth room. Perhaps there was a fault in the rock of this area and a light tremor was enough to shatter the rock and drop it from the roof. By the general number of tracks leading through the exits from this room, it appears the room gets a lot of traffic, and this must be one of the better-traveled areas of the halls. Near the pile of the rock that fell from the roof is some discarded adventuring gear, which appears to have been well searched prior to your arrival here by several years. Some of the marks on the floor indicate that sometimes this area is used to either rest for an evening or await the arrival of other comrades.

While in this area, there is a 25% chance of encountering another adventuring group and roll twice to check for wandering monster. As the characters get closer to where the cave fisher has their tentacles out, don’t forget to check to see if they notice it, the characters have only a 20% chance at 10’ of noticing the cave fisher’s tentacles.

Cave Fisher (3): Intelligence 2-4 Semi-intelligent; AL N; AC 4; MV 1; HD 3; hp 24, 22, 21; THAC0 17; #AT 2; Damage 2-8 (2d4)/2-8 (2d4); SA Adhesive trap lines; SD Trap lines; SZ M; ML Steady (11-12); XP 175.

In the large cavern exposed in the natural rock above the room is the lair of the three cave fishers. In this lair several items of treasure are recovered: 135 gold ; 25 sp, 23 electrum, Spell Scroll, Priest: Cure Moderate Wounds; Detect Snares and Pits; Dimensional Anchor; Winged Memory; Wound Transfer; Zone of Sweet Air.

7p. Bats in the belfry.

This very large room shows signs of previous battles. Debris from those battles, and adventurers passing through, are scattered around the room. Some places along the wall and the roof display the telltale aftereffects of spells such as fireball, burning hands, and lightning bolt. A singular stone column on the western wall is covered with typical adventurer graffiti and a plundered secret compartment lies open on the southern side of the column. Some of the writings seem rather cryptic, such as giving directions to lost party members hoping that they will return this way and get the message. Some are silly rhymes that may mean something, or have never meant anything. (Another good place for the DM to place adventure hooks, hints, and red herrings.) In the center of the room is a large pile of loose stone covered in bat guano fallen from the roof perhaps in an earthquake. Looking at the depression left in the once smooth roof, you notice numerous bats resting in the exposed rough rock.

Bat, Large (245): Intelligence 1 Animal intelligence; AL N; AC 8; MV 3, Fl 18(C); HD 1d4; hp 3x4, 2x1, 3, 2; THAC0 20; #AT 1; Damage 1d2; SA Bite has 1% chance per hit of damage it inflicts that target gets rabies; SD +3 AC bonus versus missile fire from opponent with a Dexterity less than 14; SZ M; ML Unsteady (5-7); XP 35.

Bat, Azmyth: Intelligence 13-14 Highly intelligent; AL CN; AC 2; MV 3, Fl 24(A); HD 2; hp 10; THAC0 19; #AT 2; Damage 1/1-2; SA Magic use; SD Magic use; SZ S; ML Elite (14); XP 650.

The azmyth is resting among the other bats and as long as the characters do not disturb them, then the bats will remain at rest and not bother the characters.

7q. Nice to look at.

This square large room appears empty and void of anything of interest except a oil cloth covered lump in the far eastern corner. The room is littered with a few small bones perhaps from a rodent, a burnt out torch stub, a smashed pottery oil lamp, and a few inches of rotten cotton twine in a tight knot. 

Tapping on the cloth reveals that there is something hard underneath the cloth and that it is square and sounds like made of wood. All four edges of the cloth have been nailed to the wooden chest and either the nails get pried out or the cloth ripped or cut to lift the cloth away from the box. Removing the cloth reveals a small square box about three feet square, without any perceivable opening. Similar to a shipping box, this type of box is designed to be disassembled once its final destination is reached. Searching the sides of the box reveals a piece of folded parchment sealed with clear wax. The writing (if there is any) has been sealed inside the paper. Removing the paper from the wax and unfolding it releases the bakemono magically trapped within the paper.

Bakemono (20): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 6; HD 1d7; hp 5x2, 3, 2x4, 2x6, 5x7, 3x1, 2x5; THAC0 20; #AT 1; Damage 1d6; SA nil; SD nil; SZ S; ML Average (8-10); XP 15.

Bakemono, Lieutenant (10): Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 6; HD 2; hp 2x8, 4x12, 10, 13, 11, 14; THAC0 19; #AT 1; Damage 1d8; SA nil; SD nil; SZ S; ML Average (8-10); XP 35.

Smashing open the box or prying some of the boards off reveals a silver urn with a crystalline stopper  (worth 25 gold ) packed in moldy and rotting hay. Opening the urn releases the buzzjewels. Should your campaign lack Spelljamming material then substitute another monster for the buzzjewels.

Buzzjewel (10): Intelligence 1 Animal intelligence; AL N; AC -3; MV 3, Fl 24(A); HD 1+1; hp 2x3, 2x2, 4x4, 2x8; THAC0 19; #AT 1; Damage 1d8 + poison; SA Poison; SD See Below; SZ T; ML Unreliable (2); XP 650.

MB. Pardon us.

Rounding this corner, the characters run into a large group of troglodytes that are traversing the halls. Their skin is still damp so they are near a source of water.

Troglodyte (23) Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 12; HD 2; hp 9x18, 6x17, 3x15, 5x14; THAC0 19; #AT 3; Damage 1-2/1-2/2-5 or 2-8 weapon; SZ M; ML Steady (11); XP 120.

11. Sleeping students and kings.

**This room description is different than the one found within the campaign guide book to Under Mountain, and if you are running the adventures from the books, then you may want to use this room’s description in another place.**

Entering this huge chamber reveals it to be filled with rows upon rows of rotten wooden pews similar to a church with twin trails leading towards the front of the room towards what looks like an altar. Hanging from the 45’ tall roof are several rusty iron chandeliers, and a few of these still contain some magical globes of light that faintly illuminate this room. In the roof over the chandeliers are four rusty iron grates from which the occasional drip of waterfalls (during day time between the hours of 1300 – 1600, day light enters through the grates, but obviously filtered through glass windows). Filling the pews are numerous human skeletons, in various stages of decay. Searching the room thoroughly would take a few days, but a cursory glance reveals nothing of interest. Searching a few of the closest pews to the trails reveals nothing of interest. 

As the characters travel the length of the room, they enter a trap laid by urds and kobolds. Well concealed by the debris of the pews and dead, with excellent positions to fire from concealed locations into the legs and backs of the characters, the urds and kobolds receive a +4 bonus to their first attack, and since they are led by a pair of champions, their morale is raised to 15 until either champion is slain at which time it reverts back to normal. 

Buried in the midst of the pews somewhere is a diminutive catapult that the kobolds have learned to load and fire with some accuracy and speed. The first round from the catapult contains 150 sleep-poisoned caltrops (1d4 points of damage + save versus poison or fall asleep for 1d4 rounds). The kobolds take full three rounds to load and fire the catapult again, the second and consecutive volleys are comprised of small stones and bits of masonry, each volley does 3d6 points in the area (grenade like effects). The kobolds have seven such rounds, and because of the caltrops the kobolds will not enter melee in the trails but will wage war in among the pews. Casting of such magics such as lightning bolt, call lightning, fireball, etc has a 75% chance of igniting the very dry wooden pews and creating a roaring fire that in 1d6 rounds will force every creature to flee the room. Of course this smoke and noise is very likely to draw some attention.

Kobold, Urd (Intelligence 5-7 Low intelligence; AL NE; AC 8; MV 6, Fl 15(C); HD 2; hp 17x9, 23x10, 11x8, 6x15, 15x11, 15x7, 19x12, 2x2, 14x6, 4x16, 9x13, 13x14, 4x5, 6x4, 3x3; THAC0 19; #AT 1; Damage 1-3 or 1-4 (by weapon); SA Rock bomb (2d4); SZ S; ML Unsteady (7); XP 35.

Kobold, leader and bodyguard (Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 6; HD 0+4; hp 5x4; THAC0 20; #AT 1; Damage 1-6; SZ S; ML Average (8-10); XP 7.

Kobold (Intelligence 8-10 Average (human) intelligence; AL LE; AC 7; MV 6; HD 0+4; hp 117x4; THAC0 20; #AT 1; Damage 1-4 or 1-6; SZ S; ML Average (8-10); XP 7.

Bulbrk the Elfsplitter Kobold-CBHU male F5 (S 13, D 17, C 17, I 12, W 12, Ch 8); AL LE; AC -2; MV 6; hp 40; THAC0 16; XP 270; Amulet of Leadership; Full armor, chain mail +1; Belt pouch, large: Scroll of Protection from Magic; Spear +2; Boomerang x2.

Thakbrck the Pixieslayer Kobold-CBHU male C5 (S 12, D 17, C 17, I 16, W 14), Ch 14; AL LE; AC 3; MV 6; hp 38; THAC0 18; XP 650; Full armor, leather +2; Atlatl, Double Grooved; Spell Scroll, Priest: Accelerate Healing (1); Cause Light Wounds (1); Cure Light Wounds (1); Cure Light Wounds (1); Darkness (1); Detect Magic (1); Javelin x10; Belt pouch, large: Healer's bag; Holy item; Potion of Animal Control (any); Spells: Call Upon Faith (cast); Cure Light Wounds x2; Detect Good; Protection From Good (cast); Draw Upon Holy Might; Enthrall (cast); Spiritual Hammer; Dispel Magic.

Characters reaching the roof and inspecting the grates will find that with a little effort they can be removed and a short climb up a stone chute reveals an abandoned warehouse with glass windows in the Dock Ward. Material left around the warehouse indicates that this warehouse belongs to a wealthy merchant family (who may not know that they own it, and may owe back taxes upon it). A few belongings left nearby indicate that a small number of wealthy youthful nobles entered Under Mountain through the warehouse and we either never heard from again or the events within the halls were so traumatic that they never returned or spoke about it.

11a. Noises from above.

Entering this room reveals it to be apparently empty, although there are numerous tracks in the dust upon the floor and the usual debris from travelers through the halls. Searching the room quickly reveals a few burnt out torch stubs, some old flints, a useable but badly dented tin water canteen missing its lid, some cotton rags that could serve as tinder or bandages, and a few pieces of broken glass and pottery. As the characters are searching the room, suddenly a loud deep booming voice that echoes through the halls says “Wench, are the martinis ready?”

Searching carefully for secret or hidden objects takes three turns and reveals a small non-trapped stone pedestal that rises silently from the floor. An easy to locate compartment in the 6’ tall pedestal opens revealing a large demihuman (Neanderthal) skull with gold-capped teeth studded with (false) diamonds. Stuck upon the crown of the cranium is a tall, thick partially burnt yellow tallow candle. Screwed into the rear of the skull with brass screws is a vertical brass handle wrapped with black leather. Casting detect magic upon the skull reveals it to be magical. Identify or legend lore reveals that the skull activates by lighting the non-magical candle, which is consumed normally and requires replacement with any normal candle, although a magical candle can be used as a substitute and will function as per its enchantment. When lit and grasped in the hand the skull speaks in a loud clear voice in common the cardinal direction that the skull is facing and the distance (+/- 10’) to the nearest wall. By speaking the command word “copy” the skull will record the direction and distance of up to 12 points (range 120’ maximum) for recall later by the command word “speak.” Once recalled, the information is lost and the skull can record another 12 points, and until recalled, only those 12 points can be stored, but the skull will continue to measure distance and direction. When activated the skull ignores magical barriers, living creatures, illusions, and only gives bearing and range to natural structures ignoring material such as concrete. Distances greater than its range or nothing that it is tuned to record causes the skull to be silent, the owner can also silence the skull by the command words “shut up.” When activated and speaking the skull has a 5% chance per turn of summoning wandering monsters with the same effects as a monster summoning VII spell
. Setting the skull down causes the skull to go dormant as well as extinguishing the candle. 

This rare magical item is a cartographer’s skull, created by ancient necromancers from skulls of cartographers, a process lost in the mists of time. Some sages believe that these are left over from the Netherese Empire; others think that they are from another plane. Only four of these skulls have been previously discovered, one specimen is rumored to be retained at Candle Keep, another in the personal collection of Elminster, the other two skulls have disappeared one rumored to have been cast into the sea along the Sword Coast, the other purportedly sold in Skullport.

11b. The yellow pool of infamy.

This large room is almost completely taken over by a large pool in the center of the room and what room is left is almost completely filled with iron thorns. The pool is about 40’ across and 80’ long with a smooth stone flagging and gently sloped sides. From the shape of the pool, you would guess that it is equal depth the length of the pool. A narrow path winds around the pool through the iron thorns. Several places have either skeletons, bits of fur, clothing, or skin caught in the thorns. Filling the pool is a bright canary-yellow liquid that shimmers like jelly (similar to a gelatinous cube). Floating on top of the liquid are several skeletons mostly human) and about 20 silver orbs about a foot in diameter. A large nacelle mound sitting on the bottom of the pool has several tentacles floating on the surface.

Tossing any metallic object into the pool of 20 gold  or greater worth appeases the acid roper, who will let creatures pass through its room. However failure to offer a bribe or attacking the acid roper while in its home will cause it to grasp the activation lever for the iron thorns and patiently wait for the characters to enter the thorns. Safely submerged within its pool of acid, few spells or weapons can harm it, and it has both the Intelligence and patience to hold its attack until a prime moment.

When the characters have entered the thorns it pulls the lever activating the iron thorns that vibrate and buzz (treat as a 15th-level blade barrier spell with duration same as the spell) slicing all who are within the thorns. The acid roper will then send its tentacles out attempting to grasp a character dragging them through the acid (3d8 points of damage per round – save for half damage, and save for equipment worn also) to its mouth. A character protected from acid such as by a scroll of acid protection avoids this damage but still has to contend with not drowning under the acid (save same as for drowning in water) and avoiding the gaping toothy mouth of the roper.

Acid Roper 12 HD: Intelligence 15-16 Exceptionally intelligent; AL CE; AC 0; MV 3; HD 15; hp 86; THAC0 5; #AT 1; Damage 5-20; SZ L; ML Champion (15); XP 12,000. 

Acid ropers are natives of the Elemental Plane of Acid and are extremely rare on the prime material plane. They are particularly susceptible to spells such as Lower Water and any spells that destroy water, suffering half again normal damage per spell. They are covetous of material wealth especially metals, and can some times be bribed with bright metal that is acid resistant.

Searching the room reveals nothing of particular interest as some of the locals have figured out how to deal with the acid roper and have long ago gleaned any valuable material from under the thorns. A character searching the thorns suffers 1d4 points damage per round spent unless the character has taken steps to protect him from the thorns.

Lowering the acid level enough to expose the corpse of the acid roper allows access to the bottom of the pool and corpse. Searching the corpse reveals a secret stash in a body cavity of gems and coins. Total recovered: 3,280 gold  in various cut and uncut precious and semiprecious stones; 3,412 gold  in various coins, trade bars, and rough ore; and of course the corpse which may of be some material value to a sage or wizard (depending upon the DM’s campaign).

Searching the bottom of the pool reveals a trapped secret door in the bottom. This cunning mechanical and magical trap requires two successful disarm trap rolls at a penalty of –35% each. Successfully disarming the mechanical portion rewards the thief with a Greek fire projector
 (as per the DAMAGE).  Successfully disarming the second portion of the trap requires a successful Intelligence check and the aid of a mage to cast dispel magic (or alternately a silence 10’ radius spell) to render the magic mouth dormant upon the trap in addition to a successful disarm trap roll with the penalty. Success rewards the thief with a gem studded (nine chrysoprase stones worth 50 gold  each) silver metal rod capped with a large spinel gemstone (worth 200 gold ). This highly magical rod (a rigged rod of lightning) is set to dump nine lightning spells when activated by the magic mouth set on the trap. (Ensure that the DM pays close attention to time as when the dispel magic spell wears off, the magic mouth will no longer be dormant and opening the trap door will cause it to speak the command word (spazz-a-marazz) which will dump all nine lightning spells at once destroying the rod and possibly what ever is holding it. Setting off the rod of lightning either accidentally or intentionally while in the trap within the pool will not harm characters not within the pool as the rod is angled so that all nine spells will ricochet around within the pool until exhausted. The DM may determine that after the rod is removed the direction that it was facing when discharged.

After handling the magical and mechanical traps, the trap door is pried out with some difficulty requiring 1d4 turns to work the large block of stone from its seat (during which time some wandering monsters may stop by and check on progress summoned by all the noise). Lifting the stone block reveals a narrow four-foot square shaft descending 10’ into a dark large natural stone cavern roughly the size of the pool above it. (Characters with any innate or magical abilities to sense undead will immediately be warned by several presences in the cavern. The guardians of the crypt are smart enough to wait until the characters have entered the cavern before attacking and will wait for an opportune time to launch their attack.

Entering this cavern reveals a natural cavern turned into a crypt for a giant humanoid skeleton dressed in corroded bronze plate armor with several pieces of jewelry. Several large urns and chests, several of which have opened over time spilling their contents upon the uneven floor, surround the skeleton. The skeleton rests upon a stone shelf apparently arranged in a burial pose with numerous skulls of various races arranged at its feet. Getting close to the walls reveals faded red writing (in an ancient gnoll tongue).

Describe a gnoll to the players, but explain this gnoll skeleton is of unusual size being almost 15’ tall. If there are any dwarf, ranger or elven characters, they have a high chance of recognizing the species of the skeleton as well as most of the skulls at its feet, which are a mixture of human, dwarf, elf, and various other creatures. A comprehend languages spell may be required to read the writings on the wall revealing that the buried gnoll was a senior captain in the demon and gnoll armies of Yeenoghu during the Elven and Demon wars in lost ancient times, and his burial may predate Undermountain and the dwarf hold. A character with some knowledge of gnolls may theorize that the captain was part demon (correct) and can ascertain he was slain with great violence. As the characters are reading the walls or beginning to loot the crypt, the guardians attack.

Shoosuva (11): Intelligence 11-12 Very intelligent; AL CE; AC 3; MV 15; HD 6; hp 47, 3x42, 4x38, 37, 31, 27; THAC0 15; #AT 1; Damage 6-15 (+2); SA Creeping Paralysis; SD Hit only by silver or magical weapons; SZ L; ML Champion (15-16); XP 3,000.

Plundering the crypt reveals the following treasure: Long bow +2; flight arrows +2 x15; Nolzur's Marvelous Pigment x4; Potion of Giant Control (Fire); Potion of Plant Control; Scroll of Protection from Acid; Axe, hand/throwing +1; 3,527 cp; 5,552 gold ; 1,605 sp; 11,297 gold  in various gems, jewelry, and art work; Spell Scroll, Wizard: Serrel's Guardian (4); Sword, long +4.

11b1. Snail fight.

This large room is littered with the remains of various adventuring parties and the plethora of gear they bring into the dungeon. There is a well-marked trail through the room and it appears from some of the graffiti that this room used to house a busy secret brothel some time ago. A faded note on the wall moans the loss of the ladies of pleasure and speaks of a teleportation beacon that was removed causing several young noble lads to teleport or was teleported into an area infested with illithids. 

Near the center of this room is an odd sight, a battle in slow motion, between two giant slugs of different species (describe a metalmaster and flail snail). They are pushing and slugging on each other and have slimed a good portion of the floor, but appear to be about evenly matched. If the characters ignore the snails, they are content to battle ignoring the characters completely. Attacking either of the snails causes them to part and each attacks the characters, having settled upon a temporary truce.

Metalmaster (Sword Slug) 6HD: Intelligence 5-7 Low intelligence; AL CN; AC 6; MV 12; HD 6+6; hp 51; THAC0 13; #AT 1; Damage 3d4; SA magnetism; SD see below; SZ H; ML Elite (13-14); XP 1,400.

Snail, Flail 6HD: Intelligence 5-7 Low intelligence; AL N; AC 4 (flail), -8 (body); MV 3; HD 6; hp 39; THAC0 15; #AT 5 (1 per tentacle); Damage 1d8; SA Nil; SD See below; SZ L; ML Elite (13-14); XP 1,000.

Searching the room reveals numerous empty broken jars of lamp oil, burnt out torches, empty food wrappers, worn out boots, broken strands of rope, bent spikes, shattered helms, broken hammers, rotted leather wine skins, and any other useless material the DM feels like adding. Spending more than three rounds digging in this useless material (if the players can not get a hint that it is time to move) reveals several larger than normal rats. These goblin rats are relative newcomers to the complex and have made an alliance with a wererat clan nearby. The goblin rats will observe the characters sending a runner to gather the wererats, to plan a coordinated attack nearby.

Goblin Rat (8): Intelligence 8-10 Average (human) intelligence; AL LE; AC 7; MV 9; HD 3; hp 7, 2x17, 13, 2x8, 14, 11; THAC0 17; #AT 1; Damage 1d8 or by weapon; SA nil; SD shape change; SZ S; ML Average (8-10); XP 270. 

Lycanthrope, Wererat (12): Intelligence 11-12 Very intelligent; AL LE; AC 6; MV 12; HD 3+1; hp 12, 3x13, 19, 16, 11, 10, 3x14, 23; THAC0 17; #AT 1; Damage By weapon (prefer short swords 1d6 or daggers 1d4); SA Surprise, 1% chance per point of damage of becoming a wererat; SD only hit by silver or +1 magical weapons; SZ S, M; ML Steady (11-12); XP 270.

11b2. Orc’s rest.

**The door into this room is locked and trapped with a really crude falling beam trap that has a +25% bonus chance of being spotted and disarmed. The door is locked with a simple padlock and is picked in the normal fashion. However, there are a string of bells hanging on the back of the door and opening the door roughly will cause the bells to jingle alerting the orcs inside. A character listening at the door has a normal chance of hearing the orcish language from inside the room and can estimate about four creatures inside possibly orcs.**

Inside the room are 18 bedrolls with nine sleeping orcs. The remaining nine orcs are guard and are wearing their armor and have their weapons in hand. One orc is too wounded to fight he is burning up with fever and infection.

Orc with sword and spear (8): Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 9; HD 1; hp 2x6, 2x4, 2x7, 2x3; THAC0 19; #AT 1; Damage 1-8 (sword) or 1-6 (spear); SZ M; ML Steady (11-12); XP 15.

Orc with axe and spear (8): Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 9; HD 1; hp 3x3, 2x2, 5, 8, 6; THAC0 19; #AT 1; Damage 1-8 (axe) or 1d6 (spear); SZ M; ML Steady (11-12); XP 15.

Orc, Witchdoctor 3HD: Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 9; HD 3; hp 11; THAC0 17; #AT 1; Damage 1-8 (weapon); SA spells as 3rd-level wizard; SZ M; ML Steady (11-12); XP 175; Spells Memorized: Sleep, Magic Missile, Stinking Cloud.

Mugkelastin the Dwarfeater Orc-CBHU male F9 (S 19/0, D 17, C 13, I 12, W 12, Ch 8); AL Lawful Neutral; AC -6; MV 12; hp 46; THAC0 12; XP 1400; axe, battle +2; axe, throwing of distance +2; backpack:  cassock; dry rations (1 week); fishhook; fishing net (10 ft sq); flint and steel; grappling hook; lantern, hooded; oil, lamp (per flask); potion of healing x3; wineskin; belt pouch, small; boots of the north; breeches; full armor, banded mail +2; good cloth cloak; scabbard, hanger, baldric; sword, bastard +1, +2 versus magic-using creatures; shield, medium +2; shirt.

If approached peacefully and respectfully, the orc leader will talk with the characters and offer food and drink and offers to exchange knowledge of the halls. Mugkelastin knows a little of the first level and will offer a crude map to the characters. He desires in trade that the injured orc receive healing and a fair trade of knowledge. These orcs are from an advanced tribe in the Storm Horn Mountains and got lost while exploring some ruins in their homeland when they were teleported here. 

11c. Trapped room.

**All doors into this room are trapped with javelin launching traps that fire 4 poisoned javelins (damage: 1d6 + type D poison) into the back of the character opening the door. The trap is easily disarmed by a thief and any attempt to disarm the trap receives a +5% bonus to the chance of success.**

This room is well lit and has a circular sunken depression in the center with a ring of stools around the outer rim. The stools are made of wood and have red leather padding. In the center of the depression is a large lacquered wooden lectern with several tomes and books upon it. A small ink well with a large feather quill pen sticks from the ink well and a small wisp of smoke rises from the open ink well. The ink in the well seems to absorb light and swirls in the ink well. Beside the lectern are two large stone figures roughly humanoid in shape stand to either side of the lectern, for the moment unmoving, and unresponsive.

Approaching within 10’ of the lectern activates the two golems, and they speak in unison, “If you are a student than you know better than to approach the master’s lectern, if you are the master speak my command words and I will perform the tasks that you ask of me.”

Unless the characters have encountered the evil adventuring party Shivar’s Folly, then it is unlikely that the characters have the command word for the golems. Shivar’s Folly is a rather new adventuring band originally from Luskan, having been kicked out by the Captains and are a rather pretentious lot. They have managed to acquire two new recruits that were rescued in Undermountain and now think that the influence and power of this group will increase exponentially. What the leader does not realize is that the two new recruits think he is a nut case and are looking for an opportune time to bail.

Golem, Stone Guardian (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 2; MV 9; HD 4+4; hp 28, 29; THAC0 15; #AT 2; Damage 2-9/2-9; SD 1/4 damage from edged weapons, 1/2 damage from all cold, fire, or electrical attacks; SZ M, L; ML Fearless (20); XP 420.

The lectern contains a few non-magical tomes containing insurrectionist writings (good place for the DM to place red herrings and adventure hooks), a map of a wealthy merchant’s house with writing implicating the merchant as a supporter, and some notes on how to enter and leave Undermountain through the City of the Dead, which appears to be the route used by Shivar’s Folly. The “magical” ink in the ink well has a minor glamour cast upon it that makes it reflect and shine on parchment and maintains a wet look after it has dried. Available from the better shops in town and goes for about 6 silver per bottle. The quill pen made from the feather of a condor has no special features and is available in town for about 3 silver from a good shop.

11c1. Supplies.

This room is filled with clay jars, old burlap sacks, old kegs and miscellaneous large storage containers suitable to the DM’s campaign.

Searching the room reveals a few good beets in a small clay jar (treat as one day’s rations), and a small sealed clay jar containing four sheets of fine blank parchment. Searching the room for hidden or concealed objects reveals a secret hatch in the floor, which opens to reveal a stout iron banded chest with a rusted-shut iron lock. After smashing open the chest and shattering the glass vials inside (reward thinking players who open this chest without force with some good magical potions) the chest contains 25 gold , 3 silver, 18 cp, and 2 pp. Under a false bottom, is a scroll containing three cure critical wounds spells.

11ca. Wrecked Room.

This room once had a small secret compartment hidden by a false wall. The wall is in ruins and the contents of the secret area are strewn around the room. The room is full of ruined shelves, smashed glass cases and ripped tapestries. To the left is a stack of shelves that are busted and lying on the floor. The floor is littered with scraps of scrolls, bits of shattered scroll cases, and shredded parchment. Most of the bookcases are ruined, and there is very little that has not been smashed open. Looks like something searched this room with a mace and a vengeance against wooden furniture.

Spending more than three rounds searching this room reveals that the searchers were probably orcs, and that they were not aware that this was a wizard’s stash and they were destroying several valuable magical items and scrolls with spells on them. The search was done around a month ago and from some of the stains revealed on the floor when material was moved, several of the orcs must have been slain or hurt severely by some magical protections.

An additional three rounds of searching the ruined shelves and cabinets reveals a small secret compartment that holds a delicate gold necklace with a small amber pendant that contains a silver cat figurine within the amber. This is a necklace of the cat
 and is dedicated to Bas.

A thorough search of the room searching for all hidden and magical things reveals a secret doorway on the western wall. A detect magic spell reveals that the door is magical and warded with a single glowing red rune. The door is also trapped with a cunning trap that causes the thief attempting to disarm it to suffer a –15% penalty to his chance of success. Either failure to successfully disarm the trap or opening the door without disarming the trap causes acid to spray from the doorframe striking everything within 5’ of the door. Fortunately, this acid has not survived the ages well and is not as potent as it once was and characters that fail their saving throw suffer 2d4+1 points of damage. The door is also alarmed with a 15th-level alarm spell and opening the door without dispelling the spell causes a screeching that has a 35% chance of attracting wandering monsters.

Within the secret compartment are a large steel banded oak chest and a corroded chain mail sack from which ancient gold coins have spilled. The sack contains 250 gold  of ancient dwarven coins from an unknown dwarf hold. The coins could be worth 1.5 times their value to a collector of rare coins and a dwarf might be particularly interested in these coins.

Goldbug (4): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 1; HD 1; hp 2x3, 6, 7; THAC0 20; #AT 1; Damage 1-4; SA Poison; SD Nil; SZ T; ML Unsteady (5-7); XP 65.

Searching the chest for secret or hidden compartments reveals a false bottom that contains a large twin-bladed dagger with a bone handle. Detecting magic on the dagger reveals it to be magical. A dwarf character or a character that reads dwarvish will be able to read the runes on the outside of the twin blades. The runes call this dagger “Smiter” and that it was forged to slay goblins. A ranger might be able to determine that the bone is from a goblin leg. The dagger is +1/+3 against goblins and their kind and detects goblins in a 30’ area when grasped in the hand. If the character is a ranger, and has picked goblin as his racial foe, the character will gain an additional +2 when attacking goblins to initiative and all damage and attack rolls. A non-ranger character will not benefit from this dagger except for the +1. The dagger does 2d4+1 or 2d4+3 against goblins if wielded by a ranger without goblins as his racial enemy. 

11cb. Fool’s Play.

This room is bare and full of dust. A shut, brand new, iron banded oak door is in front of you blocking access to this room. The door has an inset steel padlock that glows with fresh oil. 

(This is an illusion, and if all the characters fail their detect illusion, then the Igandul gets first attack with a +4 bonus.)

Suddenly through the door jumps a horrendous monster, which dispels the illusion. This seven foot tall horror has sour yellow skin blotched with black and purple spots and three gaunt, bristly knob-kneed legs that end in wide webbed feet. It has four left arms and two right arms of graduated lengths, the longer arms on top, which spring from hunched shoulders. Each arm ends in a wide five-fingered hand that grasps a large cleaver like bladed weapon. A thick carapace with twisted spikes similar to a turtles protects the back. The short tendon corded neck supports a wide pointed head that has a gaping, purple-lipped mouth full of needle fangs. The very large eyes are bloodshot yellow, with a metallic black pupil. A thick prehensile tail with a small fist on the end swings an ironwood club. With a roar it charges to attack.

Igandul: Intelligence Very High; AL NE; AC 2; MV 9; HD 8; hp 55 (wounded); THAC0 11; #AT 4; Damage 1-6, or by weapon; SA spit blinding poison 20’; tail can wield additional weapon; SD immune to poison; cold based attacks do 1/3 of the damage; immune to color based spells; SZ L; ML Fanatic; XP lots.

The Igandul are a strange race of amphibious explorers from a water world that seek magic from other worlds to conquer their planet.

Within the room are a dead Igandul and a slain high elf adventuring party consisting of 5 males. Searching the party reveals the party to have consisted of: High elf male F2, High elf male F2/M2, High elf male M2, High elf male T2/M2, High elf male C2. The adventurers have common gear for an elf adventurer containing any material that the DM wishes to award the party. One of the slain adventurers carries a strange magical whip. This whip is made from snakeskin and feels evil. This whip is a viper whip
 and once the command word is spoken the whip is under the control of the wielder otherwise touching the whip causes it to strike as a normal 10’ poisonous snake.

11cc. Hints.

Searching this room reveals that it was used for a campsite recently. There are still warm ashes in a fire pit in the center of the room. A small trash pile in the corner contains iron ration wrappers, three broken healing potion glass bottles (labels are from a wizard’s shop in Tilverton), several pieces of waxed paper, an empty wine skin that has a hole in it.

11cd. Oops!!

Entering this well lit room reveals it to be 20’ wide by 50’ long and occupied by an odd looking creature that rests on a floating carpet with a floating glowing glass globe over its head. This creature somewhat resembles a dragon, but is more sinewy than a dragon, but it has the wings like one. As you are pondering this creature it suddenly disappears from sight.

The spell weaver is searching for magical items and spells, the characters look like good sources of both and it will try to discern who is a spell caster by observation then attack the spell casters first.

Spell Weaver: Intelligence 17-18 Genius; AL N; AC 2; MV 12; HD 10; hp 56; THAC0 11; #AT see below; Damage as per wizard spell; SA surprise bonus when invisible; SD immune to the effects of pain and to psionics and fear based attacks; planar impenetrability; innate spell powers; invisibility at will; SZ M; ML Champion (15-16); XP 10,000.

11ba. Last resting place.

**This smaller room is also littered with the remains of various creatures but these appear to be mostly adventurers that either survived the crawler in the next room, or escaped only to die here. The size of the crawler keeps it from entering this room and there are several writings on the walls depicting names of the deceased, their homes, loved ones, and even some possible hints (or red herrings if the DM wishes). Some of these names are too faded with time to read, but some of the legible ones are: the company of nine, the black fist, the rose knights, the sons of Dezlentyr, and any others that the DM may wish to add. This writing on the wall is the perfect place to locate adventure hooks, place hints and tips, and give red herrings to confuse the players.**

As the characters are searching the room, a wispy shade rises itself from the floor and in an otherworldly voice asks in the common tongue “Did not bring any food with you, and perhaps a deck of playing cards also?” Detecting alignment on the shade reveals it to be neutral but undead and harbors no ill will towards the party. The shade continues “Sam here (points to the skeleton beside him) owes me 2,344 gold , 311 concubines, 40 bales of silk, and 42 ships of ale before we wore out the set of playing cards we had.” If asked his name he looks perplexed a minute and then says “Sael Gauntel, eldest son of Elemos Gauntel and heir to the shipping and mercenary company Stravos Gauntel and Sons of Phlan. My youngest brother lies dead over there, and has gone on to his final reward” 

Sael is friendly and willing to talk, what information he can give is up to the DM and a lot of his material is going to be centuries out of date. Again this is a good place for the DM to place information, red herrings, and anything else the players may want from the undead mercenary. Casting such spells such as speak with dead on the other has no effect and may upset Sael. Disturbing the remains of Sael, his brother and any of the others will cause Sael to attack as a shadow. First he summons his saccaanti servant and orders it to attack, speaks an unknown magical word, and then enters into melee as a shade attempting to touch as many of the characters as possible.

Sacaanti: Intelligence 8-10 Average (human) intelligence; AL NE; AC 2; MV 6, Fl 24(B); HD 4; hp 25; THAC0 17; #AT 3; Damage 1-3/1-3/2-4; SA Poison bite, wizard spells; SD Etherealness, regeneration; SZ S; ML Steady (11-12); XP 2,000.

Shadow: Intelligence 5-7 Low intelligence; AL CE; AC 7; MV 12; HD 3+3; hp 18; THAC0 17; #AT 1; Damage 2-5 + special; SA Strength drain; SD +1 or better weapon to hit; SZ M; ML Fearless (20); XP 420.

After slaying Sael and his servant, searching the room reveals a suit of full armor, blue dragon hide; and a Jump Dagger
. The rest of the treasure is: 231 gold , 380 sp, 914 cp, and several glass bottles, vials, and unguents in various containers. Searching the various potions, and such reveals three poisonous potions, two potions of extra-healing, one potion of hill giant strength, three potions of speed, three herbal unguents (of elfish make) that do an additional three hit points of healing when any form of non-magical healing is used, one unguent of burn salve, and two jars of a medicated unguent that protects the wearer from stinging insects, poisonous plants, and natural irritants such as poison ivy and sumac.

The magical word that Sael spoke was a command word of great power from the lost ages when Phlan was a great city. This power word, recall spell summons nine blue slaad from the Abyss to the location of the caster (within 2d4 rounds) and then will follow the essence of their summoner, which they are attuned to, attacking everything that is between them and the character with the essence. They will return to their native plane when either slain or they have slain the characters with the essence on them.

Slaad, Blue (9): Intelligence 5-7 Low intelligence; AL CN; AC 2; MV 6; HD 8+4; hp 49, 2x43, 2x35, 38, 31, 40, 42; THAC0 13; #AT 3; Damage 2-12/2-12/2-16; SA Disease; SD +1 or better weapons to hit; SZ L; ML Steady (11-12); XP 16,500.

The slaad have their own treasure, possibly picked up during their travels to attack the misfortunate characters. Treasure: 97 sp, 340 gold  in various cut gems, Spell Scroll, Priest: Unholy Word; Zone of Sweet Air; Spell Scroll, Wizard: Abi-Dalzim's Horrid Wilting; Acid Bolt
.

11d. Something is bugging me.

After much searching you find a secret door that opens revealing a natural passage into a large natural cavern. The door is trapped with a wraith anyone who touches the door suffers the effects of a wraiths touch. The door also has a modified and permanent wizard glue spell that traps anyone touching the door gluing them to it unless they make a bend bars and lift gates roll or are freed by companions either by force or magic. (Opening the door activates the two scaladar in the room.)

Entering the passage, you feel a chilly breeze and hear the faint metallic scraping of steel on stone. Entering the room reveals two giant metallic scorpions (scaladar, metal scorpions: m.c., 54 hp, THAC0 9; Damage 1-12/1-12/2d4 + special, electrical sting, spell immunity 45%, absorbs magic missiles and electrical attacks). Scattered around the room are the remnants of other adventurers to have found this secret room. Behind the scorpions is a large black cloth curtain obscuring the back of the room.

Searching the room reveals five human skeletons and 25 gold , a dagger (+3 venom dagger, type B poison), a studded leather buckler (+1), a thick gold ring with three small turquoise stones (ring of free action), a necklace of fine silver with a large ruby pendant (worth 250 gold ), and a platinum ring studded with a large yellow diamond (worth 200 gold , a ring of spell turning 10%).

11d1. A tight fit.

The passage back to this small room is barely big enough for a human to squeeze through (reducing movement to 1/3 normal and negating all bonuses for high Dexterity). Although after going about half way a small light source can be seen in the next room. Just before entering the next room, a blinding beam of light flies down the passage and a shrieking alarm goes off.

A beholder guards this room, having been tasked by an evil wizard. Fortunately the wizard remembers to feed his captive guard and since the wizard resides in Waterdeep, is quite close by, and will undoubtedly hear the alarm spell that the character triggered.

Looking into this room reveals five floating round beings, one that is unmistakably a beholder, the others possible related monsters. The beholder is in a perfect position to attack anything that tries to squeeze into the room through the narrow passage.

Beholder: Intelligence 15-16 Exceptionally intelligent; AL LE; AC 0 (Body), 2 (Eyestalk), 7 (Each eye); MV 0, Fl 3(B); HD 10; hp 60; THAC0 5; #AT 1; Damage 2-8; SA Magic; SD Anti-magic ray; SZ M; ML Fanatic (18); XP 14,000.

Bloodsac (4): Intelligence 2-4 Semi-intelligent; AL CE; AC 6; MV 3, Fl 18(C); HD 4+4; hp 18, 13, 20; THAC0 16; #AT 1; Damage 2d10; SA Surprise; SD Nil; SZ S; ML Elite (14); XP 420.

Entering the small room reveals it to be a comfortably furnished with a thick woven rug, several plush chairs, a low wooden desk, and a high backed leather chair with gold filigree on the arm rests and backs. On top of the desk is a glowing black orb set in a silver grillwork, a silver candelabra with four long candles that has blue flame erupting from them, but is not touching the wick or consuming the candles, and a large glass jar filled with a smoky fluid that swirls and eddies in the jar. Behind the candelabra is a large russet colored tome with metal plates for covers that has a Hessian cover. 

Casting detect magic upon the table reveals that all of the objects upon the table are magical. The bears the inscription “The Alcaister
” burned in small fine flowing letters. The leather ties binding the 46 pages of finest thick parchment each bear a single spell except the last page. Moving the tome without checking and disarming the trap triggers a simple mechanical trap that shatters the large jar (touching the large jar also shatters it) releasing the spirit wyvern (m.c.) trapped inside.

11e. The crawler.

This large room has a peaked roof that reaches 25’ and culminates in a large rusty metal gate that water drips from. A thick cloud of gnats, and flies buzz about this room settling on everything. The room true dimensions are not able to be determined because of the refuse piled everywhere. A thick, almost impermeable miasma smelling of the tomb hides the slick stone floor and rises to about four feet high (like tulle fog). The room is stuffed with the remains of great battle from long ago. The corpses of horses, oxen, mules, and the various small carts that would be pulled by these beasts of burden are scattered around the room. The dead consist mostly of humans but there are also dwarves, gnomes, elves, goblins, trolls, lizardmen, griffons, and numerous bones from unidentified species litter this room. There are several paths that wind through the dead, which are sometimes stacked over 10’ high. Most of these creatures did not die here although there are signs of several battles in this room in the various paths through the debris. Several places display the results of magic such as scorch marks from fireballs and lightning spells. Towards the center of the room, the dead are fresher and thick piles of congealed blood dot the floor. Lying among the recent corpses are three dead carrion crawlers, as well as 8 living Carrion Crawlers. With such a plentiful bounty, the Carrion Crawlers and Horror Crawler ignore one another and characters unless attacked first. 
Suddenly there is a giant roar and from under the debris you spot a humongous horror that appears to be a cross between a gargantuan carrion crawler and various bits of scrap metal and flesh.

Horror Crawler: Intelligence 5; AL N; AC 1; MV 36; HD 10+1; hp 107; THAC0 9; #AT 1 or 8; Damage either bite for 3d8 or 8 tentacle grasping attacks to drag character to mouth (treat like a roper); SA grasp; spit acid 20’ for 3d12 points of damage 3x per day; SD edged weapons do half damage; SZ H; ML Fearless (20); XP 7,200.

Carrion Crawler (4): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 3+1; hp 11, 12, 13, 4; THAC0 17; #AT 1 or 8; Damage Either bite for 1-2 or 8 tentacle attacks for paralysis; SA Paralysis; SZ L; ML Fearless (20); XP 420.

While in the room there is a 25% chance for every three turns that a magical vortex will open in the roof just under the gate and the remains of some dead creature or trash will fall from the vortex to land within the center of the room.

Searching the room reveals that at one time it was an ornate banquet hall but somehow over time it came to be a magical refuse collection point with a magically twisted super carrion crawler. Items found can be anything the DM wishes suitable to his campaign. Climbing or magically accessing the grate reveals a narrow stone chute that leads to the sewers of Waterdeep.
11f. Chariot of Doom Guardian.

This large room is shaped vaguely like the numeral four, and is 70’ long by 50’ wide. There are two doors on the western wall but no other exits. Both exits reveal another 10’ wide passageway. Scattered within the room are numerous skeletons and bones, as well as dead adventurer debris. Various ruined armor and weapons lie scattered about the room. Searching the remains reveals nothing of value and reveals that large predators have gnawed some of the larger bones and have cleaned the marrow out. 

Approaching the center of the room causes a sudden temporal rift to appear and several horrors to leap from it. The first 13 are giant shaggy dogs with misshapen heads adorned with large ears infested with lice, roaches, flies and maggots. Their wide mouths are filled with yellow blunt teeth that look more like tusks than canines. Jutting from between the teeth is a black, ripped, rotting tongue covered in leprous appearing sores. One eye within each head is a festering, oozing hole, infested with maggots and flies. The other eyes are filled with a flaming malevolent light. Their four paws appear way too large for the creature, making it seem almost club footed. The misshapen body under the coarse, infested fur bears numerous oozing infested wounds and lumps that may be tumors, some of these lumps ooze either a thick, yellow puss or drip a foul smelling black blood. A bubbling wheezing growl emits from the dogs and their breath makes you desire to vomit. 

As you stand looking at horror at these monsters the sound of a whip cracking and the pounding of hooves upon flagstones echoes through the room (35% chance of attracting wandering monsters). Suddenly a giant cavalry chariot pulled by 3 nightmares harnessed in tack made of magical fire. The traces and the reigns are made of fire. The fire tack is attached to the chariot by a large black metal d-ring at the front of the basket. The chariot is made completely of bones of various races and bonded together with a foul mixture of flesh and sinew. The top of each of the basket ribs is adorned with a grinning human skull transfixed upon a metal spike. From these skulls an eerie red light emits. The wheels are made from a dark black hardwood, adorned with bones on the spokes and bear a large metal scythe affixed to the center hub. Standing upright in the basket are two undead horrors dressed in ancient brigantine armor and wrought iron open-faced helms. One holds the flaming reins while the other prepares its weapons. The warrior wears a pair of gold embossed gauntlets, and calmly pulls a javelin from a basket mounted inside the chariot and slings a small metal shield over its arm. The driver cracks its whips and the giant dogs leap to the attack while the charioteers wait for an opportune time.

Nuuwa Dire Wolves (13): Intelligence Low; AC 1; HD 10; hp 78; THAC0 10; #AT 2; Damage 1d8/1d8; SA 30% chance per successful attack of catching a contagious disease; SD immune to cold based spells, spells effecting normal animals, and charm type spells; MR 30%; ML Fanatic; SZ L; XP 1200. These foul beings are from an alternate Prime Material Plane where magic has become an evil twisted thing, perverting everything within the land. These once normal dire wolves are now infected leprous beasts.

Nightmares: (3) Intelligence 11-12 Very intelligent; AL NE; AC -4; MV 15, Fl 36(C); HD 6+6; hp 33, 37, 35; THAC0 17; #AT 3; Damage 4-10/4-10/2-8; SA burning hooves; SD Paralyzing cloud; SZ L; ML Elite (13-14); XP 2,000

Death Knights (2): Intelligence 17-18 Genius; AL CE; AC 0; MV 12; HD 9d10; hp 111, 98; THAC0 11; #AT 1; Damage 5-16 (s/m) or 7-22 (L) (+7 hit, +6 damage); SA Spells; SD Magic resistance, Spell turning; SZ M; ML Fanatic (17); XP 26,000; these knights are wearing +3 brigantine armor and +2 helms, and a +1 small metal shield. The warrior wears a pair of Gauntlets Of Stone Giant Strength (+5 to hit +8 to damage) and a sheathed +4 Bastard Sword Of Quickness. The chariot holds 15 +1 Javelins, two +3 Flails, two +2 Hand Axes, and a bag of 50 caltrops poisoned with type B poison. The warrior wears a gold ring inset with a giant green topaz that is a Ring Of Spell Turning 10% (in addition to its natural magical resistance). The driver is wearing a Necklace Of Missiles, with four 4d8 missiles left. Unfortunately for the characters (unless the DM is kindly), all the magical items will return to the death knight’s native plane upon their destruction. A death knight's magical abilities make it especially dangerous. It constantly generates fear in a 5-foot radius, and it can cast Detect Magic, Detect Invisibility, and Wall Of Ice at will. Twice per day, it can cast Dispel Magic. Once per day, it can use Power Word, Blind, Power Word, Kill, or Power Word, Stun. It can also cast Symbol Of Fear or Symbol Of Pain once per day, as well as a 20-dice Fireball once per day. All of its magical spells function at the 20th-level of ability. A death knight cannot be turned, but it can be dispelled by a Holy Word spell. It has the power over undead of a 6th-level evil priest. Its magic resistance is 75%, and if an 11 or lower is rolled on the percentile roll, the spell is reflected back at the caster (the magic resistance is re-rolled each time a spell is cast at a death knight).

** Read the Expert Basic D&D rules for ideas on how to run a chariot fight against the characters, unless you can find the rules elsewhere. **

11fa. Gate to the Thunder Rift.

This gate leads to a fortress on the Elemental Plane of Air called the Thunder Rift
. The area that this fortress floats is known for its severe winds and thunderous eruptions. This largely ruined fort is occupied by several different creatures some natives of that plane.

11g. The Pit.

** The secret door to this room is cleverly hidden, characters suffer a –25% chance to locate the door. Finding the door and removing the false stone cover reveals an ornate, jewel-encrusted stone door. The door is gilded with gold that has deep red swirls in it and seven large red diamonds (worth 400 gold  each) and four fist-sized pieces of jade (worth 20 gold  each) at each corner. The door is trapped with a spell trigger that releases an 18th-level fire ball centered 10’ from the door. The door also bears an 18th-level wizard lock spell. The door lifts straight up into the roof, which causes a shower of acid to spray over everything within 10’ of the door. Damage done is 6d8 points, with a successful saving throw versus breath weapon reducing the damage suffered by half. **

Once this tricky door is unlocked, it raises silently into the roof revealing a narrow 10’ wide passageway that winds to the right running 40’ before turning left and ending after another 10’ in a dead end. Raising the door allows a hazy smoke to escape from the hidden hall. This smoke smells like brimstone and sulphur. Within the dead end is a large 10’-diameter hole within the floor that smoke gently pours from, which is identical to the smoke when the door was opened. Beyond the hole nestled against the wall is a small stone hut with a shale roof. All the windows on the hut are boarded shut with tarnished bronze plates upon which strange red runes glow. The front door is a large bronze-reinforced door bearing a large iron inset padlock. Similar glowing red runes adorn the door as well as the padlock.

Casting detect magic within the room reveals that the pit and the hut are very magical. The pit is actually a gate to Gehenna which if crossed causes a lesser pit fiend to be summoned and will appear within the room in 1d4 rounds. The hut is magically warded with 18th-level Sepia Snake Sigils, Wyvern Watch, and Spell Trigger spells. The door, padlock and shutters each bear an 18th-level Wizard Lock as well as a Spell Trigger spell bearing an 18th-level Chain Lightning spell. A spectre is trapped within the door and will drain one level each time the door is touched, destroying the door or opening it will release the spectre.

Inside the small hut it is stifling hot and searching the inside reveals only a small butterfly made of fire flying about. The butterfly will flutter around the characters, seeming innocuous, until it gets near a (randomly chosen character) character’s face at which time it will suddenly dart into the eye of the victim searing the eye and burrowing its way into the characters brain in 1d4 melee rounds. Consider the attack of the butterfly as a called shot, if it misses, it will sear the face of the character and will continue to flutter about until it gets close enough to try again, possibly on the same character.

Baatezu, Greater - Pit Fiend: Intelligence 17-18 Genius; AL LE; AC -5; MV 15, Fl 24(C); HD 13; hp 66; THAC0 7; #AT 6; Damage 1-4x2/1-6x2/2d6/2d4 or weapon +6 (Strength bonus); SA Fear, poison, tail constriction; SD Regeneration, +3 or better weapons to hit; SZ L; ML Fearless (19-20); XP 21,000.

Spectre: Intelligence 13-14 Highly intelligent; AL LE; AC 2; MV 15, Fl 30(B); HD 7+3; hp 47; THAC0 13; #AT 1; Damage 1-8; SA Energy drain (touch drains two life levels); SD +1 or better weapon to hit, immune to cold, paralyzation, sleep, charm and hold; SZ M; ML Champion (15); XP 3,000.

Nameless Horror (AKA Butterfly Horror): INT Average; AC 3; HD 15; hp 120; THAC0 5; Damage 3d8  + special; SA see below; SD immune to sleep, charm, hold, fire based spells, electrical based spells, and spells which effect a physical body; MR 98%; ML Fanatic; SZ T; XP a cubic butt load. The butterfly will flutter around the characters, seeming innocuous, until it gets near a (randomly chosen character) character’s face at which time it will suddenly dart into the eye of the victim searing the eye and burrowing its way into the characters brain in 1d4 melee rounds. Consider the attack of the butterfly as a called shot, if it misses, it will sear the face of the character and will continue to flutter about until it gets close enough to try again, possibly on the same character. The nameless horror is a left over from the Immortal Wars and was trapped here long ago by a forgotten Immortal, who once buried it within the mountain. It is unknown who found the horror, either the dwarves or Halaster, but it is known that either group had divine help in securing the creature.

** In my campaign one of the mages was a specialty priest of Mystra, and had received some knowledge and an enchanted jar and butterfly net made of enchanted Mithral mesh in a previous extra planar adventure. The items were left over from Mystrul, one of the earlier incarnations of the goddess of magic, before the entity of Azuth split the goddess of magic. The specialty priest was commanded by a ghostly shade of Mystrul to ensnare this creature and take it to the Elemental Plane of Fire where it could be released and would never harm another person. When the campaign ended the characters were still searching for either a native of the Elemental Plane of Fire or a way to transport the jar to the plane without sacrificing a character to do so. **

S. Weary Guards.

Entering this room reveals a party of 26 tired Gnolls, appearing ragged with lolling tongues. Resting on the floor in the middle of the group are two giant ironbound chests with long wooden carry poles inserted into the rings on the side of each chest. 

Attempting to talk to the Gnolls reveals that they are not really up to a fight and was commanded by a sub-chieftain to carry these two chests to another exit from the halls. They have been attacked several times, losing several members of their group each time. They complain about the weight of the chests and the distance that they have carried them. If the characters agree not to attack them, they will surrender the chests to the characters for a promise of safe passage away from the characters. The leader carries the keys to the chests and will surrender the keys as well. The Gnolls will not surrender any weapons, or personal treasure and pressing for these items will cause them to attack, even though they attack at a –1 due to fatigue and low morale.

Gnolls (26): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 2; hp 6x6, 6x14, 3x9, 2x11, 7, 5x15, 10, 13, 5; THAC0 19; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Steady (11); XP 35; 13 cp, 3 gold , one carries a moonstone worth 50 gold .

Inside the first chest are 363 ancient silver coins from an ancient surface kingdom (perhaps from the Arcane Age) that folded hundreds of years ago. They are worth 1.5 times their normal value due to their size. The second chest holds 224 ancient gold coins from the same kingdom. These ancient gold coins are worth 4 gold  each due to their size.

If the characters take the chests and carry them in the current state, the Gnolls will stealthily shadow them resting and waiting for an opportunity to attack the characters to gain both the chests back and the personal treasure of the characters. They will attempt an attack if they are discovered, and will attack after the characters have been attacked and look like they might have exhausted most of their spells and munitions.

12. Drow Raiding Party?

** This entry was used upon succeeding entries into the halls, and is different from the entry found in the adventure guide. **

Entering into this familiar hall reveals it to be occupied by several dark-skinned elves. They are grouped together near the southern exit to this room, talking in low hushed tones. One tall, slender female dressed in dark chain mail wearing an ornate helm is talking with a small group of 11 male dark-skinned elves dressed in various types of armor. The males are all carrying short swords with sheathed daggers, and each wears a leather bandoleer over one shoulder containing 24 short darts. The female is wearing a beautiful open-faced ornate helm made of a silvery metal, shaped like a dragon with the down-swept wings forming the cheek pieces. A mace hanging on her left hip from a leather belt encircling her hips has a head made of some dark non-reflective metal. On her right hip also hanging from the belt is an odd-looking scepter with an evil-looking carved face on one end. The belt also has six small leather compartments that the top of small metal cylinders juts from.

A stealthy character, approaching close enough will not be able to understand their language unless using magic, they are not speaking either the Drow, common or Underdark tongue. Magic reveals that they are apparently lost and just recently stumbled through a gate and are discussing a course of action. The males address the female with respect and as a person with authority, calling her Prefect Essra. These are shadow elves, and casting detect alignment reveals that they are lawful good.

Prefect Essra: F6/P6; INT 17; AC 2 (chain mail +3); hp 49; THAC0 11; MR 68%; Damage by weapon; (+4 adamantium mace); Spells: Dancing Lights, Detect Magic, Fairy Fire, Darkness, Know Alignment, Levitate, Clairvoyance, Dispel Magic x2, Suggestion, Detect Lie, Command, Protection From Evil, Sanctuary, Charm Person, Find Traps, Hold Person, Animate Dead; Blast Scepter (nine charges left – see RoUM1 magical items); her belt holds six miniaturized scroll tubes with the following spells: Cure Light Wounds x2, Dispel Magic x3, Hold Animal, Hold Monster, Speak With Dead, Withdraw.

Escorts: F3; INT average; AC 4 (leather armor); hp 18; THAC0 17; Damage 1d6+1 (short sword +1), 1d4  (dagger), 1-3 poisoned dart (sleep poison, a successful saving throw versus poison negates the poison, a failed save causes the victim to fall asleep for 1d6 rounds).

12a. Dragon’s Trophy Room.

This large room is filled with over 250 stone statues of drow elves, humans, dwarves, horses, mules, lizardmen, trolls, orcs, and many other subterranean races. The statues are exquisite in detail and would fetch a fair price on the market. The statues are almost life-like and are accurate down to the individual hairs and scales.

Taking any of the monster statues generates a modest income for the characters. However, if the characters get reedy and start taking some of the humans, there is a chance that they may recover the stone statue of a scion of a noble family. The family and their companions may not be pleased with the treatment that the deceased received and may gently request the adventurers to make amends. Even some of the drow elves may learn that a group of adventurers is selling stone statues of priestesses in Waterdeep, and may make a raid to reclaim the statues leaving notice of how the dark elves learned of the location of the statues. The outraged wealthy city citizens will correctly blame the characters for inviting the Drow into the city, and demand that the characters make restitution.

** In my campaign the characters mistakenly sold stone statues of some deceased soldiers and priestesses from the Promenade of Ellistrae. The Drow made several raids into homes to recover their fallen comrades, and the characters were forced to pay restitution. Later in the campaign several soldiers from the promenade located the characters and began an elaborate surveillance operation, that culminated with the characters capture upon their reentry into the halls. **

12aa1. Dragon’s Trash Room.

This small alcove is filled with generic and mundane adventuring gear that you would expect to find in a well stocked mercantile. The gear has been crammed in the alcove, ruining some of it, but digging through the pile reveals several pieces of usable gear.

The DM could use this pile to re-supply the characters with consumable goods, such as iron rations, torches, lamps with oil, rope, and can place red herrings and adventure hooks in journals, scrolls, notebooks, and tablets. Some of these items are scorched and blackened by fire, and all reek of naphtha. The DM can also use this room to outfit a lower level adventuring party, but I recommend having the dragon in room 12a1 gone (which it seals the ring of stone into a granite ball) and leave the players wondering about that odd giant granite ball. Perhaps they will come back later to investigate it when they are higher levels, and encounter the dragon.

12a1. The Dragon’s Trap.

This large room has an unusually tall arched roof reaching 65’ at its peak. The room is very clean, and brightly lit by six bronze chandeliers with glass globes. In the center of the room is a circle of polished granite malagtites 60’ in diameter (with about five-feet between the columns) that slopes outward at about a 15 degree tilt. The center of the ring contains a large pile of old coins, gems, rare artifacts, weapons, and other valuable treasure. 

Levitating invisible over the ring is a small pyroidial dragon
 whose lair this is. It will wait for the characters to either notice its presence or enter inside the ring before attacking. It will wait for the characters to demonstrate traits that would allow it to discern who are mages and other spell casters and which character is in charge. The dragon prefers to wait for the characters to enter the ring so that it may cause the stones to close trapping the characters inside where it can drop upon them. If the characters cast spells such as Detect Magic or Detect Evil within the room, both spells will reveal the location of the dragon. Any spell that reveals the presence of a being from either the Ethereal or other planes will also reveal the presence of the dragon, which is a native of the Ethereal plane.

Eleuthera (pyroidial dragon): INT supra-genius; AL LE; AC –6; HD 14; hp 179; THAC0 6; #AT 4; Damage 6d6 (tail), 4d6 (claw), 8d6 (bite), 4d6 (wing buffet), SA spells, breath weapons, able to phase shift; SD hit only with enchanted weapons of +1 or better, edged weapons do half damage, levitate at will, stone shape at will, teleport through shadows at will, immune to magical potions and all poisons; MR 20%; ML Fanatic; spells (cast as a 14th-level mage) fire ball, chain lightning, cone of cold, fairy fire, heal/cause serious wounds, dispel magic 30’ radius, teleport without error, alarm; spells already cast when characters into room – silence 15’ radius, invisibility; SZ L; XP a lot. This dragon has two heads each possessing a different breath weapon bestowed upon it by the Immortals who created it. The first breath weapon usable three times per day for the left head is 60’-long spray, with a 10’ wide base of liquid that turns those that it strikes to stone unless a successful save versus petrification is rolled. The second breath weapon, also usable three times per day is a spray of naphtha same size as the other breath weapon that ignites one melee round after application. Creatures sprayed with the naphtha must roll a successful Constitution check to resist being blinded for 1d4 rounds. Damage from the fire is 6d8, half damage if a successful save versus non-magical fire is rolled. The dragon eats magical writings and consumes magical potions, and hunts the halls for characters carrying these items. In a cruel twist of fate, the Immortals gave it a breath weapon that will destroy part of its food, so it is always searching for more material, hoping that the victims protected some of their magical writings from fire. For every 2,000 levels of spells, and 5,000 XP of potions it consumes, the dragon gains another HD.

Treasure: 2,500 gold , 3,400 sp, 1,000 ep, 2,500 cp, miscellaneous gems worth 2,320 gold , a necklace of six black pearls set in platinum with a platinum choker worth 5,000 gold  (a necklace of fireballs 5d6), numerous valuable rings (total worth 924 gold ), two large bracers of wrought silver (Elven masterwork – bracers of spell storing 70 levels). Several pieces of normal armor and weapons worth also lie about the room, they are worth about 1,500 gold  in the right market. One double bit elephant killer style great war axe with adamantium blades inscribed in Dethek runes “cleaver” on one side and “skeleton key” on the other (+5 vorpal great war axe).

12aa. Early warnings.

This 20’ square alcove has a domed roof reaching 25’ in the center. Once a beautiful mosaic covered the roof, but most of it has fallen apart. In the center of the room is a large stone basin holding a deep pool of fresh water. Strange ancient runes encircle the rim of the basin, which has eight beautiful live carp swimming in the water in lazy circles. Standing around the basin is three horrendous stone figures. Each of these eight-foot tall statues is carved in the likeness of an old hag. Each statue has one arm extended over the pool water, palm facing down towards the water. The other hand rests by the waist upon a glass walking cane of rainbow colors that scintillate. In the bottom of the pool are four large gold coins.

The runes around the rim of the basin spell an anagram chosen by the DM fitting his campaign. By solving the anagram and speaking the solution aloud and simultaneously shattering the three glass rods, the secret passage hidden in the center of the basin will open. This is actually a gate, and opening it will not disturb the water or fish, although the characters will have to swim the six feet to the gate’s entrance. The destination of this gate is the city gates of the ruined city of Wyneth
 or can be anywhere the DM desires. However, if one of the characters is trapped as a carp, a kindly DM could aid his companions attempting his rescue by having the gate travel either near Adonis’ avatar or to some plane or place that has knowledge of the location of the avatar.

A greedy character that tries to steal the gold coins must save versus death magic or bestowed with a curse turning them into a carp, joining the rest in the pool permanently. The pool is sacred to Adonis and only a male character of at least 18 Charisma can travel to find the god’s avatar, which possesses the sacred magical fig leaves to free those trapped in the pool, for a price of course.

12ab. Ogre’s gold.

Approaching this room, if the characters are listening, the sounds of a guttural demihuman language will echo through the halls. A character with giant craft or a Ranger whose chosen enemy is verbeegs will immediately recognize the language. Listening carefully reveals that there are at least seven of these giants.

Entering the large room reveals that in fact there are 12 verbeegs who comprise an expert adventuring company and their three half-ogres slaves who will immediately attack the adventurers. Due to the cramped quarters for the giants, they fight with a –1 to their attack rolls. The roof height is only 12’ limiting the giant’s ability to swing crushing sky-to-ground blows and prevent them from throwing large rocks.

The verbeeg chieftain wields a +2 steel alloy hand axe of sharpness with an ironwood handle. The axe has a crescent blade on one side and an eight-inch long, curved spike on the other. A large ruby worth 500 gold  is set into the butt of the handle. Inscribed on the blade in runes is the name of the weapon “death messenger.” The chieftain also wears a suit of +2 double ring mail and carries an exquisite medium shield that bestows a non-magical +1 defense bonus. A sheathed broad sword hanging on a wide embossed leather belt circles his hips.

The sergeant wields a long bow of excellent quality, and will fire arrows at the characters until he is forced into melee, which will cause him to pull his +1 double-ball morning star from his belt. If he has time and room, he will sling his +2 buckler from his back onto his left arm. A falchion also hangs in a leather scabbard from his belt and he wears +2 brigantine mail.

The rest of the verbeegs and half-ogres carry weapons and items normal to their species. The treasure from the giants is: 340 gold , 97 sp, and a small diamond secreted in the boot of one of the verbeegs worth 200 gold .

12ab1. Large alcove.

This 30’ long by 20’ wide alcove has a very large dead insect lying in the center of it. Thick layers of dust and giant spider cobwebs litter the alcove. Other than the dead insect, four other dead creatures appear to be lying in the alcove too. 

Disturbing the cobwebs releases clouds of choking dust and obscures normal vision to less than five feet for 1d4 rounds. (All creatures within 10’ of the alcove must save versus poison, or suffer a mild respiratory infection for 1d4 days, causing those infected to suffer a –1 to all die rolls. Clearing the alcove with magical or normal fire negates the mild infection but destroys the flammable treasure). 

Searching the alcove reveals that the four corpses are human adventurers wrapped in thick layers of moldering giant spider web. They are dressed in corroding ancient bronze armor, and have antiquated adventuring gear. Searching the four corpses reveals 30 gold , 10 cp, and an empty poisoner’s ring
.

12a2. Skeletons in the attic.

This 30’ square room has an unusually tall roof that appears to be part of a natural cavern. The roof height varies, reaching as high as 60’ in some places. Several large stalagmites decorate the roof, and a thick layer of giant spider webs thread through the stalagmites. A heavy layer of soot and dust upon the webs reveals that these are old webs and perhaps the creature that made them is long gone.

Climbing or using magic to search the roof reveals that there are two giant spider corpses hanging within the old webs. Both dead spiders are stitched with several sheaf arrows with raven fletching. A few of these arrows (roll 1d6 or the DM can choose a quantity) are sheaf arrows of such excellent design that they bestow a non-magical +1 to hit and damage (those of you using 3E, consider these arrows as masterwork). Cleverly hidden in a deep depression and covered with a thick layer of webbing is a small stash of valuables. There are 240 gold , 360 cp, 10 miscellaneous cut gems (worth 12 gold  total), and a set of magical adamantium lock picks +15%.

12a3. Trapped Room.

Entering this 30’ square room reveals it to be empty except for four small, bronze, bas-relief lion head shields on each wall, waist high. These shields are bright and shiny and appear as new.

Casting  a detect magic spell within the room, reveals that the floor and the shields are very magical. When a character enters into the center of the room, the floor immediately turns to quicksand and the shields each emit a 6th-level chain lightning spell. Unfortunately, the only way to avoid this trap is to go around, float through the room using magic, or string ropes and crawl avoiding putting any pressure on the floor. After the character has either sank below the floor or as soon as all weight is removed from the floor, the floor becomes solid again and the trap resets. 

At the DM’s option there can be a small key hole in each lion, with either a unique key for each shield or several copies of one key, that will either safe the trap, shut it off, or reverse it causing the floor to regurgitate all the creatures and items trapped within it.

12a4. Brass Chimera.

This room is littered with numerous dead, demihumans, humans and monsters. Debris from the dead, mostly adventurers, litters the room. Most of the debris forms a trail leading to a large jagged hole in the rear wall, about 15’ tall. Blood trails, and other stains indicate that a large predator of some kind probably inhabits this hole. As a matter of fact, deep rhythmic breathing emanates from the hole, along with a foul stench. A blistering heat waves from the hole.

The hole is the lair of a huge mechanical hydra, with nine heads. Heads number one and two heads shoot flame in a cone 60’ long with a base 15’ wide (4d6 points of damage, a successful save versus magic reduces damage by half.) Heads number three and four emit a 9th-level cone of cold spell, effects as the spell. Heads number five and six spit a 60’ long acid stream, with a three-foot wide base (6d6 points of damage, all gear worn must save versus acid.) Heads number seven and eight each cast a 9th-level chain lightning spell, effects as the spell. Head number nine alternates between emitting a 12th-level ray of enfeeblement and a 12th-level ray of destruction, effects as the spells.

Mechanical Hydra: INT Very; AC 2; HD 12; hp 96; THAC0 8; #AT 9; Damage as per head; SA spells; SD immune to mind effecting, sleep, and hold spells; immune to electrical based spells; fire based spells do half damage; SZ H; ML Fanatic; XP 9,000.

Within the lair is 2,100 gold , 40 sp, 60 miscellaneous gems (total value 1,220 gold ), 37 mp (Mithral pieces – coins from one of the lost dwarven clans worth 30 gold  each, 50 gold  in certain cities in the Underdark), 3,849 cp, 87 pp, 7 ep, four scrolls in a gold-inlaid bone and ivory case (healing, resurrection, chain lightning, identify hidden doors). A deerskin wine bota having an attached silver-inlaid ivory drinking cup, and a Mithral flip-top contains a unique magical potion. This potion when drank will turn the drinker’s skin into a silvery-metallic armor, improving their natural armor class by four points for 2d6 rounds. However, this is only guaranteed to work on dwarves, if a human or other demihuman drinks the potion, there is a 45% chance that the potion will have the effects of a paralyzation potion for the duration of the potion. There is enough for 12 applications from the wineskin. A sage, particularly a dwarven one, would pay either a high sum of money (set by the DM), or would impart with vital information critical to the characters to possess this potion and wineskin. The DM could use this to impart adventure hooks.

12a5. Dead End.

This long passageway dead-ended into a small room filled with old broken bones of various races. Written in what may be blood is:

“Here lies Shael al Fae

Whom unmerciful disaster

Followed fast and followed faster.”

A sudden growl from behind you causes you to notice that there are six giant wolves with short red-skinned demihuman riders. The riders are wearing splint mail, and each carries a trident and small shield. The giant wolves immediately start a melancholy song (all with the exception of the Abishai must roll save versus spells or suffer the lethargic effects of the wolfwere’s song).

Baatezu, Lesser - Abishai (6): Intelligence 8-10 Average (human) intelligence; AL LE; AC -1; MV 9, Fl 12(D); HD 6+3; hp 33, 24, 37, 25, 35, 28; THAC0 13; #AT 3; Damage 1-4/1-4/1d4+1; SA Poison, dive; SD Regeneration, +1 or better weapons to hit; SZ M; ML Steady (11-12); XP 9,000); Polymorphed in demihuman form, wielding +1 tridents of chaos
, wearing Abyss-forged
 splint mail armor and carrying Abyss-forged shields. 

Wolfweres (6): Intelligence High to Exceptional (13-16); AL CE; AC 3; MV 15; HD 5+1; hp 25, 19, 31, 20, 2x30; THAC0 15; #AT 1; Damage 2-12 and by weapon; SA Singing brings on lethargy; SD Iron or +1 or better weapon to hit; SZ M; ML Elite (14); XP 1,400.

12b. Diamond Golem.

The two large doors into this room are constructed of laminated oak banded with brass. Both doors are locked with large steel padlocks set into the doors. Both doors bear an 18th-level wizard lock spell and a shocking grasp spell, which does 3d8 points (a successful save versus magic reduces the damage by half) of damage each time the door is touched. Upon opening the doors, the last trap releases a cloud of red mushroom spores requiring all creatures within 10’ to save versus poison or suffer 3d4 points damage, and death in 1d4 days.

The doors open to reveal an immense room with a large stone shelf upon which rests two large chests. Standing behind the chests is a large metallic humanoid figure.

Touching either chest activates the golem who will attack until the chests are undisturbed again.

Chest #1: Trapped with a blinding flash trap, that blinds all creatures within 10’ for 3d8 rounds, a successful save versus magic reduces the time by half. Raising the lid releases four poisoned darts that strike the character standing in front of the chest doing 1d4 points damage plus the victim must roll a saving throw versus poison. Failing the saving throw causes the character to die instantly; a successful save indicates the character suffers 30 points of damage. The dart trap is of cunning design and a thief that attempts to disarm it suffers a –15% penalty to his success. The chest holds 160 black pearl drops known as eyes of the dragon worth 60 gold  each.

Chest #2: Trapped with a poisonous cloud trap that forces all within 10’ to save versus poison or suffer 3d8 points of damage. A wraith is imprisoned within the wood of the chest and each time the chest is touched, the character is victim to effects of a wraith’s touch. Raising the lid causes the wraith to release its wail and a magical lightning bolt to fly from the lock striking those within 5’ of the front of the chest doing 3d8 points of damage, unless a successful saving throw versus magic is cast reducing the damage by half. Casting dispel magic upon the chest will negate the lightning trap but will release the wraith. The chest holds a scroll and a small brown leather bag. The scroll contains the 2nd-level mage spell Saint Alamos Fire. The bag holds 60 gold  in ancient Luskan gold coins. Searching this chest for false bottoms reveals a secret compartment that contains another scroll and six small, purple glass vials containing liquid. The paper labels have long ago faded or have fallen off. The potions are: two Potions Of Healing; one Potion Of Speed; one vial of type N poison; one vial of black dragon acid; and one potion of Stoneskin. The scroll contains the 2nd-level mage spell Greater Magic Missile.

Golem, Lightning Intelligence 2-4 Semi-intelligent; AL N; AC 0; MV 12; HD 11; hp 84; THAC0 9; #AT 1; Damage 4d8; SA See Below; SD See Below; SZ L; ML Fearless (19-20); XP 2,004.
13a. The Prisoner.

Within this room is a human skeleton dressed in rotting brown robes chained to the western wall with a large rusty chain attached to a rusty collar around its neck. Both hands are manacled to the collar, and lying on the floor probably just out of reach is a moldy wooden trencher that at one time might have had food within it. An empty rotting leather wine skin lies between its legs.

Searching the skeleton reveals a thin silver cord (worth 15 gold ) around its waist hidden from sight that has a rotten leather purse attached to it. The purse contains a silver medallion with a red beholder upon one side and some magical writing upon the other, which defies translation. The medallion is magical and associated with the beholder cult, and will act as a pass into one of the cult’s secret crypts in Waterdeep. A sage of at least 18th-level can translate the magical writing which is a pass phrase into a beholder cult crypt. Also within the purse is a scroll containing a heal spell and a sheathed exquisite stiletto. The stiletto is magical and appears to be a +3 stiletto of sharpness, but it is actually a cursed –3 stiletto that will permanently graft itself to the hand that attempts to use it and unless a successful saving throw versus magic is rolled, the stiletto will wither the hand, then the arm, continuing into the body by quadrants until a successful saving throw is rolled. A remove curse spell will free the hand holding the dagger, but only very powerful magical curatives (at the DM’s discretion) can cure the effects of the withering.

13b. Dropped Coins.

A line of evenly spaced gold coins trickles down this room into the left hand passageway where a group of twenty-advanced lizardmen with a subchief are waiting.

Lizard Man, Advanced (19): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 6, Sw 12; HD 2+1; hp 4x9, 4x8, 6, 12, 7, 5x10, 3, 14, 11; THAC0 19; #AT by weapon; Damage darts, 1-4 damage or javelin, 1-6 damage, club 2-8 damage; SZ M; ML Elite (14); XP 300. 

Lizard Man, Advanced Subchief: Intelligence 11-12 Very intelligent; AL N; AC 4; MV 6, Sw 12; HD 3+1; hp 20; THAC0 18; #AT by weapon; obsidian-spiked club 3-9 damage; SZ M; ML Elite (14); XP 450. 

12b1. Guardian Golem.

This large room is very similar to the previous room and it also contains a large humanoid statue, probably another golem. This golem is made of clay and appears to be in bad shape. A large open chest lying upon the floor is probably what it was supposed to guard against, but it appears that its treasure was already looted.

Touching the chest activates the golem, which attacks until no character is touching the chest. The chest appears empty, but a careful search for hidden items reveals a small slip of paper hidden in the lining of the lid. A messy note written in soft charcoal says, “Press the silver dolphin.”

Golem, Lesser, Clay Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 7; HD 11; hp 48; THAC0 9; #AT 1; Damage 3-30 (3d10); SA Can haste self for 3 rounds; SD Hit only by magical blunt weapons, spell immunities; SZ L; ML Fearless (19-20); XP 5,000.

12c. A Strange Welcome.

This is another natural cavern filled with debris; mostly human and demihuman remains. The walls of this room are very damp. A thick layer of green algae covers portions of the walls and floor and a thick green moss covers the older bones, while the few metal remains are highly corroded. 

Digging within the debris reveals a shiny-clean silvery human skull with a silvery jawbone wired in place. Filling the eye sockets are rose-colored semi-precious stones (worth 5 gold  each). Casting a Detect Magic spell within the room reveals that the skull is highly magical. A Detect Evil spell reveals that the skull is also slightly evil (neutral-evil). Touching the skull with bare hands or casting a spell directly upon it (wearing gloves or using tools, keeps the skull dormant) activates it, causing it to flash with a bright light causing all within 10’ must save versus paralysis or be blinded for 1d4 rounds. After flashing, the skull begins to levitate, and then fly about the room muttering madly. After a round of flying about (and discerning the character with the most magical items), the skull will hover near its chosen victim and commence singing dirty sailor limericks (Barnacle Bill the Sailor, 100 Whores on the Wall, etc.) in a very loud voice. This singing has the effect of a 7th-level summon monster spell.

Singing Skull: Intelligence 17; AL NE; AC 2; MV Fl 17(b); HD 3; hp 22; THAC0 17; #AT 0; Damage nil; SA blinding flash 3x per day (all within 10’ must save versus paralysis or be blinded for 1d4 rounds), singing has the effect of a 7th-level summon monster spell, while within 10’ of any spell caster or magical device, the devices and spell caster must make a saving throw versus magic or be rendered inoperable for 1d4 rounds (spell casters lose the ability to cast memorized spells for 1d4 rounds, but the memorized spells are not lost), while within 10’ of a magical device or spell caster the skull sucks one magical charge or memorized spell of 1st – 3rd level from its victim per turn, until it has absorbed 10 such charges in any combination at which time the skull will drop to the floor apparently dead, however upon the following turn, the skull flies towards it’s chosen victim, screaming, has the same effects as casting two 7th-level summon monster spells, and all attacks and times are doubled, the skull could continue to do this forever until shut off; SD treat as artifact for destruction; SZ S; ML Fanatic (18); XP 13,000; the only way to shut off the skull is to trap in a sack or box (not a magical one) and sit upon it with nothing magical within 10’ for 1d4 turns, then keeping all magic and things away from it, will keep the skull in a dormant mode, however reactivation within 10 years will cause the skull to unerringly locate its previous victim and commence again.

12c1. The final resting-place.

Entering this 30’ square room reveals a single human skeleton, sitting upright upon the floor dressed in crumbling leather armor. A rusted and dented iron helm rests upon his skull, and his hands are crossed over a large arrow that transfixes his body, probably nailing him to the wall. A careful search of the room reveals nothing of interest except that the skeleton seems to be lying on top of a leather bag, which cannot be removed without moving the skeleton. However, the arrow does indeed affix him to the wall, removing the arrow will be required to move the skeleton to access the bag.

Unbeknownst to the characters, the roof of this room is actually quite taller than it appears. It appears only 20’ tall, but in actuality, the roof is closer to 70’ feet and opens up into a sort of antechamber above the room some 120’ wide. An illusory wall hides the real roof and several scro are waiting to attack. When the characters are preoccupied with the dead skeleton, they will drop their weighted nets, toss flaming oil flasks down and then shoot arrows into the characters. Dark-Eye will not let them engage in melee unless it appears that the scro have an unbeatable advantage.

Scro (30): Intelligence 13-14 Highly intelligent; AL LE; AC 2; MV 9; HD 3; hp 3x24, 6x22, 19, 5x18, 3x17, 2x15, 13, 2x12, 2x11, 3x10, 9, 8; THAC0 18; #AT 1; Damage 1d6, or by weapon; SA See below; SD Nil; SZ M, L; ML Champion (15); XP 270; plate mail; medium shield; broad sword; dagger; two weighted nets each; short recurve bow; quiver – 25 arrows; one oil flask each with flint and tender; one wields a +3 mace unbeknownst to him. 

Scro, Captain/bodyguard (2): Intelligence 13-14 Highly intelligent; AL LE; AC 1; MV 9; HD 6; hp 46, 44; THAC0 15; #AT 2; Damage 1d6, or by weapon; SA See below; SD Nil; SZ M, L; ML Champion (15); XP 975; field plate; bastard sword +3; medium shield; dagger; long bow; quiver – 25 sheaf arrows; weighted net (x3); two healing potions each; one protection from acid scroll.

Scro, War Priest: Intelligence 13-14 Highly intelligent; AL LE; AC 0; MV 9; HD 5; hp 39; THAC0 14; #AT 2; Damage 1d6, or by weapon; SA See below; SD Nil; SZ M, L; ML Champion (15); XP 975; field plate +1; medium shield +1; footman’s mace +2; protection from missiles scroll; two potions of extra healing; spells: cure light wounds x2; cure moderate wounds x2; draw upon holy might; spiritual hammer; chill - Old Empire.
Karlsefni Hord Dark-Eye Scro male F8/C5 S 19/0, D 17, C 17, I 10, W 16, Ch 9; AL Lawful Evil; AC -4; MV 76; hp 46; THAC0 13; XP 2000. 

** See the Yahoo FRDMing site for the NPC sheet for Dark-Eye. **

12c2a. The obscene fountain.

This small natural cavern has a thick layer of moss around it and a small ivory fountain in the back wall choked with vines and green sludge. A slow trickle of water spills from the cracked bowl, to pool on the floor in front of the fountain. This fountain must have been once very beautiful and appears to be carved of fine white marble. The water comes through a male cherub holding his penis from which the water flows. A look of pure rapture is carved onto the cherub’s face.

Unfortunately, a young yellow musk creeper occupies this room and it will attack any that gets too close to the fountain.

Plant, Dangerous, Yellow Musk Creeper Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 0; HD 3; hp 8; THAC0 17; #AT 2; Damage 0; SA Pollen (save versus poison or entranced), drain 1d4 Intelligence per round; SD Immune to mind-affecting attacks (including sleep, charm, hold and illusion); SZ L; ML Fearless (20); XP 650.

12c2b. The trash room.

This natural cavern is littered with the remains of several skeletons from various races. Searching the room reveals that most of these creatures died elsewhere and where carried or dragged into here to be consumed. All the skeletons bear evidence to the fact that creatures consumed part of them, but if it was after or before death you are not sure. What ever it is, you probably do not want to be here if it returns for a snack.

A careful search of the pile initially reveals little of value such as scraps of worthless armor, tarnished brass tackle, several broken weapons in various stages of corrosion, several worthless shields, and numerous pieces of rotten leather and hide. However, if a careful search is made for several rounds (with a 25% chance that something nasty chosen by the DM will show up) a small, good leather purse, of the kind carried by ladies of society will be found. A Detect Magic spell reveals that the purse is magical, and contains several (11) small glass and ceramic globes containing several spices. An Identify spell reveals the spices to be spikenard, black pepper, concentrated domestic cat urine, and concentrated skunk musk. This is a Spikenard Purse
, a type of unique magical item favored by urban female thieves. Its enchantment prevents the globes from shattering, or falling from the purse. An unknown magic user manufactured this device for female thieves.

** See the Yahoo FRDMing site for the particulars on the spikenard purse. **

12c2. Fool’s gold.

This long narrow hall ends in a 30’ square room. In the center of the room is a small 3’ wide, square stone plinth upon that sets a small open chest, of which several large golden coins have fallen out of. A square 29’ wide, gaudy iron chandelier with glowing glass globes lights the room, it hangs from a sturdy iron chain.

Searching the room reveals nothing of interest, however the floor bears numerous scratch marks around the plinth, only noticeable if the characters look closely. The plinth, chest, coins, chandelier, and glass globes all glow brightly if a detect magic spell is cast within the room. An extremely careful search of the room, being particularly meticulous around the walls and ceiling reveals that this room is a cunning magical trap. Removing just one of the coins causes the plinth to slam flush into the floor and the chandelier to slam down on all creatures within the room. Creatures struck by the chandelier suffer 5d6 points of damage. Creatures at the edge of the room nearest the door, can (at the DM’s discretion) attempt a Dexterity check with a penalty of –2 to dive out the door before the chandelier strikes. After the chandelier strikes, it immediately is hoisted back into place near the roof, the plinth and coins replace themselves (even if some were pocketed by characters) and a large secret door opens in the southern wall. From this opening leap 62 giant, frog-like creatures. 

Bullywug, advanced (57): Intelligence 8-10 Average (human) intelligence; AL CE; AC 6; MV 3, Swim 15; HD 1; hp 7x5, 7x8, 7x6, 10x4, 8x2, 7x7, 4x1, 7x3; THAC0 19; #AT 3 or 1 with weapon; Damage 1-2/1-2/2-5 or by weapon; SA Hop (+1 to attack, double damage if using impaling weapon); SD Camouflage; SZ L; ML Average (10); XP 65; each carries a large bladed spear that does 1d8+1.

Bullywug, advanced shaman 2HD (5): Intelligence 8-10 Average (human) intelligence; AL CE; AC 6; MV 3, Swim 15; HD 2; hp 3x11, 9, 8; THAC0 19; #AT 3 or 1 with weapon; Damage 1-2/1-2/2-5 or by weapon; SA Hop (+1 to attack, double damage if using impaling weapon), spells; SD Camouflage, spells; SZ L; ML Average (10); XP 120; Memorized: Cause Light Wounds, Entangle; each shaman carries a Lucerne hammer that does 2d4. 

The bullywugs take advantage of their leaping surprise attack and try to surround those creatures that appear the least hurt. The shaman cast their Entangle spells, trying to hit as many of the characters as possible.

A yawning chasm revealed by the secret door, leads into a hidden gate to the surface near the coast some two days travel south from Waterdeep. The bullywugs discovered this gate in a cave with a chime that rings when the trap is sprung. Within the cave is a large collection of treasure: 9,317 cp; 303 gold ; 338 pp; 630 sp; 11 pieces of uncut oriental amethyst (worth 1,000 gold  each); 10 uncut pieces of alexandrite (worth 10 gold  each); two Potions Of Healing; one Potion Of Life Restoration; and a small full bag of 25 marbles (+1 sling marbles).

12c3. Among the dead.

This small natural cavern’s walls reflect a pale mauve light with any light source. There is a layer of quartz, iron pyrite and rose quartz within the wall. Lying at the base of the back wall are six dead demihumans, possibly dwarves. Each is dressed in corroded chain mail and the non-valuable contents of their backpacks are strewn about them. One of the dead holds a short wooden staff with a tattered banner upon it.

The dead are dwarves and the banner is a black gauntleted fist, with a pair of battle axes crossed over the fist, all on a crimson field.

12c4. The camper’s delight.

This natural rock cavern alcove is hidden by ancient magics making it almost invisible. If the characters discover the alcove hidden behind the magical illusions of a false wall, they will discover a safe place to rest and recuperate.

In the center of the alcove is a cast iron fire ring set into the floor, filled with partially burnt wood. A small neat stack of dry firewood is nearby the ring, but it lacks tinder. A charred iron grate fits over the top of the fire pit and from the stains on it, it has been used to cook. The roof has a large natural chimney that a character could crawl up about 24’ before getting too small. This chimney vents the smoke and odors from the room and is magically charged to ventilate the room. The walls are covered in adventurer graffiti, markings made by other adventuring companies some famous and others not. Some messages are also on the wall, arranging meetings and the like and inquiring after friends. (The DM could plant all sorts of red herrings or hooks on this wall, such as how to operate a magic item, or the answer to a riddle, etc.)

In the far corner of the room is a large trash pile. Cursory digging in the trash pile reveals nothing of value, but some oddities. A gigantic leather boot studded with rusting iron studs, bent eating utensils, rotting cloth scraps, two empty glass jars with stoppers (good, can still be used), and numerous burnt out torches. In the bottom of the trash pile is a small iron box, without a lid or opening. Something rattles inside it. This box is badly rusted and abused, heat warped and misshapen, obviously the victim of characters using violence to gain access. Successfully cutting open the box reveals a cloth wrapped bundle. Inside the cloth is a platinum ring, inset with a large stone of moss agate (a magical mirror image ring – the ring at the command word will project from five to 16 false images of the wearer, this power is useable three times per day). Also in the box is a cat’s-eye marble worth 3 cp.

12c5. A fighting entry.

Descending these stairs, you notice that the next room is brightly lit. Several strange markings on the wall in an unknown language glow with a bright purple light. (Marked on the map with a purple asterisk – Illithid territory warnings.)

This is the other entrance to the Illithid compound, and is protected by several Illithids and their slaves. Hanging chandeliers brightly lights the room and several groups of demihumans and humans are milling about some carrying material others just seem to be waiting for something. 

12c6. The refuse and trash pile.

As the characters approach this room, the sickening smell of decay permeates the air. This room contains a large pile of rotting corpses, mostly humans. The corpses are dressed in filthy rags, are emasculated, and badly abused before they died. A speak with dead spell reveals that most of these were slaves for a large Illithid colony nearby.

There is nothing of value on these dead creatures and if the characters insist on searching for valuables in the room, they will discover several carrion crawlers and saltwater trolls eating the dead. Both monsters will attack the characters but not each other.

Troll, Saltwater (4): Intelligence 5-7 Low intelligence; AL CE; AC 2; MV 3, Swim 12; HD 6+12; hp 41, 38, 28, 39, 42, 36, 34, 40; THAC0 13; #AT 3; Damage 1-4/1-4/9-16; SA severed limbs fight on; SD Regeneration (3hp/rnd except fire damage) when in salt water; SZ L; ML Champion (16); XP 1,400.

Carrion Crawler (4): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 3+1; hp 11, 12, 13, 4; THAC0 17; #AT 1 or 8; Damage Either bite for 1-2 or 8 tentacle attacks for paralysis; SA Paralysis; SZ L; ML Fearless (20); XP 420.

12c7. The Sons.

This large natural cavern ends in a dead end of natural rock. If a character checks for magic, the wall will glow as this is the exit for a one-direction gate from Greyhawk. As the characters search the room and inspect the gate (if they figure it out), suddenly three mummy-like creatures appear through the gate. These creatures have worms that crawl through their eye sockets and drip from their body.

Kyuss, Son of (3): Intelligence 5-7 Low intelligence; AL CE; AC 10; MV 9; HD 4; hp 13, 18, 17; THAC0 0; #AT 1; Damage 1d8; SA See below; SD Regeneration and see below; SZ M; ML Fearless (20); XP 1,400. 

12c8. The Foyer of the Illithid Lair.

As the characters approach this room, they will notice that the next room is brightly lit. If the characters choose to hide and observe the room for a while, they will see an amazing site. A large group of armed drow enters the room from the right side passage. A large cart drawn by giant lizards green-skinned lizards with red spots contains 23 manacled humans. Most seem to be young boys in their early teens, but three wear the armor of fighters and look like they put up a fight before being captured. (If a character with the heraldry proficiency looks carefully, they are fighters from Ashendale). A tall female drow wearing black chain mail decorated with black widows enters the room and sounds a chime hanging on the southern wall. Suddenly four mind flayers appear in the room, and by the gestures and general body language the characters can guess that the drow are haggling over a price for the captives.

Mind Flayer (4): Intelligence 17-18 Genius; AL LE; AC 5; MV 12; HD 8+4; hp 4x60; THAC0 11; #AT 4; Damage 2; SA Mind blast; SD Magical powers; SZ M; ML Champion (15); XP 9,000.

12c9. The 40 Illithid Guardians.

This area is protected by 40 Illithid guards.

Mind Flayer (40): Intelligence 17-18 Genius; AL LE; AC 5; MV 12; HD 8+4; hp 40x47; THAC0 11; #AT 4; Damage 2; SA Mind blast; SD Magical powers; SZ M; ML Champion (15); XP 9,000.

Human, Slave (13): Intelligence 8-10 Average (human) intelligence; AL N; AC 10; MV 12; HD 1d6; hp 13x4; THAC0 20; #AT; Damage ; SZ M; ML Unreliable (2); XP 15.

12c10. Illithid Main Hall and central Lair.

12c11. Illithid training and study hall.

12c12. Illithid Breed Pool.

12ca. The muckdweller’s lair.

This large room has a floor made of fine silt and is partially filled with a large pool of stagnant fresh water. In the mud around the edge of the pool, a muckdweller family has made its home. They are fed by the other monsters in the area and are treated as a small garbage disposal. The mickdwellers will fight to the death to protect their nest.

Muckdweller (16): Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 3, Swim 12; HD 0+4; hp 16x4; THAC0 20; #AT 1; Damage 1-2; SA Water jet; SZ T; ML Average (10); XP 15.

In the lair is 420 gold  in miscellaneous uncut semiprecious stones.

12cb. Trapdoor mimicry.

This small alcove is empty and bare with the exception of a large stone block trap door set into the floor fitted with a large iron pull-ring. The trap is clean and appears in excellent condition.

The first character that touches the “trap door”, which is really a mimic, is attacked and pulled into the old well that the mimic was covering. The well is 60’ deep and partially filled with brackish water in the bottom. The mimic will retreat here to eat its meal.

Mimic, Killer 9HD Intelligence 2-4 Semi-intelligent; AL NE; AC 7; MV 3; HD 9; hp 37; THAC0 11; #AT 1; Damage 3-12; SA Glue (stick to mimic if touch); SD Camouflage, -4 penalty to victim's surprise roll, immune to acid; SZ L; ML Elite (13); XP 2,000.

In the old well is 1,180 gold  in miscellaneous uncut semiprecious stones, 48 gold , 135 sp, and four 150 gold  trade bars from Amn.

12cc. The mushroom grotto.

This large natural cavern has several colonies of large mushrooms scattered in the room. Water drips into the room from along both walls, to create shallow pools within the mushrooms. The cave is warm and very moist. The mushrooms are of numerous species, ranging from the smallest to giant specimens with bases four feet wide and tops over eight feet wide. Several of the mushrooms bear evidence of violence and destruction. A wide trail winds through the mushroom forest to exit from the room.

There are 11 shriekers within this room, carefully arranged closest to the trail. If the characters leave the trail, and enter the mushroom forest, they will set off the shriekers, alerting the myconids within the room. The myconids will observe the characters and will be friendly if the characters do not attack. The myconids have been heavily attacked by the Drow and reduced to only five members left. The myconids will offer the characters fresh water, edible mushrooms, and curative mushrooms. The curative mushrooms will heal 1d4 points of damage each. The characters will receive 1d6 curative mushrooms each.

Myconid 1 HD (4): Intelligence 8-10 Average (human) intelligence; AL LN; AC 10; MV 0; HD 1; hp 3, 2x6, 7; THAC0 19; #AT 1; Damage 1-4 ; SA Spore Clouds; SD Poisonous skin; SZ T; ML Steady-Elite (12-13); XP 65.

Myconid 3 HD: Intelligence 8-10 Average (human) intelligence; AL LN; AC 10; MV 0; HD 3; hp 14; THAC0 17; #AT 1; Damage 3-12; SA Spore Clouds; SD Poisonous skin; SZ M; ML Steady-Elite (12-13); XP 175.

Fungus, Shrieker (11): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 1; HD 3; hp 24, 23, 22x4, 21x2, 17, 12, 15; THAC0 17; #AT 0; Damage Nil; SD Noise; SZ M; ML Steady (12); XP 120.
12cd. The trap.

** Anyone entering this room, using infravision notices that the 53 bodies in the left passage are still warm. **

This large natural cavern branches into two separate passages, one to the right and left. Towards the left, an enormous pile of 53 drow corpses lies in a group on the floor. The corpses are of 50 males and three females. Suddenly, all of these “corpses” spring to life, shattering the illusion revealing them to be sahuagin.

Sahuagin, Chieftain: Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Swim 24; HD 4+4; hp 23; THAC0 15; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or weapon; SZ L; ML Steady (12); XP 420.

Sahuagin, heavy crossbow and dagger (11): Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Swim 24; HD 2+2; hp 15, 2x9, 2x10, 2x12, 14, 17, 6, 13; THAC0 19; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or Heavy crossbow (1d4+1) and dagger (1d4); SA Attack spell-casters first, crossbow has 30' underwater range; SZ M; ML Steady (12); XP 175.

Sahuagin, Baron: Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Swim 24; HD 7+7; hp 27; THAC0 13; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or weapon; SZ L; ML Steady (12); XP 975; Golden Torque Of Drowness
.

Sahuagin, Spear and dagger (14): Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Swim 24; HD 2+2; hp 2x14, 2x7, 2x12, 2x8, 13, 18, 2x11, 15, 9; THAC0 19; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or Spear (1d6) and dagger (1d4); SA Attack spell-casters first; SZ M; ML Steady (12); XP 175.

Sahuagin, trident, net and dagger (26): Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Swim 24; HD 2+2; hp 11, 2x14, 3x17, 3x16, 6, 3x10, 3x15, 5, 2x12, 2x9, 13, 8, 3x7; THAC0 19; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or trident (1d6+1, net and dagger (1d4); SA Attack spell-casters first, nets have dozens of hooks; SZ M; ML Steady (12); XP 175.

12ce. An alarm.

** This cavern has an Alarm spell cast to warn the Drow of any approaching intruders. Setting off the spell causes the Drow to appear within this room in 1d4 rounds. **

This large natural cavern is unusually smooth, as it was once a lava flow. A recent cave in has opened some of the branching passages and scattered some of the roof material. Searching the room reveals a pair of burnt-out torch stubs, a rusty striking steel, a worn-out leather boot, and a water skin with a large hole in it.

Elf, Drow (12): Intelligence High to Supra-Genius (14-20); AL CE; AC 4; MV 12; HD 2; hp 2x8, 2x7, 16, 14, 2, 2x10, 13, 9, 12; THAC0 19; #AT 1; Damage +1 to hit, +3 to damage in melee; SA crossbows (1-3, poison causes unconsciousness); SD Spells; SZ M; ML Elite (13); XP 650.
12cf. Bats in the roof.

** If the characters enter this room with any source of bright light (torch, lantern, etc) they will disturb the bats in the roof. These normal bats will fly about, shitting on the characters but are otherwise more of a nuisance than anything. Disturbing the bats creates enough noise to attract a small raiding party of sahuagin. **

This natural cavern has a high roof and is unusually warm. Searching the room reveals a thick layer of bat guano on the floor, and a large colony of bats sleeping in the roof.

Sahuagin, heavy crossbow and dagger (11): Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 2+2; hp 15, 2x9, 2x10, 2x12, 14, 17, 6, 13; THAC0 19; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or Heavy crossbow (1d4+1) and dagger (1d4); SA Attack spell-casters first, crossbow has 30' underwater range; SZ M; ML Steady (12); XP 175.

Bat, Large (7): Intelligence 1 Animal intelligence; AL N; AC 8; MV 3, Fl 18(C); HD 1d4; hp 3x4, 2x1, 3, 2; THAC0 20; #AT 1; Damage 1d2; SA Bite has 1% chance per hit of damage it inflicts that target gets rabies; SD +3 AC bonus versus missile fire from opponent with a Dexterity less than 14; SZ M; ML Unsteady (5-7); XP 35.

12cg. A crossroad.

Searching this large natural cavern reveals a glass smooth stone column on the western wall. There are two passages branching from the main passage, one to the right and left.

Casting detect magic within the room indicates that the column is magical and several runes become visible. These are drow territories warning runes and a character with knowledge of the drow language will be able to discern the warnings, which state simply that all non-drow will be slain or turned into slaves.

12cg1. The drider trap.

** The black dots on the map indicate where four driders are waiting in surrounding globes of darkness, waiting for the adventurers to enter the room. The drow raiding party made an agreement with these driders to attack the adventurers. An eigth-level bard/mage is floating nearby on the roof hidden by the stalactites floating in a globe of darkness. She will insure that the adventurers are attacked by the driders and will attempt to drive the characters into the following room, to the remainder of the raiding party. She will trigger the portcullis so that it falls behind the last adventurer trapping the characters in this room. If the battle goes against Lynnann'nales, she will toss several handfuls of caltrops (each treated with drow sleep poison), and beat on her drums of deafening, and flee back to the drow stronghold. She may use her hand crossbow with quarrels dipped in drow sleep poison, but prefers to avoid melee.**

This natural passage slowly narrows to about 15’ wide with a side passage branching to the right. The main passage opens into a large natural cavern about 25’ across and about 15’ long. The room is partially filled with fine soft sand. Searching the room reveals a few miscellaneous bones in the sand and a few scattered old cobwebs.

Suddenly behind the party, a large metal portcullis falls silently blocking any retreat. From the roof a sudden flurry of arrows swarms towards the adventurers.

Elf, Drider Mage: Intelligence High to Supra-Genius (14-20); AL CE; AC 3; MV 12; HD 6+6; hp 38; THAC0 13; #AT 1; Damage 1-4 (+ poison) or by weapon; SA Spells as 8th level mage; SZ L; ML Elite (14); XP 3,000.

Drider (3): Intelligence 13-14 Highly intelligent; AL CE; AC 3; MV 12; HD 6+6; hp 44, 25, 47; THAC0 13; #AT 1; Damage 1-4 (+ poison) or 1-8 (sword, battle-axe, or bow); SA Spells; SD Magic Resistance; SZ L; ML Elite (14); XP 5,000.

** See the Yahoo FRDMing site for the NPC sheet for Lynnann'nales, and the encounter sheet for this room. **

12ci. A sudden drow attack.

** Unbeknownst to the party, they have been noticed by a large drow raiding party, which is why the driders attacked them to drive them into the trap. This cunning trap will force the characters to suffer several barrages of missiles and magic before they can close with their attackers. There are several mages floating near the roof in cubes of darkness, and the rest of the fighters are spread throughout the room to either side of the main passage. When the characters pass between them, the drow attack, with the mages dropping spells first then the fighters launching poisoned quarrels. **

Entering this large natural cavern reveals that it is at least 30’ wide, incredibly dark and silent. As you enter further into the room, a sudden magical attack is launched from the roof. Just after the magical attack, a flurry of hand crossbow quarrels fly from the darkness on both side of your party.

** See the Yahoo FRDMing site for the encounter sheet for this room. **

12cj. A shadowy pursuit.

** As the characters enter into this room, they hear sounds of something pursuing them. There is nothing within sight, and casting a detect magic spell, reveals a shimmering curtain of magical energy that chases the characters, making noise but does nothing else. There is a 25% chance that the characters will encounter the hunting male gorynych in this room, instead of room 12ck. **

Suddenly you hear sounds of something pursuing you. The sounds are keeping pace with you but there appears to be nothing there.

12ck. The Lair of the Gorynych.

This large natural cavern is partially filled with several loose bones, rusting armor, and bits of rotting animals and demihumans. In a deep depression in the center of the sand in what looks like a nest is a 50’ long monstrosity, resembling a dragon gone bad. It has a long and supple body like true dragons, but is covered in tiny blue-green scales. It has giant bat-like wings with scales so fine they almost resemble a feathered pattern on the leathery surface. This creature has three wolf-like heads, each on its own long serpentine neck. Its tail begins with three separate tails, but each of the three tails branches into 12 whip-like tails.

This is the temporary lair of a mated pair of gorynychs. The female is in the nest, heavy with eggs, while the male is nearby in room 12cj hunting for her. He will come running into the room, within 1d4 rounds, when the female is attacked.

** See the Yahoo FRDMing site for the encounter sheet for this room. **

Treasure: 10, 531 cp, 4,274 pp, Alchemy Jug, Bag of Holding 1,500 lbs., 41,053 gold  in miscellaneous gems and precious art works, Philter of Love, Potion of Delusion, Scroll of Protection from Magic, and a Scroll of Protection from Water.

12ck2. A small retreat.

This room has seven human skeletons dressed in rusty armor lying in one corner of the room. Searching the remains reveals only 3 gold  under one of the skeletons and that all sources of water and food are gone, and that these four men and three women did not die from injury but most likely starvation or dehydration.

12ck3. A fork in the road.

This wide room branches into two passages, one to the right and left. Both passages bear heavy scratches in the stonewalls and several small loose stones that were ripped from the walls. Several black iridescent scales are scattered about the room and the entry to the two passages.  Searching the room reveals a broken black claw, almost three feet long. 

A character with knowledge of dragons can discern that the scales and claw are from a shadow dragon.

12ck4. An Empty Room.

Searching this room reveals little of interest except for a bent silver fork (worth two sp), and a small leather purse with rotting cotton strings. The purse contains: 3 gold , 4 sp, and 2 cp.

12ck5. The grell colony.

This large natural cavern has several bones scattered about. There are several pieces of mundane adventurer’s equipment strewn about the room. Searching the room reveals only normal mundane adventurer’s equipment, up to the DM for quantities. 

As the characters search the room, the small grell colony hidden in the roof attacks one of the characters, preferably one that is separate from the rest of the group. These grell are unusual specimen of his species, unusually intelligent and has collected some magical items. One grell wears a Ring of Protection +3, and another has a Wand of Lightning with eight charges left. The grell will attack a group of characters with the wand.

Grell, Worker (8): Intelligence 8-10 Average (human) intelligence; AL NE; AC 5; MV 0, Fl 12(D); HD 5; hp 32, 31, 2x26, 22, 18, 30, 13; THAC0 15; #AT 11; Damage 1-4 (x10)/1-6 or by weapon; SZ M; ML Elite (13-14); XP 2,000.
Searching the roof reveals Potion of Super-heroism; Potion of Ventriloquism; Scroll of Protection from Lycanthropes; a Shield, body +1; and 7,050 gold  in various uncut gems.

Also cached in the roof is a Dwarven Claymore +2 of Sharpness. The pommel is inset with a large sapphire worth 200 gold . The hilt is shaped like the head of a dragon with the wings forming the cross guard. This weapon is a clan weapon sacred to the Iron House clan and there is a 5% chance per level of a dwarven character that they will know which clan it belongs to. The DM could use this as an adventure hook with the adventurers attempting to find the clan and return the weapon, especially if one of the characters is a dwarf. If the characters decide to keep the weapon, the DM has the option of having the dwarfs attack the characters, seeking to reclaim the weapon from the thieves. If the characters take the sword to Mellomir, a human sage who resides in Arabel, and specializes in dwarven culture, he will inform the characters of the sword’s worth and history.

12ck6. A room with rubble.

At one time part of the roof fell from this room, leaving the room partially filled with rubble. By crawling through the doorway, there is enough space to crawl through this room. At the top of the pile are several giant ants that attack any character crawling over the rubble.

Insect, Ant, Giant, Worker (48): Intelligence 0 Non-intelligent or not ratable; AL N; AC 3; MV 18; HD 2; hp 5x10, 8x11, 2x6, 4x5, 2x13, 2, 6x8, 5x9, 5x7, 2x3, 5x12, 2x14, 15; THAC0 16; #AT 1; Damage 1-6; SZ M; ML Average (9); XP 35.

Insect, Ant, Giant, Warrior (40): Intelligence 0 Non-intelligent or not ratable; AL N; AC 3; MV 18; HD 3; hp 4x9, 5x14, 3x12, 5x11, 3x16, 4x13, 8, 17, 10, 4x19, 5, 22, 3x15, 2x21, 20, 23; THAC0 16; #AT 1; Damage 2-8; SA if bite hits, sting for 3d4 (save to 2d4); SZ M; ML Average (9); XP 175.
12ck7. Strange teeth.

** The door from room #17m is barricaded and will not open from this side. **

This small room appears empty except for a layer of heavy dust, a scattering of old cobwebs along the roof of the right-hand passage, and two broken teeth at the middle of the left-hand passage. These teeth are about 18” long and razor sharp.

12ck1. A drow entrance.

** Since in my campaign, the characters were making enough noise to wake the dead, I thought that I would stress the importance of silence. My premise was that the battles between the characters and the kuo-toa have alerted a local Drow community who decide to bank on their good fortune and attack as well, hoping to emerge victorious with the spoils. **

This room is suddenly filled with numerous drow elves. Some of the drow are riding on giant lizards, others are flying but most are running. Several drow women dressed in ornate armor are shouting orders and urging the group to attack.

Lizard, Subterranean (6): Intelligence 0 Non-intelligent or not ratable; AL N; AC 5; MV 12; HD 6; hp 21, 30, 19, 33, 25, 24; THAC0 15; #AT 1; Damage 2-12; SA If hits with a 20, take double damage (2-24) and 2-12 each round (no attack roll); SZ H; ML Average (8-10); XP 650.

Elf, Drow (22): Intelligence High to Supra-Genius (14-20); AL CE; AC 4; MV 12; HD 2; hp 8x8, 2x7, 16, 14, 2, 6x10, 13, 9, 12; THAC0 19; #AT 1; Damage +1 to hit, +3 to damage in melee; SA crossbows (1-3, poison causes unconsciousness); SD Spells; SZ M; ML Elite (13); XP 650.

Lliasill'salas C13; Drow female. See the Yahoo FRDMing site for the NPC sheet.

12cl. A kuo-toa mine.

** Providing that the characters have not alerted the kuo-toa to their presence before this room, the slave miners and their kuo-toa masters will be ignorant of the character’s approach. However, if alerted, the kuo-toa will drive the slaves into the pens and summon more kuo-toa to defend the mine. **

Approaching this room, you hear the sounds of a whip slashing the air, and the sounds of digging and moving earth. Entering the room reveals a large mining operation guarded by 13 kuo-toa. One kuo-toa that appears to be the leader of the guards wears golden-hued armor and a matching helm. The slaves that they are forcing to mine are mostly human and demihuman. Several gnomes are present and they are operating large sorting bins that shake and separate the dirt from the gems. Large bins of rock dot the room, and a steady line of slaves hauling bags of rocks leaves the room.

The treasure from this room is approximately 23, 890 gold  in uncut gems.

** See the Yahoo FRDMing site for the monster roster for this room. **

12cm. Entryway into the Kuo-toa den.

This large natural cavern is about 44’ wide and 40’ long with a large exit at the southern? End. A group of 12 kuo-toa guards this room. Should the characters attack one or more of the kuo-toa will flee to warn the others. 

Kuo-Toa Intelligence (9): 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 2; hp 7, 11, 2x6, 12, 9, 3, 8, 14; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135. 

Kuo-Toa (3HD) (2): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 3; hp 13, 21; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 165.

Kuo-Toa (5HD): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 5; hp 24; THAC0 16; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 200.

Human, Slave (2): Intelligence 8-10 Average (human) intelligence; AL N; AC 10; MV 12; HD 1d6; hp 2, 5; THAC0 20; #AT 0; Damage ; SZ M; ML Unreliable (2); XP 15. 

12cn. Nursery Den of the Kuo-toa.

This large natural cavern is 50’ long and 45’ wide and very warm with a deep sandy floor (reduces movement by one degree). Three floating globes of light near the roof dimly light the room. In the southeast corner of the room is a large depression in the sand. The depression is filled with pregnant female kuo-toa and their tenders. Many kuo-toa protect this nursery and will leap to attack the characters.

A and B lead to the main hall, 60 more kuo-toa will enter the room and attack the characters from this room if they hear a battle or are alerted by the kuo-toa in the room.

C – This hallway is blocked by large pieces of red cloth. This leads to the back way into the kuo-toa chieftain’s den. There is a 20% chance that the chieftain is in his den.

D – Hallway bypassing the main hall, guarded by 16 kuo-toa.

Kuo-Toa (60): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 2; hp 5x9, 4x4, 7x11, 8x7, 5x12, 5x10, 5x6, 5x5, 4x13, 2x14, 6x8, 3, 2, 16, 15; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135.

Kuo-Toa (4HD) (16): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 4; hp 22, 2x21, 8, 4x18, 2x19, 11, 28, 20, 2x16, 10; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 175.

Human, Slave (35): Intelligence 8-10 Average (human) intelligence; AL N; AC 10; MV 12; HD 1d6; hp 10x5, 5x1, 5x4, 7x3, 4x6, 4x2; THAC0 20; #AT ; Damage ; SZ M; ML Unreliable (2); XP 15.

12co. The Main Hall.

This is the central hall of the kuo-toa tribe. As the characters enter here, there are several wooden huts made of driftwood and several small depressions in the floor. A large amount of kuo-toa is gathering to attack the characters.

** See the Yahoo FRDMing site for the monster roster for this room. **

12cf1. The altar.

A large altar dedicated to some unknown deity dominates this natural cavern. Scattered about the room are numerous corpses of kuo-toa and drow. As the adventurers begin to search the corpses, two new groups enter the room. The kuo-toa appears from the hallway running into the room and a group of drow fighters (who were teleported in) appear in the center of the room from thin air. Immediately a three-way battle ensues with the adventurers as one of the participating groups.

The altar is dedicated to Blibdoolpolp, god of the kuo-toa. 

** See the Yahoo FRDMing site for the monster roster for this room. **

12cp. Lizardmen.

Searching this large cavern reveals that it is empty except for 11 advanced lizardmen who are searching this room. They do not necessarily want to fight and will listen to a reasonable offer of peace.

Lizard Man, Advanced (11): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 6, Sw 12; HD 2+1; hp 12, 3x14, 2x8, 2x4, 7, 15, 6; THAC0 19; #AT by weapon; Damage darts, 1-4 damage or javelin, 1-6 damage, club 2-8 damage; SZ M; ML Elite (14); XP 300.
12cq. Another exit at last.

** If the adventurers have slain the previous group of lizardmen, the lizardmen will be hostile, immediately attack, and not be willing to talk. If the characters talk to these lizardmen, and agree to a truce, the 11 lizardmen will escort the characters to the lizardmen shaman, introducing them. The yuan-ti will be enraged and immediately attacks the nearest creature to it. **

The floor of this hall slopes down sharply and as you reach the bottom, the sounds of the ocean reaches your ears. Entering a large circular natural cavern that has two passages that travel around a large stone buried in the sandy floor. The sand is littered with (lizardman) tracks and if a cautious approach around the large stone is made, a large cave mouth is revealed.

Should the adventurers have exited at night, they will see 15 unusually large lizardmen grouped around a small campfire. They are eating fish and drinking from gourds and talking quietly. Behind the lizardmen are six large wooden dugout canoes, beached on the sand. A tall, very slender individual totally covered in a large robe is sitting beside a separate fire removed from the other group of lizardmen. It is talking to another large lizardman wearing ornate shell jewelry and an elaborate headdress made of brightly colored exotic bird feathers. Using magic such as pass without trace and invisibility, a character could approach the lizardmen and listen to the conversation. The group of 15 lizardmen is discussing the foolishness of this scouting party and they are freezing. The two separated creatures are arguing. The robed individual wants to continue the scouting mission, whereas the large lizardman wants to end the mission and begin the return trip tomorrow morning to their native islands. From their discussion, the characters can infer that these lizardmen are an advanced tribe from the south and have come up here at the urging of the robed individual. The characters will also gather that the lizardmen have lost several party members due to the cold and the rough sea trip up the coast.

If the adventurers have exited during the day, the lizardmen and robed individual are gone. Searching the beach reveals their tracks, cold campfire and their canoes left behind under the cover of some grass and leaves. Following their tracks, the lizardmen have traveled up the beach heading for a ruined lighthouse. The ruined lighthouse sits on the point of a bluff. The mirrors and glass surrounding the lamp were removed, and the turning mechanism has rusted solid. However, the house is still good, although it has suffered a fire. The well in the courtyard is still good. The lizardmen will be searching the lighthouse when the characters arrive.

The lizardmen do not necessarily want to fight the characters and will listen to a reasonable truce suggestion. However, the yuan-ti will want to kill the adventurers and if the lizardmen talk to the adventurers, the yuan-ti will attack both the characters and the lizardmen. Slaying the yuan-ti will not effect the lizardmen, and they will talk to the adventurers stating that a nearby yuan-ti tribe had recently been pressuring the lizardmen tribe to become more war-like, but the lizardmen would rather not, but they fear the yuan-ti. If the lizardmen and characters part in peace, the lizardmen will give the characters 350 gold  in various shells, pearls, and coral jewelry.

Lizard Man, Advanced (13): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 6, Sw 12; HD 2+1; hp 2x9, 2x8, 6, 12, 7, 3x10, 3, 14, 11; THAC0 19; #AT by weapon; Damage darts, 1-4 damage or javelin, 1-6 damage, club 2-8 damage; SZ M; ML Elite (14); XP 300. 

Hyas'cri Lizard man male Sh10: S 18, D 17, C 16, I 15, W 16, Ch 9; AL True Neutral; AC 0; MV 6, Sw 12; hp 72; THAC0 14; XP 4,000. 

Hyatz'se Lizard Man-CBHU male C9: S 17, D 14, C 15, I 13, W 17, Ch 7; AL True Neutral; AC 0; MV 6, Sw 12; hp 45; THAC0 16; XP 3,000. 

Yuan-ti abomination: Intelligence 17-18 Genius; AL CE; AC 0; MV 12; HD 9; hp 70; THAC0 11; #AT 2; Damage 1-10 + 1-6 for poison; SA bite, poison, spells; SD scales instead of skin; SZ L; ML Elite-Champion (14-15); spells: cause fear, darkness 15’ radius, sticks to snakes; +2 scimitar of speed, ring of protection from cold, leather gloves, good cloth robe; XP 2, 755. 

Searching the surrounding area reveals a trail leading to a small seaside fishing and trading village. The village consists of seven wooden buildings. A small inn, a bar, a trading post, blacksmith and stable with tack shop, and some common buildings. The inn is called the Raging Siren and has a single row of chairs along a bar. The trading post has a small amount of mundane items, at +45% the cost listed in the PHB. The characters will discover that they are on the Southern end of Mount Waterdeep, and must travel either around or over the mountain to return to Undermountain.

12ckr. The storage place for a mage.

This room has a pair of large double stone doors; each adorned with a large stone beast-head knocker. The knockers are in the likeness of panthers, and have small gems (rubies) for eyes. An inset lock is between both knockers; the area around it shows much abuse. The floor in front of the doors shows many small pockmarks.

Disturbing the knockers or picking the lock, causes the door to emit a pair of summoned monsters (treat as a Monster Summoning IV spell, but roll twice (modified Nadrun’s
 type 11 door)). The summoned creatures will attack the characters, never each other, and will disappear when slain without leaving a corpse. Opening the doors causes 24 javelins to drop from the roof striking with a THAC0 of 9. Roll 2d4 to determine how many javelins strike each character. The javelin trap magically creates more normal javelins and resets itself in 2d4 rounds. The javelin trap is cunningly made and difficult to disarm; a thief has a –25% chance of successfully disarming this trap. Unfortunately, the magical monster-summoning trap can not be disarmed.

This large natural cavern has a thick layer of dust and fine sand that has blown into the room, under the doors, coating the stone floor. Through the dust and sand on the floor, a diagram is discernable, etched into the floor. The diagram is five feet in diameter, in an odd geometric shape (tetragonal) with a small granite plinth on top of, which is placed a small granite pedestal with a top slopped away from the diagram. The plinth and pedestal are nearest to the door, and the top appears made to hold a large book.

Searching the dust on the top of the pedestal reveals the remains of a tome resting on the pedestal. The tome is protected with an 18th-level Sepia Snake Sigil spell, but will open otherwise. Opening the tome reveals a riddle:

What word am I talking about?

The first two letters mean a man,

The first three letters mean a woman,

The first four letters mean a great man,

And all the letters mean a great woman?

Answer: Heroine, which is the command word to operate the magical, extra-dimensional storage space.

Correctly answering the riddle will cause a framework of energy shaped like the geometric pattern on the floor to rise from the floor. At several vertical points in the framework rests a clear glass jar. Any character can reach into the framework and remove the jars. The jars have to be smashed open, but reveal the following treasure: one Rod of Wonder, Mark 2; one wizard scroll (Sinuous Horrors, Shellskin, Spiritual Trident, and Siren Song); and four magical Stone of Missiles, 5d6 each.

12cks. Kuo-toa ambush.

The kuo-toa had a trap set here attempting to catch the sahuagin, but unfortunately, they have caught several hook horrors instead. The hook horrors are trapped in the large heavy weighted nets and the kuo-toa are attempting to kill the hook horrors and reset their trap. When the characters arrive, the kuo-toa will attack them forgetting about the hook horrors in the nets. During the battle between the characters and the kuo-toa, the hook horrors will free themselves and attack both the kuo-toa and the characters.

Hook Horror (9): Intelligence 2-4 Semi-intelligent; AL N; AC 3; MV 9; HD 5; hp 2x21, 27, 20, 2x29, 16, 26, 17; THAC0 15; #AT 3; Damage 1-8/1-8/2-12; SZ L; ML Steady (11-12); XP 175.

Kuo-Toa (4HD) (2): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 4; hp 25, 23; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 175.

Kuo-Toa (11): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 2; hp 8, 12x3, 11x2, 9, 10x4; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135.

Searching the room reveals 289 sp, and 83 pp. 

12ckt. The Battle. 

This small natural cavern’s floor is covered in a deep layer of fine sand. Battling in the sand are two groups of subterranean aquatic monsters. Several kuo-toa and sahuagin are battling in this room. If the characters sit and wait for the outcome of the battle, the kuo-toa will win, but will be badly injured. However, if the characters jump into the battle, both groups of monsters will form a temporary truce and attack the characters.

Sahuagin, Spear and dagger (9): Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 2+2; hp 2x14, 2x12, 13, 18, 2x11, 15; THAC0 19; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or Spear(1d6) and dagger (1d4); SA Attack spell-casters first; SZ M; ML Steady (12); XP 175. 

Sahuagin, trident, net and dagger (14): Intelligence 13-14 Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 2+2; hp 2x14, 3x17, 3x16, 3x15, 2x12, 13; THAC0 19; #AT 1; Damage 1-2/1-2/1-4/1-4/1-4 or trident (1d6+1, net and dagger (1d4); SA Attack spell-casters first, nets have dozens of hooks; SZ M; ML Steady (12); XP 175.

Kuo-Toa (19): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 2; hp 18x3, 17x3, 12x5, 11x3, 13, 10x4; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135.

This area used to be under the control of the sahuagin, but the kuo-toa has wrested it away from them by superior numbers. Searching the room reveals 245 gold  worth in miscellaneous semiprecious stones and gems. Buried in the sandy floor of the alcove on the western wall, is a large blue glass bottle with a corroded cork stopper. The bottle contains a large piece of parchment with some writing on it too faint to read through the glass. Attempting the remove the parchment through the small opening will destroy the parchment as will smashing the bottle. Carefully cracking open the bottle frees the parchment but it will require careful handling, as it is brittle. Carefully moistening the parchment will allow it to be rolled open revealing several lines of text written in black ink in the Common tongue (Give players X6 Quagmire handout). Reading the text reveals it to be a plea of help dated early spring from Molariah, King of the Swamp, Ruler of the City of Quagmire
.

12cku. Kuo-toa stash.

Entering this small natural cavern reveals 14 digging kuo-toa. There is a 45% chance that if the characters have alerted the kuo-toa by noisily battling the other guards, these kuo-toa will lie in wait with a trap (weighted nets). A minor priest and some guards are attempting to stash some valuables away from the rest of the clan.

Kuo-Toa (4HD) (2): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 4; hp 25, 23; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 175.

Kuo-Toa Priest (6HD) (2): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 6; hp 35, 26; THAC0 15; #AT 1 or 2; Damage 2-5 and/or by weapon type; SA lightning, pincer staff, (+1 to hit and damage with weapon); SD immune to poison and paralysis; SZ M; ML Elite (13); XP 600.

Kuo-Toa (11): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 2; hp 8, 12x3, 11x2, 9, 10x4; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135.

Searching the hole reveals: 254 gold  in miscellaneous gems and coins.

12ckv. Kuo-toa guards.

This medium-sized natural cavern is patrolled by several kuo-toa, aided by their slaves.

Kuo-Toa (7): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 2; hp 17, 11, 12, 9, 14x2, 3; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135. 

Kuo-Toa (3HD) (2): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 3; hp 13, 21; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 165. 

Human, Slave (9): Intelligence 8-10 Average (human) intelligence; AL N; AC 10; MV 12; HD 1d6; hp 2, 5x3, 6, 7, 13, 22, 25; THAC0 20; #AT 1; Damage nil; SZ M; ML Unreliable (2); XP 15. All but three of these human slaves will cower along a wall during the battle. The three that leap to the aid of the adventurers are imprisoned adventurers (suitable to the DM’s campaign) and can be of some aid to the characters because of their knowledge of the tunnels. 

12ckw. Kuo-toa encounter.

Entering this long narrow natural corridor reveals little except a large hole in the sandy floor. The sound of the ocean emanates from this hole and occasionally seawater will splash from the hole soaking those within five feet. Several webbed tracks lead from the hole, heading for the larger caverns (kuo-toa tracks).

As the characters are standing there, a kuo-toa patrol returns and immediately attacks the party.

Kuo-Toa (12): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 2; hp 7, 11, 2x6, 12x2, 9, 3, 8, 14x3; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135. 

Kuo-Toa (3HD) (6): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 3; hp 18x3, 21x3; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 165. 

Kuo-Toa (5HD): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Sw 18; HD 5; hp 33; THAC0 16; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 200.

Searching the bodies reveals 210 gold  in miscellaneous gems, precious and semi-precious stones.
12ckw. Sea cave.

This large sea cave is mostly filled with seawater. A brief sandy beach leads to the water, which is littered, with various old bones. Digging through the sand reveals a small pile of 13 gold coins in a rotting, water-soaked leather purse. Around a thick layer of weeds near the center of the pool is another scattering of various coins and gems that glint in the light (if the characters are using a torch or lamp, if they are using natural abilities, these coins will not be discovered until they search the pool).

This underwater grotto is the home of a giant octopus who will gladly consume any adventurer that enters his home.

Octopus, Giant: Intelligence 1 Animal intelligence; AL N; AC 7; MV 3, Sw 12; HD 8; hp 63; THAC0 13; #AT 7; Damage 1-4/1-4/1-4/1-4/1-4/1-4/2-12; SA Constriction; SD Ink, color change; SZ L; ML Elite (13); XP 2,000.
Searching the grotto reveals 15 gold ; 24 pp; an aquamarine (500 gold ); an azurite (10 gold ); two small pieces of lapis lazuli (10 gold ); and a small piece of malachite (10 gold ).
12ckx. Large natural cavern.

This immense cavern has a floor covered in fine sand (reducing movement rate by one degree) that sucks at your boots, and makes progress very slow. Scattered about the southeast wall are a large amount of fine blue-green scales, large, cracked pointed teeth, and various bones. Some scattered armor and broken weapons are scattered around the room but in no apparent location are they concentrated.

A large twin-headed snake that has learned to hide under the sand inhabits this room. It is very smart and an unusual specimen of its species. It will raise one head distracting the characters while the rear head attacks the last character in line, trying to smother them before they can warn their companions.

Snake, Huge Amphisbaena, Elder (Intelligence Semi to Low (2-7); AL N; AC 3; MV 12; HD 12; hp 78; THAC0 8; #AT 2; Damage 1-12/1-12; SA Poison bite (save at -4 or die), two heads (one at each end); SD immune to cold; SZ H; ML Average (9); XP 1,975.

12cky. Another exit.

Entering this room reveals a plain, five-foot tall stone plinth in the center of the room. This plinth has a large depression in the center that is moist to the touch. A detect magic spell reveals that the plinth is very magical. Pouring water into the depression, filling the top of the plinth causes the teleportation gate to operate, teleporting everything within 10’ of the plinth to a seaside cave in (location). This cave is partially filled with sand, a large rotting pilot whale and four saltwater trolls eating the whale. The saltwater trolls (skags) are startled at the appearance of the characters, giving the characters initiative.

Troll, Saltwater (4): Intelligence 5-7 Low intelligence; AL CE; AC 2; MV 3, Sw 12; HD 6+12; hp 41, 38, 28, 39, 42, 36, 34, 40; THAC0 13; #AT 3; Damage 1-4/1-4/9-16; SA severed limbs fight on; SD Regeneration (3hp/rnd except fire damage) when in salt water; SZ L; ML Champion (16); XP 1,400.

The characters will have to walk to the nearest town (city) which is (distance) away. Once there they will need to purchase transportation back to Waterdeep if the DM desires them to reenter the halls, or experience adventure as they travel back on the land route.

12d. Deadly guardians.

This room has 19 various corpses in them. Ten of these corpses are humans, four orcs, and five drow litter the floor. All of their weapons and armor have been removed and each appears to have been stabbed in the back.

Fifty-six skeletons guard this room. Only 40 of these skeletons are of the guardian variety, the rest are the animated remains of their victims. The password to get past the guardian skeletons safely is: “Rafayam must live.” Any being entering the room without speaking the password is immediately attacked.

Skeleton, Guardian (40): Intelligence 0 Nonintelligent or not ratable; AL N; AC 7; MV 12; HD 9; hp 2x44, 3x47, 45, 27, 4x37, 2x36, 31, 3x25, 3x53, 48, 4x40, 28, 26, 42, 38, 29, 35, 41, 49, 34, 2x32, 59, 52, 51, 43; THAC0 11; #AT 1; Damage 1-6 or by weapon; SD immune to sleep, charm, hold spells and cold, 1/2 damage from P and S weapons; SZ M; ML Fearless (20); XP 1,400.

Skeletons (16): Intelligence 0 Nonintelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 2x2, 4, 3x1, 2x5, 3x7, 3x3, 2x6; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells and cold, 1/2 damage from P and S weapons; SZ M; ML Fearless (20); XP 65.

Searching the room reveals nothing.

12e. Jonathan the Zombie Lord.

This immense room is 80’ long and 50’ wide and is partially filled with rotting corpses of various races. Giant black sewer rats crawl over the remains. To the left against the wall is a large throne made of chipped, blackened granite with a vile rotting male human sitting on it. The male is dressed in rotting silks and leather that are the remains of fine courtly clothing. A crude, misshapen bronze crown circles his brow inset with rough uncut gems. His right hand grasps a large steel mace inset with gold and red gems flecked with black (bloodstones). His skin is the sickly pale-gray of death and the putrid odor of death and decay surround him and permeates this room. A thick swarm of flies infest the sitting creature, feasting on the foul fluids that drip from him. 

The sitting creature is Jonathan, once a promising mage of Suskel that lost his life fighting mind flayers and undead servants. Due to his hatred of the loss of his life and the evil zeal that burnt in him, he is now a zombie lord and bears a death’s head mace (+3, +4 versus living creatures, has the same effect as a sword of life stealing, but has no limit as to the number of times that it will steal a life). He has made a pact with a local band of wererats, and between the wererats, the giant rats that the wererat shaman controls and the zombies; they have preyed on adventuring parties that have stumbled into this room for several years.

Zombie, Lord Intelligence 8-10 Average (human) intelligence; AL NE; AC 6; MV 6; HD 6; hp 20; THAC0 15; #AT 2; Damage 2-8/2-8; SA odor (save versus poison); SD Spell immunity; SZ M; ML Fearless (20); XP 650.

When forced into combat, it relies on the great strength of its two crushing fists. The odor of death surrounding the zombie lord is so potent it causes horrible effects in those who breathe it. On the first round a character comes within 30 yards, he must save versus poison or be affected in some way. The following results are possible:

1d6 Roll
Effect1. Weakness (as the spell).
2. Cause disease (as the spell).
3. -1 point of Constitution.
4. Contagion (as the spell).
5. Character unable to act for 1d4 rounds due to nausea and vomiting.6. Character dies instantly and becomes a zombie under control of the zombie lord.

All zombies within sight of the zombie lord are subject to its mental instructions. Further, the creature can use the senses of any zombie within a mile of it to learn all that is happening within a very large area. Once per day, the zombie lord can animate dead to transform dead creatures into zombies. This works as described in the Player's Handbook except that it can be used on the living. Any living creature with fewer Hit Dice than the zombie lord can be attacked in this manner. A target that fails a saving throw versus death is slain. In 1d4 rounds, the slain creature rises as a zombie under the zombie lord's command.

Zombie, Common (24): Intelligence 0 Nonintelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 9, 3x12, 2x14, 3x10, 5x8, 2, 3x11, 4x5, 6, 13; THAC0 19; #AT 1; Damage 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65. 

Zombie, Monster (5): Intelligence 0 Nonintelligent or not ratable; AL N; AC 6; MV 9; HD 6; hp 28, 2x34, 32, 21; THAC0 15; #AT 1; Damage 4-16; SD Spell immunity; SZ L; ML Fearless (20); XP 650. 

Lycanthrope, Wererat (9): Intelligence 11-12 Very intelligent; AL LE; AC 6; MV 12; HD 3+1; hp 12, 13, 14, 8, 11, 20, 2x18, 19; THAC0 17; #AT 1; Damage By weapon (prefer short swords 1d6 or daggers 1d4); SA Surprise, 1% chance per point of damage of becoming a wererat; SD only hit by silver or +1 magical weapons; SZ S, M; ML Steady (11-12); XP 270.

Rat, Giant (30): Intelligence 1 Animal intelligence; AL NE; AC 7; MV 12, Sw 6; HD 0+4; hp 30x4; THAC0 20; #AT 1; Damage 1-3; SA Disease (5% chance); SZ T; ML Unsteady (5-7); XP 15.

Daskelian Oberoantel Wererat male Sh8 S 14, D 18, C 15, I 16, W 16, Ch 10; AL Lawful Evil; AC 0 (Armor of Mogren, Armor of Swimming); MV 12, Sw 6; hp 28; THAC0 16; XP 2,000; Composite short bow +1. Hanging from the belt around his waist is two belt pouches, which contain 14 caltrops and three flasks of oil that he will throw at the adventurer’s feet. His unusually large quiver contains 24 composite short bow flight arrows and 4 leaf head arrows.

** See the Yahoo FRDMing site for Daskelian’s NPC sheet. **

Searching the room reveals only normal mundane items that adventurers normally carry such as hemp rope, block and tackle, spikes, numerous torches, lamps with oil, wine and water skins, flint and steel, various amounts of cloth, and anything else that fits the DM’s campaign.

12f. Jonathan’s Treasure Hoard.

** The secret door to this room is trapped with four +2 flying daggers
 that strike with THAC0 15, do 1d4+2 points of damage each, have 8 hp a piece, rusts metal on contact (save versus lightning to resist the rusting effects) and have a 35% chance of spell reflection each. The door is also a one-direction door, which locks trapping the character within the room. The door has to be smashed open or operated by another character from the outside. **

Searching the room reveals three human skeletons, a rotting leather sack, a white bone scroll case sealed with red wax, and a small ironbound chest, closed with a rusty iron hasp and lock. The leather sack contains 3,000 gold . The scroll case holds a long scroll with an inscription on the outside stating: “Property of Jonathan Gerelence of Suskel, open at your peril.” The scroll is protected with a 12th-level Sepia Snake Sigil spell, and contains the wizard spells: Acidic Blast, Hatch the Stone From the Egg, Hypnotic Pattern, Improved Phantasmal Force, Iron Body and Lorloveim's Creeping Shadow. The chest has to be cut open and contains 40 miscellaneous cut gems, worth 3,060 gold  total and a wooden scroll tube. The scroll tube contains a long scroll with the priest spells: Acid Rain, Hard Water (Forgotten Realms), Heartseeker (Dark Sun), Hold Poison, Triple Mask, and Weather Summoning. Under the gems are three Potions Of Healing and one Potion Of Heroism. A backpack belonging to Daskelian Oberoantel contains: axe, hand/throwing; Bag of Transmuting, 250 lbs.; charcloth tin; chow kit, adventurers'; mortar and pestle, small; oil, lamp (per flask) x2; pace beads; field glass; flint and steel; rations, iron (1 week); torch x3; wineskin; and a winter blanket. A fine fur bedroll lies tied to the bottom of the backpack. Secreted in the bedroll is a pouch of miscellaneous cut gems worth 4,120 gold . A 10’-long wooden ladder is propped in the corner of the room, it also belongs to Daskelian.

12g. Tracks and debris in the dust.

Entering this room reveals a heavy layer of dust upon the floor, almost three inches deep. An unusual amount of tracks pass through this room creating a furrow in the dust.

This dust is so fine that it is extremely flammable. Casting a fireball or tossing a torch in the room will have drastic results. A fireball spell will do an additional dice of damage due to the flammable material and a torch will cause the dust to ignite doing 3d8 points of damage to everything in the room.

Without igniting the dust, searching the dust reveals four burnt out torch stubs, a red silk scarf, and one silver trade bar (worth 35 gold  to certain merchants, the characters will be lucky if they get 20 gold  for it.)

12h. Empty Room.

** The door entering this room is a type 5 negating door
, and all magical items that pass through the door or come within five feet of the doorframe must roll a saving throw versus spells or be rendered nonmagical for 1d4 turns. Mages that enter the sphere of influence for this door must also roll a save versus spells or lose all memorized spells. **

This room appears empty except for a rotting leather sword scabbard on the floor with a rusty, partially drawn sword jutting from it.

12i. A pair of hungry bears.

** This room is a magical dead area, all magical items will enter a dormancy period while in this room. Magical armor and items lose their magical enhancements and function as their mundane counterparts while in this room. All active spells and spell-like effects are instantly ceased, and all memorized spells are lost. **

Entering this room reveals a large life-like apparition of a robed mage standing in the center of the room with his arms outstretched. A look of pure agony and confusion covers his face and the figure suddenly covers his face and disappears in a blinding flash of light to reappear a few seconds later and start the whole process again. Two confused bear-like creatures with large beaks like raptors are attempting to consume this apparition.

Owlbears (2): Intelligence 5-7 Low intelligence; AL N; AC 5; MV 12; HD 5+2; hp 29, 33; THAC0 15; #AT 3; Damage 1-6/1-6/2-12; SA If hit with 18 or better, victim is drawn into hug (2-16/rnd auto hit); SZ L; ML Steady (11-12); XP 420.
The apparition is the remains of Kenseletan Meaderson, a mage of middling talent, and brief previous member of the Watchful Order, who entered the halls in search of magic that would advance him past his contemporaries. Unfortunately, he found a cursed tome and died as a result of his ill-conceived idea to open it before having a competent mage render it harmless. The tome and Kenseletan were incinerated in a blast of magical energy that tore the fabric of the weave leaving the last few seconds of his life permanently etched in this room.

12j. A Kiss from Two Maidens.

Searching this point reveals two trapped pressure-activated switches that drop a pair of unusually large, spiked kissing maidens that fall from the roof to smash together with the victim between them. Damage done is 6d8; a successful saving throw versus crushing blow reduces the damage suffered by half.

12k. The Mobile Pit.

Searching this spot reveals nothing but a simple pressure plate operated pit trap. Any character falling into it is immediately teleported to the same neo-otyugh lair that most of the privies dump into. Slaying one neo-otyugh will cause another to appear in 1d4 days, summoned by strange arcane spells cast upon the disposal system by Halaster.

12k1. Gate to Vallaki Village.
This gate leads to a wealthy merchant’s home in Vallaki Village near Lake Zarovich
 in Ravenloft. If the DM desires not to include Ravenloft material, make the destination of this gate to some other location or have the gate not operational at this point. Not all of the gates in Under Mountain function all the time.

12l. Machine of disbursing.

(The small marks on map indicate where the characters are able to see a bright flashing light. Casting a detect magic spell reveals some minor magic on the walls, but nothing else.)

The small L-shaped room with the blinking light in the back has something shiny on the wall that glints in the flashing light. Closer inspection reveals the flashing to be words in all known common tongues declaring: “Are you hurt, tired, or depressed? Then step forward and drop a small pittance into the Wondrous Machine of Giving
 and receive a healing potion!” 

On the wall beside the flashing letters is a shiny silver-like metal plate mounted flush to the wall with a small round black spot about face high for the average human. A shut small metal door is to the lower right yet you see no hinges. A narrow slit is just under the black spot with a series of brightly colored small squares with small numbers on them in gold letters. A simple list of instructions written in common is on the side of the machine next to the black spot. It says: “To receive healing potions any time, just enter a regular dagger into the flashing slot (the small slit flashes and a whirring, clunking noise emits from the interior of the machine) and drop any amount of coin or gems into the open door. (The door will open, and after any amount of coins or gems is dropped into the door it closes.) The knife becomes warm but cannot be pulled from the machine until a potion has been discharged.) You hear a loud clunk and a steady beeping noise as the small metal door slowly opens revealing a small glass vial. A voice ask if you would like another transaction, and if so please leave your knife in the slot and your order will be processed after dropping some more coins or gems. When you pull your knife out, you notice that fine glowing letters have been etched on it. (Casting a detect magic spell upon the knife reveals that it is now slightly magical but is cursed. Only a detect curse will reveal that the knife will now attract all monsters within 400' to attack the character with the knife.) The potion is capped with a simple brass stopper and tastes and looks like any regular healing potion. (Drinking the potion bestows 1d4 points of healing for each vial. However, six rounds later the character must save versus poison with a –1 penalty for each vial drank or suffer 2d8 points of damage and suffer acute nausea for 1d4 days. The nausea bestows a -4 penalty to all attack rolls. 

12m. The ghostly knight.

This room is long, has a low ceiling, and is quite narrow. It has a drainage ditch in the center of the floor, which slopes gently towards the ditch on both sides. At the far end of the room is a dark, square grating in the floor, and a skeleton of a human male in rusty plate mail sprawled by the grate. He has no sword, but still bears a battered, twisted shield on one shattered arm. Through the rust you can see clearly a crescent moon and a row of stars painted on his shield. A small broken dagger lies under him and the armor appears rusty and useless. Searching the skeleton reveals nothing of value.

The grating is old and rusty but of massive construction and still sturdy. It is 5’ across and covers an evil-smelling water-filled cesspool. A successful Strength check allows the character to move the grate. When the grate is lifted (on rust hinges that squeal) an invisible crossbow of speed mounted within the opposite wall fires six quarrels (THAC0 12) at the character lifting the grate. A small thin wire connects grate to crossbow. The shaft is empty save for some sewage water.

12n. The wicked witch of the west.

** Note I have heavily modified this encounter, and in my campaign Jhaniloth Dhree is a Cambion Marquis, and Erelar Moonstar is a tiefling, who had infiltrated the Ghost Knights. I have removed the gate under the plinth. The Ghost Knights in my campaign were a force of good adventurers who traveled these halls seeking to aid lost souls. Jhaniloth Dhree and Erelar Moonstar had formed an alliance to wreak havoc within these halls, but Jhaniloth’s demonic nature was discovered prematurely and she was subsequently imprisoned here. Before her imprisonment, she had managed to lure several foolish adult children of noble families into the halls where Erelar Moonstar led them into traps where they could be quickly killed. **

(Both doors into this room are boarded up with strong planks and large rusted iron nails. The secret door is barricaded from behind.) Opening the doors reveals a faint green glow that surrounds a tall armor-wearing female figure. The room is perhaps 40' across and on the other side of the room is a waist-high circular stone plinth, which is the source of the glow. A booming deafening voice that seems to come from the roof says: “Death! Death awaits anyone who seeks to free her, whether it is Erelar Moonstar or another! Beware, intruder danger is very near!"

The figure is that of an armor-clad woman, well over six feet tall (6’ 10”). She is facing the characters, one hand outstretched as if in supplication. That hand wears a five foot long gleaming metal gauntlet. She wears a large, sheathed two-handed sword from a baldric across her shoulders. She is very beautiful, with dark glistening eyes and long dark hair. She does not appear to see you, or anything else, but is still as a statue. Her bare left hand clutches a slim, foot long rod of bronze with small horned globe ornaments at each end. There is a black ribbon around her neck which you can see under her helm, and the front of her armor is decorated with some sort of stiff material, ornamented with fine wire and abalone ivory inlays. Her expression is serious, perhaps angry, as she stares unseeing into the darkness. The chamber is still and silent. Looking more closely reveals a circle drawn atop the plinth, circumscribing the circumference of the plinth with seven large blue gems.

Smudging the circle or moving the gems will break the Phezult’s Sleep of Ages spell and will free Jhaniloth Dhree (and any other trapped characters) who will act as if she is still held until a fortuitous time then attacks mages and clerics first seeking to disable them to gain powerful magics. If she is being defeated she will flee out to the Helmwatch room (#48 on level two). Jhaniloth Dhree becomes a nemesis of the party and will gather monsters and evil adventurers to attack later. Although trapped for several centuries, Jhaniloth Dhree has a magical cache of items that she will attempt to reclaim. Should she reclaim her cache, she will attempt to reestablish herself as a lady in Waterdeep and seek naïve noble sons to seduce.

Under the plinth is a 6' deep stone lined pit containing a canvas sack with 600 gold .


** Refer to the Yahoo Groups FRDMing site for Jhaniloth Dhree’s character sheet. **

12o. Empty room.

This small square room appears empty. A moldering pile of rags lies in the rear of the room. Several old campfires are inset into the stone floor, none showing any recent use. Nearby the fire pits are some old dry tinder and a pile of rags. Smoke stains discolor the roof and several burnt out stubs of torches.

Searching the pile of rags reveals a small, blue crystal vile that contains a light blue thick syrupy fluid. The outside bears a parchment label with small gold letters printed in common saying "A wondrous magical potion to harden the toughest warrior."  Casting detect magic on the vial reveals that the potion is highly magical, and an identify spell will reveal that the potion is a Potion of Superheroism. The potion actually is a Potion of Marbleizing
. A character that drinks the potion must save versus poison with -2 penalty to avoid the effects of the potion. A character that fails the saving throw is permanently turned into a beautiful white marble statue with all of his possessions.

12p. Trapped room.

This square room is 30’ and appears empty except for two stone bas-relief lion faces one on either side of the door jam. The lion faces are etched in the open stone door jam. 

Passing between the lion faces, braking the magic field activates the trap within the room. Once an excess of 450 pounds lies on the floor, the floor will roll over dropping all the characters into a stone pit 30' deep lined with brass spikes. The victims suffer 5d8 points of damage. Roll 1d8 to determine how many spikes hit each character doing 1d6 points of damage each. 

One round after the characters have fallen into the pit, three sharns attack the characters trapped within the pit. 

Sharns (4): Intelligence 17-18 Genius; AL CN; AC 2 (Portal), 6 (Tentacles/body); MV 4, Fl 15(C); HD 6+6; hp 24, 32, 31, 39; THAC0 15; #AT 12; Damage 1d4+1 (x3 heads), 1d2 or by weapon type (x9, three trihands); SA Ethereal portal attacks; SD Regeneration; SZ H; ML Fanatic (17-18); XP 7,000.
Searching the bottom of the pit reveals: 23 gold , 40 cp, and two rusty iron throwing daggers.

12p1. Gate to the Five Shires.

This seldom-used gate on an infrequently traveled passage leads to the Five Shires
 region on Mystarra. Standing within the area are 10 monstrous creatures that appear to be hobgoblins (thouls) that attack immediately. The thouls have recently arrived, and are a little disorientated but still capable opponent. Thouls are a magical combination of a ghoul, a hobgoblin and a troll, and are often mistaken for hobgoblins except up close. These creatures are not undead and cannot be turned.

The stone frame of the gate is covered in decorative carvings depicting sprigs of holly as a clue to the key needed to activate the gate. The gate has to be activated by a fresh piece of holly carried by one of the travelers. The gate leads to an abandoned mill on a hill overlooking one of the small settlements. The Hin are going to be quite surprised by their visitors.

Thouls (10): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 9; HD 3; hp 12, 18, 2x16, 13, 2x11, 19, 2x15; THAC0 15; #AT 2; Damage 1-3; SD Regenerate 1 hp per round; SZ M; ML Average (10); XP 270; Basic Dungeon and Dragons Rules Encyclopedia, page 206.

12q. Trapped room.

** Casting either detect magic or detect illusions in the room reveals that the floor is an illusion, and that the walls are infused with magic. **

This 30’ square room has a small fire pit filled with old ashes overflowing the cold stones. There is some small firewood stacked beside the fire pit. Smoke stains discolor the stone roof. Towards the rear of the room, two humanoid skeletons lie in a molding pile. Two rotting leather sacks lie between them.
The floor and everything else on the floor is illusionary. All will disappear revealing a 30’ square shaft, which the characters will fall down receiving 3d6 points of damage. Then the victims are immediately teleported to the top to be dropped again and again. The illusionary floor reappears immediately after the characters have fallen through it and are in the clutches of the trap. Trapped characters will notice that the pit is filled with rubble that falls on and around them. Subsequent trips to the bottom of the pit increase damage to 5d6 per trip due to the debris falling on top of the victims. The pit trap is shrouded in a permanent silence spell, preventing the noise from revealing the pits presence and prevents spell casting in the pit. If the victims manage to cast a spell such as dispel magic or feather fall prior to falling in the pit, these types of spell reduce the damage suffered by half each time. 

12q1. Gate to the Plains of Purple Dust.

Standing near this gate is a bald average-sized human fighter leaning against the wall. He is dressed in brown studded leather armor and has a sheathed broadsword on his left hip, a medium belt pouch on his right hip, a full quiver of arrows with red fletching over his right shoulder, a mottled gray and brown cloak drapes his shoulders with the hood thrown back, tall brown leather boots cover his feet with the hilt of a dagger jutting from the top of the right boot. A medium-sized backpack leans against the wall at his feet with a cased recurve short bow strapped to it. Dressed in browns and grays, the average-looking human male appears like any other run of the mill adventurer that you may expect to encounter in Undermountain. He introduces himself as Degendalis Berskeyeaer from Ylraphon (false) and asks if he might join the characters in their exploration of the halls. He explains that his last group of adventurers have all either died or returned to the city above (true) and that he seeks new companions to explore with (false). If questioned closely about the fate of his last group, he makes a passionate story (mostly false) of how he and his brave comrades explored but were overcome by superior foes. Most of his group were slain (true, by an ambush that it helped arrange) and the survivors fled to the surface (true) leaving him here. Badly wounded (false) and left for dead he managed to survive because he had some healing magics he was able to heal himself. He has been wandering around lost in the halls (true) until he spotted the adventurers and did not want to startle them (true). He explains the lack of any facial and body hair due to a magical potion that he found that protected him from fire and improved his armor (AC) but removed all of his hair.

This “adventurer” is really a mujina
 that has gained the skills of a 12th-level fighter and an 8th-level ranger through its experiences in Undermountain. The mujina carries a broadsword +1/+3 versus humans; a dagger +1 and wears studded leather +3. It’s backpack contains four iron rations, a flask of cheap red wine, a square of cheese, and a loaf of hard black bread, three potions of healing, one potion of extra healing, one oil of invulnerability
 (when applied to a naked body turns the skin to look like mercury, improves AC to AC 2, has the effect of a potion of fire resistance but the user takes 1.5 times normal damage from electrical attacks, removes all hair and only last for one day.) A coil of 50’ feet of hemp rope, crampons, a bronze folding grappling hook and a hammer with seven spikes are in a separate compartment on the bottom of the pack. Its belt pouch contains 23 gold , 14 sp, a silver ring inset with a topaz and amethyst (a ring of invisibility and silence 15’ radius) worth 250 gold , a potion of healing, a potion of extra healing, a pair of smooth leather gloves, a vial of sleep poison, two vials of vomit-inducing elixir (save versus poison or suffer gut-wrenching heaves for 1d4 rounds), and a soft black cotton face mask. 

Accidentally gated to this world from the Known World, the mujina are extremely rare on Toril. Those that survive any length of time quickly adapt and in some areas such as Under Mountain, their numbers are increasing. Until the Time of Troubles, there was a select group of mujina that worshipped Mask; this one is one of those elite mujina. Unaware that Cyric now answers its prayers, the mujina continues slaying humans and attempts to locate others of its kind. There are several mujina within Under Mountain that worship Syrul and through their influence the god is starting to gain a small foot hold on Toril. This mujina will travel with the characters for a while and learn about them and attempt to befriend them, but as always will look for a way to betray and eventually slay the characters, whom it hates with a burning passion. There is a chance that the characters may run into some of the survivors from the mujina’s previous adventuring groups and may end up defending their “friend” not knowing that it plots their deaths with every waking moment.

12r. The ogre's meeting.

This room is filled with small chests and bags. Loot is piled high in both corners. You see some old cracked bones, and old skulls split open and hollowed out. Some sounds behind you reveal six (describe ogre magi) creatures. 

These ogres are from the Ice Spires and although evil are willing to converse with the characters. They will offer what knowledge of the halls they have (up to the DM). They are waiting for a teleport back to the mountains and are resting here until they can return to their tribe.

Ogre Mage (6): Intelligence16; AL LE; AC 4; MV 9, Fl 15(B); HD 5+2; hp 25, 28, 24, 31, 22, 26; THAC0 15; #AT 1; Damage 1-12; SA Magic spells; SZ L; ML Elite (13-14); XP 650. 

Ogre Mage Chieftain: Intelligence 16; AL LE; AC 4; MV 9, Fl 15(B); HD 5+12; hp 42; THAC0 11; #AT 1; Damage 1-12; SA Magical spells; SD Save as 9 HD monster; SZ L; ML Elite (13-14); XP 975; the chieftain has a necklace of missiles with three 5 HD missiles left, he will use this as a last resort to cover his escape; spells: Abi-Dalzim's Horrid Wilting (1), Acid Storm (1), Advanced Illusion (1), Armor (1), Bigby's Forceful Hand (1).

Nesmoden Cartahagenal **: Ogre Mage-CBHU male F9/T5/M13 (S 19, D 16, C 14, I 17, W 14, Ch 8; AL LE; AC –2 {Red Dragon Armor (EMv1); helm of protection +1, medium shield}; MV 9; hp 70; THAC0 12; XP 7,000; wields a scimitar +1, Shadowblade; within his quiver are: composite long bow, flight arrow of slaying, composite long bow, sheaf arrow {20}, composite long bow, sheaf arrow +1 {2}; Potion of Longevity; Potion of Rainbow Hues; Potion of Speed; composite long bow of accuracy (EMv1); belt pouch, large: beaker of plentiful potions, two rhinoceros hide bolas, thieves' picks, scroll of Protection from Lycanthropes; Spellbook: Read Magic (3); Change Self (6); Detect Secret Passages and Portals (1); Dancing Lights (6); Ventriloquism (3); Hypnotism (2); Wall of Fog (1); Detect Magic (3); Shocking Grasp (6); Hold Portal (1); Armor (5); Burning Hands (1); Scare (4); Seeking
 (2); Pyrotechnics (2); Insatiable Thirst (5); Blur (6); Strength (3); Flying Jambiya (Al-Qadim) (2); Obscure Object (4); Displace Self (6); Melf's Acid Arrow (5); Dust Curtain* (4); Lorloveim's Creeping Shadow (4); Fireflow (8); Far Reaching I (3); Lightning Bolt (6); Melf's Minute Meteors (3); Dispel Mirage* (4); Sand Sword* (4); Minor Malison (7); Sepia Snake Sigil (5); Bestow Curse (7); Improved Strength (8); Hallucinatory Terrain (6); Fatigue
 (4); Vacancy (9); Ultravision (7); Divination Enhancement (4); Fire Trap (9); Minor Creation (6); Far Reaching II (8); Animate Dead (10); Cone of Cold (9); Monster Summoning III (9); Domination (6); Transmute Mud to Rock (8); Death Smoke (Al-Qadim) (8); Discord (EoE) (6); Leomund's Lamentable Belaborment (6); Project Image (8); Monster Summoning IV (8); Dimensional Blade (7); Conjure Animals (6); Control Weather (11); Wildstrike (8).

** Refer to the Yahoo FRDMing group site for the complete NPC sheet for Nesmoden. **

Battling the ogres and winning if possible reveals the following treasure in addition to what the ogres are carrying: 300 gold , 20 sp, 40 miscellaneous gems (total worth 410 gold ), six potions (three healing potions, two potions of hill giant strength one potion of extra healing). 

Casting a detect magic spell in the room reveals two stone tiles on the floor that will glow faintly. Touching the stones causes them to rise and float beside whoever touches the stone.

13. Trapped room.

This 20’ square room is slightly slanted away from you. At the bottom of the slope is a rusty iron grate with the hinges towards you. A closed rusty padlock lies on the floor. The passageway continues past the grate with a 3’ high roof. A faint light can be seen in the back.

This passageway comes out in a small room with a 4' high roof. A lamp filled with blue oil and a cloth wick in a glass chute. The flame is turned low, casting most the room into darkness.

Turning up the wick springs the trap releasing the stone block that block the exit and sand slowly fills the exit.

13a. An illusion of beauty.

** Note: This room and the portcullis have both been modified for my campaign. If you want to use the cannon material, consult the CGTuM page #28. I did not need another NPC cleric of Tolona in my campaign, so I changed this room a bit. **

The secret door to this room is trapped with a blinding gas cloud that affects everything within 10’ of the door. A successful saving throw versus poison renders the poison harmless, but a failed saving throw causes the character to be blinded for 1d8 days.

In the far corner of this rank smelling 20’ square room sits an uncommonly lovely, bedraggled human woman in a filthy black evening gown. The gown does little to hide her exquisite figure, and is daringly cut for a woman of fashion. She sits on a stool, manacled to the wall behind her by a long chain leading to a collar around her neck. Her wrists are chained closely to the neck collar. Upon spotting the characters, she starts to cry out to them to help her.

Approaching the woman unfortunately triggers the battle horror to attack. This rare variant of the horror has been left here as a guardian against her escaping and from any one helping her escape. The battle horror is both invisible and silenced.

Battle Horror: Int 13-14 Highly intelligent; AL LE; AC 2; MV 12, Fl 12(E); HD 4+1; hp 32; THAC0 12; #AT 1; Damage 1d4 or by weapon; SA nil; SD see below; SZ M; ML Elite-Champion (14-15); XP 4,000.

This “human" woman is actually a succubus trapped in her humanoid form. The chain can't be broken by normal means, but the ring on the wall will rip free easily. The links of the chain are magically charmed to prevent her from escaping.  The locks are very difficult to pick (-25% to pick pockets). The neck chain is very heavy and can't be broken. 

When freed, she will thank the characters profusely, trying to determine who the spell casters within the party are. Then she will sweeten up to the most handsome character turn on her charm. She will explain that horrible men kidnapped her from a ball in Waterdeep and that she is being held her for ransom. She will mention that her husband is a rich merchant and will pay handsomely for her safe return. Of course her husband is really an agent of the Abyss.

Should the characters discover her true nature, she will immediately return to her true form and will pull the dagger (+3 spider fang) from her black silk garter on her left leg and cast web on as much as the party as she can. She will then flee hoping to return to the Abyss quickly.

Tanar'ri, Lesser – Succubus: Int 15-16 Exceptionally intelligent; AL CE; AC 0; MV 12, Fl 18(C); HD 6; hp 34; THAC0 15; #AT 2; Damage 1-3/1-3; SA energy drain; SD +2 or better weapon to hit, immune to fire, never surprised; SZ M; ML Unreliable (2); XP 29,000; has a +3 spider fang dagger in her garter on her left leg. 

13b. A portcullis.

A massive rusty iron portcullis has fallen from the ceiling here. Recently, the inner bars were bent to allow access for a human-sized creature.

This portcullis will reflect all magic, (revealing that it is magical) and will rust as the spell all ferrous metal that passes through it. All ferrous metal passing through the portcullis must save versus acid, (with a bonus of +1 to the save for each magical ability), or become totally rusted and worthless.

13c. Another storage shed.

(The secret door to this room is trapped with a poisonous gas trap that shoots a cloud of gas effecting everything within 10’. A successful save renders the poison harmless but a failed saving throw causes the character to suffer 30 hp damage.)

This small 20’ square room has a small pile of rusty weapons, mostly spears, swords, and other large melee weapons. Digging through the pile takes four rounds and reveals a single good weapon, a throwing dagger of exceptional beauty and craftsmanship. A dwarf with a forging proficiency will recognize it as dwarven make. Casting identify upon the dagger reveals that it is a throwing dagger +1, +2 versus Drow elves. A corroded leather arm sheath was lying beside it.

13d. Trapped treasure.

(Opening either of these doors releases the kissing maidens from the roof doing 4d8 points of damage.)

This small room has two entrances. Over the other, you can see a trap like the one that you just sprung. In front of you (or to the left) is a pit with four ropes descending from the roof from eyehooks. Looking down in the pit will show nothing, however shining a light down reveals a shiny mound that radiates a shiny golden radiance on a flat wooden platform.

The platform requires a combined Strength of 24 to lift. When brought level with the floor, the trap springs (a rope tied to the bottom of the pit in a ring and to the trigger of the trap) releasing 24 poisoned (save versus poison or be paralyzed 3d8 rounds) darts at foot level.

13e. A small privy.

(The secret door to this room has a small magical flashing cube that alerts to a presence inside.)

This small 20’ square room has a 10' long wooden bench with two holes penetrating it. A small wooden rack is on the left wall and a rotten leather sword scabbard hangs from it with a rusty sword in it. (Hidden in the tip of the scabbard is four gold  in a secret pocket.) There are two buckets beside each hole, one containing murky water and a wooden stick with a small round sponge on the end. The other bucket is full of leaves.

The sponge is infested with 11 rot grubs, and the leaves are a combination of poison ivy mixed with poisonous sumac leaves. The holes are a teleporter to a neo-otyugh lair.

Otyugh, Neo-Otyugh 12 HD: Int 12; AL N; AC 0; MV 6; HD 11; hp 78; THAC0 9; #AT 3; Damage 2-12/2-12/1-3; SA Grab, disease; SD Never surprised; SZ L; ML Fanatic (17); XP 4,000.

Worm, Rot Grub (11): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 1; HD 0+1; hp 11x1; THAC0 0; #AT 0; Damage 0; SA burrow into exposed flesh and infest (death in 1d3 turns); SZ T; ML Unsteady (5); XP 15.

Inside the lair is: 9,169 cp; 5,204 sp; Boots of Levitation, 420 pounds; Chime of Interruption (with 11 charges left); several miscellaneous cut precious and semiprecious stones (total value: 1,730 gold ); an ivory spell scroll case containing the priest spells: Wither (7), Tongues (4), Know Customs (7), Thoughtwave
 (5), Flame Blade (5), Meld Into Stone (6), and Know Time (6).

The neo-otyugh has made several alliances with the other citizens of the halls, including the Drow in the temple, the ogre-magi around the corner and several of the lesser creatures such as kobolds, and orcs. Any creature teleported into its lair is going to have to crawl out, and who knows where they may end up in Undermountain.

13f. Storage shed.

(The secret door into this room is one-way and locks shut behind the operator. Those on the other side will have to let the trapped individual out.)

This room is empty except for a small brown leather bag hanging on the back wall from a stone peg, and a short cloak.

The bag contains about four pounds of belladonna, and the cloak appears to be a plain cloth cloak of exceptional beauty and material. However, within four hours of donning the cloak, the wearer must roll a save versus spells or suffer the effects of a Symbol of Discord for as long as the cloak is worn. The curse on the cloak makes the wearer most reluctant to remove the cloak and will fight to retain it, not to the death, but to physical blows. A detect magic and a detect curse spell will both reveal that the cloak is very magical and very cursed. Removing the cloak from the victim removes the curse and then the cloak can be disposed of any way desired.

13g. Monsters in waiting.

This square 40’ by 20’ room has seven large (12') dull gray creatures with flat faces, large gaping toothy maws, large flat black eyes, gray  wiry  hair, two triple-jointed arms extending to their knees each with six fingers each as  thick as a sausage ending in iron gray claws.  Their arms sprout from a chest the size of a wine cask. Bright painted colors mark each chest in a distinct pattern. Each leg is as thick as a tree stump and ends in a six-toed flat foot tipped with six iron gray claws. Each bears a large twin-bladed ax, except for the first creature that bears an immense mace. They growl at you and threaten with their weapons but make no move to attack.
These are seven spectral rock trolls from the Spine of the World. They are of the clan Stonecleaver. 

Troll, Spectral Rock (7): Intelligence 11-12 Very intelligent; AL LE; AC 0; MV 12; HD 8; hp 43, 41, 31, 38, 34, 49, 35; THAC0 13; #AT 3; Damage by weapon or 3-6/3-6/3-10; SA severed limbs fight on; SD Regeneration (3 hp/round except fire damage), only hit by silver or magical weapons; SZ L; ML Champion (15); XP 1,400. One troll wears a Ring of Free Action, and the leader wears a Ring of Protection +2.

Each of these trolls speaks undercommon, common troll, orc, and mountain dwarf. They will peacefully speak with the characters if approached respectfully and bribed with food. They will attack only if provoked.

13h. Charnal house.

This large room is 30’ square and contains broken human bones and skulls. A ruined and rusted iron shield lies atop several small piles of moldering dust.

13i. The Backs and Hands.

(This evil band of adventurers attacks the characters as soon as they come into sight. All are invisible except their leader Avaereene.)

Entering this room reveals a lovely human woman leaning on a strange flat stone dais inlaid with gold and silver. Several dead orcs are scattered about the room along with several small stones (will radiate magic, each is a silence 15' radius stone.) The woman motions at you like she is bored.


See encounters table for this battle. The stone dais is interesting but searching it reveals nothing. Prying the gold and silver from it renders about three gold  worth of metal. A detect magic spell reveals that the dais is faintly magical, but the magic has faded too much to be able to identify it.

13j. Room of troubles.

(This unlocked door has to be forced open because something is piled against it. It will require a total of 74 Strength points to force the door open.)

The door opens revealing a 20’ square room littered with rotting humanoid bodies bearing various types of armor and weapons. Some of the bodies are in a more advanced state of decomposition, indicating that bodies have been piling up here for some time. 

The door is actually a gate into a small inter-dimensional pocket. The gate will only function for one character and will not function again for six weeks. Those characters left behind will see a door with a blank stone wall, although it will radiate magic strongly. All walls and the ceiling are 100% magic proof (but not the floor) and will reflect all spells back around the room to ricochet until expended. Only the floor is susceptible to magic, and boring a hole within it reveals blank inter-dimensional space.

Searching the room reveals solid stone walls and a riddle written in magical runes on the floor buried under some of the corpses.

“If you have it,

You want to share it.

If you share it,

You don’t have it.

What is it?”

Answer: A secret.

Correctly answering the riddle causes a dimensional vortex to open, sucking the character back to his starting position. After the character escapes, the pocket moves and the doorway becomes a normal doorway facing a blank stone wall.

Inside this room is 360 gold , 23 sp, 78 cp, 459 gems (worth 5 gold  each), 3 swords (+2; +2; +3 versus creatures of fire; +1 lock breaker (a dagger that allows character free movement always, treat as a Ring of Free Action); two suits of leather armor (one suit is +2 and is invisible and weightless when worn, the other suit is +1 and studded with small silver spikes). One ordinary buckler lies buried under all the bodies.

14. Treasure can be one's Bane.

The corridor opens onto a square chamber containing a massive stone coffin. It's  thick domed lid is carved into the likeness of a knight  in full plate  armor  laying on his back with his hands folded on the hilt  of  his sword. The sword is naked laying over his body, tip towards his feet. His coat of arms on the shield is a open right hand with the thumb and fingers together  (symbol of Bane).

This coffin will radiate both evil and magic strongly. Lifting the lid reveals a glowing red broad sword within the coffin lying atop a human-sized suit of plate armor that appears empty. The sword vanishes moments later. Closing the lid after opening causes six flying daggers to fall from the roof attacking anything in the room. These daggers have the special ability to rust metal on contact. (A successful save versus lightning prevents the rusting attack).

Flying daggers (6): AC 5; 9 hp; #Attacks 2; Damage 1d4 + rust metal, THAC0 12; SA attacks as a magic weapon. 

A baneguard appears one round latter in the room and attacks immediately.

Baneguard: AC 7; 30 hp; #att 1+1 special, Damage 1d8+2 (+2 scimitar); SA magic missile; SD blink.

** I copied most of this room from the CGTuM pages 28-29. I decided that I did not want to use the adventures in the book as they were and incorporated them piecemeal into my campaign. **

14a. The circus maximus.

As the characters ascend the stairs, they begin to feel warmer and warmer and notice that the air is not so damp anymore. Soon the characters are actually sweating and it feels like summertime. Ahead of the characters is a strong ironbound wooden door. A single iron lock is set into the door, which is locked and very difficult to pick (-25% to pick locks roll). The door shows frequent and recent maintenance and use.
Opening the door reveals an area of complete darkness that the characters are unable to see into but they feel warm air drift from the darkness. The sound of many voices yelling in a strange alien tongue that none of the characters speak (Karameikos common). The slap of weapons against armor and the chanting of many warriors (at least 24 or more) emanate from the darkness.

Casting detect magic in the area reveals that the darkness and surrounding area are very magical. A legend lore spell reveals that this is a gate to another Prime Material plane.

Emerging through an area of impenetrable darkness u come out in a well lit stone passageway filled with human men in various sorts of armor all of it bronze with very little brass. They are in two lines one along each wall, facing a giant wooden gate. Some of these fighters bear nets, others tridents and short swords. Some warriors have small shields with larger bronze swords. Any non-humans in party, causes the men to look at them very strangely and are motioning to one another but no one speaks. Suddenly, a large shout from an assembled crowd echoes through the passage and the large wooden gate lifts up and rolls along the roof and bright sunlight spills in. A commotion erupts behind the characters as whips, torches, and dogs are used to drive the assembled warriors out into a large circular coliseum that is filled with humans most of them wearing white robes with a shoulder bare. Looking down reveals that the ground is sand and well soaked with blood. A high booth not far from the characters contains a large fat human male in a white robe sipping from a gold chalice and being fed grapes from a pretty, mostly nude female human slave. A golden rod is in his right arm in the crook of his elbow and a crown made of gold leaves circles his head. Four guards wearing bronze chest plates with bronze greaves and helmet shout in a strange language at the characters from beside the fat human. Each warrior is wearing a short purple cloak and each carries a long wooden bronze tipped spear. An older slender human female modestly dressed in a white robe and veil sits to his left, and six beautiful women sit on the floor beneath her. Trumpets blare and the other warriors group in front of the fat human and chant something in a foreign language. ("We who are about to die salute you"). The fat man stands and raises a fat hand and says something in the same tongue. ("Let the games begin.”) The warriors group up and suddenly the other side of the arena another gate opens and another group of men enters, but these do not appear to be trained warriors at all. The group of warriors that the characters entered with starts slaughtering the new arrivals. 

All memorized spells by the mages was lost in the plane shift and the priests are completely out of their deity’s sphere of influence and can not receive nor cast spells. Most magical items work normally, as do any magical abilities or powers. The weapons of the characters are the finest that your captors have ever seen and they are

surprised at  their prowess. Their armor astounds and fascinates them and they spend much time arguing its manufacture.

All male characters that survive are returned to the slave pens and ordered to give up the weapons and armor with a threat of death by crucifixion if they fail to comply. A very rich merchant eventually comes along and purchases them, as his personal fighting slaves. He also purchases the characters equipment. The characters are then herded into a wagon and taken to his their owner’s personal estate and placed into his slave pens. Any beautiful female characters he will also purchase and these will be taken to the house, stripped, bathed, perfumed and clad in a gossamer see-through shift that leaves one breast bare. They are expected to wait on their new owner.

*The characters are in the Grand Duchy of Karameikos
. They must either escape, or win their freedom in the gladiator pits. Then they must seek the magician Marcus Arulias. Marcus for a grand fee can return them to the Realms, but they will wind up in the Ice Wind Dale. Or if you are a history buff, you could drop the characters in ancient Rome. *

**DM’s note: I had recently been reading the Gor series of books by John Norman and my players where all males. I must apologize to the women out there at this chauvinistic session, but that was the type of game we were playing, and we were all single young men at the time. **

14b. The Gate to the Lair of the Eye
. **

{DM’s note: this is a paraphrase of an adventure that is found in UMA on page #5. I shortened the original printed adventure to fit my campaign, but you may wish to run the printed adventure separate from this.}

(The secret door located here is a one way door and it is trapped with a 14 HD lightning bolt.)

The door opens revealing a 20’ square room that is empty and devoid of dust. When all the characters are inside the room, a loud booming voice speaks in the common tongue saying "Going down, one way to the lair of the Eye.” The characters experience a moment of swirling, iridescent, pearly-white bubbles all around then and a sensation of falling very quickly. Suddenly, they are all standing on the vast, open, sandy floor of a gigantic cavern somewhere underground (room #68 3rd level.) This cavern is gigantic and brightly lit by floating globes of bright white light and patches of luminous fungi in amber and greenish-white. One side of the cavern is dominated by a massive buttressed stone wall, which rises into two central square guard-towers with massive gates between them. The fortress wall almost reaches the cavern roof and see bats flapping in the dim heights among stalactites. Along the wall are eight large turret ballista. Each ballista has a large wooden shield, and six giant crossbows protecting the ballista in two vertical rows of three crossbows each. One ballista is positioned atop each tower, and three more are along each length of fortress wall between the towers, gate and cavern wall. A creaking noise pierces the darkness as the eight ballistae swivel towards the characters. Distant shouts sound from within the complex. Suddenly a waist-high stone door opens in a tower to discharge 20 kobolds each carrying a net and club. They trot boldly towards the characters.


Kobolds (20): m. c.; have unusually high morale (16) due to the presence of the tower behind them.

(DM’s note: This was how I originally ran this room, however with the publication of Maddagoth’s Castle, you could place that adventure here instead.)

14c. Toro! Toro!

This large room is 60’ wide and 30’ long with a high (40') cathedral ceiling. The room is filled with refuse. Searching the refuse reveals it to contain old bones of various races and animals (split long ago for their marrow), various piece of rusting armor and rotting leather, and several whole skeletons of various races fill this room. Most notables are four recently dead mules piled in the southern corner. Each mule is partially consumed. Nearby the dead mules are four recently dead orcs, which are also partially consumed. 

Continuing to search this room reveals a great roar followed quickly by another. Suddenly from the depths of the room, three horrible creatures each possessing a mans head and a lions body with giant bat wings attack. 

Manticore (3): Intelligence 5-7 Low intelligence; AL LE; AC 4; MV 12, Fl 18(E); HD 6+3; hp 35, 2x31; THAC0 13; #AT 3; Damage 1-3/1-3/1-8; SA Tail spikes (1-6, 180 yd range, 1d6 damage each); SZ H; ML Elite (13-14); XP 975.

Imp, Chaos: Intelligence 8-10 Average (human) intelligence; AL CN; AC 3; MV 12; HD 3; hp 12; THAC0 17; #AT 1; Damage Nil; SA Chaos; SD Nil; SZ T; ML Fearless (19-20); XP 175; wearing a Ring Of Invisibility and possesses a Wand Of Magic Missiles with 67 charges.

The chaos imp will use its Wand Of Magic Missiles freely and escape as much harm as he can. If the characters slay the manticores and drive the imp away or kill it too, searching the room reveals a small clearing towards the back of the room where something small slept. A small bed has a large ironbound chest lying open beside it. Searching the bed and chest reveals nothing of value. Searching the chest for secret compartments reveals a false bottom, which contains: 6 gold , 389 cp, 89 sp, 347 ep, 6 pp, and 10 miscellaneous cut gems  (worth 5 gold  each). Under the money is a brown cloth wrapped object. The cloth holds a wand made of plain brown elm wood. The wand radiates magic strongly and is a Wand Of Wonder with 11 charges, command word “Oz.”

14d. Poker anyone?

This long room is odd in form being roughly t-shaped but with a conical portion to the left. This room is well lit by magical lighted chandeliers. A long table with 60 seats per side dominates the center of this room. A feast for an army must have been laid out here but now is only a rotting mess. Fine silverware lies amidst the dust and fine crystal is filled with black sludge, which might have once been wine. At each end of the table in a great high stone chair inlaid with tarnished silver and gold. Sitting in each chair is a lonely, decomposing male human dressed in rotting robes, which were once very fine. Each rotting creature is playing solitaire, with a deck of cards. However, both creatures are holding the cards face away from him. Waiting behind each stone chair are a group of 3 humanoids dressed in tight strips of black cloth which completely covers their body but leaves their eyes bare. Each wrapped humanoid rests on a sheathed scimitar with at least a three-foot blade and each has an ornate shield strapped upon his back. The 3 armed men do not move but stand completely still. 

Upon noticing the party, both creatures in the chairs will invite the characters to sit at the table with wordless gestures. Should a character sit at the table, seven cards will drift through the air from the nearest seated individual to lie face down in front of the character. After the cards have been dealt, each seated individual will reach into their pockets and each pulls out a handful of ancient gold pieces and requests the character to place their bet. They will amicably play seven-card stud for approximately seven turns, before gesturing the characters to leave. During the game time, the character can ask anything about the halls, and both seated creatures will answer with either gestures or a written note on ancient vellum.

The two seated liches are twins and will not harm any of the characters unless attacked in which case the characters will have to suffer their wrath as well as the 3 men who will defend their masters.  Each man is a fighter/assassin 17/13. Each has an AC of -2 (rings of protection +5) each wields a +3 scimitar of speed which strikes 3x a melee round; their shields are +2.

Lich (2): m. c. and Van Richten’s Guide to the Lich.

Humans (3): AC –2; THAC0 3; hp 136, 130, 122.
14e. Up side down wasps.

Approaching the door, you notice the door is a large oaken door set with rusty iron nails and a rusted iron padlock. A jagged hole the size of pony has been bored through the top portion of the door. The hole extends into the room behind the door. A loud buzzing sound emanates through this hole, and a large insect begins to crawl through the hole. This giant insect has wings like a bee, and it’s body is segmented in black and yellow stripes, but it lacks the nectar collecting appendages of a bee, and appears much more fierce.

The creature is a giant wasp that is followed by 16 more giant wasps. Inside the room is a giant wasp nest the size of a large cottage lying on the floor in the center of the room. It fills most of the room with the four-foot round exit towards the door. An incredibly loud buzzing emanates from the hive with loud scratches and crackling noises. While observing the nest three more soldier wasps exit and attack.

Characters who climb inside the room will be instantly affected by the Reverse Gravity spell that permanently affects this room. Six more giant wasps will attack the characters in the hall. Due to the confined space, weapons longer than daggers suffer a –4 attack penalty. A long bend comes around to an area of food storage where 18 more wasps guard five corpses; two humans in slightly rusty chain mail and leather boots, an orc in patched leather, one elf in leather armor, boots and a cloak, and a dwarf in field plate. The corpses are being slowly dismembered and carried below by worker wasps. Nearby is the brood chamber, where 24 workers will defend the hive young. Also within the brood chamber are 60 workers and soldiers that attend the queen. The queen is defenseless and full of eggs.

Wasp, giant (125): Intelligence 0 Non-intelligent or not ratable; AL N; AC 4; MV 6, Fl 21(B); HD 4; hp 11x16, 4x25, 3x13, 20x18, 5x14, 6x24, 9x17, 7x23, 11x21, 8x19, 10x22, 7x15, 4x12, 9, 3x11, 3x26, 27, 10, 2x29, 5x20, 2x8, 5, 30; THAC0 17; #AT 2; Damage 2-8/1-4; SA if hit, save versus poison or suffer 5d6 damage and be paralyzed for 2d6 hours; SZ L; ML Average (8-10); XP 420.

The dwarf is wearing +3 Dwarven Plate Mail {useless except to a dwarf, it will not magically resize itself}; the elf is wearing +1 Leather Armor and a Cloak Of Blending with Boots Of Elven Kind. The first human is wearing +1 Chain Mail and a pair of Boots Of Climbing {+10% to climb walls proficiency}. The other human is wearing +2 Brigantine Chain Mail and a pair of leather boots. In his belt is a pair of Gloves Of Dexterity +2 (raises the wearer’s Dexterity for a period of eight rounds, and can only be worn one per day). The orc has nothing of value.

14f. Gnolls.

(The secret door here is apparently broken.)

This long 60’ long by 20’ long room is choked with debris covered with a layer of thick dust. Searching the mess reveals: numerous wooden beams (some rotten), various boards (some of these are also rotten), pots of pitch, old useless torches, two rusty wood saws, four old rusty hammers, two pails of thick nails now mostly rusted together, and rusty iron bands. Some old rusty locks like the kind that are set into doors are laying in a box with a piece of vellum that has some words on it: "Made by Greck and sons locksmiths extraordinary for the Blackstaff.” The keys for the locks are still in the box. 

While the characters are searching the room, 17 gnolls wander into the room and attack immediately. The second gnoll throws two magical glass globes into the center of the characters. Both globes shatter releasing a thick black smoke that billows up around the characters. This smoke is slumber scent smoke effecting everything within 15’ feet. This poisonous smoke requires a successful save versus poison with –1 penalty. Characters who fail their save fall fast asleep for 1d4+1 rounds. 

Gnolls (16): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 2; hp 14, 3x9, 2x11, 7x15, 10, 13; THAC0 19; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Steady (11); XP 35.

Gnoll leader: Intelligence 5-7 Low intelligence; AL CE; AC 1; MV 9; HD 3; hp 24; THAC0 19; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Steady (11); XP 35; Wearing A Ring Of Protection +2; wielding a +3 Bec de Corbin, Nine Lives Stealer with three more lives left to steal; wearing a leather pouch padded with saw dust containing seven more glass globes of slumber scent smoke.

Treasure:  46 gold , 48 sp, 38 cp, and four gems worth a gold  each.

14g. A crossroads.

On the floor here is a crude arrow in small rat skulls that points to the southern passage. Around it in charcoal and what looks like blood are some messages, “Delvin's party was here,” “Zog cooks his meat,” “Don’t go down... (the rest is illegible scrawl), “Lost; two humans, reward posted.” An old stub of a burnt out tallow candle is in the far left-hand corner. A thorough search of the room reveals four torch stubs (if put together these stubs, will give three rounds light)

14h. A clock and calendar.

Rounding the corner, you see a small bright red light about 12’ off the ground and you hear an incredibly loud gonging noise like someone is hitting a large bell with a mallet. It gongs four times (which attracts 12 trolls), around the corner you come to a room has two walls covered with some strange equipment. One piece of equipment is a large clock such as you have never seen 30' wide and 20' tall and has four dial faces in a circular pattern around a larger clock face that indicates the seasons and either day or night. Each of the four smaller faces bears a different time of day. A series of pulleys and weights can be seen in its bowls slowly moving with four swinging pendulums each with a clock each with a different time. Flanking the clock along each side is a row of two large bronze bells with four bronze gnome statues each wielding a bronze mallet. At the base of the clock is a pile of various skeletons.

Defacing the clock causes the gnome statues to animate and attack the offending character.

Bronze statue (4): treat as constructs AC 4; THAC0 12; Damage 1d12, hp 84; #ATT 1.

Troll, Giant (12): Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 12; HD 8; hp 24, 38, 43, 27, 2x35, 41, 42, 37, 32, 39, 31; THAC0 13; #AT 1; Damage club (2d6+7); SD Regeneration (2hp/rnd except fire damage), takes at least 10 pts fire damage to kill; SZ L; ML Fanatic (17-18); XP 1,400; three raw uncut gems, worth 120 gold .

This clock is inaccurate by four hours and says night when it's actually day and vise and versa. The clock also indicates the opposite season; winter when it’s really summer, etc.

On the facing wall, is a similar contraption except that it is a calendar of bronze with all the days and months marked out in silver. A bright red light indicates the day and month. A whirling noise is heard inside and the sound of gears is heard clearly. This calendar is very out of date by some 300 years because the days and months are all marked the same for every year. 

Searching the pile of bones reveals a mixture of standard demihuman and humanoid bones. Other scavengers long ago have cleaned these bones.

14i. A cryptic messenger.

This room has one occupant. A smashed silver and gold inlaid round buckler is laying on the floor on top of a human male skeleton in badly rusted chain mail. A rusty, broken iron hilt of a broadsword is in his left hand. Three rusting arrowheads are lodged in his ribs. His skull and iron helm is split to the base of his neck. Nothing else appears to be of interest on him. All other treasure has long ago been snatched.

This skeleton is the residence of a haunt that will attack the first character to touch the shield. If the haunt is successful in taking over the body of the character, it will run down the hall screaming "Sulen Ironmask" and start frantically searching rooms. It will attack any creature that inhibits its process of searching rooms for his lost companion. Casting a Legend Lore spell upon the haunt reveals the spirit of a paladin that was charged with escorting a young man of noble lineage and ensuring that he got blooded, but was returned safely to his family. Unfortunately, the paladin and his charge were separated and the paladin was slain before he could complete his task. 

A character that thinks to overpower the haunt and return the shield and remains to the Ironmask family in Waterdeep will be pleasantly surprised to learn that Sulen made it out alive and is now a wealthy old man with grandchildren. Sulen will be saddened to know of the demise of his early guardian and will see that the remains get a proper burial, which will put the haunt at rest. Players that think to overpower the haunt and return him to his former companion should get a larger experience point reward as determined by the DM. Sulen Ironmask is very friendly towards the adventurers for returning his dead friend and could become a great ally and sponsor.

Haunt: Intelligence 0 Non-intelligent or not ratable; AL LN; AC 0; MV 6; HD 5; hp 24; THAC0 15; #AT 1; Damage By weapon; SA touch drains 2 pts of dexterity per hit, when dexterity drops to 0 or less, haunt posses victim; SD requires silver or magical weapons (or fire) to hit, weapons do magical plus + 1 point damage; SZ M; ML Champion (16); XP 2,000.

14j. Trapped room.

(This room is visible for several feet and the characters will see the light from both 14h and 14i.)

This 50’ wide and 30’ long room is well lit by four floating globes of light in glass balls. The balls are floating lazily about the roof in no apparent pattern. To each side of the room are waist high narrow shelves with food piled on each shelf. A lone stone statue of a lizard humanoid with a human woman's head is in a narrow niche in each wall over the narrow shelf. In one hand she has a pair of calipers, the other hand bears a large bronze sword. The food appears wholesome; with fresh fruit, meat, and water on each shelf.

Using magic such as a Gust Of Wind spell will cause the balls to float about quicker, but will not smash any of them. Each ball is AC 6, and will suffer 24 points of damage before shattering. After a globe shatters, a new one appears in 1d4 rounds to replace it.

Coming between each of the shelves will spring the trap, triggered by the pressure pads on the floor of the hall. A barrage of 80 small stone balls (2" diameter) will shoot out from the walls just below waist high. They strike with an AC of 13 and do 1d4+1 points damage each. If a hit is scored, roll 4d20 to see how many balls strike the character. The trap will reset itself in 1d8 hours. The trap is quite complicated and can only be disarmed by a thief that successfully makes a disarm traps roll with a –45% penalty to his chance of success. 

The small statues weigh about 15 pounds each, and are not anchored to the niche by any means. Removing the statues and the food desecrates the worship area, and the tribe of advanced lizardmen that worship these idols will pursue the characters attacking them by stealth after observing them first. 

Lizard Man, Advanced (11): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 6, Swim 12; HD 2+1; hp 4, 7, 2x12, 3x13, 11, 10, 16, 14; THAC0 19; #AT by weapon; Damage darts, 1-4 damage or javelin, 1-6 damage, club 2-8 damage.; SZ M; ML Elite (14); XP 300.

Lizard Man, war leader (Intelligence 5-7      Low intelligence; AL N; AC 5; MV 6, Swim 12; HD 6+1; hp 33, 25, 39, 2x29, 22, 18, 38; THAC0 13; #AT 3; Damage 1-2/1-2/1-6; SZ M; ML Elite (14); XP 270)

Shi'shu Lizard man male C7 (S 19, D 17, C 15, I 15, W 13, Ch 9; AL CN; AC 1; MV 6, Swim 12; hp 30; THAC0 16; XP 1400; Atlatl, Double Grooved; has 5 darts and 5 javelins; a war club hangs from his leather baldric; wears an Amulet of Leadership; carries a Potion of Elemental Control, Air (but does not know it); Ring of Protection +2; Shield Of The Medusae
; Spells memorized: Analyze Balance; Darkness; Spider Climb; Strength of Stone; Ethereal Barrier; Music of the Spheres; Renewed Ability; Stone Shape; Tattoo Magic; Abjure.

14k. Another trapped room.

The hallway at this point is getting darker the farther away from the last room the characters travel. The light is still visible behind then as they get farther away. Continuing down the hall, it starts to get a little cold, and then it starts to get colder in earnest. Soon, the characters can see their breath in fuming clouds around their heads. Continuing farther down the hall reveals an area that widens 20' to the right and 30' to the left. The roof appears to be around 30' up and is cathedral in style. There are two orbs of pale yellow light, one each to the left and right. Each globe is about 10' in diameter, and has two small dots of bright crimson, as if the globes had eyes. They appear to be floating four feet above the ground, with out any support.

Approaching closer, each sphere contains a pale human skull. The eyes of the skulls appear as small bight crimson lights. A scattering of skeletons lies between the orbs on the floor; all have been disturbed since death. There are 20 corpses all laying on the floor in a jumbled mess. Suddenly the corpses jump to life and charge screaming at the characters.

Zombie, Ju-ju (20): Intelligence 5-7 Low intelligence; AL NE; AC 6; MV 9; HD 3+12; hp 2x24, 3x20, 2x22, 2x29, 2x23, 21, 31, 33, 27, 26, 18, 17, 25, 19; THAC0 15; #AT 1; Damage 3-12; SD Spell immunity, +1 or better weapon to hit, B and P weapons do 1/2 damage; SZ M; ML Fearless (20); XP 975.

The zombies have no treasure. 

The two orbs have not moved and have made no other changes in appearance. Approaching closer, there are faint stains on the deck like pools of liquid had dried on the floor. Coming with in 10' of each orb causes it too discharge a spray of magical liquid poison. Each character sprayed with the poison has a base chance of 15% to succumb to the poison effects. Characters that fail their percentile dice roll, are plagued with horrific nightmares, cold chills and fevers for 1d4 days. Magic user characters that that fail their percentile dice roll are slain immediately. Characters that successfully make their percentage dice roll is not effected by the poison.

14l. A room full of surprises.

Ascending these even stone stairs, a terrace to the left opens up going about 30' back and about 20' wide to create a narrow 10' opening on the terrace. In the exact middle are the ancient remains of a wooden door, which lies on the floor facing the characters. Ten feet in front of the characters to the right is another opening that is 10' wide and seems to loom forever, since it is farther than the characters vision distance. 

Suddenly, the characters are under attack from the left. A barrage of large stones and pieces of masonry pelt them (12 pieces, strikes with a THAC0 of 16 each piece doing 2d4+2 points damage each.) A large amount of howls and shouts in some animal and humanoid tongue sound in the dark. Quickly, 20 large forms come rushing from the dark to attack the characters. There are 12 large (14' tall) creatures coming from the left, three through the ruined doorway. These tall forms are bipedal, have two long arms each bearing a large spiked wooden club, and two grotesque human-like heads upon wide shoulders. Attacking from the right are eight large pony-sized, wolf-like creatures rushing to the attack and talking in a series of nips, howls and barks (dire wolves talking to each other).

Giant, Ettin (12): Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 12; HD 10; hp 54, 2x45, 2x47, 37, 40, 44, 49, 33, 50, 53; THAC0 10; #AT 2; Damage 1-10/2-12 or by weapon; SD surprised only on a 1; SZ H; ML Elite (14); XP 3,000; wielding a spiked club in each hand 1d10+2. 

Wolf, Dire (8): Intelligence 2-4 Semi-intelligent; AL N; AC 6; MV 18; HD 4+4; hp 2x25, 21, 2x17, 12, 19, 18; THAC0 15; #AT 1; Damage 2-8; SZ L; ML Average (10); XP 175.

The ettins have four uncut semi precious gems (worth 4 gold  each), and 10 cp. The wolves have no treasure.

(Entering area #A) On this terrace is a 10' wide ruined door, with a dead small potted plant to each side. An elaborate picture was once painted on the floor, but now has passed into ruin.

(Entering area #B) This large wide opening is 30' across and seems to have no real purpose. Judging by the tracks in the dust, the ettins came down the hall, and paused here for a while.

(Entering area #C) This large open room is void of all furniture, and appears empty. A series of ancient cobwebs hang along the left wall. All the webs are choked with dust and old rat bones rattle inside the webs. (Under the cobwebs are three buckets {one gallon each} of lamp oil, still sealed and usable. The small open area marked #C is a narrow shaft leading down, in the manner of an old well. A large old iron hook hangs from an iron eye in the roof over the hole. Dropping something in the hole reveals that it is over 90’ deep, and nothing dropped into the hole will make a sound. Either the hole is too deep for the sound to reach the characters ears, or some other explanation for this oddity. This “well” is a teleport gate to area #19o1.)

14m. Ex-vampires.

The secret door entering this room is broken and lies upon the floor.

This large 20’ wide and 30' long formerly secret room has long ago been plundered. There are two open wooden caskets in the center of the room. Looking inside reveals that they have been opened a long time ago. The thick dust layer covering both caskets has not been disturbed in a long time. Inside each casket is a human skeleton, one female, and one male both with a rotten wooden stake through the chest and an iron cross is chained around their necks. Under each skeleton is a small pile of crumbling, gray mold.

There are two crimson mists within this room. They both attack the characters with relish, as they are both starved.

Mist, Crimson Death (2): Intelligence 17-18 Genius; AL NE; AC 0; MV 0, Fl 12(B); HD 13; hp 55, 64; THAC0 7; #AT 1; Damage 3-30; SA fluid drain; SD +2 or better weapons to hit (+1 after feeding); SZ M; ML Champion (15-16); XP 9,000.

14n. Dead vampires lair.

(The door to this room is barricaded with lots of rubble and several wooden crosspieces have been nailed over the door to the frame. A crude cross that is made of crossed pine logs has been nailed over the door. The door lock is broken, and the bolt is smashed in like the door was forced open from the outside)

In this room is a pile of rotting skeletons most of them are just laying on the floor in a jumbled mess. A few though have a rotting wooden stake through the chest and an iron cross-chained to the neck.

Farther into the pile, some of the corpses have a silver spike (total of seven spikes each worth 20 gold ) hammered into the chest cavity but each of these corpses lack an iron cross. It requires several minutes of pulling and prying to free each spike as it has been lodged through the breastbone into the spine.

A secret door (two feet square, three feet from the floor) will be found on the back wall. This secret door is trapped with:

#1) A poisonous gas trap that effects all creatures within 15’. All effected creatures must save versus poison. A failed save results in death, a successful save causes the character to suffer 30 hp of damage.

#2) Five large glass jars drop from roof, each releasing a hissing snake {leather cobras: AC 5; THAC0 14; hp 30 each; #att 1; Damage 1-3 + poison (a successful save causes the character to suffer 15 hp damage, a failed save results in death.)

#3) An electrical shock that does 4d8 points damage (a successful save versus magic reduces the damage by half.)

A small chest rests inside a narrow niche hidden by the secret door in the wall. The chest has a small ornate clasp with a small iron padlock. The padlock and lock are not rusted and each is marked with unique intricate small runes. Casting detect magic reveals that the lack has strong magic cast upon it. (Runes of warding, touching the lock requires a successful save versus spells. A successful save indicate the character has suffered no damage, but a failed save results in the character being paralyzed for 1d12 turns. The clasp bears runes of slaying; any creature that touches the lock must save versus death magic or be slain instantly. Inside the chest are a small scroll and a small smoky gray glass vial. The scroll appears blank, but radiates magic strongly. The potion contained within the vial is thick and viscous and also radiates magic strongly. Drinking the potion transports the character to the plane of shadow immediately, where the character can read the scroll which warns what happens if you drink the potion. 

Another secret door will be found in the far northern wall. It is eight feet off the floor and one foot square. A simple pressure switch opens the door. Inside is a narrow hallway one-foot square that goes beyond the limit of your sight. This hallway is not trapped. This passage ends in the City of the Dead, exiting in a large ancient mausoleum. 

14o. Curst are they.

This large room is unlit and littered with numerous small skeletons of rats, and bats. A heavy layer of dust clots the floor. A large group of human-sized humanoids is slowly moving towards you in the back of the room.

The appears to be 16 male humans clad in dark black leather studded armor, a dark heavy cloth cloak, and heavy dark leather knee-high boots. Their eyes glitter with an eerie darkly light. Their skin is very pale and waxy in appearance. They are approaching in no hurry, and are slowly drawing their various weapons. They will ignore all attempts at conversation. Eleven of these people are forming into two parallel lines flanking you, the five in the rear begin to draw long bows, the six in the front drop to a kneeling position and draw crossbows, at the command they fire as one.

Curst (16): Intelligence See Below; AL CN; AC 7; MV 12; HD 5; hp see below; THAC0 see below; #AT 1 or as level; Damage 1d4 or by weapon; SA Rot Grubs (15%); SD Spell immunities, immune to fire, cold, energy drain; SZ M; ML Average (8-10); XP 2,000.

#1) AC 3 (+2 leather studded armor, +2 leather buckler), bastard sword (+2 of quickness, strikes 3x per round for 1d8+1 points of damage each attack); THAC0: 8; hp: 96; also infected with rot grubs.

#2) AC 5 (leather studded armor); short sword and light flail (ambidextrous; +1 each, +1 to damage each); THAC0: 12; hp: 64; boots of striding and leaping.

#3) AC -1 (bracers AC 2, leather armor, shield +2); claymore (+3 1d8 damage per attack), #AT 3/2; hp 66.

#4) AC 3 (earring of defense +2, shield, leather armor), wields two +2 Basilards Of Speed, +2 bonus to damage); #Attacks 3; hp 68.

#5 – 10) AC 6 (leather studded armor, leather embossed shield), medium crossbows with 30 quarrels each, bastard swords (1d8); #Attacks 1, THAC0 15; hp 40 each.

#11 – 15) AC 4 (leather armor +1, leather shield +2), long bows with 45 sheaf arrows each, short swords, THAC0 15; hp 49; #Attacks 1.

#16) AC 0 (+3 leather studded armor, +2 shield, +2 cloak of protection), broadsword  (+2 poisoned with blade poison doing an additional 1d4/1d3/1d2 {a successful save versus poison will suffer no damage} {1st, 2nd, 3rd attack, dissipated after the third attack) per attack. He has vial of blade poison in pouch, with the antidote; hp 90.

14p. Baaz hambone.

(In-between the two doors that enter this room are four baaz on sentry duty, who have licked their weapons to poison them.) 

This room has 20 baaz resting quietly. If characters battle with the baaz on sentry is loud enough, half of the force will come running to aid their comrades; then two rounds later the remainder will join in. All baaz will fight to the death. In the back is the treasure room guarded by two auracks (magic using draconians.) Both auracks have scrolls of: Heal Critical Wounds, Magic Missile x3, Fireball x2 (4 HD), but one aurack is wearing an Earring Of Tripling
 that triples the number of magic missiles he is able to cast.

Draconian, Baaz (24): Intelligence 8-10 Average (human) intelligence; AL CE; AC 4; MV 6; HD 2; hp 6x11, 4, 4x13, 5x10, 5, 3x8, 2x9, 14, 12; THAC0 19; #AT 2 or 1; Damage 1-4/1-4 or weapon; SZ M; ML Elite (13); XP 175; wielding broadswords.

Draconian, Aurak (2): Intelligence 15-16 Exceptionally intelligent; AL LE; AC 0; MV 15; HD 8; hp 40, 41; THAC0 13; #AT 2 or 1; Damage 3-10 (x2) or spell; SA Spells and breath; SD + 4 bonus to saves; SZ M; ML Champion (15); XP 6,000.

This room has several small chests and bags. Found in these containers are: 400 gold , 35 sp, 600 cp, and 30 miscellaneous cut gems (worth nine gold each.)

14q. Skeletons in the belfry.

This room appears empty and deserted. Found within this room are 10 skeletal stirges that attack immediately.

Stirge, Skeletal (10): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 3, Fl 18(C); HD 1+2; hp 4x10, 2x5, 4, 2x7, 9; THAC0 19; #AT 1; Damage 1-4; SA victim suffers 1 hp additional damage for 10 rounds; SZ S; ML Average (8); XP 120.

15. Books can furnish a room.

This long hallway ends in a blank wall, but closed doors are set into the walls to the left and to the right of it, the doors are both covered with intricate black patterns and runes, faded and hard to read and comprehend.

These doors will both radiate magic very strongly. Both doors are ensorcelled with Symbol Of Spell Loss and Symbol Of Discord that will cause one memorized spell to be lost from each mage that passes through with out a save. All lost spells can be memorized again later.

15a. Oops.

This room is a room bare of everything - unless you count the charred bones of a human skeleton, sprawled face-down and still clutching a fire-blackened staff and a charred book in its outstretched, twisted, and blackened hands. The corpse is little more than an outline of ashes, linked by charred bones. 

The staff radiates magic and is largely whole but whatever magics it possessed are long gone. The book was a leather bound tome of some sort and is badly burned and only a few pages remain legible. The tome is the remains of spell book that contains the spells (one to a page): Magic Missile; Invisibility; Knock; Mirror Image; Whirling Blade
; Feign Death; Dimension Door; Bigby's Interposing Hand; and Sending.

15b. Batting around.

The door into this room is not trapped and unlocked. It is another bare room, containing only a dark swirl of cloth on the floor, and something large, pink and glowing that flies with a quick flapping motion at the characters as they look in!

The cloth on the floor is a dark gray woolen cloak. It is plain, but radiates magic faintly (preservative spells, nothing else.) 

Having just untangled itself from the cloth, the large glowing thing is a normal huge mobat, once the pet of a deceased adventurer, and also the recipient of a permanent rosy-hued Faerie Fire spell. It will not attack, but will follow the characters screeching faintly. If a character feeds the bat, it will cling to that character and becomes his pet. The bat also acts as a warning for monsters, warning them of the character’s approach unless the party takes measures to cover or conceal the bat’s radiance.

Bat, Huge 4 HD: Intelligence 5-7 Low intelligence; AL NE; AC 10 (When not in flight), 7 (When flying in crowd), 2 (When flying freely); MV 3, Fl 15(C); HD 4; hp 24; THAC0 17; #AT 1; Damage 2d4; SA Screech; SD victims suffer a -3 penalty to their surprise rolls; SZ H; ML Steady (11-12); XP 420; Because Mobats' flight is so rapid and silent, their victims suffer a -3 penalty to their surprise rolls. They can also give a piercing screech that causes such great pain that victims seek to cover their ears rather than fight, unless a saving throw versus paralyzation is successful. This screech is always used if the prey resists and it is effective in a 20-foot radius about the mobat. Note that mobile mobats have an Armor Class of 2. Under crowded flying conditions, their Armor Class suffers and rises to 7. When not in flight, mobats have an Armor Class of 10.

15c. Plain door.
A plain stone door, painted black, stands ajar in the west wall of room 15b. It lacks any sort of latch or lock. The doors pull ring allows it to be pulled open shut or closed.

This room is an operating gate set into this room. The gate teleports any who enter the room to the Hall Of The Black Helm (room #42 of the core rooms of Undermountain level #2.)

15d. Hill giants in waiting.

Over this secret door, two large hill giants are waiting for someone to step through it. Although not very intelligent, they have found this area where they may stand above the door without someone noticing unless they look up. The enormous hollow space above this door appears to be naturally formed rock, and perhaps this was part of a small natural cave. The giants have raised nets over their heads, and are going to take the first two characters through the door  (+4 to attack). Of course a more intelligent attack would be to wait until all the characters are through, but the giants are not that smart. However, because of their location, the giants receive a +4 bonus to their AC, since the characters will have to enter the area to attack the giants in melee, giving the giants the higher ground and adequate cover. Each giant carries three large rocks in his bag, which they will drop on characters exposing themselves.

Giant, Hill (2): Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 12; HD 12+2; hp 52, 53; THAC0 9; #AT 1; Damage 1-6 or by weapon (2-12 + 7); SA Hurl rocks (2d8); SZ H; ML Elite (13-14); XP 3,000.

The hill giants have only 4 cp.

15e. Mirror of Hassel.

This door is wider than most within the halls and looks like it has been smashed down several times repaired. Several crosspiece beams of heavy lumber and old rusty shields nailed in place reinforce it.

This room contains a floor-to-ceiling gray tapestry, hanging from hooks on the south wall. Hidden behind the tapestry is a giant glass mirror. Both the tapestry and the mirror (which is magically silvered glass) both radiate heavy magic.

Any character that thinks of a monster or nonspecific NPC (suitable to the campaign) while looking into the mirror will have it appear in the mirror with in 3d4 rounds. Should the character and summoned creature speak a common language they can converse through the mirror but cannot touch or pass objects through the mirror.

15f. Orcs of course.

This room has 40 orcs
 camping here. The smell of a campfire can be smelled from down the hall, along with the rancid cooked meat they are eating. This band of orcs is from an advanced tribe and will immediately attack the characters but will desire to talk to them to learn about the surface world. They are recent arrivals here having come through a gate from another world, and desire to reach the surface and establish a community.

Orcs (38): Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 9; HD 1; hp 5x2, 3x1, 7x3, 5x5, 7x6, 5x7, 4x4, 2x8; THAC0 19; #AT 1; Damage 1-8 (sword) or 1-6 (spear); SZ M; ML Steady (11-12); XP 15; wearing padded armor; each carries a thrusting spear and a sheathed broadsword.

Orc, Guards (11): Intelligence 8-10 Average (human) intelligence; AL LE; AC 4; MV 9; HD 1d1+10; hp 13x11; THAC0 19; #AT 1; Damage 1-8 (weapon, +1 damage); SZ M; ML Steady (11-12); XP 35; each bears a ranseur, and carries a large body shield.

Orc, Shaman 3HD: Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 9; HD 3; hp 9; THAC0 17; #AT 1; Damage 1-8 (weapon); SA spells as 3rd-priest; SZ M; ML Steady (11-12); XP 175; Memorized: Cause Light Wounds, Shillelagh, Hold Person, Darkness 15’ Radius, Sleep, Invisibility, and Deep Pockets. Carries a +2 mace hanging from his belt and has a medium shield strapped to his back.

Orc, Leader: Intelligence 8-10 Average (human) intelligence; AL LE; AC 2; MV 9; HD 5; hp 40; THAC0 14; #AT 1; Damage 1-8 (weapon, +1 damage); SZ M; ML Steady (11-12); XP 35; wields a +2 Broadsword, Flame Tooth; wearing brigandine armor; a great helm, and has a medium shield.

15g. Hobgoblins.

(A small trip wire is laid across the doorjamb to trip anything that enters, and then the hobgoblins will enter combat by firing both of their crossbows first and then closing for melee. Their crossbow bolts are poisoned with a sleep poison that does no additional damage but will cause a character who fails a save versus poison to fall asleep for 1d6 rounds per bolt that the character fails to save against.)

There are 15 hobgoblins lying in wait here behind a barricade of broken wagons. The hobgoblins had fled from a drow raiding party and had decided to make a stand in this room. They will immediately think that the characters are the drow and attack them. After the initial barrage of quarrels, the hobgoblins will be surprised to see the characters and will offer a parlay with them if the characters appear more powerful than the hobgoblins. If the negotiations between the hobgoblins and party take more than two rounds, there is a 25% chance of a wandering monster encounter. Should a wandering monster encounter occur, the hobgoblins would try to leave during the battle, leaving the characters to deal with the monster. The hobgoblins are unaware that they fled through a teleportation gate and are now several thousand miles from the drow that were pursuing them.


Hobgoblins (15): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 9; HD 1+1; hp 2x8, 4x5, 2x6, 2x9, 2x7, 2x2, 4; THAC0 19; #AT 1; Damage By weapon; SZ M; ML Steady (11-12); XP 35.

Treasure: 2 cp, 4 gold , and their weapons, which are of decent manufacture. The remaining 24 sleep poisoned quarrels are drow manufacture and worth 150 gold  on the surface to the right buyer providing they survive the surface environment.

16. The room of the fountain.

This room was once grand; its smooth, now cracked floor is of polished white tile, inset with tiny black and golden mosaic tiles to form a random design of circles of varying sizes. All around the room, where the walls join the ceiling, is a mosaic border of alternating black and gold encircles a large stone fountain that rises from the floor at the east end of the room. The fountain is dry, dusty, partially filled with dirt and a little over 10' in diameter. Something lies half-buried in the dirt on the bottom of the fountain’s pool near the center; something yellow-white and gleaming like polished bone.

The object is indeed bone. It is a shiny-lacquered skeletal human hand and arm. The joints are fastened together at the joints by means of tiny, drilled holes and fine Mithral wires. The fully articulated, shoulder-length arm of bone can be moved as if it were alive, but seems to have no real purpose. Casting detect magic upon the arm reveals that is very magical but only a legend lore spell can reveal its true nature.

Touching the arm summons the guardian earth elemental that will attack all within the room.  If the characters escape with the arm, without destroying the elemental, the elemental will continue to hunt them until it has recovered the arm and replaced it in the fountain. The command phrase to release the guardian elemental is: “Speed kills peaches.”

Guardian Earth Elemental: same as regular earth elemental but has an additional four HD and does additional 1d8 points of damage per attack.

This arm is intended to replace a man's arm, but it lacks the necessary spells. A magic user can replace a man's arm with it but it will require three weeks (or more) and at lest 30,000 gold . Done properly, the arm will have 18/00 strength and be impervious to such spells as sleep, charm, and takes half damage from all electrical attacks. 

A careful examination will find a keyhole in the rim of the fountain. A thief can pick this lock easily. A loud thunk is heard (like two stones hitting each other) and the fountain will tip back revealing a narrow shaft leading down, which turns and runs south. The passage then climbs up a flight of four stone steps before turning east.

16a. Moldy room.

The walls of this corridor are covered with scaly mold and eerie, greenish-white, non-florescent growth that covers the walls, floor and ceiling for a 40' long stretch of passage. The hall is definitely colder here.

The mold will reach out small fingers to anything that moves. The mold is harmless and burns easily leaving a white ash and acrid smoke that is poisonous doing 2d4 points damage {save versus poison for ½ damage.}

16b. Some lovely brown mold.

The walls, floor and ceiling of this alcove are covered with a thick brown mold-like substance. It starts to grow rapidly as you approach. 

The “mold” is actually a brown pudding that will attack the characters. The mold is highly flammable and will leave a thick black smoke that sears the lungs and blinds the eyes for 1d4 rounds, affected characters suffer a –4 penalty to all dice rolls during this time.

Pudding, Deadly, Brown: Intelligence 0 Non-intelligent or not ratable; AL N; AC 5; MV 6; HD 11+1; hp 50; THAC0 9; #AT 1; Damage 5-20; SA corrosive (cannot dissolve metal); SD immune to acid, cold and poison, lightning divides them; SZ L; ML Fearless (20); XP 2,000.

16c. Passageway.

This cold stone passageway runs on and then turns into this room.  This hallway ends in a room filled with stony rubble. Several small spiders and one small non-poisonous snake can be seen crawling amidst the rubble. (All harmless.)

(If the characters dig for five rounds they find a crushed black-tarnished silver candlestick  (worth 20 sp) clutched in the hand of a crushed human male skeleton wearing the rusting remains of bronze scale mail. A shattered bronze sword lies under him alongside a ruined wooden leather embossed shield. Digging the skeleton out reveals a moldy and rotten leather purse that contains: four bloodstones (worth 500 gold  each), two small bars of platinum (worth 200 gold  each), and 3 gold  of Waterdeep mint.)

17. Not much to look at but a real talker.

In this room stands a circular table of glossy black polished dark wood.  Not a speck of dust mars its gleaming surface. On top of the table is only a single item: a brightly polished and lacquered human skull. Suddenly it starts to speak, bobbing up and down as its jawbone moves: "Well met, I do believe adventures, bold are yea? I’m Muragh Brilstagg, Rod of Lathander; now who might yea be if I may be so bold?" 

(Muragh will continue to babble and point out things that the characters wish to forget. He may also attract wandering monsters with his constant babbling. If the characters take Muragh with them refer to CGTuM page #51.)

17a. The cluttered room.

This room looks like a junk heap exploded in the room. Dim sunlight filters in from a series of six corroded iron grates 15’ overhead. A small trickle of brown liquid falls from the grates to fall upon a rusty suit of field plate armor hanging from the grating by its arms. The back of the suit is towards you, but you can see brown liquid dripping from the joints of the armor. A rusty shield lies in the far corner, as if thrown there by someone. A broken sword lies upon the ground under the armor. The back of the armor shows great rents in the rusty metal. Various bits of trash litter the room. Old corroded leather, bits of rotten food, small animal bones apparently gnawed on and broken, and you see large chunks of excrement lying on the floor under the grate. The floor is covered in a slimy pool of dark brown water that has large chunks of some kind of waste in it. The footing is treacherous as the floor seems to be covered in thick mucus that clings to everything and you shudder at the thought of falling in the muck. Your nose cringes as the rank smell of the room, and some of you feel like gagging.

If a careful search is done (requiring at least four rounds), one good leather bracer is found. The bracer does not radiate any magic but has not corroded and appears sound. The bracer might be helpful in lowering armor class. (The bracer is a lesser Peltast.)

A small trickle of brackish water flows out of the room down the passage leading out of the room.

17b. Small alcove.

This 30' square alcove is empty save for some odd bits and pieces of odd dungeon junk. Some old burnt out torch ends are scattered about with a worn out left boot for a small humanoid. An empty small wooden box that might have once held tobacco or snuff is lying on the floor in the water that flows from the other room. A rusty iron spear head lies behind the box in the water.

17c. Small dead-end.

This 30’ long by 20' wide dead end room has a small reeking pool of mucus covered water along the back wall. Reeking bits of offal lay about the room some resting in the pool of water. A large, reeking, rotting pile of offal, rotting bits of food, chunks of molding leather, rusting piles of armor, large rotting chunks of wood (along with crumbling smaller sticks), interlaced with the rotting remains of several different beasts, and several large piles of bones. 

Twelve, large reddish beetles, each 12’ long possessing a bi-segmented carapace. A large high rimmed horned head topped with a pair of feelers in front of the carapace. A large pair of pincers 4’ long lined with rows of sharp needle-like spines. These beetles turn to face the wall, and slowly dip their forequarters down and raise their abdomens towards the characters. A large gland sac glistening with some thick mucus hangs under their abdomen, their back legs stroke this gland as they make a threatening clicking sound with their pincers.

Bombardier beetles (12): AC: 6; hp: 20, #Attacks: 1; Damage: 2d6; SA: acid cloud doing 3d4 to everything within 20' and chance of stunning all within 16'.

The nest contains: four eggs, 20 cp, 11 sp, four red rubies (worth 5 gold  each), a necklace of diamonds (worth 60 gold ) and a silver ring set with a large black onyx stone (worth 20 sp).

17d. An old resting-place.

This 60’ wide by 30' long room has a door 30' inside to the north. A single 10’ wide passageway on the north wall leads to the east. Another passage 10’ wide on the west wall continues south. A low row of benches each 20’ long runs along the south wall. A low table 10' long is lying on its side. Several old bronze torch brackets hang on the walls. The telltale signs of old torches are still evident by the smoke-damaged roof and walls.

17d1. The ornate privy gate.

Entering this large room by either of the locked doors reveals a once very ornate privy that is in shambles with a stench that assaults the senses. Very fine marble and porcelain once decorated this room with fine brass and silver ornaments. The seats were once fine marble rings but are smashed or missing now and the shelf containing the seats has feces on it like something purposely shit on the top of the shelf. Silver buckets once contained a sponge on a porcelain stick (toilet paper equivalent) dipped in scented water. A few of the buckets (worth three gold pieces each) contain remains of a shattered stick and a moldy sponge that still smells faintly of rose water are recovered from the rubble. The walls were once decorated with cedar planks and a thick woven rug covered the stone floor but both were used as firewood. 

Searching the room for hidden or concealed items reveals a door that opens easily revealing a gate. Upon opening the door, a planar spider
 plane shifts into view and thanks the characters for locating the gate, something it was having difficulty doing with no hands. The spider is quite large almost 12’ long and very friendly to the characters. Unless the players have had experience in BDandD, they are likely to assume that the spider is an intelligent phase spider and attack it, which will insult and shock it. If attacked the spider immediately plane shifts away and the characters will never see it again since it will enter the gate and leave. Should the characters befriend the spider it will introduce itself and makes a good adventuring companion.

17d2. A secret gate, a silver urn, and something in the urn.

Opening this secret door reveals a short hallway that is chocked with dust and old cobwebs. Lying on the floor on its side is a large dented tarnished urn, with its top on. Tapping the urn causes it to roll revealing that something is sealed within the urn, which is made of silver, and if cleaned and the dent removed, would be worth about 250 gold . There is a large amount of ornate calligraphy around the sides of the urn. Cleaning the urn in order to read the writing takes three rounds and reveals a long litany of phrases and metaphors. Reading the sides of the urn out loud activates the gate within this room and tunes it to transport characters to the Elemental Plane of Ash. Opening the urn reveals a small brass ring and a piece of parchment sealed inside. Reading the parchment reveals some really bad poetry, and the ring is magical but only has an enchantment to prevent it from tarnishing. Reading the bad poetry out loud retunes the gate to another destination, an uncharted ruin under a huge mound near Moonrise Hill in Deepingdale, between Corellon’s Glen and the Semberflow River. However the ring is sacrificed to the power of the gate and another magical brass ring must be procured before this gate will send travelers under the mound near Moonrise Hill again.

17d3. The hidden gate to the Free City of Lastarr.

**In front of the secret door to this room is a concealed trap door that pivots under more than 50 pounds of pressure dropping victims into a 75’ deep spiked pit damage done is 12d6 and the lid pivots back in place trapping victims inside. Searching the bottom of the pit reveals 24 gold , a silver belt buckle worth 5 sp, a tarnished bronze scroll case (contains the spells bless, feather fall, and call woodland being.**

The gate requires a pair of silver tongs to be carried through, but the tongs remain with the adventurers. The gate drops the adventurers in the Free City of Lastarr
 under a water fountain in the city’s sewers.

17e. Bugbear cove.

Traveling this 20' long passage, a softly spoken, coarse language (bugbear) is being spoken ahead.

Peeking into the room reveals 37 large (seven feet tall) creatures with dirty yellow-brown skin, and lusterless tan brown fur, and its eyes are greenish white with red pupils. They are draped in odd ends and pieces of armor that is strapped on them with leather straps and rope.

Bugbears (35): Intelligence Low to Average (5-10); AL CE; AC 5 (with armor); MV 9; HD 3+1; hp 4x13, 6x9, 5, 2x24, 4x10, 3x19, 17, 2x15, 2x18, 3x16, 21, 3x12, 2x11, 8; THAC0 17; #AT 1; Damage 2-8 (2d4) or by weapon; SA Surprise gives them +2 to damage rolls.; SZ L; ML Steady-Elite (11-13); XP 120.

Bugbear leader: Intelligence Low to Average (5-10); AL CE; AC 0; MV 9; HD 1d4+21; hp 25; THAC0 16; #AT 1; Damage 2-8 (2d4)or by weapon +3 damage; SA Surprise, +2 to damage; SZ L; ML Steady-Elite (11-13); XP 175; chain mail; Steel Bracer +2; wielding a +2 Halberd.

Bugbear shaman: Intelligence Low to Average (5-10); AL CE; AC 2; MV 9; HD 4+1; hp 17, 13; THAC0 16; #AT 1; Damage 2-8 (2d4) or by weapon; SA Surprise, +2 to damage; SZ L; ML Steady-Elite (11-13); XP 175; Bracers Of Defense AC 2; wielding a Mace +1; Memorized: Cause Fear, Cause Light Wounds, Command, Create Water, Cure Light Wounds, Curse, Darkness, Destroy Water, Detect Good, Detect Magic, Detect Poison, Entangle, Faerie Fire, Mistaken Missive, Orison, Pass Without Trace, Protection From Good, Purify Food and Drink, Putrefy Food and Drink, Shillelagh, Strength of Stone, Aid, Badberry, Barkskin, Charm Person or Mammal, Chill Metal, Cure Moderate Wounds, Find Traps, Goodberry, Hold Person, Know Alignment, Mind Read, Obscure Alignment, Obscurement, Silence, 15-foot Radius, Speak With Animals, Spiritual Hammer, Warp Wood, Affect Normal Fires, Dancing Lights, Melt*, Mount*, Shield, Detect Invisibility, Scare, and Vocalize.

Treasure: 8 cp, 6 cp, and 2 ep.

17f. A lurker above.

This 30’ by 30' room has two passages each 10' wide and 10' long exiting the room. There is one passage in the south wall and one in the east wall. This room appears empty though lots of various tracks pass through it.

Any torches passing through this room or characters making a lot of noise will awaken the lurker above, and it will drop upon the characters, attempting to smother the last character in line.

Lurker, Trapper: Intelligence 13-14 Highly intelligent; AL N; AC 3; MV 3; HD 12; hp 80; THAC0 9; #AT 4; Damage See below; SA constriction (4 pts plus AC per round, suffocate in 6 rounds); SD 95% undetectable, immune to heat- or cold-based attacks; SZ H; ML Steady (11); XP 3,000.

Treasure: 20 cp, 40 sp, 2 gold  and one gold ring set with a square piece of jade worth 10 sp  (protects the wearer from all lycanthropes types in a 10' radius, and bestows a +l defense bonus versus a lycanthropes attack).

17g. Trapped room.

This small room is 50' square and has a 10' wide and 10' long passage on the eastern wall and the southern wall. This room is apparently empty.

(The first lines of stones entering the room from the east are pressure plates that will release six large glass jars from slots in the roof to drop and shatter. Each jar releases a sleep poison affecting everyone within the room (save versus poison with +2 penalty or fall asleep for 1d6 rounds.) The noise of the dropping jars has a 15% chance of attracting wandering monsters.

17h. A small bag just happened to be dropped here....

This 20' long by 50' wide room has a 10' wide and 10' long passage leading out of it to the north. The room appears empty save for a slightly wet, moldy bag lying in the southern corner.

Upon opening the bag you see the largest berries that you have ever laid eyes upon. These are truly magnificent specimens are undamaged by the wet container they are inside. (Casting a Detect Magic spell reveals a strong magical property on each one these berries. These berries are Bad Berries (opposite of Good Berries) created by an evil druid. Eating one of these berries causes the eater to suffer 1d8 points damage per berry consumed. Casting a Detect Curse spell reveals these to be Bad Berries).

17i. Guess whom?

This 50' wide by 20' long room is empty save for a small wooden shelf four feet off the ground on the southern wall, besides which is a passageway 10’ wide leading from the room heading south. Under this shelf is a pile of bones and decaying corpses of demihumans, humans, and other races decomposing on the floor. They have all been well stripped and nothing of value seems to be evident. (Some of the bones show sign of gnawing or being sawed off and removed. A lot of the bones show sign of a crushing blow delivered to the skull). A large swarm of flies infests this room.

The shelf is empty, but a secret door on the north wall opens, revealing a smaller five-foot square room, with a wooden pedestal inset into the floor. Sitting on this pedestal is a male human skull with two {50 gold  each} red diamonds in the eye sockets. A dagger with a jewel encrusted hilt, with gold overlay around a {200-gold } red diamond set into the pommel lies flush vertical on the skull. The dagger has a steel blade that shows no sign of rust and it has been slammed though the crown of the skull pinning it to the wooden shelf. (Casting Detect Magic reveals a large presence of Alteration magic). Looking closely, you seem to see a wraith-like form floating about the skull.

This skull is a magical trap. All creatures touching it must save versus spell with a –2 penalty or be paralyzed for 5d6 rounds and lose 1d8 hp per round paralyzed. When the skull is touched, it leaps into the air screaming, “I am Murrell, one of Halaster’s worthless apprentices. I could not magic my way out of a dung collector’s cart and now I am condemned to wander these halls, searching for other worthless creatures.” This racket has a 25% chance of attracting wandering monsters. Having said its piece, the skull along with the dagger and pedestal vanishes in a bright flash of light to reappear somewhere else within the halls in the same state as the characters found it.

Giant black centipedes (18) attack any character digging through the bones.

Giant Centipedes (18): Intelligence 1 Animal intelligence; AL N; AC 5; MV 18; HD 3; hp 3x9, 16, 3x17, 2x10, 18, 13, 2x8, 15, 20, 5, 19, 12; THAC0 17; #AT 1; Damage 1-3; SA Poison; SZ M; ML Average (8-10); XP 175.

17j. This bugs me.

This large dark room is 50' wide by 150' long and appears to have been a meeting hall or a feasting hall at one time. There are four doors (counting the one you entered) leaving this room. There is one door on each wall. A shattered wooden table 80’ long (what's left of it) and a bunch of fragmented chairs lie in the center of the room. The floor is littered with broken crockery and bent and twisted cookware. Two brass candelabras lay on the floor near the door; the candles have been removed. A dead half-elven male lies just behind the candelabras his features are hideously disfigured as if by acid. 

As you pause a moment, a gross sucking and lapping noise emanates from the dark depths of the room. Infravision reveals five more slowly cooling corpses and in the distance eight large insect-like creatures 20' long are closing rapidly, several drop a humanoid corpse that they were apparently consuming. These creatures seem really hungry and ragged, like they have not eaten in a while and some show battle injuries. Each of these creatures has a multi-jointed chitinous shell brownish in color like fresh turned earth, ending in a pointed tail, a lot like a centipedes shell. In fact, these creatures resemble a cross between a centipede and a praying mantis from hell. The underbelly is a light pink. The creature’s twin bulbous multi-faceted eyes are a glistening black. It has a pair of large hooked mandibles over a small protruding proboscis that drips a thick ichor. Two thin, 5’ long antennas ending in a thick wide tip twitch in the air as if it can sense your presence, like a dog twitching it's ears. 

Anhkegs (8): AC: 2, 4  (underbelly); hp: 64, 61, 55, 51, 49, 41, 36, 31; THAC0: 12; #Attacks: l; Damage: 5d6 + 1d4 per round  (digestive enzymes); SA: squirt acid for 4d8 (save versus acid for half damage) only done if sorely pressed and used as an escape means because these are starved, they will not squirt until really desperate.)

There are six corpses in the room. Searching the bodies reveals that they were an adventuring company from Sammaster. The bodies are as follows:

1. Half-elf, male fighter wearing ruined chain mail, has one small silver dagger  (+2 versus avians), one short sword sheath (empty), ruined leather trousers, a pair of high leather boots {non-magical, however hidden inside the left boot is a boot dagger (+l)}, and a leather belt. Underneath him is his shattered short sword. {This was the elf closest to the candelabras.

2. A human male fighter wearing ruined splint mail, a ripped and shredded leather backpack with a wooden frame (has a small silk bag inside containing 20 gold ), a small buckler on his broken left arm (+2), an empty long sword sheath, a leather belt carrying a two-foot long iron dirk, heavy canvas pants, a pair of boots (magical adds +2" to movement rate).

3. An elven male fighter wearing ruined leather armor, a leather and wood quiver on his back contains 14 arrows (four arrows are +1 versus reptiles), an empty short bow sheath on his waist, a large silver dagger on his belt, a necklace shaped like a silver eagle (magical, protection from undead 15’ radius), a tight pair of forest green material pants which are tucked into high green leather boots  (magical, boots of pass with out trace.)

4. A human female fighter wearing ruined studded leather armor, a ripped gray canvas cape, a large leather and wood backpack (contains three vials: extra-healing, speed, +2 protection from magical missiles for 1d4 rounds), a wide leather belt holding four small silver throwing spikes and two small leather bags {one holds 30 sp and the other 20 gold ), a pair of brown leather pants, and high leather boots.

5. A human male fighter wearing fine chain mail   (+2), six glass vials on a wide bandoleer (blade contact poison does an additional 1d4 points damage upon a failed saving throw), a wide leather belt with an empty long sword sheath and a large hand ax strapped to it, brown leather pants, with tall leather boots.
6. A human male fighter wearing ruined chain mail, a large corroded steel shield on right arm, the left arm is missing, large leather embossed belt with an empty series of loops (for potion vials), a pair of gray heavy cloth pants, and common leather boots.

Casting Speak With Dead or a similar spell reveals their names, and a brief background.

Scattered about the room are: a short bow  (+l), two common broad swords, a large iron hammer (+2), a halberd, and a large oaken staff tipped in twin steel blades.

17k. Monkeying around again.

This room is apparently a landing used for the flight of stairs you see just past the 12 large black furry creatures charging you. Each of these creatures stands about 5’ tall are covered in shiny, short, black fur interlaced with silver highlights. They are running at you using a loping gait with their much shorter rear legs and running on the fists on their forearms that are held rigid. They make a strange whooping noise and toss their fists at you in irritation. Their faces are surprising human-like except for the mouth, which is filled with large glistening fangs. Behind these creatures huddled in the southern corner is a small group of eight females and five young.

Carnivorous apes (males) (12): AC: 6; hp: 40, THAC0: 13 (+2 to hit for defending females and young); #Attacks: 3; Damage: 1d4, 1d4, 1d8, SA: does additional 1d8 points of rendering damage if strikes with both hands.

Carnivorous apes (female) (8): AC 5; hp: 40; THAC0: 11 (+5 to hit because defending young); #Attacks: 3; Damage: ld4, 1d4, 1d8, SA: does an additional 1d8 points rendering damage if strikes with both hands.

Carnivorous apes (young)  = noncombatants

17l.This little light of mine...

This room is covered in heavy dust, lying over a heavy layer of sticks and brush. A faint flickering of fire can be seen beyond and through this room down below it past the flight of stairs leading down. A small pile of trash sits in the middle of the room under a small chute that cools air flows out of. The chute is too small for someone to travel up it  (a character in wraith form or similar magic will determine that it comes out in the middle of a small, dingy room in the home of some poor family, probably near the dock ward judging by the dead fish smell). It does not appear that too many things travel through here. A small pile of trash is in the middle of the room under the chute. The walls are covered in thick layers of mud, possibly at one time this room might have flooded. A thick layer of clay soil is on the floor too. There is a flight of stairs leading down into the next room on the southern wall.

Digging through the trash pile uncovers nothing of interest, but common trash like: old fish hooks; brittle tangled fish netting; a rusty broken serrated knife (5" blade) with out a handle; some miscellaneous fish bones; three large shark teeth (mako); a small glass jar, chipped and missing the lid; and the heel of an old boot. The bottom of the pile reveals a small, flat, {5" wide} rotten leather satchel case. There seems to be something hard and round inside it. Inside the satchel are five one inch long candles, in good repair and unbroken. The bag has a rotten hard wood backing to it apparently to prevent breaking the candles. (Casting Detect Magic upon the candles and bag reveals a slight magical property on the candles and bag. An identify spell reveals the candles to be sleep smoke candles.

Unless the characters have posted a guard, while they are digging, several centaurs will sneak in behind them and drop a net upon them. Each bear small composite recurve short bow in its hands. Unless the characters have encountered a centaur before describe the creature as having the upper portions of a dark skinned (black) human male from the waist up; while the rest of him is that of a great black horse. Each of these creatures has strange painting on its human portions in bright reds and blues while it's equine portions bear bright streamers and bits of wood on ornamental cloth ribbons. You see that they have wrapped heavy dyed cloth around their hooves, muffling them and hiding their tracks. Their thick black, wiry hair is matted with mud and small human finger bones, interlaced with large bird feathers and porcupine quills. A small human finger bone also protrudes through the nose of each creature. You notice when they smile when they see you that their teeth have been filed to sharp points. On each one’s back are two full quivers of arrows and a large hand ax with a small round shield made of laminated hides painted in bright colors decorated with bird feathers dyed bright red and small bones. You see eight of these creatures hold their bows at the ready while the back two trot forward, each holding a long (4') laminated wood hollow tube. These two centaurs are putting a feathered dart in the end farthest from you and closest to them while resting the tube across the hindquarters of one of the other centaurs.

Black cannibal centaurs (10): AC: 4; hp 64; THAC0: 12 (+8 to hit while characters are trapped within the net), #att: 2 with weapon, and two hoof lashes; Damage: 1d6/1d6 (flight arrows), 1d4  (dart + poison save versus sleep or nothing), or 1d8x2 for hooves; 1d6 with hand ax; AL CE. Each centaur bears 50 arrows  (25 each quiver), and 10 porcupine quill darts poisoned with sleep poison {a successful save equals no damage}. One centaur bears a small gourd horn that he will blow if hard pressed by the characters, to summon help from room  #17m. Two centaurs each carry a large gourd filled with fresh blood mixed with cheap red wine.

17m.The lair of the Great Siluas.

As you walk down this short flight of steps, old rusty spears with human and demihuman skulls thrust upon them sit in a row each on the left and right. The skulls are painted with strange black runes and bizarre but beautiful swirls. This large room is 30' wide x so' long. Entering the 30’ wide by 80’ long room, the pungent coppery smell of fresh blood permeates the room. The smell some kind of cooking meat within the room makes your stomachs heave. Plumes of thick, greasy smoke that smells like smoldering rotten meat obscure the roof. Several small fires burn within the room with small clumps of centaurs around each. Each of these groups is eating some form of bloody burnt meat. A large swarm of flies buzz around the room. Very bloody and pale excrement with small white worms squiggling in it that you assume to be centaur dots the room. A large oaken door bound with iron bands sits 20' into the room on the eastern wall. This door is heavily barricaded and a row of sharpened spikes faces this door. A large stone carved head, possibly removed from a giant stone statue leans against this door. In the far south-east corner is a giant carved wooden idol of a giant male human with a very large open mouth, set into a ridiculously large head in proportion to it's body. The mouth is square with many sharp jagged teeth. Its hands are bent at the elbows held waist high. The palms are up and a giant copper bowl rests in these hands. Fresh bloody human and demihuman body parts adorn this copper bowl. A slight trickle of blood leaks from the bowl to pool on the stone floor. A swarm of flies hover about this bloody bowl. 

Four centaurs guard the entrance to this room. They will attack when they see the characters approaching. The first attacking group will consist of 30 centaurs, each bearing a large mace or a spiked club. If the fight goes against the centaurs, the remainder of the centaurs within the room draws their bows and attack. Each grab their special arrows in their quivers first; will commence a strategic retreat into the center of the room. Each of these special arrows is tipped with a small sharp tipped black glass vial. A thick black ichor fills each vial. The centaurs shoot these arrows first, then will switch to common field points. One male centaur covered with strange red runes painted with blood starts to chant and dance around while shaking a large, red, wooden rattle. He starts to wave this rattle at the characters while screaming at the top of his lungs. (Centaur priest; make a villain sheet for him.)

The arrowheads are black glass vials filled with a small colony of black pudding (damage per arrow 3d8; bare skin). Count a hit of +4 or more to have hit bare skin) takes one melee round to eat through magical armor +1 melee round for every magical enchantment.

Siluas {centaur barbarian cannibal cleric}: m. c. as standard centaur, but with a fanatic morale.

Cannibal barbarian centaurs (121): AC: 4; hp 64, THAC0: 12; #Attacks: two with melee weapon, and two hoof lashes, Damage: 1d8/1d8 {hooves}, 1d6 {arrows + black pudding}, 1d6 {hand axe or club}.

Treasure: 230 cp, l00 gold , 10 gems worth 20 sp each, 20 pp, one scroll tube (containing the mage spell spectral ears.)

17n. Teleport to the jungle Island of Chad
.

Stepping into this room, you realize it is incredibly hot and humid. A large amount of steam pours from the floor and swirls about your legs in an eerie pattern.  The floor is completely hidden from view and suddenly feels soft and spongy. Reaching down, you are surprised to feel sticks, weeds, plants, and as your eyes and ears adjust you are starting to see and hear odd cries of various animals in what you had thought to be stone columns but now realize are trees. In some of these trees are small four-legged creatures with a long limber tail. These odd black creatures are vaguely human and they hoot and chatter at you, while throwing rotten fruit. They also throw small twigs and some kind of long yellow vegetable peel with small black spots from a long yellow fruit with soft white flesh. Larger noises are heard in the heavy green shrubbery to your left. 

17o. Kobolds from hell.


This large room is cluttered with large chunks of wood and bits of old wagons. There is an incredible dense morass of debris. Scattered about the room are several stripped human skeletons. There does not appear to be any creatures within the room, except for the occasional rat and small bugs. The debris is well packed and appears pretty old. Trying to move some will require a lot of hard work; it would be easier to crawl over it.

This room is heavily populated with a large band of heavily armed kobolds.

Kobold chieftain: AC: 3 (+3 dwarven chain mail, boots of springing and leaping), hp 24, THAC0: 10 (+2 hand ax of wounding), #Attacks: 3; Damage: 1d8+3 (and 1d4 for every round after until a restore or bless spell is used (if a heal spell or similar magic is used, the wounds increase in severity and more damage done per round 1d6, then 1d8 if again and so on); necklaces of missiles with four missiles remaining: one 6, two 5 and one three HD; wears the Ring of Baba Yaga.
 This unusual kobold was formerly an evil dwarven adventurer who was reincarnated as a kobold. He still retains his possessions from his previous life and has gathered a small band of hand picked kobolds to form his own army. Through overt hostility and prowess and arms, he has managed to gather the best and brightest kobolds for his army and has led them in several successful raids gaining much magical treasure, which he has selectively doled out to the kobolds that deserved it.

Kobold sub-chief; AC; 4 (+2 /+3 Versus Missile Weapons Steel Alloy, Double Ring Chain Mail); hp: 18; THAC0 12 (+3 Steel Spiked Club Of Disruption);  #at: 2; Damage: 1d8+2 and 1d8 points of magical wounding (save versus spells for no effect), Pants Of Haste
 (allows movement rate of 20 three times per day); Boots Of Elven Kind, and Cloak Of Blending.

Kobold commander: AC: 4 (+2 splint mail, +1 buckler); hp: 18; THAC0: 12 (+3 spiked javelin), #at: 2); Damage: 1d6+2; ring of invisibility, and cloak of concealment.

Kobold lieutenants (4); AC; 4 (+1 studded leather, +1 tabard of protection); hp 16; THAC0: 13 (one wields a +2 silver short sword), #att: 2; Damage: 1d6 x 2 (1d8 versus lycanthropes), rings of invisibility, and each has a shroud of protection from normal missiles.

Kobold sergeants (4); ac: 4 (+2 brass splint mail, +1 iron helms); hp 16; THAC0: 15  (+2 short composite recurve bows, two +2 throwing daggers  {each poisoned with type D poison, save versus death or suffer 50 hp damage}; Damage 1d6 (arrows) or 1d6 (daggers), one wears a pair of boots of pass with out trace.

Kobold foot soldiers  (56): AC: 7, {one wears a suit of +2 studded leather, and a +1 leather helm = AC 4}; hp: 14, THAC0: 18 {one wields a +2 short bow, and a +2 short sword = AC 16), Damage: 1d6; each carries a quiver of 40 arrows, {one wears a cloak of elven kind, but does not know it}.

The kobold leader will lay in wait until the characters have started to either enter room or dig in the debris. The kobolds are spread into a wedge pattern with the characters caught between the pincers. The kobolds will distract the characters with a magical inflatable red dragon, that they will inflate and command it to menace the characters.  When the characters have attacked the  "dragon", the kobold archers will launch their arrows. The chieftain will seek to attack the party leader utilizing a sneak back attack attempting a hamstringing attack (+9 to hit) to cripple the characters leader. Then he will duck back into his fortification and coordinate wave attacks onto the characters. The lieutenants will only enter melee if battle goes against the kobolds. The chief will dart in and out, making attacks of opportunity, particularly on any characters that appear to be mages or clerics.

Treasure: as found, except the Ring of Baba Yaga has a platinum band inset with a 600 gold  diamond and can not be removed from the previous owner except when the wearer dies.

17p. Duh!!


This room has mounds of litter in it too. The only thing that appears to be of interest is a human skeleton under a large slab of rock in the corner of the room. The skeleton is quite flat and by the general size and shape of the chunk of stone, a mage would recognize a wall of stone spell created this rock. However, the idiot must have cast it in the air over his head or something like that.


Prying the rock away reveals that the skeleton’s equipment was crushed with him except for a small leather bag containing four glass vials. Three of these vials are Potions Of Healing, but the fourth is a very rare and very potent Potion of Extra Healing that will heal 8d8 hp if the entire vial is drank, or contains enough for four careful sips each doing 2d8.


Unfortunately, floating in each vial are four miniaturized invisible demonic larvae, just waiting for some unfortunate person to drink them.


Larvae, demonic (16): Intelligence 2-4 Semi-intelligent; AL NE; AC 7; MV 3; HD 1; hp 5x6, 2x8, 2, 2x7, 3, 2x1, 4, 2x5; THAC0 19; #AT 1; Damage Bite: 1d4+1 + disease; SA Wounding, disease; SD Nil; SZ T; ML Unreliable (2-4); XP 35.


17q. Thieves can make mistakes too.


This room is littered with several large bits of debris, several chunks of drift wood, numerous burnt out torches, broken implement handles, rusted shovel heads, and a large broken double bit axe. Staked on top of all this junk is a small {1’ by 1’ by 6”} pristine ivory white ceramic chest. The chest has metallic bands that might be silver or another precious metal. The chest is lying on its top, half submerged in a small puddle of water that drips from a crack in the roof. The chest is without a scratch, but several of the broken tools in the area have damage to them that would match the shape and size of the chest.


The characters can safely move the chest, but it far to heavy to pick it up {it weighs about 1,750 pounds}. On the top an ornate metal lock shaped like a silver dragon with ceramic talons holds the hasp in its teeth. The hasp is shaped like another silver dragon, held by the lock dragon. The lock hanging from the hasp is shaped like a third dragon, and scattered about the area are several snapped and blackened lock picks. Also within the area are several ruined files, various empty vials of corrosive materials, and empty vials of heating agents. With great effort, the characters can tilt the chest, which reveals that something rattles inside.


The lock is very intricate {-55% chance to successfully pick} and is protected by a poisonous needle trap of cunning design {-15% chance to disarm}. Characters struck by the needle, must save versus poison or are slain immediately. A successful save indicates the character has suffered no damage. Unfortunately, any lock picks stuffed into the lock are immediately subjected to a crushing blow and must save versus crushing blow or be destroyed. Successfully picking the lock will cause the dragons to release, however there is one more trap on the hasp. This is another cunning trap {-45% to disarm}, and if the trap is sprung, a poisonous gas cloud is released effecting all creatures within five feet. A successful save versus poison indicates that the character has suffered 30 hp of damage, and a failed save versus poison slays the character immediately. 

Opening the box reveals a single pulsing red gem stone, about acorn size. A detect magic spell will reveal that the gem is very magical, as well as the box. Touching the gem will set off the modified delayed blast fireball doing 6d8 points of damage to everything within the room. After the explosion, the lid of the box slams shut and locks resetting all the traps; another gem will appear within it in 1d4 rounds. The explosion has a 25% chance of attracting wandering monsters.


17r. Empty room.


This room is 30’ wide and 20’ long, and appears to be dark and empty. A cursory glance does not reveal anything of interest.


A secret door in the middle of the floor that is easily opened revealing a small stone hole five feet deep. Within the hole is a pair of scrolls tied with a scarlet cloth. The first scroll contains a priest Heal spell, and the other scroll contains a Fireball. Both spells are cast at 12th level. Under the scrolls is a small leather sack containing 4 gold , and 20 sp and a small note. The note reads: “If you have found this, then we are most likely dead. There is one gold coin in here for each of our party members to buy our way from the Halls. Make sure that you always keep at least one gold coin upon you at all times, otherwise the Yawning Portal will not pull you from the Halls and you may perish here.”


17s. Lair of the achaierai.


The sturdy door to this room has been ripped from its hinges recently by some massive force from the outside. The ruined door lies splintered upon the floor beside the doorframe. The room ahead appears large and empty.


You suddenly notice a flock of 18 horrible creatures charging towards you. These foul creatures each have a body that resembles a huge spherical bird’s head with a powerful beak, a feathered crest, and stunted wings. The legs are metallic blue-gray, the body is a dull scarlet molted with deep red. The crest is a bright flaming red. These creatures make a horrible clacking noise as the charge.


Achaierai (18): Intelligence 13-14 Highly intelligent; AL LE; AC -1 (legs), 8 (body); MV 18; HD 6+6; hp 2x34, 2x31, 2x27, 37, 2x36, 41, 23, 39, 43, 32, 46, 26, 24, 25; THAC0 13; #AT 3; Damage 2d8/2d8/3d12; SA Command Rust Dragons; SD Stink cloud; SZ L; ML Elite (13-14); XP 5,000; these creatures are protecting their nest and all fight with a +2 bonus.

Achaierai juveniles (8): Intelligence 13-14 Highly intelligent; AL LE; AC 8 (body), -1 (legs); MV 0; HD 1; hp 4, 6, 2, 2x7, 8, 5, 1; THAC0 18; #AT 1; Damage 1-8; SD stink cloud; SZ L; ML Unreliable (2); XP 15.


The room is very large {60’ wide and 40’ long}, with a 20’ high arched roof. At one time there must have been lanterns hanging from the roof, as there are several remains of iron chandeliers. The floor of this room has 11 depressions dug into the solid stone floor. Each of these depressions is a large nest. In eight of these nests are smaller versions of the parents. 

Scattered about the room are the remains of several demihumans. If a total of three rounds or more are spent searching the room the following items are found: 24 gold , 38 sp, 976 cp, and 30 miscellaneous cut and rough gems {total worth 175 gold }. A large dagger with a steel alloy blade and a small ruby in the handle {+2 sword dagger; when the ruby is pressed, the dagger grows and becomes a +2 broad sword within one melee round, pressing the ruby again returns the sword to dagger size}.  


17t. An alcove.


This giant 30’ wide by 30’ deep alcove has a small 10’ wide passage leading from it heading east. A small black, scrolled antler lies upon the floor in the center of this alcove. Small red runes cover both sides scrolling towards the tip. This antler is actually a Wand Of Spell Storing in a unique shape. The wand will store up to 40 total levels of spells when the command word is spoken {osmosis}. Another command word {diffuse} allows the owner to cast the spells stored within the wand. However, the wand is slightly flawed and each time a spell is released from the wand, there is a 3% chance per level of the spell that the wand will corrupt the magic and the spell will either fail or have some other random effect. {For ideas see the Wild Magic tables, and Magical Chaos tables.}


17u. The gambado family.


This 30’ wide by 20’ long room has many bones of various races covering the floor. Scattered about are several large skulls in random places. The bare roof is 20’ high and reveals nothing. The piles of bone reaches to the shoulders in some areas and this room looks like a charnel house. You see several skeletons of horses, and other large domestic animals, and have no idea how these large creatures got down here. Who would bring a horse into Undermountain?


As the characters walk around and investigate more, they notice that there are several very valuable appearing weapons and jewelry scattered in the room. Several of these weapons will glow with magical when detect magic is cast in the room.

As you enter the room, suddenly the floor seems to explode with a clatter of bones and weapons and 11 horrible creatures attack. The monsters are 6' tall and have a strong humanoid torso with two arms ending in five-talon hands. The trunk of the body ends in a single 3' long cylinder of muscle covered with a pale gray skin ending in three long flat single toed clawed feet. Its head is that of a human or elf, but it has a dwarf skull on top of it.

Gambado (11): Intelligence 5-7 Low intelligence; AL CN; AC 6; MV 12; HD 4; hp 23, 3x16, 3x21, 2x25, 14, 19; THAC0 17; #AT 3; Damage 1-8/1-4/1-4; SA Nil; SD Nil; SZ M; ML Unsteady (5-7); XP 120.

Scattered about the room are; 16 short swords (two +3; three +1), 24 spears of various lengths (one +2 human slayer, three +2, one +2 of flight (doubles range), and six long swords (two  +2, one +3), three long bows of human manufacture (one +2), two crossbows  (one  +3 with a steel bow fires one less bolt per melee round but does four points more damage); 64 good human made steel bladed-tipped quarrels, 33 human made iron field point tipped arrows, four daggers  (one iron {+1}, one steel {+1 venom blade, drips a  poison  upon command {leak} that does 1d4 points extra damage per attack ;save versus poison for no damage), three shields and two bucklers (one +3 spiked).

17v. Cildabrin lair.

The door to this room is well maintained and is unlocked  (* A character inspecting this door will learn that the door has four dead bolts set into it can be locked remotely*). The door opens easily. The room inside must be very large but you can only see the first 30' before the room impenetrable blackness swallows all forms of sight. Scattered about the room in the first 30’ are a good collection of weapons, armor, and some money. It looks like there was a battle here a long time ago but nothing is left of the two combatants except the remains of their equipment and treasure. You can see that there are short iron rods 5' tall firmly planted into the stone floor spaced evenly about every 5'. As you enter the room and begin to examine the items, nothing happens. 

The treasure includes: three shields (one full body +3), two suits of elven chain mail, and one suit of human plate mail. Three waxed hemp bolas. Two scimitars with a large pearl on one in the pommel  (worth 200 gold  named "left" the other has a large green opal with black flecks (worth 300 gold  called "right" (two +3 scimitars of speed, a matched set), scattered about the room are: 240 gold , 378 sp, 247 ep, and 392 miscellaneous cut gems (worth 200 gold ). As you are almost finished scooping up all of the stuff, suddenly a web spell drops on you pinning you to the iron posts and the door slams shut. In the distance, you hear the sounds of the four dead bolts being thrown. A large eight-legged and scaled spider is suddenly visible on the roof. It starts to glow with a malevolent red light and starts to spray a faint mist onto all of the characters. Save versus poison or die. A successful save indicates that the character suffers 40 hp of damage. 

After the construct "spider" releases all of it's poison, the cildabrin wearing its rings of invisibility, inaudibility, +2 protection, +3 protection from magic missiles, and a blink ring.  Will crawl from its lair onto the roof to see how many characters are left alive. If several of the characters are left alive, it will return to its lair, sealing the door to the booth where it has locked the exit door from its lair and will arm the 4 traps in the room; #l = a chain lightning spell doing 21d6 points damage originating from the door; #2 = cone of cold 21d6 from the roof over the posts; #3 = cones of natural gas fire drop from the roof doing 6d8 points damage per melee round can be maintained for 7 rounds before the equipment must rest for two days to recharge its natural gas tanks; #4 = poisonous gas shoots from the walls to fill the room causing death or  55 hp damage.  After the last trap, if only a few characters are left alive, the cildabrin will come from its booth to attack the characters singly. If seriously hurt in these battles, the cildabrin will parley releasing the characters in exchange for its life.

Cildabrin: Intelligence 8-10 Average (human) intelligence; AL NE; AC 5; MV 15, Web 12; HD 11; hp 87; THAC0 9; #AT 3; Damage 1d12/1d12/1d6; SA Crush, poison, silence 15' radius, web, darkness 15' radius; SD Spider Climb, immune to webs; SZ H; ML Elite (13-14); XP 7,000; wearing several magical rings: a Ring Invisibility, a Ring Of Inaudibility, a Ring Of +2 Protection, a Ring +3 Protection From Magical Missiles, and a Blink Ring.

If the characters kill him, they find the room in the back has a small airtight sealed room that has various levers, knobs, buttons, gears, and pulleys.  (The door into the booth is protected by a death ward spell that only the cildabrin knew the password to. Anyone touching the ward must save versus death magic or be irrevocably killed and can not be raised. Death wards cannot be dispelled; the only way to remove them is to have someone set it of by touching it. The booth is protected from teleportation in both psionically and magically. The only way into the booth is with the password.

In the center of the booth is a large soft bed made of loose webs and soft material. Near the back of the booth is the dried skeleton of a human male dressed in crumbling robes of red silk. (*In a secret compartment under the skeleton, protected by Glyphs Of Insanity and Trap The Soul ((both cast at 24th-level)) is a small short wand made of mahogany tipped with benzyte. The special wand is a Wand Of Defoliation
 with eight charges and will function, as a Wand Of Earth And Stone but each use will use two charges. The wand’s command words are; burrow for dig; open for Passwall; excavate for Move Earth; solidify for Transmute Mud to Rock; make muck for Rock to Mud, and slay plants for the defoliation to work.

17w. Empty room.

(As the characters approach this room, they will smell old smoke and ancient smells of some foul cooking.)

This room is 40' wide and 50' long and appears empty. There appears to be nothing of interest here. A closer inspection of the room reveals the remains of several campfires on the floor and the telltale smoke marks on the roof. Apparently several groups have camped here several times. Feeling the floor reveals that it is still warm (an infravision using character will also spot the warm floor, unless blocked by other objects such as a torch in his companion’s hand). In the far northwest corner is a pile of trash comprised of four bloody leather sacks dotted with maggots. Within and around the pile are a total of 271 various bones from various races mostly demihumans; a broken iron dagger; a short black knurled horn with blood on the wide end and an old worn out leather boot shod with plates of flattened spiked brass.

17x. Ogres.

This large room has four exits leading from it including the one that you are standing in. The room is 60' long and 30' wide. The room is dotted w/6 large stone pillars. The roof is 55’ tall and has four large iron chain link chandeliers that each has a smoky, pitch-dripping torch shoved in each corner. Standing in the middle of the room is 20 large demihumans, each over eight feet tall.  By their crude speech and appearance, you think they might be ogres. Each wields a wooden-iron spiked club except for the largest one who carries a large iron-spiked hammer. They have not noticed your party yet. 

Ogres (17): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 4+1; hp 3x24, 8, 22, 2x16, 14, 3x18, 25, 17, 23, 2x19, 29; THAC0 17; #AT 1; Damage 1-10 (or by weapon +6); SA +2 damage; SZ L; ML Steady (11-12); XP 270.

Ogre leaders (2:): Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 9; HD 7+1; hp 50, 49; THAC0 13; #AT 1; Damage 2d6 +3 (or by weapon +6); SZ L; ML Steady (11-12); XP 650.

Ogre chieftain: Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 9; HD 7+1; hp 56; THAC0 13; #AT 1; Damage 2d6 +6 (or by weapon +6); SZ L; ML Steady (11-12); XP 975.

These ogres carry: 54 sp, 24 gold , and 2 small rubies (worth 5 gold  each).  The leader also carries a small map on a poorly tanned elk hide done in crude charcoal. (Give the players map #2).
17y. Meglocentipedes.

This dark, unlit room is empty save for a few miscellaneous smashed boxes in the far Southeast corner. There appears to be nothing of value in this pile of ruble.  (Digging through the pile will arouse the 12 meglocentipedes in the pile who will attack the intruder).

As you rummage through the pile suddenly 12 5' long many-segmented creatures covered with a thick chitinous shell with over 100 legs slither from the pile and attack.

Meglocentipedes (12): Intelligence 1 Animal intelligence; AL N; AC 5; MV 18; HD 3; hp 2x14, 22, 11, 19, 2x15, 7, 10, 18, 12, 13; THAC0 17; #AT 1; Damage 1-3; SA Poison; SZ M; ML Average (8-10); XP 175; The victims of a megalo-centipede bite receive no bonuses on their saving throws and failure indicates death. If the target successfully resists the poison, the acid burns the victim's skin, inflicting 2d4 points of damage.

There is no treasure in this room.

17z. The lair of the "great walkers."

This door to this room looks as if it was blasted open by some great force. The floor is heavily scarred with scratch marks and deep clefts.  Inside, the room is a shambles with broken furniture everywhere, scattered bones, and rotting piles of flesh and rusting weapons and armor. You can see gold and many other treasure items lying about as if whatever attacked the misfortunate individuals had no clue of monetary value. 

The walls are smooth and bare of any ornaments. The roof seems to once have had some form of lighting installed but whatever was there has now disappeared. What is really remarkable is that the roof is 25 ' tall at the walls and cathedrals to 35' in the center. Nothing moves in the room except some common vermin like roaches. 

Searching the room for invisible creatures reveals nothing, but the five maras are on the Elemental plane of earth waiting for the characters to enter the room and search around.

As you start to search around, suddenly five, giant 20' tall, 6' wide stone creatures appear. Each is a gray-green in color, like weathered stone. They resemble a hulking humanoid shape with a bird-like beak. They suddenly descend upon  you, with their eyes glowing red.

Mara "great walker" (5): Intelligence 2-4 Semi-intelligent; AL CE; AC 5; MV 6; HD 10; hp 45, 51, 44, 49, 37; THAC0 11; #AT 3; Damage 3d4/3d4/1d6; SA See Below; SD See Below; SZ L; ML Elite (13-14); XP 5,000; Forgotten Realms M.C.

Lying in the room are: 25 gold , 57 sp, 6 ep, 566 cp, 24 red rubies  (worth 240 gold  each), 27 small white diamonds (worth 30 gold  each) , two short swords (one +2), five long swords (one +5), one military fork (+2), one hook ended spear (+3) and a  large full  sized 5' tall body shield with a sharp pointed spade tip made of the  finest forged steel alloy. Turning it over, you can see that the crest on the front is of a silver dragon on a field of white over a dead black dragon on a field of crimson.  Wrought gold and silver surround the frame and fine etching of dragons in flight covers the face of the shield (shield of triumph).

18. Ghoul and lord.

This room is large and spacious and shaped like a large letter L.  At the widest part, the room is 60' wide and 50' long. The room has a flat roof that bares nothing of interest although you notice that there is a tapestry hanging on the south wall. In the center of the room, is a large group of undead creatures (108) grouped around a central, larger undead creature. The other undead seem to be worshipping the central creature.

(The large central undead creature will notice the characters if they make any overt entry). 

When the undead lord turns his horrible visage upon you that it's black tongue is horribly extended, and seems rasped like a file.  Its skin is a sickly gray and it is dressed in filthy rags of what must once have been rich robes. You can see some jewelry on it that manages to twinkle despite the filth and bugs that covers the creature. When the undead lord notices the characters he will point and with a hoarse cry, the whole mass of undead will turn and charge the characters.

Ghoul lord (m.c. Ravenloft): AC: -1; wearing: a gold ring set with five star sapphires (worth 3,500 gold ; a +3 Ring Of Protection); on right ring finger, a thick platinum band ring that has a large polished agate stone set into a mounting of gold shaped like 2 clawed hands holding the stone (worth 9,500 gold ; a ring +2 Of Storing And Healing); a gold and silver woven necklace (worth 5,500 gold ), and a thin platinum ring (worth 5,000 gold ).

Ghasts (12): Intelligence 11-12 Very intelligent; AL CE; AC 4; MV 15; HD 4; hp 17, 2x19, 20, 25, 16, 3x15, 24, 2x12; THAC0 17; #AT 3; Damage 1-4/1-4/1-8; SA paralyzation (5-10 rounds), save versus stench (-2) or retching and nausea; SD immune to sleep and charm, take double damage from cold iron weapons; SZ M; ML Elite (13-14); XP 650.

Ghouls (96): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 9; HD 2; hp 12x10, 5x11, 14x7, 9x9, 9x5, 4x13, 3x3, 12x6, 5x4, 2x2, 12x8, 2x16, 3x14, 3x12, 15; THAC0 19; #AT 3; Damage 1-3/1-3/1-6; SA Paralyzation (3-8 turns); SD immune to sleep and charm; SZ M; ML Steady (11-12); XP 175.

Treasure: this room contains the remains of is human corpses most partially consumed found on these bodies are: 230 gold , 42 sp, 51 cp and seven small opals (five worth 3,000 gold ; two worth 5,000 gold ; one worth 500 gold ; one worth 100 gold ). 

18AA. Dead man.

(This is door trapped with a poisoned kissing maiden doing 1d8+30 hp of damage. Save versus poison, failure instantly slays the character, a successful save causes 30 hp of damage.) 

This large room must once have been a storage room of some sort because of the smooth floor slightly sloped to the north wall that has a brass drain in it that is corroded and covered in thick moss and fungus. The roof is cathedral and has an old trapdoor hanging open at the peak. (Searching the trapdoor will reveal a plug of small stones and dirt in the passage. Breaking through the dirt and stones will reveal the City of the Dead in Waterdeep.) There appears to be nothing of interest in the room except for the crumbling remains of a dead human man dressed in rotting clothing that might once have been fine silk or linen. The body is lying in the center of the room, perhaps like he fell through the roof.

Searching the body reveals a piece of parchment (Roll Intelligence to reveal that it was pressed upon a printing press; now it is smudged beyond comprehension. By rubbing a piece of charcoal over the back a reverse image is created. The document is not magical, and can be anything the DM desires. This is a good spot to place red herrings, false leads, or adventure hooks. Since the parchment was pressed on a printing press, it is fairly recent, but the information that it contains can be wholly out of date, inaccurate, misleading, or factual.) Continuing to search the body reveals a fine ironwood pipe shaped like a wise wizard, but the face is missing (it’s end piece); a rotting bag of tobacco that smells like apples, a soft, crumbly bar of lye soap, a dark blue liquid in a clear glass vial with a ceramic stopper slightly cracked but still water-tight (holds a thick heady cologne oil), four small platinum tipped darts with small jewels along the shafts (worth 200 gold  each, ornamental weapons not intended for combat), a silver earring inset with small sapphires (worth 500 gold ), a rotten leather purse with the coins falling from it (five cp, six ep), and a small  leather  pouch  that holds  a  plain  silver key shaped like a griffin, inset  with two small diamonds (worth 250 gold , skeleton key will open all non-magical doors 90% of the time.)

18AA1. Small alcove.

This tapestry moves aside to reveal a small narrow hall 10' wide and 10' long that opens into a smaller room behind this one. Apparently the undead never thought to enter this room, as you can see no tracks. The room turns out to be 40' long x 20' wide and has a roof 10' high. There appears to be nothing of interest here except the small pile of moldering wood and rusting metal that might once have been a chest.

Sifting through the remains reveals three thin pure gold plates with neat runes cut into each one on each side. Each has three holes punched along the left-hand side as if to hold a thong for a book. (Five more spells from the Nether Scrolls containing the spells; Spine
, Eye Spy
, and Tongue-Ties
.) Searching the room further reveals nothing else.

18A. Trapped room.

This square room is apparently empty and with good reason as u can see a rough-hewn large open pit in the center. This pit is five feet round. There are tracks that move along the south and north walls keeping close to the walls. Nothing else seems amiss.

There is a darktentacles waiting in the pit for someone to walk by. When someone walks by, it shoots out all 35 tentacles to wrap around the victim and constricts them. The weaker victims it drags down into the pit, otherwise it will cast it's Sphere of Force spell around those victims to isolate it. An adventurer that display magical abilities or spells it immediately drops a Sphere of Force around to prevent them from using magic against the darktentacles.

Darktentacles: Intelligence 13-14 Highly intelligent; AL CE; AC 3; MV 1; HD 9; hp 49; THAC0 11; #AT 5 or 2 per opponent (36 total); Damage 1d6/1d2 or by weapon; SA Charm, Hold, Constriction, Bite; SD Sphere of force; SZ H; ML Elite (13-14); XP 14,000.

18b. Dark stalker's trap.

This room is 50' long and 40' wide. There seems to be nothing of interest in the room except for the small pile of small gems and miscellaneous coins piled in the far southeast corner. (36 gold , 20 cp, 35 ep, four miscellaneous cuts gems (worth 500gold ).)

(The room is trapped with a dropping block of rock that drops behind the last character to enter the room. This door is then locked from the outside by five dark creepers, who then run into area #18C to inform the dark stalker that the trap is sprung. The dark stalker opens the two secret doors into the room and then casts his Wall Of Fog spell to obscure the room while having the first dark creeper to cast a Darkness spell. Once the room is dark, the dark stalker will have six dark creepers attack the characters using any source of light seeking to destroy the light sources while the other 19 dark creepers steal the characters magic items. 

If the battle goes bad, the dark stalker will retreat into the south tunnel followed by at least five dark creepers who will regroup in area #18c.

After the battle, searching the room will reveal no treasure, as it was an illusion. Carefully searching the walls will reveal the secret door on the south wall.

Dark Creepers (25): Intelligence 8-10 Average (human) intelligence; AL CN; AC 10 (in light), 2 (in dark); MV 9; HD 1+1; hp 2x9, 3x6, 3x5, 7x7, 4x8, 3, 3x2, 2x4; THAC0 19; #AT 1; Damage 1d4 or by weapon; SA See Below; SD See Below; SZ S; ML Steady (11-12); XP 120; M.C. Fiend Folio.

Dark Stalker: Intelligence 8-10 Average (human) intelligence; AL CN; AC 10 (in light), 2 (in dark)(AC –1 currently); MV 9; HD 2+1; hp 11; THAC0 19; #AT 1; Damage 1d6 or by weapon; SA See Below; SD See Below; SZ M; ML Steady (11-12); XP 175; M.C. Fiend Folio; wearing a gold ring  (worth 500 gold , a +5 ring of protection); a silver ring (worth 200 gold , a Ring Of Haste And Free Action
); wielding a  +5 Short Sword dipped in weapons black mixed with type D poison, doing an additional 0 hp of damage but causes death if the victim fails a saving throw versus poison. A small vial found upon him will have four doses of this poison plus it antidote {if it saves versus magical fire when he blows up.}
18c. Dark Stalker’s regroup.

This secret room is 30' square and is very dark. The dark stalker will try to elude the characters here if they have not already slain him. The dark stalker will try to send the remaining dark creepers against the characters to stall them while he teleports through shadows if he can before the characters force him to engage in melee.

18d. Grimlock's attack.

This large room is littered with the remains of various races, bits of clothing, old broken parts of furniture, broken weapons, and other rubbish. There seems to be a form of trail through the middle of the mess that leads from the room out the only exit that you can see in the southeast corner.

As the characters begin to walk through the room. Suddenly from all sides comes a mass (41) of screaming powerfully built filthy humanoids with thick scaly gray skin, long black filthy hair tied back into lice infested tangles and knots. Most seem to bear an axe or a sword although one wields a morning star. You notice as they converge upon you that their teeth and nails are very sharp and have bits and pieces of blood and flesh under them.

Grimlocks  (36): Intelligence 8-10 Average (human) intelligence; AL NE; AC 5; MV 12; HD 2; hp 6x8, 3x4, 3x5, 2x3, 4x6, 10, 2x11, 5x9, 2x13, 3x14, 15, 7, 2x12, 2; THAC0 19; #AT 1; Damage by weapon; SD immune to spells which attack vision, attack in darkness, +1 to surprise; SZ M; ML Steady (11); XP 35; 10 armed with battle-axes  = 1d8; 5 armed with spears = 1d6; 20 armed with long swords = 1d8; 1 armed with a morning star  = 2d4.

Grimlock Leader (4): Intelligence 8-10 Average (human) intelligence; AL NE; AC 4; MV 12; HD 3; hp 9, 22, 15, 11; THAC0 17; #AT 1; Damage by weapon; SD immune to spells which attack vision, attack in darkness, +1 to surprise; SZ M; ML Steady (11); XP 120); the largest is armed with a Battle-Axe +2 = 1d8+2 points damage; the next largest wields a Long Sword +2, +4 Versus Good Aligned Creatures.

Grimlock Champion: Intelligence 8-10 Average (human) intelligence; AL NE; AC 2; MV 12; HD 5; hp 19; THAC0 15; #AT 1; Damage by weapon; SD immune to spells which attack vision, attack in darkness, +1 to surprise; SZ M; ML Steady (11); XP 175; armed with a two-handed long sword of speed +2; wearing composite armor, back-and-breast.

Treasure: 5 gold , 234 cp, 4 ep, and six miscellaneous cut gems (worth 500 gold  total).

18d1. Chance meeting the ogrillion’s adventuring group.

Entering this room reveals several ogre-like creatures leaning on the walls and gathered around a central ogre-like creature, possibly the leader. These creatures wear armor, bear arms, all of which is in excellent condition and reveals hard use. These creatures would not look out of place in any adventurer hang out if they were not obviously of ogre descent, with the stigma that presents. None of the lounging creatures appears alarmed at the characters approach but they are weary and alert. 

Ogre, Half, Ogrillon (3): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 12; HD 2+4; hp 2x15, 6; THAC0 17; #AT 2; Damage 2-7/2-7; SZ M; ML Average (10); XP 175.

Ogre, Half-, Shaman (2): Intelligence Semi to High (3-14); AL CE; AC 5; MV 12; HD 5+3; hp 32, 29; THAC0 14; #AT 1; Damage 2-8; SA spells as 4th-level priest; SZ L; ML Steady (12); XP 270; wearing leather armor; Spells: Cure Light Wounds; Bless; Create Water; Detect Good; Detect Poison; Light; Magical Stone; Wind Column; Chill Metal; Create Healing Potion; Draw Upon Holy Might; Resist Acid and Corrosion; Continual Darkness; Continual Light; Dispel Magic; Cause Serious Wounds; Unfailing Endurance.
Ogre, Half-, Shaman acolyte (4): Intelligence Semi to High (3-14); AL CE; AC 5; MV 12; HD 4+6; hp 25, 2x28, 20; THAC0 14; #AT 1; Damage 2-8; SA spells as 2nd-level priest; SZ L; ML Steady (12); XP 270; dressed in leather; wielding oak cudgels; Spells: Cure Light Wounds; Bless; Create Water; Detect Good; Detect Poison; Light; Magical Stone; Wind Column; Chill Metal; Create Healing Potion; Draw Upon Holy Might; Resist Acid and Corrosion.

Ogre, Half-, Veteran (1): Intelligence Semi to High (3-14); AL CE; AC 5; MV 12; HD 5+3; hp 27; THAC0 15; #AT 1; Damage 2-8 (+2 damage); SZ L; ML Steady (12); XP 270; wielding a pick axe; wearing chain mail.

Stonecrown Ogre, common (6): Intelligence 8-10 Average (human) intelligence; AL NE; AC 5; MV 9, Cl 6; HD 4+3; hp 3x25, 23, 21, 22; THAC0 15; #AT 1 (2 in battle-rage); Damage 2d6; SA Battle-rage; SD Nil; SZ L; ML Elite (13-14); XP 420; wielding long swords; wearing composite armor.

Orc, Orog (5): Intelligence 11-12 Very intelligent; AL LE; AC 4; MV 6; HD 3; hp 18, 5, 2x12, 24; THAC0 17; #AT 1; Damage 1-10 (weapon) +1 damage; SZ M; ML Elite (13-14); XP 65; wielding broadswords; wearing chain mail.

Baglask the Strong Ogrillon: male F12/C9 (S 19/0, D 17, C 16, I 11, W 14, Ch 8; AL Neutral Good; AC -5; MV 12; hp 69; THAC0 9; XP 6000; wears an akonda
 charm on his left bicep. If the characters battle the adventuring group, he speaks the charm’s activation word, which raises his Strength to 22 for eight hours. Wearing Banded Mail +2; wielding Light Crossbow of Accuracy; and his bolt case contains 15 light crossbow bolts, one Stun Bolt
; a Medium Shield +2 is strapped to his backpack; his large belt pouch holds his bolt case, three non-returning boomerangs, and a Potion of Extra Healing; a Horseman’s Mace +2 hangs from his belt over his left hip. Spells: Create Water; Detect Good; Detect Poison; Light; Magical Stone; Wind Column; Chill Metal; Create Healing Potion; Draw Upon Holy Might; Resist Acid and Corrosion; Continual Darkness; Continual Light; Dispel Magic; Cause Serious Wounds; Unfailing Endurance; Flame Strike.

Approaching the ogres in a friendly fashion and talking to them reveals several helpful points. The first is that they are an adventuring band from the Stromcrown Mountains and snuck into Waterdeep through Skull Port. Their adventures so far have not netted much wealth, but the experience has been invaluable for teaching. They have a partial map of the complex (the map’s correctness and contents are up to the DM) that they are willing to copy with a fair trade of a similar map from the characters.

18e. Ermordenung.

(This area is a small magical alerting device that will alert her when someone approaches her door. Each is trapped to shoot a 6 HD lightning bolt across the hall inflicting 6d6 points damage to the first character who steps through the space between the walls.)

This door is heavily made from the strongest of materials; stout oak reinforced with iron strapping and studs. The wood is brand new. The door shows fresh sign of oil and care. The door had no rust upon it and is locked with a shiny new lock inset within the door.

Opening the door reveals it to be a well-lit, warm room with four candelabras holding eight candles each. There is a pile of tanned skins and clean linen along the southwest wall.  Sitting upon the pile is a strikingly beautiful human female dressed in well-maintained chain mail. She stands slowly and half draws a long thin sword on her right hip while placing her other hand on a long narrow dagger on her other hip. She has a helm sitting on the floor behind her made of fine steel with the crest of a raven. She is very tall (6’ 2"), at least over six feet. She regards you with cool dark brown eyes while sweeping her long raven hair from her face. She begins to speak in a voice tinged with a slight accent; her manner and words seem somewhat aristocratic. She says," I have no wish to fight any of you but if you attack me then I have no choice and I will do my best to account well for myself. Since you have made it past the wards, if you are the ordained ones, then let us commence battle and end my exile." 

This woman is Lyrissa de Na' Tlean she is from the area of Borca. (She will not tell the characters this; she merely tells them that she is from another far-off place). She will tell the characters that she is merely a messenger for her mistress, who she names as Ivana Boritsi, and was supposed to carry a message to the ruler of her land {Strahd but she won't tell them the name, saying it is ill luck to name the evil one if asked who her ruler is} for her mistress and doesn't know what the message contains and is under oath not to read it. She got lost in the forest and arrived here in this awful place some weeks ago and was able to secure this room for herself. Although she is terribly lost, she will travel with the characters and will not attack them as long as they treat her fairly.

Lyrissa de Na’ Tlean: (m.c.  Ravenloft, Ermordenung) AC: -10; hp: 210; THAC0: -5; #ATT: 4; damage: 1d6x4; SA touch causes save versus poison or die; see Ravenloft m.c. for rest. She wields a +4 rapier and +2 dagger of speed, wears +4 chainmail, and her helm is +2. She wears a silver earring inset with red diamonds (55% Spell Reflection) in her left ear. Her armor is unusual in that it covers every square inch of her skin with the boots strapped on. Lyrissa is trapped in her magical armor which is cursed to protect others from her poisonous touch. She can not remove the armor, no can she lose the weapons they are part of the curse that she is under. She has been miserable since she can not bathe without the armor. Her armor has a Glamour that keeps her clean, and gives her basic hygiene. For failing to successfully slay a Borsh that displeased Strahd, she was placed within the cursed armor (which included the weapons) and cast from Borca. The time that she has spent in the armor has driven Lyrissa insane. Somehow stumbling through a Gate in the forest that dropped her within Undermountain, she has wandered these halls lost for a few months. Since her race is virtually unknown in the Realms, she has been free to roam these halls but has been unable to touch anyone. Very intelligent and able to converse in several languages, she will talk to the characters. She will deal favorably with characters that offer to remove her cursed armor and would seek to set up a court with the characters in key positions. Characters that deal with Lyrissa in depth find her conceited, insane, spiteful, aloof, and very deadly. She takes pleasure in the slow torture and death of others and freeing her from her armor only lets her madness loose to prey on the unsuspecting persons of the Realms. The first persons she will slay will be any character with average or less Charisma preferring to keep only very beautiful people around her of both sexes.

18e1. The final resting place.

Entering this small room reveals a stench of death and decay. Lying in the southern corner of this room are three dead human males dressed in rotting clothing (they have been dead about a week). The clothing was once of fine craftsmanship and from the design, expensive, revealing that these dead men were once wealthy. Slit pouches, ransacked bags and empty weapon sheaths reveals that these bodies have been searched before. Searching the bodies very carefully reveals a secret compartment on one backpack that has a cunning mechanism forcing a thief attempting to open it to suffer a –35% chance of success. Opening the compartment reveals a wax sealed glass vial containing a piece of parchment and a gold ring with a symbol (a character with knowledge of the noble houses of Waterdeep or a sage specialty has a chance determined by the DM to identify the symbol on the ring). Opening the vial reveals a rolled parchment dated (nine days before today according to the campaign) and reveals that these men are agents from the house of Zoar
 (an exiled noble house famed for deadly magical doors). The letter is addressed to Neruudan of Luskan
, and if taken to the Watch the characters could get a decent reward for the information. 
18f. Tentamorts.

This wide room reeks of dead and rotting corpses. Several bits of rotting materials fill the room, such as leather, clothing, and the remains of several different species. The room is 40' long and 50' wide and has a roof 10' high which is flat and featureless.

Just inside the doorway from the hall are 10 tentamorts who are waiting for anything warm and living to step under them. They attack immediately.

Tentamorts (10): Intelligence 0 Non-intelligent or not ratable; AL N; AC 2 (each tentacle), 4 (body); MV 1; HD 6; hp 23, 42, 2x33, 31, 30, 18, 37, 29, 34; THAC0 17; #AT 2; Damage 1d6; SA See below; SD Nil; SZ S; ML Average (8-10); XP 650.

Under the tentamorts, stashed in a secret recess are: 56 gold , 25 ep, 12 miscellaneous small cut gems (worth 700 gold  total), two short swords, three long swords {one +1}, four short bows, one hand crossbow of Drow manufacture (+2 of speed), 50 hand crossbow bolts, two wooden framed leather embossed shields, and 36 sheaf arrows with iron heads. The characters will have to access the roof

18g. Rank, standing water.

This large 30' by 30' room is dark appears empty except for a small pool in the middle of the room. This pool gives off a faint rancid odor of mold.  There appears to be nothing else of interest in the room.

18h. Fog giants.

This hallway has a roof almost 50' high. There appears to once have been a large meeting hall or gallery of some form. There seems appears to have been massive doors at the end of the hall. These doors were obvious of dwarven manufacture and apparently were very strong. What bested them is unknown.  As you look about, from around the corner ahead of you comes a party of six 24 ' tall milky-white skinned humanoids. Each has ample hair on their arms, chest, and legs with great locks of wild floating white hair. Each bears some form of silver ornamentation either earrings, clasps, coils, necklaces, or armbands. Each bears a mighty massive ornate club made from bleached and polished bone from some mighty beast, except the first who bears a mighty steel sword with a nine-foot naked blade inset with silver runes. This first creature also wears silver studded armor made from the hide of a great white dragon. They see you and emit a horrendous bellow (save versus paralysis or be stunned for 1d4 rounds).

Giant, Fog: Intelligence Average to High (8-14); AL LE; AC -8; MV 15; HD 14; hp 112; THAC0 7; #AT 1; Damage 1-10 or by weapon (3-18 + 11); SA Rock hurling (2d10); SD +2 to surprise, 45% chance to catch hurled weapons, hide in fog; SZ H; ML Elite (14); XP 5,000; wearing +3 white dragon silver-studded armor and a silver earring {+3 protection and 40% protection from magical or normal fire}); wielding a +5 Sword Of Cold  (THAC0 4; can cast Wall Of Fog 2x per day, 6 HD Cone Of Cold 2x per day, and Gust Of Wind once per day each at 16th level. When used in combat against fire creatures, the sword does one additional hit dice of damage; otherwise it does 4d6 (+11 for the giant’s strength) points damage plus 2d6 points cold damage (save versus spells for half damage).

Giant, Fog (5): Intelligence Average to High (8-14); AL LE; AC 1; MV 15; HD 14; hp 69, 65, 49, 56, 64; THAC0 7; #AT 1; Damage 1-10 or by weapon (3-18 + 11); SA Rock hurling (2d10); SD +2 to surprise, 45% chance to catch hurled weapons, hide in fog; SZ H; ML Elite (14); XP 5,000.

Treasure: 360 sp, 8 silver earrings  (worth 240 gold ), four silver armbands (worth 200 gold ), five silver necklaces (worth 500 gold  each), four coils of silver (worth 55 gold  each), and six silver clasps (worth 45 gold  each).

18j1. Jakalwere pack.

This large hall is 40' long and 30' wide and appears dark and empty. There is an open exit on the north wall and a shut door on thee of the eastern and western walls. The room has some form of intricate geometrical design on the floor done in fine mosaic tiles. The dust and other trash that litters the room obscure the pattern.  The roof is flat and other than the normal dust covered cobwebs, seems uninteresting.

After studying the floor a few minutes, they realize that the pattern is of a great dwarven fighter standing erect in a field awash with dead orcs, trolls, drow elves, humans, giants and other unknown races. As you stand there a minute, you notice a medium-sized black-banded dog is sitting in the north exit. This dog has a sharply pointed nose and a narrow face like a fox. The fur has a sort of buff look to it and is quite grizzled. The tail is long and bushy and. has a very dark tip. The dog barks a couple of times and then walks into the next room seeming unconcerned. A stray dog from the city above perhaps?

The next room is shrouded in deep darkness, and looks to about the same as the previous room. (The room is shrouded in a Continual Darkness spell. There are 40 jakalweres in hybrid form waiting in the next room with crossbows drawn and short bows. Nineteen of these jackalweres have a leather baldric that a short sword and spiked buckler hang from).  There is nothing else of interest in the room. 

If the characters dig 10' deep into the floor, they will find the skeleton of an ancient dwarven male, dressed in the remains of plate mail, clutching a mighty hammer {Delzoun’s Fist
} with a serrated face and a single spike on the other side. Digging will require six rounds time in which time the jackalweres will grow tired of waiting and attack.

18j2. Jackalwere's trap.

This dark room where the dog went seems huge the darkness is impenetrable. Suddenly from the dark comes a hail of arrows and crossbow quarrels and an icy spell rips through the party from somewhere ahead in the room (a 9 HD Cone Of Cold). There are a total of 40 jackalweres are in the room in their hybrid form that leap to the attack. One of the jackalweres takes a shield off his arm and tosses it into the air; it immediately floats about him protecting the jackalwere, making him a difficult target.

Jackalweres (20): Intelligence 11-12 Very intelligent; AL CE; AC 4; MV 12; HD 4; hp19, 4x13, 4x14, 2x16, 11, 5x17, 24, 2x21; THAC0 17; #AT 1; Damage 2-8; SA gaze causes sleep; SD iron and +1 or better magical weapons to hit; SZ M; ML Steady (11-12); XP 270; armed with short bows whose arrows are tipped with barbed juju
 arrowheads (1d4+3), 30 arrows each.

Jackalweres  (19): Intelligence 11-12 Very intelligent; AL CE; AC 4; MV 12; HD 4; hp, 3x23, 3x10, 12, 8, 2x26, 22, 3x20, 2x18, 28, 25, 27; THAC0 17; #AT 1; Damage 2-8; SA gaze causes sleep; SD iron and +1 or better magical weapons to hit; SZ M; ML Steady (11-12); XP 270; armed with light crossbows  (1d4+4 barbed tips, 24 bolts per jackalwere); after exhausting their bolts they will wait for the “mage” to cast his spells before closing with short swords and spiked bucklers (AC 3).

Jackalwere “mage”: Intelligence 11-12 Very intelligent; AL CE; AC 2; MV 12; HD 4; hp 31; THAC0 17; #AT 1; Damage 2-8; SA gaze causes sleep; SD iron and +1 or better magical weapons to hit; SZ M; ML Steady (11-12); XP 270; has a Shield of Defense
, wielding a Wand Of Fire And Ice
 which he has figured out how to work, it has eight 9 HD Fireballs left and seven 9 HD Cone Of Colds left; it will use all Cone Of Colds first and then if the characters are still standing, call it's brethren to flee using the Fireballs as a cover for their retreat.

Treasure: the jakalweres have no treasure except their weapons, the wand (if it isn’t exhausted) and the shield. The wand will crumble into dust when expended. Any character allowed a shield can use the shield, and the spirit inside will protect the new owner. Use of this shield improves the characters AC like a +1 shield, but without having to sacrifice one hand, allowing the use of a second weapon, two-handed weapons, or even another shield.

**See room 18r for the pit trap between 18i and 18r.**

18k, Sounds in the dark.

This room is 50’ by 50', dark and quiet. There seems to be nothing of interest here. As you study this room a moment, there comes the sound of a nearby dry human-sounding chuckle followed quickly by a loud heavy thud followed by a moan. Then all is quiet once again.

18l. Kenkus.

This large room is 50' wide and 40' long. The roof is almost 80 ' high and is supported by buttresses and columns. The room must have once been lit because you can see several rusting chandeliers and there are puddles of dried wax under these chandeliers. From out of the darkness walk ten 6' tall humanoids.  They are dressed in loose robes of dark gray and have large hoods pulled over their faces.  They appear to be approaching in a friendly manner and seem to be proffering some scrolls with writing upon them.

The writing says: "We can not speak the human common language but some of the elders can write it. We wish you well while journeying within the halls. May you fare well in your quests. May what ever gods you worship, enfold you in their arms and protect you.” They bow and seem to disappear from sight.

Kenku 2 HD (5): Intelligence 8-10 Average (human) intelligence; AL N; AC 5; MV 6, Fl 18(D); HD 2; hp 7, 3, 15, 4, 11; THAC0 19; #AT 3; Damage 1-4/1-4/1-6 or by weapon; SD skills as 4th level thief; SZ M; ML Elite (13); XP 175); three +3 quarterstaffs.
Kenku 5 HD (2): Intelligence 8-10 Average (human) intelligence; AL N; AC 5; MV 6, Fl 18(D); HD 5; hp 27, 22; THAC0 15; #AT 3; Damage 1-4/1-4/1-6 or by weapon; SA 2 1st and 1 2nd level wizard spells (Magic Missile, Shocking Grasp and Mirror Image or Web), Call Lightning; SD skills as 4th level thief; SZ M; ML Elite (13); XP 975; one has three scrolls of Call Lightning 3x 8 HD, Web 2x, Mirror Image, Magic Missile 2x, and a 8 HD Fire Ball; two short swords.

Kenku 4 HD (3) Intelligence 8-10 Average (human) intelligence; AL N; AC 5; MV 6, Fl 18(D); HD 4; hp 29, 15, 18; THAC0 17; #AT 3; Damage 1-4/1-4/1-6 or by weapon; SA 2 1st level wizard spells (Magic Missile and Shocking Grasp); SD skills as 4th level thief; SZ M; ML Elite (13); XP 650; two +1 Daggers Of Throwing.
Treasure: 24 gold , 340 cp, and 25 sp.

18m. Kuo-toas attack.

This long dark hall is quiet and seems empty. There appears to be nothing of real interest here. The hall appears to be 50' wide and 60' long. It has a roof 10' high. The roof is flat and bare. There are three exits from the room (depending on where the characters enter).  

Suddenly from the south leap several (29) humanoid-looking creatures with a paunchy body covered in shiny slime and scales.  The head resembles a fish with rolling eyes. The hands and feet are webbed and have three fingers and toes. They are pale gray in color and have undertones of yellow. Suddenly you smell the nauseating stench of dead fish (have all characters roll save versus paralyzation or be violently ill for 1d4 rounds, no casting allowed but fight at -2). These creatures throw spears, harpoons and huge nets; several are grouping together and joining hands.

Kuo-toa captain: (10HD): Intelligence 13-14 Highly intelligent; AL NE; AC 2; MV 9, Swim 18; HD 10; hp 80; THAC0 10; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 3,000; Full Armor, Bone +2; has a Dagger, Dolphins' Bane
; wielding a Mace-Axe +3; has a silver mesh bag (worth 75 gold ) that contains three Shark Teeth.

Kuo-toa lieutenants (8HD) (2): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 8; hp 60, 58; THAC0 12; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 1,400; wearing coral armor; wielding spiked nets, harpoons, daggers, and clubs.

Kuo-toa whips (4): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 3; hp 13, 16, 2x18; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 420; wearing coral armor; wielding harpoons, spiked nets, clubs, and daggers.

Kuo-toa monitor: Intelligence 13-14 Highly intelligent; AL NE; AC 1; MV 18, Swim 36; HD 0+56; hp 56; THAC0 14; #AT 4 (two hand + two bite attacks); Damage 2d4 (hand, 4d4 if subduing)/ 1d+1 (bite); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 975; wearing coral armor; Polearm, Guisarme-Volge +2.

Kuo-Toa Priest (4HD): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 4; hp 15; THAC0 17; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA lightning, (+1 to hit and damage with weapon); SD immune to poison and paralysis; SZ M; ML Elite (13); XP 400; wielding a Mace +2; Spell Scroll, Priest: Adamantite Mace (1); Barkskin (1); Bless (1); Call Lightning (1); Call Upon Faith (1); Cause Fear (1); Scroll of Protection from Electricity.

Human, Slave (3): Intelligence 8-10 Average (human) intelligence; AL N; AC 10; MV 12; HD 1d6; hp 2x4, 1; THAC0 20; #AT 0; Damage 0; SZ M; ML Unreliable (2); XP 15; these wretches are noncombatants and will hide trying to stay alive.

Kuo-Toa (5HD) (5): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 5; hp 19, 32, 22, 35, 27; THAC0 16; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 200; wearing coral armor; one has a Ring of Protection +2; wielding a mancatcher; one wields a Mace, Horseman’s, +1.

Kuo-Toa (3HD) (2): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 3; hp 13, 18; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 165; wearing coral armor; wielding nets, spears, and clubs.

Kuo-Toa (4HD): Intelligence 13-14 Highly intelligent; AL NE; AC 2; MV 9, Swim 18; HD 4; hp 25; THAC0 18; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 175; wearing a Ring of Protection +2; wielding a harpoon, spiked net.

Kuo-Toa (12): Intelligence 13-14 Highly intelligent; AL NE; AC 4; MV 9, Swim 18; HD 2; hp 3x6, 5, 4, 10, 15, 16, 12, 7, 2x9; THAC0 19; #AT 1 or 2; Damage 2-5 and/or by weapon type (usually 2d6); SA +1 to hit and damage with weapon; SD immune to poison and paralysis; SZ M; ML Elite (13); XP 135; spiked nets, spears, harpoons, and daggers.

Treasure: 123 gold  in various precious and semi precious gems; 98 gold ; 191 pp; 19 harpoons, 19 shields, 16 coral daggers, eight spears.


18m1. Beastly giant encounter.


This dark large L-shaped room has a broken and chipped floor with several loose pieces, and several gouges and holes in the floor where the solid stone was carved forming a deep depression. Cold water partially fills some of these holes and drips from the roof, which suffered the same fate as the floor. The rough roof has a similar texture as the floor, has a height of 35’, and numerous fissures and cracks that drip cold fresh water forming pools on the floor. Several rusty iron stone working tools scattered throughout the room reveal that work stopped in this room a long time ago, none of the wounds in the roof or floor are recent, and mineral deposits around the cracks in the roof and pools in the floor indicate that water has been dripping into this room for some time. 

As the characters are exploring the room, three huge monsters with beast heads bearing large stone spiked clubs enter the room as stealthy as they can, attempting to surprise the characters. These are three beast headed giants from Athas that were gated here through a portal attracted by the smell of water and the character’s speech, they are hungry, tired and sore from having to bend over in most of the halls, and either crawling on their hands and knees or shuffling stooped over. Upon seeing the characters metal weapons, greed encourages them to attack. Their first attack is to hurl rocks from their packs, and then close into melee.


Giant, Athasian Beasthead (3): Intelligence 5-7 Low intelligence; AL NE; AC 3; MV 15; HD 15; hp 64, 52, 82; THAC0 5; #AT 2; Damage 2d8+14/2d10+14; SA Psionics, hurl rocks or spears, bite; SD Nil; SZ H; ML Champion (15-16); XP 7,000.

Treasure: 75 Messine coins from Keltar
 (each equal to one sp in its native land, but in Waterdeep they might be worth three-quarters of their normal value, equal to 7 cp each) that the giants took from another misfortunate adventurer.
18n1. Dangerous trash.

This large dark room jutting south from the main passage looks like a gallery or other large straight room. The roof is flat and featureless, but has a single rusty iron grate in the center covering a narrow six inch vertical shaft from which a cool breeze blows and a few drops of slimy water drip. The breeze smells like the ocean and the sounds of pounding surf filter in but only by pressing close to the grate. The center of the floor directly under the ventilation shaft has a small fire ring in which cold damp ashes are heaped overflowing the ring of stones. This would seem like a bad place to light a fire as the breeze from the shaft would spread the smoke throughout the nearby rooms, attracting unwanted attention unless you wanted to attract something by sending a smoke signal. Little bits of trash scattered around the edges of the room indicate that this room has been used several times.

Searching the room reveals nothing but the usual adventurer trash, burnt-out torch stubs, empty lamp oil flasks, empty iron ration wrappers, and moldy, rotting bits and pieces of leather gear. The only thing of interest is a small water-damaged hardwood box, about the size of a jewelry box, discovered lying on its top in the corner of the room. An ornate silver clasp holds the box shut and something large rattles inside. Opening the box requires a simple picklocks roll revealing a large chalcedony (bloodstone) gem (worth 500 gold ) lying on a bed of red felt. Folded underneath the gem is a piece of thick parchment. Casting a Detect Magic spell upon the gem has no effect but the paper will glow quite brightly as this piece of paper is a Sheet of Smallness containing a farastu (gehreleth). Opening the paper reveals a single line of text written in the Common tongue that says “You should have not opened this.” The farastu is immediately released and appears within 10’ of the character that opened the sheet of paper.

Gehreleth – Farastu: Intelligence 8-10 Average (human) intelligence; AL CE; AC -1; MV 15, Fl 30(C); HD 11; hp 87; THAC0 9; #AT 3; Damage 1d6+1/1d6+1/3d4 or weapon +7 (Strength bonus); SA Battle frenzy, adhesive; SD Adhesive, +1 or better to hit; SZ M; ML Champion (15-16); XP 14,000. The farastu wields an Abyss forged Mancatcher +3.

Secret door #1: the secret door has a magical rune on it that casts the 8th-level wizard spell Suffocate Creatures
. Effected creatures must roll a successful Constitution check or suffer 21d4 points damage. A successful save equals half damage. All effected creatures suffer a  -4 AC and attack penalty for 1d4 rounds. The spell lasts for 1d8 rounds.

18n2. Behind Secret door #1. 

Opening this secret door reveals a small dark room containing a pile of molding brooms, rusty tin buckets, what is left of several cotton-headed mops, and a pile of crumbling lye soap bars. A small wooden cup on top of the soap contains some damp cold compacted ashes. Searching the room reveals a pair of decent tallow candles, a pint of lamp oil in a glass jar, a pint of coal oil in a leaking one-gallon tin can, and a rusty iron striker missing its flint.

Secret door #2: the secret door from this room is trapped with a 10' radius Hold Monster spell centered upon the door. Touching the door causes all creatures within the area to be held for 1d10 rounds unless a successful save versus magic is rolled. There is a 50% chance (round up by +5% per character caught) that a wandering monster will discover the trapped characters.

18n. Secret room behind secret door #2.

The small dark room behind the second secret door holds an altar made of carved jade, mahogany, and brass (worth 3,000 gold , weighs 1,500 pounds) that rests upon the stone floor. A large cut red white stone (diamond) in the shape of a rose occupies the top of the altar. The stem is made of pure jade and the leaves are made of a green stone (topaz) that has pure gold veins running through the stone. Attached to the stem is a golden clasp with a pin (The Rose
). Beside the rose is a small one-foot long, thin bladed dagger with a plain simple handle (Speaking Dagger
).  There is nothing else apparent on the altar.

Hidden from normal sight by its sheath is the Sword of Truth
 lying beside the rose and dagger. There is a chance that characters searching the altar top will knock the sword off onto the floor. By searching with magic, locating the sword should not be a problem, if they are even aware that they are missing something. A Detect Magic spell cast within the room will not reveal the sword’s location since it is hidden from magic.

Lurking upon the Astral plane, waiting for something to grab one of the items upon the altar is a guardian demon. When one of the items upon the altar is touched, the guardian demon is immediately returned to the Prime, and attacks all within the room. Characters that leave the items upon the altar but flee the room will not be pursued. Should any of the items be removed from the room without slaying the demon, the demon will hunt the character until the demon has slain the thief and retrieved the stolen property. Upon slaying the demon, the demon’s servitude is completed and he will gladly return to Gehenna.

Guardian Demon: m. c.: AC: -3, hp: 124; under a geas to remain upon the Astral plane until the protected items upon the altar are touched. Must keep the items upon the altar within the room, or be slain. 

18o. Empty room.

This large room seems empty, the walls are featureless and the roof is flat and plain. On the floor in the middle of the room is an arrow made of miscellaneous bones pointing south. Beside the arrow is a broken tallow candle end with a cotton cord wick. The end is still warm and faint smoke comes off of it.

18p.  Phantom beholder.

This room seems empty too. The walls are featureless with the exception of the western wall.  The western wall bares a row of six small silver shields hanging four feet from the floor.  A heavy layer of dust covers everything in the room. Within the dust are several pairs of tracks that lead to and from the room through either exit.

Examining the shields on the wall reveals a sudden commotion (that can be heard for 175 feet) behind the characters. Turning around, they see a giant floating sphere-like creature (beholder-like) all twisted and deformed wrapped in thick billowing sheets of flame charging at them from the southwest wall. 

(A phantom image, save versus paralysis or run screaming from the room for 2d4 rounds.)

The shields are plain wood, with false silver facing, worth approximately 15 cp to an interested buyer.

18q.  Doom, doom.

As you open this door, somewhere in the distance, two strokes sound on a great drum that echo throughout the dungeon. Then, a sudden scurry of footprints, a myriad of voices all jumbled up, and the ringing of armor fairly close and then all is quiet again.

Stepping into this room, you suddenly realize the room is deathly cold and a shiver runs up your spine. The room is shrouded in a dense fog-like mist. {Condensate will immediately bead upon all exposed metal. If a character checks for undead, the room ahead has several undead being within.} 

Suddenly from out of the mist comes a flight of arrows (1d10x6, hit with a THAC0 of 11 from a trap.) Followed by 18 six-foot tall human warriors dressed in plain armor and bearing plain weapons, but their visage is most horrible as the flesh and bones seem immaterial. Their eyes glow with an evil hate as they close into melee.

Wraith (2): Intelligence 11-12 Very intelligent; AL LE; AC 4; MV 12, Fl 24(B); HD 5+3; hp 30, 35; THAC0 15; #AT 1; Damage 1-6; SA Energy drain (lose 1 level per hit); SD Hit only by silver or +1 or better magical weapon, immune to sleep, charm, hold, death cold-based spells, poison and paralyzation; SZ M; ML Champion (15); XP 2,000.

Wraith, Soul Beckoner (8): Intelligence 13-14 Highly intelligent; AL NE; AC 2; MV 6; HD 4; hp 18, 2x19, 21, 11, 17, 22, 13; THAC0 17; #AT 1; Damage 1d6/1d6; SA Eerie whisper; SD +1 or better weapon to hit; SZ M; ML Champion (15-16); XP 1,500. 

Wraith, Swordwraith (8): Intelligence 8-10 Average (human) intelligence; AL LE; AC 3; MV 9; HD 7+3; hp 56, 3x55, 2x53, 2x38; THAC0 13; #AT 3/2 (as 7th level fighter); Damage 1d10; SA Strength drain; SD +2 or better weapon to hit; SZ M; ML Fearless (19-20); XP 650.

Treasure: l8 cp, 5 toals  (Waterdeep trade coins worth two gold  each), two gold rings (worth 50 gold  each).

18r. Silence will reign.
(The Western door is trapped with a negating magical aura, which affects all magical items and active spells that pass through or within 15’ of the door. The spell was cast at 24th-level, and all spells and magical items must roll a saving throw versus spells, or be rendered inoperable for 24 hours. On the inside of the doorframe is a Glyph Of Silence that casts Silence 15’ Radius upon each creature that passes through the doorframe. The silence spell lasts for 1d8 rounds.)

This room is shaped like a giant letter T. There seems to be some sort of hallway leading 50’ into a wider square area that is 40’ wide. In the center of the 40’ area is a deep depression into the floor. 

This room is empty. The door on the east wall is trapped with a 24th level sepia snake sigil.

18s. The beckoning of the soul.

This passage leads to a room that has an open exit that does not appear to have been used in several years. As you approach the doorway, a faint whisper comes from the room beyond. The whisper sounds like someone calling a name repeatedly. The voice seems muffled and faint, perhaps a good distance from the door. (Any character checking for evil or undead will get a strong positive response upon the room.)

Entering the room reveals a large human male dressed in ancient armor wielding an ancient bronze sword. His face is most horrid and his body is wispy and ghost-like.

Wraith, Soul Beckoner: Intelligence 13-14 Highly intelligent; AL NE; AC 2; MV 6; HD 4; hp 32; THAC0 17; #AT 1; Damage 1d6/1d6; SA Eerie whisper; SD +1 or better weapon to hit; SZ M; ML Champion (15-16); XP 1,500.
Treasure: 30 gold , 354 sp, 3 ep, 54 pp, and 698 miscellaneous gems (worth 270 gold ) scattered about the room.

18t. The peryton’s rookery.

Entering this room reveals that it is littered with the remains of skeletons from several species, including various animals, humans, various demihumans, and numerous domestic cats. Scattered about the floor are numerous dark green feathers from a large bird, cracked eggshell fragments, and lots of bird droppings. 

The roof is 40’ high, cathedral, with wide fluted arches. A crack in the roof seems to exit from the halls, perhaps into Waterdeep itself. (Depending upon whether it is night or day outside, the perytons will be flying in and out of this exit.) Within these fluted arches is a large colony off horrid birds that are a twisted combination of a mule deer head and shoulders set upon the body of some giant dark green bird. Each of these monsters has a wingspan of 20’ and a body length of six feet.

Perytons (37): Intelligence 8-10 Average (human) intelligence; AL CE; AC 7; MV 12, Fl 21(C); HD 4; hp 3x25, 27, 2x19, 2x26, 4x13, 7, 7x18, 2x21, 17, 2x14, 3x22, 2x24, 11, 2x20, 23, 2x16, 12; THAC0 17; #AT 1; Damage 4-16 (+2 to hit); SD only hit by +1 or better weapon; SZ M; ML Champion (16); XP 270. The 19 juvenile perytons are non-combatants and have one hit point each.

Treasure: {all secreted in the colony on the roof} 60 cp, 20 sp, and one gold band ring inset with four emeralds {worth 4,234 gold , a family heirloom belonging to the Oberhost family of Waterdeep who will demand its immediate return to the family. No respectable merchant within the city will accept the ring and anyone with ties to the family that spots the ring in the character’s possession will report it to the City Watch and the family. The City Watch will arrest the character as a thief and throw him in a holding cell. However, agents from the Captains in Luskan may offer the characters a decent price for the ring perhaps throwing the characters into a political confrontation that they are unaware of.}

The characters can escape from Undermountain by crawling up through the crack in the roof. They will have to figure out how to get everyone to the roof and crawl through the crack. Escaping characters will arrive in the sewers of Waterdeep, near the Dock Ward.

18t1. The gate to Sanctuary.

Entering this large room reveals little and it appears that it is empty. However, some crafty goatmen who know of the location of the gelatinous cube within the next room blocking that escape root and have planned a cunning attack where they force the adventurers to flee into the cube where they will be easy targets. The goatmen, hidden from sight by a false wall (searching the area may reveal them) will wait for the characters to pass before springing their trap. When the goatmen escaped the mage’s prison (see below) they took items and weapons that they have used to their advantage. One of those magical items is an Illusionary Red Dragon Crystal
. By speaking the command word and holding the crystal in the direction that the illusion is desired to appear, a giant red dragon appears ready to breathe flame. The illusion is so real that victims can feel the wind whistle around them as the dragon inhales. Any creature viewing the illusion must save versus spells or flee in the opposite direction for 1d4 rounds. Characters that fail their saving throw run straight into the gelatinous cube, and are attacked subsequently from behind by the goatmen.

Gelatinous Cube: Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 4; hp 30; THAC0 17; #AT 1; Damage 2-8; SA Paralyzation, surprise; SD Immune to electricity, fear, holds, paralyzation, polymorph, and sleep; SZ L; ML Average (10); XP 650.

Goatman, Shaman: Intelligence 8-10 Average (human) intelligence; AL NE; AC 5, 3; MV 18; HD 5+2; hp 42; THAC0 15; #AT 1; Damage 1d4 or by weapon; SA Surprise; SD Nil; SZ M; ML Unsteady (5-7); XP 975; wearing Ring of Protection +2; Cloak of Blending; wielding a Morning Star +2; Spells: Bless; Heal; Shillelagh; carrying three pounds of Halomancic Salt
 which it has not figured out how to use. 

Goatman, Patriarch: Intelligence 8-10 Average (human) intelligence; AL NE; AC 4, 2; MV 18; HD 5+2; hp 39; THAC0 15; #AT 1; Damage 1d4 or by weapon; SA Surprise, Backstab; SD Nil; SZ M; ML Unsteady (5-7); XP 650; Illusionary Red Dragon Crystal; wearing Studded Leather Armor +3 (breastplate); a normal spiked buckler; Spell scroll Wizard: Magic Missile; Fireball; Lightning Bolt; Invisibility; wielding a +2 Short Sword of Quickness. Also has a Wand of Lightning with 11 charges left, but is loathe to use it unless absolutely necessary to save its own hide.

Goatman, Scout (6): Intelligence 8-10 Average (human) intelligence; AL NE; AC 6, 5; MV 18; HD 3+2; hp 26, 24, 21, 2x20, 18; THAC0 17; #AT 1; Damage 1d4 or by weapon; SA Surprise, Backstab; SD Nil; SZ M; ML Unsteady (5-7); XP 270; each wears a chain mail chest and back guard; wielding light crossbows with 24 bolts each; each carries a sheathed broadsword and dagger; one has a pair of finely balanced throwing daggers; and another a leather pouch with 73 iron caltrops.

Goatman (9): Intelligence 8-10 Average (human) intelligence; AL NE; AC 7, 5; MV 18; HD 2+2; hp 20, 19, 18, 2x17, 14, 13, 2x12; THAC0 19; #AT 1; Damage 1d4 or by weapon; SA Surprise, Backstab; SD Nil; SZ M; ML Unsteady (5-7); XP 175; each wields a light crossbow with 18 bolts; wearing dark wool cloaks and hoods; each has a sheathed short sword and dagger; one carries a pack with four days of iron rations, 50 feet of good hemp rope, a folding aluminum alloy grappling hook, and three flasks of lamp oil with a bull’s-eye lantern.

The goatmen are escaped magical research victims summoned here from the Black Mountains by an unknown mage. Not native to this world, the mage intended to use parts of their horns for Armor spells, their tongues for Philters of Glibness, and some of the muscles to form Bracers of Dexterity. Upon their escape, they looted the tower and escaped into the sewers below only to find themselves trapped in Under Mountain. 

This little known and rarely used gate leads to a small village just within the southeast border of the Misty Wood called Sanctuary
.  The village has a stream leading to a pond with a small island in the center. The small village offers a place to rest and heal and is run by a Drow priestess of Ellistraee, formerly from the Promenade. 
18u. Axe Beaks.


Two hanging glass globes of light upon the roof dimly light this room. A delicate brass chain holds each glass globe. The room has an exit on the north wall, which is a closed door. Running around in this room is six giant, flightless birds that seem a little worse for the wear. These giant birds are eight feet tall with large beaks and thick sturdy legs. These animals are filthy, and injured, and appear emasculated.


When the birds see the characters, they will rush to attack, as they are quite hungry, having accidentally arrived in Under Mountain through a gate. These poor birds are starving and are having a hard time hunting for food.


Bird, Flightless, Axe Beak (6): Intelligence 1 Animal intelligence; AL N; AC 6; MV 18; HD 3; hp 11, 15, 21, 16, 17, 13; THAC0 17; #AT 3; Damage 1-3/1-3/2-8; SZ L; ML Average (8-10); XP 65.

18v. Brain mole.

This room looks is very similar to the previous room but there appears to be nothing of interest within this room. As the characters are searching the room, they suffer the attack from a pair of brain moles
. This attack only applies to characters that are psionic and are using their psionic powers, which the moles will detect. A group of non-psionic characters or characters that are not using their abilities will not attract the attention of the moles. Should your campaign not include psionics, then either substitute these creatures or ignore their entry.

All creatures with psionic ability with less than 121 points of defensive measure left at this point has a 20% chance of going insane per melee round because there are two brain moles buried in the dirt above the roof. Unless the characters can tunnel towards it and attack the moles or counter attack with psionics, their only option is to flee.

Brain Mole (2): Intelligence 1 Animal intelligence; AL N; AC 9; MV 1, Br 3; HD 0+1; hp 2x1; THAC0 20; #AT 0; Damage 0; SA Psionic; SD Psionic; SZ T; ML Unsteady (5-7); XP 35. 

Psionics Summary: Level
Dis/Sci/Dev
Attack/Defense
Score 
PSPs
6
2/1/4

MT/M-

12
100
Telepathy - Sciences: mindlink, mindwipe; Devotions: contact, mind thrust. Metapsionics - Devotions: psychic drain (no cost), psionic sense.

18w. Trapped door.

(Opening this door opens a chute above the door releasing a ton of large rocks onto the characters standing within five feet of the front of the door. Make two Dexterity checks to avoid all damage. If either Dexterity check fails the character suffers 4d8 points of damage, if both Dexterity checks fail the character suffers 8d8 points of damage and the character will be buried for 1d6 rounds. There is also a 25% chance that the noise will summon a random monster or wandering monster encounter.)

The room inside is shaped the same as the previous two rooms, but this room has a roof 15’ high and a pile of something in the middle of the room.  Inspecting this pile reveals it to be a moldering pile of rotting clothing dotted with broken bone fragments and eight demihuman finger bones. (Make the searching character roll a notice roll on a d6. On a roll of 6, the character finds a small sharp electrum toothpick studded with two small red diamond flakes {worth 35 gold }.)


As the characters are digging through the pile, the sharns that inhabit this room attack. Suddenly the area surrounding the characters is dotted with several spirals of winking, moving points of purple radiance. 

Sharns (6): Intelligence 17-18 Genius; AL CN; AC 2 (Portal), 6 (Tentacles/body); MV 4, Fl 15(C); HD 6+6; hp 2x40, 22, 2x31, 32; THAC0 15; #AT 12; Damage 1d4+1 (x3 heads), 1d2 or by weapon type (x9, three trihands); SA Ethereal portal attacks; SD Regeneration; SZ H; ML Fanatic (17-18); XP 7,000; one sharn wields a +3 Dagger Of Speed, that grants the user double the normal attacks per melee round with that weapon.

18x. Secret stash.

(This secret room has one smash trap in each hallway entering into the room. Each trap attacks with a THAC0 of 11 and does 1d8x4 points of damage.)

A single globe of glass that emits a faint white light dimly lights this small room.  In the center of the room, lying upon a small granite pedestal is a large scimitar with an ivory bejeweled hilt inlaid with gold. The side of the pedestal has a five carved eyeballs with crystalline centers, spaced equidistant around the pedestal. {Characters that approach within 20’ will notice that the pedestal will swivel to maintain eye contact with the characters.} Beside it lies what might be its sheath, which is made of beaten copper wrapped with gold thread and scarlet cloth.

Before the characters can get to the scimitar, they must defeat two traps:

#l: Leg hold trap: this is a large iron leg-grabbing style trap (like fur trappers would use). The character must successfully roll a Dexterity check with a  -5 penalty {if the trap is discovered before stepping onto it} to avoid the trap. A successful roll indicates that the character suffers a single point of damage {the trap grazed him}. If the roll fails the character suffers 5d8+5 points damage and is immediately dragged down the hall at a movement rate of 18 to slam into the wall for an additional 3d6 points of damage. As the character is lying their dazed, a pit opens underneath the character, dropping him into a spiked pit. A roll of 2d8 indicates how many spikes impale the character {doing 1d6 each} in addition to the 3d8 points damage for falling. As the final insult to injury, two opportunistic trolls routinely patrol the bottom of the pit. There is a 25% chance that the trolls will be present to attack the character in the bottom of the pit, and a 45% chance of them arriving within the next two rounds to check their pit for the latest catch.

#2: When a character passes within five feet of any of the five magical eyes, each eye will release a six HD Lightning Bolt. The trap can fire at any creature in a 195-degree arc from each eye and can fire at flying characters. The trap will release a total of seventeen lightning bolts {one per melee round} before having to rest for 24 hours. There are a few ways to defeat this trap: 

1. Get close enough {closer than five feet} that the eyes will no longer fire upon the character, of course this means that the character has to survive the barrage before getting that close.

2. Get close enough that a Dispel Magic spell can be cast upon it. The enchantments are cast at the 24th level, so it is undoubtful, but possible that the character can temporarily stop the spells.

3. Plane Shift to another plane.

4. Destroy the pedestal with a Limited Wish spell or wish spell.

Lifting the sword reveals it to be a thick steel single edged blade with a deep blood groove on each side with scarlet runes etched along the length of the blade.

The sword is  +1 to hit and damage and has the following powers: Clairaudience when grasped firmly, Find Traps three times per day when the command phrase is spoken {Reveal to me}. Once per day, the sword will raise one of its possessor’s attributes to 18 for 2d6 rounds when the command phrase is spoken {Elevate me}.

18y. Secret stash of armor.

(Opening this secret door will release a cloud of noxious and poisonous gas; those characters making a successful save versus poison will only suffer nausea {-1 penalty to all attack rolls for 2d4 rounds}. Those characters that fail their save versus poison suffer 20 hp damage and are slain immediately. This trap can be detected and disarmed normally.)
This room contains a short four-foot long table of rotting dark wood covered by a blue tarp. Something under the tarp and on the tabletop has created a large lump in the tarp. A heavy layer of dust coats everything.

Removing the tarp launches the dust everywhere causing all creatures within the room to save versus poison. A successful save reveals nothing; but a failed save causes the afflicted creature to sneeze and cough for 1d4 rounds. 

Under the tarp is a suit of human-sized steel plate mail despite the obvious long time that it has remained here; there is no rust upon it. Under the suit is a small round steel shield, also devoid of rust. 

Casting a Detect Magic spell within the room causes the table, armor and shield to glow brightly. The table which looks decrepit, and rotten, is quite sound. A mage investigating the table will only be able to determine that Alteration magic was used upon the table. A Legend and Lore spell will reveal that the table was not always a table, but was shaped by magic into that shape and designed to look rotten to fool the unwary. Only a Limited Wish, or divine intervention will reveal that the table is actually a giant killer mimic, held is stasis waiting for the items on top of it to be removed with the exception of the tarp which may be safely removed. Removing the armor and shield releases the very hungry and angry mimic, who attacks immediately.

Killer mimic: Intelligence 2-4 Semi-intelligent; AL NE; AC 7; MV 3; HD 12; hp 144; THAC0 11; #AT 1; Damage 3-12; SA Glue (stick to mimic if touch); SD Camouflage, -4 penalty to victim's surprise roll, immune to acid; SZ L; ML Elite (13); XP 5,000.

The armor is a suit of Plate Mail Of Etherealness
 with 17 charges left.  The shield is a Shield +1, +4 Versus Missiles and has a 15% chance of negating magic missiles, and a 35% chance of deflecting magic missiles.

18z1. Meeting the Fallen One.

Entering this large room reveals it to be empty save for a tall creature walking towards you very briskly that appears to be human but has strange eyes. It is dressed in loose robes and other than its eyes could pass for human. Its eyes glow with a strange eerie glow and they are devoid of pupils. He continues walking seeming unconcerned by your presence and even motions for you to step aside. If the characters do not move, he stops about five feet away puts his hands on his hips and commands them to move aside to let their betters pass. Should they attack him, he defends himself, may do a few rounds of melee and then spreads his wings and flies away.

Aasimon, Fallen – Darkangel: Intelligence 17-18 Genius; AL LE; AC 0; MV 12, Fl 30(B); HD 10d12; hp 113; THAC0 10; #AT 1; Damage by weapon; SZ M; ML Champion (16); XP 10,000; wields a Bastard Sword +2, Nine Lives Stealer that has a poisoned blade with aconite
 poison (save versus poison or die instantly).

Searching the room reveals the secret door on the northern wall. Casting a Detect Magic spell upon the door reveals that it is very magical but is not trapped in the conventional manner. Unfortunately this door is one of Nadrun’s magical doors and all beings that pass through this door must make a saving throw versus spell or be blinded and Feebleminded for 2-5 rounds. At the end of the time, the victim must save versus spell again at +2. If successful, they recover, if they fail, one or both effects continue for another 2-5 rounds. These effects continue until the saving throws are successful.

18z. Hidden stash.

The secret door opens revealing a small hidden room that has a plain silken robe hanging from a corroded brass coat rack.  

(Casting any detection spell or similar spell onto the cloak will not reveal what the robe is. The robe is actually a Robe Of Many Pockets.)

19a. The rakshasa’s prank.
Entering this square dark room reveals a pungent smell like a cat litter box that is too full. The ammonia smell makes your eyes water. The room has several pieces of large refuse strewn about and several pieces of broken furniture. There appears to be the remains of a couple of bookshelves, a few chairs, a chest of drawers or two, a large feather bed, and a nightstand. There are a few clothes scattered about and several volumes of books that the pages have been ripped out and tossed around the room. The carnage appears recent and casting a Detect Magic spell in the room reveals nothing but there are lingering effects of magic in this room, like magic was used here quite recently.

The culprit for the destruction and the smell is a greater rakshasa named Estephan who has pissed on the clothes and bedding, which was ransacked by some of his followers, mostly weretigers. The items belong to Naneetha "Spellslayer" 
 and were Gated from her lair somewhere else within the ruins, and then carried and tossed in this room. The rakshasa and her are waging a small private war, each trying to control an area of the ruins. The rakshasa has placed a small trap in one of the chest of drawers, a common raggamoffyn that it was able to trap. The raggamoffyn is trapped within one of the drawers and strikes at the first greedy or nosey character that searches the chest of drawers. Estephan has left a minor spell that tells him when the chest of drawers is opened, and he will employ a couple of gates and his great speed, hopefully in time to see his nemeses embroiled with the raggamoffyn. He will not bother to disguise himself since Naneetha knows his nature. Unfortunately only seeing the characters, he hurls a Prism of Binding at the floor shattering it and releasing several (10) ettercaps that leap to the attack immediately. When the characters are fighting the raggamoffyn and the ettercaps, he makes good his escape having caused enough chaos for a day.

Raggamoffyn, Common: Intelligence 8-10 Average (human) intelligence; AL CN; AC 5; MV 12, Fl 8(E); HD 3; hp 21; THAC0 17; #AT 1; Damage 1d6; SA Control Host, Suffocation; SD Immune to mind-affecting spells; SZ S; ML Steady (11-12); XP 270.

Estephan, Rakshasa, Greater: Intelligence 13-14 Highly intelligent; AL LE; AC -5; MV 18; HD 8+16; hp 56; THAC0 11; #AT 3; Damage 1-6/1-6/2-10; SA Illusion (disguise); SD +2 or better magical weapon to hit; SZ M; ML Fanatic (17-18); XP 5,000.

Ettercap (10); Intelligence 5-7 Low intelligence; AL NE; AC 6; MV 12; HD 5; hp 20, 12, 27, 26, 18, 16, 19, 33, 14, 22; THAC0 15; #AT 3; Damage 1-3/1-3/1-8; SA Poison bite (save or die in 1d4 turns); SD Traps (immobilizing); SZ M; ML Elite (13); XP 650.

Characters that take some of Naneetha’s possessions are likely to attract her attention more readily than others.

19b. Strangers at the fountain.

Entering this large room you notice the large thick amount of moss and lichen covering the walls and ceiling. The floor is damp and reveals the tracks of numerous adventurers and others as a bare patch of stone that winds through the room. A large stone water fountain with a large basin dominates the northeastern corner of the room. Water spills over the edges of the basin wetting the floor. Gathered around this fountain splashing or immersing themselves in the pool under the waterfall of the fountain, are a group of odd-looking humanoids. These humanoids are a cross between a walrus and a human. They have the large tusks, spiky moustache and face of a walrus, but retain a bipedal frame like a human. Two arms clutch a variety of weapons, but mostly axes and maces. Some appear wounded and all of them look to be suffering from lack of water. This pool must have been a great relieve to them, as their antics around it demonstrate.

The characters can stand and watch the thanoi play and splash in the pool and under the fountain, or move on. Attempting to sneak through the room without the aid of magic results in being spotted by the thanoi, who leap to the attack. Utilizing magic, it is possible to traverse this room without alerting the thanoi who continue to play in the pool.

Thanoi (Walrus Man) (6): Intelligence 5-7 Low intelligence; AL LE; AC 4; MV 9, Swim 15; HD 4; hp 2x17, 2x22, 25, 19; THAC0 17; #AT 2 or 1; Damage 1-8/1-8 (tusks) or by weapon (+2 bonus to damage); SA Nil; SD Immune to cold; SZ L; ML Elite (13); XP 120; each carries an axe, a mace or a crude broadsword.

19c. Empty room.

This large dark room is damp from the condensate from the previous room but appears to be empty. Mold colonies dot this room, but not in near the concentration from the previous room. Searching the room reveals that the room smells of mildew and mold. A careful search of the room reveals a rusty broken tip from a sword, several glass fragments from a bottle shattered a long time ago, a rusty tin flask with a hole, and a few (7) clay marbles.

19d. Twin alcoves.

At this point the passageway widens to form two alcoves one on either side. There appears to be nothing of interest within the alcoves. Searching the alcoves reveals a cleverly hidden stone that lifts away from the wall revealing a large carved stone face. The face of the carving is that of a wizened old man, with a thick beard, and bushy eyebrows. Casting a Detect Spell upon the carving reveals it to be very magical. Any spell casting near this face awakens it and it will immediately begin to speak in common, like a Magic Mouth. The carved face babbles until somebody asks it a direct question, at which time it will pause and seem to think on it. The lips move as it speaks, and the face is very expressive, and while it ponders a question, the face will scrunch up like it is concentrating. Unfortunately this carved face is absolutely useless and other than attracting wandering monsters with it babbling will be of no use to the characters. The face falls dormant again after 15 rounds, or if a Dispel Magic spell is cast upon, or it is covered again and left alone for four rounds.

19e. The hidden retreat.

Upon locating this secret door, searching it reveals a simple trap that is disarmed with a normal proficiency check. Opening the door reveals a small dark hidden room with several barrels, a couple of crates, and a small square wooden table with a leather-covered chair. The chair looks quite new and comfortable and shows no sign of wear from being within the halls. The table holds a large leather covered tome held closed with a scarlet thread tied in a knot. Beside the tome on the table are a glass pot of ink (half full of black ink), a silver tipped pen (worth 5 cp), and candelabra holding four long candles. Casting a Detect Magic spell within the room reveals that the tome and two of the candles are magical.

The candles are: two Candles of Invocation (one attuned for Neutral-Evil alignment), one Candle of Pyrotechnics
, and one Candle of Flame Blades
. The ink within the pot is not magical but is of excellent quality, and would be worth about 5 sp in the right market. The tome has a magical clasp holding it shut and bears enchantments preventing it from mildewing, rusting and protecting it from normal and magical fire. The lock opens easily with either a successful pick locks roll or a Knock spell. Opening the book reveals spells suitable to the DM’s campaign and should be ones that the characters already possess with a few noted exceptions to make the book valuable. Unfortunately for the characters, a palimpsest has inserted itself within the pages of the tome. This palimpsest has fed well first on the mageling Zhentarim agent that hid this little retreat, and then later on the various adventurers that discovered the tome. It will wait for the right moment to attack the character so that as not to raise suspicion. 

Palimpsest 10HD: Intelligence 2-4 Semi-intelligent; AL N; AC 10; MV 3; HD 10; hp 36; THAC0 11; #AT 1; Damage 1d3; SA Absorption; SD Immune to fire and edged weapons; SZ S; ML Unsteady (5-7); XP 6,000.

Searching the room carefully reveals a secret hiding space in one of the table legs that contains two more large magical candles, another Candle of Invocation (Lawful-Evil) and a Candle of Propitiousness.

19f. Definitely not a cute and cuddly koala bear!

Entering this large dark square room reveals it to be stuffed with numerous wooden crates, boxes, chests, and broken furniture to the roof in some parts. Most of the items appear to have been searched already, and within the center of the room along a cleared path through the center, several of the boxes and crates have been used for firewood. Some of the nearby crates are either empty or contain mundane material such as rotting bolts of cloth, shattered china or pottery, and other useless material. The furniture is old and most of it is rotting and worthless. Occasionally a few pieces of furniture are usable, but not in a valuable condition. Unfortunately, for the characters, this room is the lair of a zorbo that escaped from a merchant from Skull Port intending to sell the creature to a mage. The zorbo escaped and made its lair within this room.

Your players are going to want to waste time searching this room, which is fine since it gives the zorbo that has laired within this room time to get close enough to absorb some magical enchantments. The characters may discover the small tunnels through the debris that the zorbo created to its lair against the southern wall in the farthest corner. Once the zorbo has absorbed some enchantments and lowered its AC, it launches a surprise attack from within one of its tunnels, striking at character’s feet and legs.

Zorbo: Intelligence 2-4 Semi-intelligent; AL N; AC 7; MV 15, Climb 9; HD 4+2; hp 30; THAC0 17; #AT 3; Damage 1d4/1d4/1d2; SA Absorption; SD Drain magical protection; SZ S; ML Steady (11-12); XP 420; The zorbo frequently takes advantage of its absorption ability before attacking, for example, moving near large rocks to absorb a good Armor Class value. This absorption process requires one round, during which time the zorbo presses itself against an object. This activity is similar to that of a bear scratching its back on a tree. In fact, this action is a sign of aggression and not an indication of playfulness.
Absorption does not harm the object whose Armor Class is being absorbed. The absorbed Armor Class lasts for 1-4 hours. The ability grants the zorbo an AC rating based on the chart.

AC Rating      Item                           Order of Absorption    7
        Earth

Shield    6
        Rock Crystal, Ice       Armor    5
        Wood

Bracers    4
        Soft Metal

Cloaks    3
        Hard Metal

Rings    0
        Stone

Passive Items

These include magical items like a Staff Of Power or Long Sword, +4 Defender that grant an Armor Class bonus in addition to their other abilities. These items are always the last to be absorbed by the zorbo.
The zorbo’s most feared form of attack drains the defensive magic of creatures it strikes. Each time the zorbo hits a target protected by magical armor, a Ring Of Protection, Bracers Of Defense, or similar defense, the magical pluses of the item are added to the zorbo’s AC for one full turn and the item is turned to dust (no saving throw). If the item does not grant a magical plus (e.g., Bracers Of Defense), the AC adjustment to a base AC10 is absorbed instead. For example, a zorbo who’s current Armor Class is 0 strikes a character wearing Bracers Of Defense AC6. The result is that the bracers are destroyed and the zorbo’s new AC is -4. Artifacts are not destroyed.
If a creature is wearing multiple defensive items, determine randomly which item the zorbo strikes or use the chart. The pluses absorbed also count toward any saving throws the zorbo is required to make for that turn.

Searching the room for the zorbo’s lair takes 4 – 8 hours during which all sorts of wandering monsters may pay a visit to the characters. Within the zorbo’s lair are 57 sp; an Elixir of Madness; one chalcedony gemstone (50 gold ); one opal (1,000 gold ); and two sapphires (1,000 gold  each); and a Potion of Super-heroism.

19g. The kind of dead Zhentarim wizard.

Entering this room reveals that it is the same size as the previous room but not nearly as cluttered. A few odds and ends of junk are scattered around such as empty iron ration wrappers, shattered glass bottles, and burnt out torches. The walls of the north eastern and north western walls are scorched like a spell battle happened within this room, and searching carefully, a skeletal corpse is revealed in the far north western corner of the room buried under some old cobwebs, a rotten wool cloak, and the remains of wool robes. Searching the corpse reveals that it has been picked clean of anything of value a long time ago and picked clean by scavengers a little more recently. The remains are what is left of a once bright Zhentarim wizard sent to Waterdeep to infiltrate the Watchful Order. Unfortunately, there was already several other spies within the city and a couple within the Order that betrayed the young and powerful wizard to a band of doppelgangers once part of the Unseen. The mage was captured and although he fought well, was overpowered and killed on this spot. Through magics his betrayers let him know who betrayed him and he got to watch a greater doppelganger assume his identity just before it killed him. Because of his ambition and his anger he became a Zhentarim spirit that haunts this room, seeking to possess an adventurer gain access to his betrayers and slay them.

Zhentarim Spirit: Intelligence 13-14 Highly intelligent; AL NE; AC -2; MV 0, Fl 12(C); HD 7; hp 35; THAC0 13; #AT 1; Damage 1-8; SA Hit point drain, possession; SD +1 or better weapon needed to hit, spell immunities, invisible and intangible at will; SZ M; ML Fanatic (17-18); XP 6,000; Zhentarim spirits are semitransparent spirits that look somewhat like spectres, and those who confuse the two often end up dead. These spirits appear as they did at the time of their deaths, bearing their fatal wounds.

Zhentarim spirits can no longer cast spells of any kind, but can converse with Prime Material beings in the language they knew in life. Zhentarim spirits are no undead in the normal sense of the word- that is, they are not affected by holy water, cannot be turned, and are not connected to the Negative Energy Plane. They are simply being held to the Prime Material Plane by their indomitable willpower, refusing to go to their final rest (or judgment) until their killers have been dealt with. A Zhentarim spirit can become invisible and intangible at will, but must materialize to attack.

Zhentarim spirits primarily target their killers. The attack of a Zhentarim spirit drains hit points of its victim at a rate of 1d8 per strike. The loss of these hit points is permanent to the target of the spirit's vengeance (its killer or killers), while others regain lost points as normal.

Zhentarim spirits can also possess people through use of a magic jar ability that they can attempt once per round; a Zhentarim spirit must be within at least one-half mile of the possessed victim to exercise control over him or her. The spirits often-used possessed victims to get close to their targets and either kill or injure them. A spirit must relinquish possession of a person before attacking a victim with its draining touch. Depending on the power possessed by a spirit's intended victim or victims, it will use extreme caution or a straightforward attack. Once those responsible for the death of the spirit's mortal form are dead, the creature will depart for its judgment on the planes. It is impossible to fool the spirit about the death of its victim- it will know if that person (or group of people) is truly dead or not.

Killing Zhentarim spirits is a difficult process, as they reform by force of will after 100 days if reduced to less than 0 hit points. The only way to completely destroy Zhentarim spirits is to kill them using a Finger of Death, Power Word Kill, or Wish. They receive normal saving throws against these spells.

Zhentarim spirits are immune to all spells except Magic Missile, Protection From Evil, Finger of Death, Power Word Kill, and Wish; all others simply pass thought the creatures as if they were immaterial. They are also immune to weapons not of a magical nature (of at least +1 enchantment) and take only normal damage from a Mace of Disruption.

19h. The stairs down to level 2.

Entering this room reveals a large room strewn with debris from the heavy traffic that this room receives. Camped in the southeastern corner of this room are a varied group of humanoids that appear to be adventurers. With them are several heavy-laden pack animals, and one cloaked individual appears to be leading a small wooden cart. From the amount of material that you see displayed, you judge that these adventurers are going to delve into the deepest parts of the ruins and are stocked for an extended sojourn.

The opposing adventurer group is called the Fist, and they are from several different locations and various races. They are blooded veterans of these ruins and have made several trips into and out of the complex. Lately the group has set up home in Luskan to the north of Waterdeep, and have recently regained entry into the halls, as the Yawning Portal has barred them from using that access for repeated uncouth behavior. Although an evil adventurering group, they are not immediately hostile and may be a fount of knowledge for the characters. They possess several maps, which they will trade for magical items or three times the normal amount of coin, accuracy up to the DM. These evil adventurers are heading for the third level and deeper of the halls and have little desire (for now) to waste time on rank amateurs. However, if attacked, and in the future, they can become a reoccurring nemesis for the characters. The evil adventurers are unaware that last time in the city of Luskan, the Captains sent a spy to infiltrate the group but the spy was taken by a greater doppelganger from the Unseen. The same doppelganger that has now replaced the fighter-bard in this group and is quite interested in seeing what magical items and treasures they dig out of these ruins. Exposing the doppelganger to the other Fist party members would generate a moderate amount if short-lived goodwill from the members, who will later slit their collective, throats the same as before.

Bok Dwarfwoe Hobgoblin Vampire male C8 S 18, D 16, C 13, I 7, W 14, Ch 10; AL Neutral Evil; AC -4; MV 12, Fl 18; hp 54; THAC0 16; XP 2000.

Dovanat Standard half-elf male F15/B2 S 18/0, D 17, C 13, I 18, W 11, Ch 13; AL Lawful Evil; AC -5; MV 12, Fl 15; hp 46; THAC0 6; XP 8000. A greater doppelganger from the Unseen, but has not been discovered yet.

Gebhart of Talos Tiefling male F10/C13/M15 S 20/0, D 18, C 15, I 18, W 15, Ch 8; AL Chaotic Evil; AC -5; MV 12; hp 63; THAC0 11; XP 11,000.

Konsaxas Satyr male T10 S 17, D 18, C 9, I 11, W 9, Ch 13; AL Lawful Evil; AC -2; MV 18; hp 36; THAC0 16; XP 2000.

Lig Gnomecrusher Gnoll-CBHU male T15 S 18, D 17, C 15, I 11, W 12, Ch 10; AL Neutral Evil; AC 0; MV 12; hp 69; THAC0 13; XP 6000.

Sachesrael the Toothy Crocodilian, Master male F12 S 18/0, D 16, C 18, I 11, W 12, Ch 9; AL Chaotic Evil; AC -3; MV 6, Swim 12; hp 90; THAC0 9; XP 4000.

Toros Satyr-CBHU male F14 S 15/0, D 12, C 14, I 9, W 9, Ch 13; AL Lawful Evil; AC -4; MV 12; hp 72; THAC0 7; XP 5000.

**See the Yahoo FRDMing web site for the complete party roster for the Fist.**

19i. Shattered Fountain.

Entering this room reveals a large square room with a domed ceiling rising almost 25’. The ceiling was once tiled with a beautiful mosaic, which has now fallen into ruins, and has fallen from the ceiling as well scattering all over the floor. Some of the pieces are quite lovely and when the room was in pristine condition it must have been absolutely gorgeous to look at. An elf character with some artistic ability has a chance determined by the DM to note that this is elven work and quite old. In the center of the room is a shattered marble statue, perhaps once a deity or hero. The remains are vaguely humanoid but even after lengthy study; the statue just appears to be a shattered lump of marble. Inspecting the marble reveals it to be of the finest quality and flecked throughout with fine gold and silver. Some of the larger pieces may fetch a few coins to the right buyer and in the right market.

19j. Deadly Statue.

Entering this room reveals a large iron and brass humanoid statue that is badly scarred, tarnished and rusted. Several rents and gashes mar its skin, and in a few of these wounds the weapon that caused the injury is still lodged in the hole. Spears, axes, maces, various swords, numerous arrows, and other melee weapons adorn the statue. Because of the number of weapons that decorate the statue, the true size and shape are difficult to judge, but roughly it is quite large, and bipedal, with two arms. As the characters move closer the head swivels following their progress, and if they close to within 15’, the right arm rises to point at the characters with an extended index finger and the tip of the finger starts to glow.

This statue may have once been lethal but now it is a spell waster, and ammo sponge. The statue’s most deadly attack is that during the time the characters are going to study and look at the worthless weapons stuck in the statue, something truly nasty is going to come wandering by and attack.

19j1. Gate to Stonelands.

The secret door to this room has a Symbol of Discord upon it. A secret panel within the door reveals the symbol. The door is not otherwise trapped or locked and may be opened normally. Observant characters may notice acid scoring along the walls and floor of the area near the door, the scoring is fairly recent and from a strong acid. The doorframe is trapped and opening the door releases six large thin glass vials of sulphuric acid that does 2d10 points damage to all creatures within five feet of the door and 1d6 points of damage to all creatures five to ten feet from the door. Weapons and items receive a normal save versus acid as well as any items that the characters might have been carrying. The doorframe is magical and restocks itself in six turns, if the door is wedge or spiked open, the new vials will immediately fall out splashing acid everywhere again.

The gate hidden behind the secret door leads to a prairie in the Stonelands a few days east of the city of Eveningstar. The area is infested with large unusually intelligent trolls and unless the characters are extremely lucky they will meet several trolls while walking out of the area.

19k. Manscorpions resting.

Entering this room reveals a huge square room empty except for 16 large creatures that appear to be a mixture of a scorpion and a man, like a centaur except with a scorpion rear. These manscorpions have been lost for some time and are quite hungry, they were discussing traveling some more to find some creature to eat, but since dinner just walked in.

Manscorpion 8 HD (6): Intelligence Low to Genius (5-18); AL NE; AC 5; MV 12; HD 8; hp 64, 57, 52, 46, 38, 29; THAC0 13; #AT 3; Damage 2-5/2-5/1-4 or 2-5/1-4 + weapon; SZ L; ML Champion-Fanatic (15-18); XP 4,000; each wields a ranseur.

Manscorpion, squad leader: Intelligence Low to Genius (5-18); AL NE; AC 5; MV 12; HD 9; hp 72; THAC0 11; #AT 3; Damage 2-5/2-5/1-4 (claw/claw/tail) or 2-5/1-4 + weapon; SA Poison (tail, save vs poison or die in 2d4 rounds); SZ L; ML Champion-Fanatic (15-18); XP 5,000; wearing Field Plate +3; wielding a +2 great war axe.

Manscorpion, squad spellcaster: Intelligence Low to Genius (5-18); AL NE; AC 2; MV 12; HD 9; hp 72; THAC0 11; #AT 3; Damage 2-5/2-5/1-4 (claw/claw/tail) or 2-5/1-4 + weapon; SA Poison (tail, save versus poison or die in 2d4 rounds); SD Spells as 4th level priest or wizard; SZ L; ML Champion-Fanatic (15-18); XP 6,000; wielding a +3 Bec De Corbin Horseman’s Mace
 (does 1d10+3); wearing a Ring of Protection +3; Spells memorized: Acid Stream; Clayskin; Smashing Strike; Belsham's Mace; Otiluke's Boiling Oil Bath; Spells in spell book: Aura Fire; Coinsharp; Emrys' Bright Burst; Float; Minor Quest; Otiluke's Smoky Sphere; Read Magic; Run; Snilloc's Snowball; Spider Climb; Suric's Swift Perusal; Tasso's Shriek; Traceless Travel; Wall of Fog; Blastbones; Bone Shards; Claws Of Darkness; Detect Invisibility; Drawmij's Scent Mask; Intruder Alert; Nystul's Crystal Dagger; Slumberward; Snow Cone; Tasha's Uncontrollable Hideous Laughter; Threestones; Thump; Thunderball; Undetectable Alignment; Whirling Blade; Whispering Tide.
Nimmurian, 9HD (8): Intelligence 11-12 Very intelligent; AL NE; AC 7; MV 12; HD 9; hp 71, 68, 3x44, 39, 55, 50; THAC0 11; #AT 3; Damage 1d4+1/1d4+1/1d4; SA Poison; SD Nil; SZ L; ML Elite-Fanatic (14-18); XP 3,000.

19l. Resting place of the watery sages.

**The secret doors into and out of this room are a Nadrun’s Type 1 doors. Touching this door without saying the password at least two rounds beforehand results in the door casting (as a 12th-level Wizard) either a 10’-radius Hold Monster spell (60%) or Sleep (40% chance) on being(s) standing before it or passing through the doorway. The spell is centered upon the door itself. If the DM desires, there can be a monster or evil adventuring group stuck here, entrapped by the door. The spell just happens to wear off when the characters are within range.**

Entering this large square room reveals a dark room 25’ deep and 15’ wide with a pair of stone sarcophagi one on the northern wall and one on the southern wall. In between the sarcophagi is a large stone fountain with bubbling water. The fountain is coated with mold and moss, as is part of the roof and the floor in the immediate area of the fountain. Under the moss and mold are ancient powerful runes (dwarf made) that have almost been worn smooth over the years. A character with stone working knowledge has a chance to identify the weathering on the runes was done by ancient weather patterns and that this fountain must have once been exposed to the surface. Characters with dwarven runic knowledge are able to barely decipher the runes as ones of bonding and summoning but otherwise most are indecipherable and are lost in history. Enough of the runes translate allowing the powers of the pool to function. Whether the fountain inhabits a cavern that was once on the surface or if the pool was moved here later is unknown. The runes are only discoverable if the mold and moss are scraped away and the runes cleaned. Cleaning and removing the junk covering the runes will take approximately two to four turns, (during which time the DM should roll twice checking for random encounters). Using magic that kills vegetation speeds the process up enough that the job takes only one round. Speaking the runes once cleaned, summons the inhabitants of the pool from their native plane.

Inhabiting the fountain’s pool is a pair of unusual water weirds mutated by strange arcane powers. Both are unusually intelligent and possess ancient sage-like qualities. Both speak most of the common surface and subsurface languages and are proficient in local and ancient history within the region. A conduit in the bottom of the pool allows access to the Elemental Plane of Water where the pair keeps donations made to them for their services and an extensive library of magically protected books. By making an offer of a rare magical tome (protected against water-damage) or a sufficient quantity of gems, or a mundane but exceedingly rare tome that would interest an ancient sage, the pair of weirds may answer a single question. They answer together in a single bubbling musical voice that sounds feminine. They will only answer one question per character for the life of that character. Even if the character is reincarnated or resurrected, the water weirds will not answer another question for that character and they will just waste time, items, and money talking to an empty pool that happily sucks up precious items tossed within.

Elemental, Water Kin, Water Weird (2): Intelligence Nearly omnipotent; AL CN; AC 4; MV 12; HD 9+3; hp 74, 71; THAC0 6; #AT 0; Damage 0; SA Drowning; SD 1 hp damage from P and S weapons, half Damage from fire; SZ L; ML Elite (13); XP 4,200.

The sarcophagi are extremely well made, ancient, and are human-sized. The lids fit exceptionally well and opening them requires the use of magic, as both are sealed with 15th-level Wizard Lock spells. The two stone sarcophagi are empty except for the dusty remains of a few bones; they were looted a long time ago. One theory from other adventurers within these halls is that perhaps these are the mortal remains of the two sages that now inhabit the pool, but no one knows for sure.

19m. Wall-walker’s attack.

Unless the characters are unusually sharp, the players paranoid or alert; the characters have attracted the attention of two pair of wall-walkers. These medium-sized psionic-capable lizards of the Underdark are rapacious predators but cunning foes that wait until the perfect moment to strike. Using their psionic abilities, the two groups of two lizards each will shadow the party, two in front and two in back walking on the walls and ceiling, hiding themselves with psionics. When the party stops to eat or rest, or better yet breaks apart into smaller groups to explore, the lizards attack.

Wall-Walker (4): Intelligence 5-7 Low intelligence; AL LE; AC 3; MV 9, Climb 12; HD 6; hp 37, 33, 30, 25; THAC0 15; #AT 3 or 1; Damage 2d12/2d12/2d8 or special; SA Paralyzation; SD Psionics, immune to fire; SZ M; ML Elite (13-14); XP 1,500.

The room itself is an empty square room, littered with the usual dungeon garbage. Searching the room reveals nothing, but a close search or a search with certain magics reveals the presence of the waiting lizards and reveals the cleverly hidden secret door on the northern wall leading to room #19n.

19n. Hidden stash of a wizard.

Discovering the secret door to this room reveals that it is locked and was cunningly hidden behind a thin veneer of false stones. Checking for traps reveals that the door is trapped with a repeating crossbow trap in the southern wall that will fire six heavy crossbow bolts (THAC0 10) into the back of any creature opening the door. The bolts are poisoned with a paralyzing poison, that a failed saving throw causes the character to suffer paralyzation for 1d6 turns. The crossbow trap resets itself in one round. Disarming the trap is a little complicated requiring a successful disarm traps with a –15% penalty chance of success (a key is required to deactivate the trap, attempting to pick the lock and failing sets off the trap). The second trap upon the door happens when the door is opened, because the interior of the room is filled with an odorless and colorless toxic gas that pours from the room effecting all creatures within 15’ of the door the first melee round, 20’ the second melee round, etc. until all areas to the secret doors are filled. Inside the room are two Eversmoking Poisonous Gas Jars
 that have their tops removed. Covering the tops with some impermeable material or sealing them with magic stops the poisonous gas from pouring into the halls.

The room is 10’ deep and 15’ wide and contains several items. Closest to the door are four large stone statues carved as giant dogs, possibly dire wolves (they are). The craftsmanship is superb and the stone is of the finest quality. Behind the four stone dire wolves is a large wooden chest partially covered with an oil-soaked cloth. Around the chest scattered upon the floor is old sawdust that appears to be soaked with oil also.

Wolf, Stone, Dire (4): Intelligence 10 Average intelligence; AL N; AC 0; MV 9; HD 8+4; hp 60, 59x2, 56; THAC0 11; #AT 1; Damage 1d8; SA initiative bonus, pounce; SD resistance and immunity to certain spells and weapons; SZ L; ML Fearless (19-20); XP 2,400.

The change from motionless statue to moving creature is almost unnoticeable, giving them a +4 initiative bonus in the first round of combat. On a natural 20-attack roll, the wolf has made a successful leap and pounce, pinning its opponent and inflicting an extra 1d6 points of crushing damage. A successful bend bars/lift gates roll is needed to escape (one roll per five rounds is allowed). All Dexterity and shield bonuses are canceled for the period of time the victim is trapped, and the stone wolf gets a +4 attack bonus.

Missile fire inflicts only 1 point of damage per arrow, stone, or bolt to a stone wolf; edged weapons cause only half damage; blunt, smashing weapons visit full damage; and magical weapons always get their full bonuses. Stone wolves have one particular weakness: their eyes. If a character uses the called-shot optional rules, he can go for a stone wolf's eyes. Should the character succeed, he may roll a second 1d20. On a roll of 1 or 2, the character has succeeded in smashing both fire-opal eyes, immediately destroying the wolf. Otherwise, he has destroyed one eye, imposing a -4 attack penalty on its blind side.

Stone wolves are immune to sleep, hold, charm, and all cold or paralysis based spells. They suffer half or no damage from fire or electricity based spells, depending upon whether they successfully save vs spell. A stone to flesh spell makes them vulnerable to all weapons and gives them AC 10 if they fail a save vs spell. A transmute rock to mud or disintegrate spell destroys a stone wolf instantly if it fails a save versus spell. An earthquake spell inflicts 6d8 points of damage (half damage if a save versus spell is successful). A move earth spell turns one stone wolf into a statue permanently if the creature fails a save versus spell (but since the creature's animated, it gets a savings throw). A wall of stone spell disperses the creature's mass into a newly created wall if the stone wolf fails a save vs spell; if it successfully makes its savings throw, there is a 50% chance that the creature is on the same side of the new wall as the caster. A magic missile spell causes normal damage.

After dealing with the surprise attack from the stone dire wolves, searching the sawdust around the chest reveals it to be soaked with naphtha. The cloth over the chest is soaked with a lighter petroleum-based oil, possibly a lamp oil-like substance. Searching the chest reveals that it is trapped with a device that drops four large jars of naphtha and an Oil of Fiery Burning. Damage done is 8d6 points to all creatures within 10’. The chest and all of its contents are consumed in 1d4 rounds.

Opening the chest reveals it to be stuffed full of naphtha soaked sawdust. Digging through the sawdust reveals several magical items. The first magical item is an Abacus of Calculation
, the second item is a foil wrapped package containing nine small cakes (Dust of Blending
), the second is an odd-looking black orb (Orb of Duo-Dimension
), and the final item is a large black pearl (Pearl of Power (1st and 2nd)). Characters digging through the chest become soaked with naphtha and it would be a shame if they were to encounter a flammable attack shortly after this room.

19o. The ancient grell’s paddock. 

Entering this huge empty room reveals a thick smell of animal feces and that it contains a stout rusty iron ring in the center of the room buried in the floor. From the amount of various animal dung scattered around the room, the room gets some use as a corral. Anyone foolish enough to stable an animal here or spends any amount of time in the center of the room suffers an attack from the patriarch grell that slides from its extra-dimensional pocket and attacks its meal. By sacrificing a large animal or several smaller ones, the patriarch grell may be asked questions concerning the local region. It notices most traffic that goes through the area, and may be bribed with a sufficient quantity of food to describe recent events in the near area. Unknown to the characters within the grell’s dimensional space is a magic item that allows the patriarch to scry the nearby region, including parts of Waterdeep above. The grell’s information and veracity is up to the DM, but the grell could aid them in finding certain NPCs or other creatures to fulfill quests, get revenge or retake items stolen from the characters. Attacking the elder grell causes it to summon six of the 19 soldiers that attend it to defend it so that it may escape.

Grell, Patriarch: Intelligence 15-16 Exceptionally intelligent; AL NE; AC 10; MV 0; HD 9; hp 44; THAC0 11; #AT 0; Damage 0; SD Directs lesser grell; SZ G; ML Fanatic (17); XP 9,000.

Grell, Soldier (6): Intelligence 8-10 Average (human) intelligence; AL NE; AC 5; MV 0, Fl 12(D); HD 5; hp 28, 24, 3x21, 25; THAC0 15; #AT 11; Damage by weapon type; SA Nil; SD Nil; SZ M; ML Elite (13-14); XP 2,000.

Character using magics such as a Flying Carpet, Levitate, or similar spells or magical items allowing access to the roof, can access the grell’s extra-dimensional space. The effects and contents are up to the DM, but in my campaign this action tossed the characters adrift on the Astral plane.

19o1. Hungry dharculus.

Entering this passage reveals nothing out of the ordinary; it appears to be the usual kind of passage in the usual condition in Undermountain. Suddenly a floating midair mass of tentacles that appears as a swarm of blind eel-like creatures sliding through the air attacks you.

Unfortunately, a hungry dharculus has dipped its tentacles into this room and attacks the characters as they enter the passage.

Dharculus: Intelligence 11-12 Very intelligent; AL CN; AC 2; MV 9; HD 10; hp 51; THAC0 11; #AT 6 or 1; Damage 1d4 x 6 (tentacles) or 2d10 (maw); SA Ethereal attack; SD Nil; SZ H; ML Elite (13-14); XP 3,000.

The dharculi are swimmers of the Border Ethereal, inserting their mawed tentacles into the Prime Material Plane to feed. Their tentacles appear as a swarm of blind eel-like creatures sliding through the air in a deadly school. To those who can see into the Ethereal Plane, the eels are revealed to be protruding tentacle tips, some ending in small maws. The much longer tentacles are joined in the Ethereal Plane, in a fused worm-like braid that forms the main body of the creature. The posterior end of the cylindrical body loops back toward the front like a question mark. This end has a huge, drooling maw filled with razor-sharp teeth. The dharculus has five tentacles that end in eyes instead of maws, which the entity keeps safely tucked into the Ethereal Plane to search through the mists for its next victim.

Dharculi feed by dipping their tentacles into the Prime Material Plane and drawing prey into the Ethereal. Each of their half dozen mawed tentacles attacks individually, inflicting 1d4 points of damage and attaching to the prey An attached tentacle causes no further damage, but a successful Strength check at a penalty of -2 removes an attached tentacle, causing 1d4 points of damage as the teeth tear free (use a saving throw vs. paralysis for creatures with no Strength rating). If a dharculus attaches three or more tentacles to a single victim, only a successful saving throw vs. death prevents the victim from being drawn into the Ethereal Plane at the beginning of the next round. Here, the dharculus can bring its horrible primary maw to bear on the victim for 2d10 points of damage. The saving throw must be made each round that opens with three tentacles attached to the victim.
Each individual tentacle possesses the following statistics: AC 3; MV Fl 9; HD 2; hp 8 each; THACO 11 (as the dharculus’s HD); #AT 1; Damage 1d4; SZ S (2-10’ long); ML As dharculus. Tentacles that have taken 8 points of damage in full, and the last strike from an edged weapon are severed. They fall to the ground, looking like dead eels out of water (the dharculus regenerates damaged tentacles at the rate of 2 points per tentacle for each 12 hours on the Ethereal Plane). A hit with a magical weapon has a 20% chance per magical plus to knock the appendage fully back into the Ethereal Plane, where it takes the dharculus four rounds to insert it back through the veil to the Prime Material Plane. 
A victim drawn into the Ethereal Plane can fight the whole creature as the beast attacks with its devastating primary bite. Killing the dharculus leaves the victim drifting within the Border Ethereal, able to see his companions through the gray mist, but unable to contact them. A marooned individual without extraordinary resources is lost; however, a single chance still remains.


The dharculus’s tentacles inserted into the Prime Material plane offer a brief lifeline before they recede into the ethereal deeps (up to four rounds). It is possible to use a flaccid tentacle as a rope, and physically pull oneself back into the Prime Material Plane. A successful Strength check indicates success.

19o2. The Drow raiders.

Entering this hallway reveals it to be occupied by a large band of renegade Drow elves. Although inherently evil, the Drow will not immediately attack, but their leader will approach the characters to talk. Most of these Drow are from affluent families and a couple are nobles of minor families. An incestuous married couple of specialty priests, one of Ibrandul (a Darkwalker
) and a specialty priest of Lloth (an Arachne) who openly displays their faiths colors and emblems lead them. Their brother a Fighter/Mage travels with them. If the characters should appear weak, the Drow will attack later when they have the benefit of surprise, and may trade a few items of minor use with the characters. Strong appearing characters will be attacked later after the Drow have recovered a little and when they have gathered more intelligence upon the characters, determining the spell casters, fighters, clerics, and who leads them if it is not obvious. 

12 Drow elf male: F2 S 14/0, D 11, C 12, I 16, W 8, Ch 10; AL Lawful Neutral; AC 7; MV 8; hp 14, 20, 5, 9, 8, 11, 16, 11, 16, 8, 15, 10; THAC0 19; XP 65. 

6 Drow elf male: F2/M2 S 15/0, D 9, C 9, I 12, W 7, Ch 8; AL Neutral Evil; AC 3; MV 6; hp 8, 5, 9, 5, 7, 6; THAC0 19; XP 65; Spells: Affect Normal Fires; Dispel Light; Traceless Travel; Wandbane; Read Magic.
10 Drow elf male: M2 S 6, D 16, C 10, I 14, W 13, Ch 11; AL Neutral Evil; AC 8; MV 6; hp 7, 8, 6, 2, 6, 5, 6, 2, 5, 5; THAC0 20; XP 120; Spells: Dispel Light; Liquid Orb; Message; Map; Wandbane.
11 Drow elf male: T2/M2 S 3, D 13, C 12, I 9, W 8, Ch 14; AL Lawful Evil; AC 10; MV 4; hp 6, 4, 4, 5, 6, 7, 8, 5, 6, 3, 6; THAC0 20; XP 65; Spells: Dispel Light; Liquid Orb; Traceless Travel; Wandbane; Magic Missile; Sleep.

11 Drow elf male: C2 S 10, D 7, C 12, I 8, W 16, Ch 8; AL Neutral Evil; AC 3; MV 6; hp 9, 7, 11, 12, 6, 9, 9, 11, 8, 8, 14; THAC0 20; XP 65; Spells: Call Upon Faith; Cloak of Dark Power (Drow); Command; Detect Snares and Pits; Light; Spidereyes.

Thionn'reis'siar'selas Dark (drow) elf male: C13 (Darkwalker) S 18, D 18, C 17, I 17, W 16, Ch 10; AL Chaotic Neutral; AC -2; MV 12; hp 71; THAC0 12; XP 7000.

Saelan Dark (drow) elf female: C15 (Arachne) S 17, D 18, C 12, I 16, W 20, Ch 15; AL Chaotic Evil; AC -3; MV 4; hp 62; THAC0 12; XP 9000.

Rianilloth Dark (drow) elf male: F15/M12: S 21/0, D 17, C 16, I 17, W 13, Ch 11; AL Chaotic Evil; AC 1; MV 12; hp 64; THAC0 6; XP 8000.

**See the Yahoo FR DMing site for the complete NPC character sheets for the three Drow NPCs.**

19p1. An usually stout secret stone door.

Discovering this stone secret door reveals it to be unusually stout and trapped with both a mechanism that throws four rot grubs upon the character attempting to open the door and a bladder that shoots a non-toxic vapor laced with yellow mold spores that effects creatures within five feet of the door. Disarming these traps has a normal chance of success.

Opening the secret door reveals a short stone passageway 10’ long that dead-ends. Lying at the base of the rear wall is a small rotting leather sack. Opening the rotting leather sack reveals 9 gold , 52 pp, five Beads of Curing, and 1,130 gold  in various precious and semi precious stones.

Searching the rear wall reveals another secret stone door identical in all respects to the previous one.

Worm, Rot Grub (4): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 1; HD 0+1; hp 4x1; THAC0 0; #AT 0; Damage 0; SA burrow into exposed flesh and infest (death in 1d3 turns); SZ T; ML Unsteady (5); XP 15.

19p. Should have stopped while they were ahead. Or better known as TOAST!!

Opening the second secret door reveals a room shrouded in darkness. A magical Darkness spell shrouds this room from normal sight, but ultravison, and other magical visions capable of penetrating magical darkness reveal that this room is 20’ deep and 15’ wide, and is empty except for six floating red gems. Each of these gems floats about chest high, and appear to be a low quality sapphire perhaps. The room other than being dark is very warm and empty with the exception of the gems. Casting a Detect Magic spell within the room reveals that all six gems are magical. Casting a Dispel Magic spell (which clears the Darkness spell), utilizing a Horn of Blasting or more than 10 points of blunt weapon damage drops the stasis fields upon the Fire Crystal gems, releasing the Fire Ball spells stored within each. Of course setting one gem off has enough force to set the rest off, each doing 6d6 points of damage in a 20’-radius area of effect. A successful saving throw versus magic reduces the damage by half, but they must roll individually for each spell released.

19q. Very long hallway.

After discovering the secret door hiding this hallway, the door opens to reveal a very long narrow passage that turns south eventually. From the heavy dust, lack of tracks, and debris you figure this passage has not been used in a long time. Actually this passage sees a lot of use, and casting a Detect Magic spell within the passage reveals that magic was employed to disguise the passage’s heavy use. The spell also reveals several magical writings upon the walls, one detailing how to pass the vault golem, and several notes of encouragement to other Zhentarim agents. Several places are marked with the Zhentarim symbol. The symbols denote true portions of text; the rest is red herrings and misinformation. One of the magical words to deactivate the golem in the next room is wrong, and actually casts a Haste spell upon the golem. The phrase marked with the Zhentarim symbol about little guardians deactivates the guardgoyles in room 19s. Speaking the word to the phrase-mentioning protectors of the vault actually alerts the greater homunculus with its master, an 18th-level Invoker. The correct command words are always marked with the Zhentarim symbol. While searching this part, there is a 25% chance that 2-6 Zhentilar warriors escorted by a mage of at least 16th-level will show up.

19r. Foyer to the Zhentish vault.

Rounding the corner to this large room reveals several tarp-covered crates, barrels, boxes, and numerous cloth bags of what appears to be food items. Standing within the center of this collection of material is a medium-sized man-shaped stone statue that begins to move towards the characters. If the characters discovered the secret writings in the previous room, they know the secret word that deactivates the golem. However, unless they were careful or lucky, they may speak the wrong magical word that acts as a Haste spell upon the golem. The effects of the Haste last for 1d6 rounds unless the characters speak the word again.

Golem, Vault Guardian: Intelligence 5-7 Low intelligence; AL N; AC 0; MV 18; HD 8; hp 30; THAC0 13; #AT 2; Damage 1-10/1-10; SA Surprise; SD Spell immunities, immune to fire and cold, partially immune to electricity, reduced damage by weapon type; SZ M; ML Fearless (20); XP 8,000.

The attack of a vault guardian is straightforward and consists of two punching attacks that inflict 1d10 points of damage per strike. What makes the vault guardian a troublesome foe are the creature's additional magical powers, which enable it to detect intruders and withstand magical attacks.

The vault guardian can perform the following at will: Detect Magic, Detect Invisibility, and True Seeing. The attacks of the guardian can reach into the Astral and Ethereal Planes and can injure those struck only by magical, silver, or iron weapons. A vault guardian takes no damage from normal fire, magical fire, or cold-based attacks, and electrical attacks cause only one-quarter damage to the construct. Charm and sleep spells have no effect on the vault guardian, nor do other mind-affecting spells or any poisons.

Edged and piercing weapons inflict only one-quarter damage to the creatures because of its durable construction. Blunt weapons such as maces and hammers do only half damage if the weapons are not enchanted to at least +1, but cause normal damage if so enchanted. The vault guardian is also extremely fast, and imposes a -3 penalty to all surprise rolls when defending its charges.

Because of its construction, the vault guardian is vulnerable to earth magic. A Rock To Mud spell inflicts 2d10 points of damage on the creature and stops it from moving for one round, and Earthquake or Stone Shape instantly kills the construct (no saving throw allowed).

Searching the material stored within this room reveals numerous food items, basic provisions for overland travel, several crates of decent wine from the geographical area of Zhentil Keep, and any other mundane items the DM desires to add. From the items stored here the Zhents are stocking up on material to outfit travelers.

Searching this room for secret doors (with a –25% penalty) reveals a single door cunningly hidden behind a false panel of stone. The door is locked and trapped with an extremely difficult trap forcing attempts to disarm it to suffer a –45% chance of success. Failure to disarm the trap releases a shower of six rot grubs upon the character directly in front of the door. There is also a second magical (detectable with a Detect Magic spell) trap upon the door that when the door is opened, sprays a shower of three green slimes upon all characters within five feet of the door.

Worm, Rot Grub (6): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 1; HD 0+1; hp 6x1; THAC0 0; #AT 0; Damage 0; SA burrow into exposed flesh and infest (death in 1d3 turns); SZ T; ML Unsteady (5); XP 15.

Green Slime (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 2; hp 9, 10, 2; THAC0 19; #AT 0; Damage Nil; SA Attaches to living flesh, victim becomes green slime in 1d4 rounds; SD Invulnerable except to cure disease (and scraping); SZ S; ML Average (10); XP 65.

19s. Weapons locker, armory, and stuff.

Opening the secret door reveals a short passage that ends in a very large room 20’ deep and 30’ wide, dimly lit by several oil lamps. The room is warm, smells of fresh oil, metal, metal polish, and lamp smoke. The roof is slightly domed and an iron drain in the center of the peak lets fresh air in and smoke out of this room. There are several weapon racks and weapon lockers in this room (contents determined by the DM). Several mundane suits of armor of the most common styles are stored in here. All weapons and armor are brand new and of average workmanship, but all bear the mark of Zhentarim craftsman. Also scattered around are eleven ornate stone columns with small gargoyles either perched upon them or hanging from them. Without speaking the magic words, the guardgoyles attack when the characters begin to dig through the contents of the room.

Guardgoyle (11): Intelligence 5-7 Low intelligence; AL N; AC 4; MV 9, Fl 15(A); HD 1+1; hp 2x6, 9, 3x7, 2x3, 3x5, 2; THAC0 19; #AT 3; Damage 1-3/1-3/1-4; SA Surprise, poison bite; SD Shrieks, spell immunities; SZ S; ML Fearless (20); XP 975. these guardgoyles are filled with a poison that causes death instantly unless a successful saving throw is made, in which case the victim only suffers 30 points of damage.

Zhentarim wizards to guard their treasures, families, residences, and secret locations that the wizards hold dear create guardgoyles. Guardgoyles relatively small size allows them to easily hide among wizards' possessions, sometimes masquerading a decorative statuettes or paperweights. These creatures may or may not possess wings, depending on their construction, but all have the ability to fly.

A guardgoyles small stature often allows it to surprise opponents, penalizing their surprise rolls by -3. The constructs claw and bite attacks cause only small amounts of damage. The real danger lies in the poisonous bite, which requires a saving throw vs. poison at -1. If the saving throw is failed, the victim dies in 1d4+1 rounds. The guardgoyle has enough poison in its fangs for two such bites, and its owner must replenish the poison after its use. While deadly poison is the norm for the creature's fangs, the owner can apply any type.

The guardgoyle can also issue an ear-piercing wail that can be heard for up to half a mile, alerting members of the city watch or possibly even setting off traps or spell effects. The shriek prevents any spell casting within 20 feet of the creature, which can continue the scream for up to 6 rounds-even when attacking.

Because the guardgoyle is a construct and not alive, it is immune to all charm, hold, and mind affecting spells, as well as all forms of poison. The creature takes only half damage from fire and cold-based spells because of its stone form, and takes no damage from electrical attacks. Casting stone shape on a guardgoyle restores all damage it has suffered and returns it to brand-new condition. The following spells instantly destroy a guardgoyle if it is made their target: Earthquake, Stone To Flesh, and Transmute Rock To Mud. It receives no saving throw.

If the DM is feeling kindly, this room is a good place for the characters to restock on weapons and armor that may have either lost to other attacks, needs replacing, or is better than what is currently carried. Of course using items that bear the Zhentarim’s mark may not be too popular to some groups and may cause some difficulty down the road.

Searching the room for secret doors reveals one on the eastern wall. It is locked and trapped with a Spell Trigger spell containing a Lightning Bolt spell cast at the 18th-level. Touching the door without speaking the word (detailed in the phrase about how to avoid sparks and bad perm jobs) causes the spell to discharge into the character touching the door. Other than the spell, the door is locked which requires normal chances of opening.

19t. A Zhentarim meeting hall.

Entering this large well lit and furnished room reveals it to be a meeting hall of some form. By the large banner on the wall bearing the Zhentarim symbol, you figure probably for the local Zhentilar network. Beside the Zhentarim banner are three banners each with a small shrine underneath to Bhaal, Myrkul, and Bane
. A large map detailing the city, and some of the surrounding areas dominates a large square wooden table in the center of the room that is unusually thick. Grouped around the table are several comfortable chairs and against the other walls are a couple of chase lounges all upholstered in a deep red. Hanging from the overhead are three large chandeliers with glowing crystals (these will radiate magic if a Detect Magic spell is tossed in the room). Scattered upon the table are various cryptic writings, scattered notes, inkpots and wells, quill pens, and crumpled parchment. 

Behind a tapestry detailing victorious Zhentarim troops in a bloody battle is an L-shaped storage and broom closet. This room contains a few cleaning supplies, as well as a few supplies such as folding wooden chairs, extra cushions, a few spare throw rugs, and a couple of pails of fine white sand. Searching the closet reveals a secret door that is locked but not trapped. The secret door opens revealing room #18t2.

Hiding underneath the table in special boxes are another 11 guardgoyles that will drop to the floor and attack. These guardgoyles are under orders to attack anybody that enters without their master, they have also been the recipients of permanent Haste and Invisibility spells. Their poison is the same as the previous guardgoyles as the same wizard made them. There is no command word that the characters can utter that will shut these guardgoyles off. Searching the table reveals several hidden drawers; contents are up to the DM but could include penknives, more ink, bottles of lemon juice (too easy and a dead give away), and other Zhentarim paraphernalia. Searching the map magically reveals several hidden runes that detail Zhentarim strongholds, sympathizers, safe houses or a combination of all. 

Guardgoyles (11): same as previous, but Hasted and Invisible.

Searching the room reveals a secret door behind a chase lounge that is locked and trapped with a clever trap. The trap requires a successful disarm traps roll with a –15% chance of success. Failure to successfully disarm the trap sets it off dousing the character with a dun pudding. At the DM’s discretion a character could attempt a Dexterity check to dive out from underneath the pudding shower, and possibly avoid the pudding or only suffering half damage. Successfully disarming the trap, and then picking the lock allows the door to be opened.

Pudding, Deadly, Dun: Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 8+1; hp 58; THAC0 13; #AT 1; Damage 4-24; SA corrosive (dissolves items including metal, leather dissolves in 1 round); SD immune to acid, cold and poison, lightning divides them; SZ L; ML Fearless (20); XP 1,400.

19t1a. The wizard’s retreat.

Opening the secret door reveals a large warm well-lit room that is 10’ deep and 25’ wide. The room is richly furnished, and includes a garderwarbe, canopied bed, a brass tub, several thick rugs, a large wooden table and numerous bookshelves crammed with books. Beside the table are a couple of high backed hard wood chairs, and the remains of a recent meal are upon the table. Seated at the opposite side of the table is a human skeleton richly dressed in robes, wearing jewelry and rings. Its hands are folded in front of its face like it is contemplating something and its eyes glow with a fiery red flame. A deep, somber from the creature asks why you have defiled the sanctity of the wizard’s retreat.

The players are probably going to assume that this is a lich, and the encounter is intended to foster misconception. After toying with the characters for a while, the flameskull launches itself from the skeleton upon which it rests and attacks.

Flameskull: Intelligence 13-14 Highly intelligent; AL LE; AC 3; MV 0, Fl 21(A); HD 4+4; hp 36; THAC0 15; #AT 2 plus special; Damage 2d4 (x2); SA spells; SD regeneration, spell immunity; SZ S; ML Elite (13-14); XP 2,000; Spells: Magic Missile; Flame Strike; Burning Hands.
They can spew fire from their mouths twice per round, in straight gouts up to 10 feet long. If enchanted to do so at the time of their making, each can also cast one spell per round, by verbal means only. Most flameskulls cast Magic Missile or Flame Strike spells; none can use mind-control spells. Most flameskulls can cast up to three different spells, and almost all flameskulls cast their attack spells every second round. On the rounds between, they utter a single-segment, verbal only incantation now lost to most spellcasters: Spell Reflection, which returns any and all cast spells reaching the flameskull in the round back on the caster(s). If the spells inflict damage, the casters suffer normal damage; if not, there are merely negated.

Flameskulls cannot be affected my mind-control spells like charm person, or by sleep, hold, and other spells to which undead are immune. Neither are they affected by cold, fire, or heat related magical attacks, or by electrical (lightning) attacks. Their high magic resistance often protects them against spells they fail to reflect back at their casters. Flameskulls are turned as liches and may be struck by any sort of weapon.

These creatures regenerate 1 hp per round and reassemble even after being shattered unless a Dispel Magic, Exorcise, or Remove Curse spell is cast on their remains, or the majority of their bones fragments are doused with holy water.

The contents of this room are up to the DM but should include some items worthy of raiding the personal retreat of an arch wizard and defeating his guardian. One of the treasures placed here in my campaign was two doses of moly
, the herb given to Odysseus by Hermes that allowed him to resist Circe’s sorcerous charms according to Homer. Each of these doses is worth 1,000 gold  (or more depending upon your campaign) and each dose when steeped into a tea and drank, causes the drinker to enjoy a +5 (+25%) bonus against all spells and spell-like effects, regardless of origin. One dose cannot be split or divided without losing the benefits of the herb. There should not be too much coin, as the old wizard does not keep that much loose coin in this location. Of course these actions by the characters ensure that they are posted on the Zhentarim’s bulletins as persons of interest with certain worthy rewards for their capture (maybe alive). 

The old Zhentarim wizard that currently claims this room as his received the flameskull as a guardian by means of a Wish spell when he looted the original crypt. Finding the flameskull a worthy guardian, and intrigued by its creation, he studies the monster hoping to learn the secrets to make these. Already suffering from several failures, the wizard is getting concerned that he may never solve the dilemma. One of his largest failures was upon his twin brother, whose skeletal remains the flameskull rests upon to torture the old wizard.

19t2. Alternating gate.

At the end of this short passage is a gate that destination shifts every other day. On odd numbered days the gate deposits travelers on an uncharted mountain pass in the Mountains of Copper
. The debris scattered around the area suggests that at one time some kind of stone and wooden structure once sat here but has fallen into ruins over the years. By the rough size of the ruins, an educated guess would be a structure the size of a medium inn. There is no evidence of any recent activity at this spot although an old campfire (a few months) suggests either a party (3-5 members) waited for a traveler or camped here after arriving for an undetermined number of days. 

On even numbered days the gate deposits travelers into the sewers under Raven’s Bluff city. The area has a good chance of being occupied by Zhentarim guards and if it is not, then in a few rounds several guards (1st to 3rd level fighters, maybe a wizard of no more than 5th level) will pass through the area on patrol. Since the Zhentarim is attempting to reinforce its hold within the city, the areas around the sewer are patrolled regularly. The characters may slay a few of the guards and either take their clothing as a disguise and attempt to bluff their way to the surface, attempt a stealthy exit, or fight their way to the city streets. Of course if they take the disguise of Zhentarim members, they will get arrested in the city and accused of being Zhentarim members. Who knows what adventures they could have in the city attempting to clear their names, or what they may be forced to do to prove that they are not Zhentarim members.

19u. The lair of a greelox.

This huge, square, mostly dark room contains a few sputtering oil lamps, large piles of dung and large piles of refuse. One of the first things that you notice is the foul stench that permeates the room. Scattered through the room are several human corpses, in various stages of decay. Near several of these bodies are small hand trucks like city dung removers use. Most of these corpses are dressed in street clothes, although a few are dressed as workmen with heavy leather aprons and thick leather boots. There are a few scattered corpses that appear to be either mercenaries or dead adventurers, but not enough to be an escort for this many dead laborers. Also the state of decay is different for several different corpses, indicating that several parties entered this room separately and either died or was slain by the inhabitant. Most of the piles of refuse contain the usual dungeon trash, although there are numerous bones intermixed in, mostly of small vermin like kobolds, rats, goblins, etc. It appears that these workmen were after some of the dung as several carts has an amount of dung in them. Wandering through the piles of dung and refuse. Wandering through the maze-like twisting paths between the piles of dried dung and piles of refuse gets confusing.

Hiding in a large depression in the center of this room is a greelox that has taken up residency here.  It has been here for quite some time and has made a pack by threat of annihilation with a tribe of chitine. It’s lair is protected by 25 chitine who have laid cunning web traps (treat like dead falls, but they do no damage) that immobilize the victims allowing the chitine to attack. If the chitine are losing the battle against the invaders, the greelox will enter the battle using its hide in shadows ability to move and attack stealthy. If the battle goes against the greelox and it is reduced to less than 25% of its hit point total it will enter its lair and use a magical device to plane shift itself to the Demiplane of Shadow.

Greelox: Intelligence 13-14 Highly intelligent; AL NE; AC -2; MV 15, Climb 3, Web 21; HD 6+12; hp 36; THAC0 13; #AT 5; Damage 1d3 (x2)/2d6 (x2)/2d4; SA poison, webs, shadow magic; SD see below; SZ L; ML Champion (15-16); XP 4,000; wearing a Ring of Protection +3; a Ring of Preparedness
(containing four Potions of Healing, a Potion of Sweetwater and four days worth of iron rations, a Medium Shield +2, and a Mace of Reaving
 ((Strength)); three scrolls of magic user spells (determined by the DM); and 25 gold  in trade bars.

Greelox attack with two of their spider legs (1d3 points of damage apiece), with their two humanoid arms (2d6 points of damage apiece), and they bite for 2d4 points of damage. They may wield weapons and shields in their humanoid hands, in which case damage is inflicted according to weapon type. The bite of the greelox is poisonous-it injects a variant of type F poison into the wound-and the victim must roll a successful savings throw or die in 1d4 rounds. Even if the savings throw is successful, the victim becomes nauseated for 3d4 rounds, imposing a -2 penalty upon attack rolls and a +1 penalty to Armor Class (due to slowed movement) for the duration of the effects. A victim whose bare flesh comes in contact with a greelox web suffers 1 point of damage per round from the acidic coating secreted through the creature's skin and onto anything it touches. (The acid affects only organic material).

A greelox may choose to forgo all its attacks for one round and spin webbing equivalent to a web spell cast by a 6th-level wizard. The monster can direct this sticky substance at any target within 90 feet. This may be done once per turn.

Alternatively, in any one round a greelox may forgo any attacks and manipulate the surrounding shadows to achieve a variety of effects, equivalent to a shadow magic spell cast by a 9th level wizard. The greelox may also invoke dimension door through shadows at will. Of course, the greelox must have shadows present to perform this feat, but it may travel up to 210 feet in this manner. A greelox may hide in shadows as a thief does, with a 90% chance of success. A +2 or better weapon is required to hit a greelox, and it is immune to all forms of poison and acid.

Chitine (25): Intelligence 11-12 Very intelligent; AL LE; AC 6 (With clothing), 9 (Normal); MV 12, Wb 9; HD 2; hp 2x16, 6x5, 2x12, 4x10, 4, 2x13, 8, 3x15, 2, 9, 11, 6; THAC0 19; #AT 3; Damage 1d6 (x3); SA Web traps; SD Nil; SZ S; ML Steady (11-12); XP 120.

T
Inside the lair are: 1,672 cp; 3,163 gold ; 941 sp; and 99 various semiprecious and precious stones (total worth: 39,072 gold ).

19t. More Portals.

This much-used room has four huge mirrors each one behind a dark, rotting heavy felt curtain. Lifting a felt curtain reveals a gigantic glass silver-backed mirror. An ornate gilded frame holds each mirror, which is securely attached to the wall. A fifth felt curtain covers the exit from the room preventing any stray light from entering the halls and attracting attention.

Each of the four mirrors radiates magic very strongly and each is a one-way portal. Starting from the left:

· Portal #1: deposits travelers in the sewers underneath the city of Calaunt
 connecting the Fortress of Five Vultures, the Keep of the Scepters, and the House of Scarlet Hooks (temple of Loviatar). Rumors of a great dwarven treasure over the years drew numerous adventuring groups to their death within these sewers.

· Portal #2: deposits travelers in the sewers underneath the city of Berdusk. Unfortunately, the Sulduskoon River
 washes this portion of the sewers every 15 minutes and characters run the risk of being swept away or drowning.

· Portal #3: deposits travelers in the smithy at Sokol Keep
 on Thorn Island near the ruined city of Phlan. 

· Portal #4: deposits travelers in the central courtyard of the ruined dwarven surface city of Settlestone
.

19t1. Secret Room.

The trapped metal door into this room is a Nadrun’s type 10 door that emits a single electrical charge doing 3d6 points of damage if the door is picked or forced open. Using the proper key or the password (neither of which the characters are likely to possess) opens the door without the trap releasing its charge. Since the magics of this door prevent spells such as Knock to work upon it, the characters are going to have to suffer some damage to get the door open.

Opening the door reveals a room 25’ wide and 10’ deep that appears empty except for a large granite pedestal in the western corner of the room. Lying upon the pedestal is a large tome made of 11 thick slats of pinewood each about one inch thick. Tanned blue dragon hide covers the outside of the tome. In the center of the cover is a large silver rune (of protection). Under the silver rune is the volume’s title, written in silver letters in the common tongue. Reading the runes reveals the volume’s title “The Tome of Minor and Useless Magic
.” Three silver rings on the left bind the volume and a silver clasp shaped like a dragon’s head with its claws reaching around hold the tome shut. A simple push button on the dragon’s snout appears to be the means to open the volume.

Searching the tome reveals that it is not trapped, and casting a Detect Magic spell upon the tome reveals that it is very magical. The tome may be safely opened and studied where it lies, but searching the pedestal reveals that it is trapped if the tome is removed from the pedestal. Simplest way to get the tome is to correctly guess its weight and quickly swap the tome and something of equal weight requiring a successful Dexterity check to accomplish. The hard way requires disarming two cleverly designed traps resulting in the thief attempting to pick the locks to suffer a –25% chance of success. Successfully disarming the traps results in the thief removing two large bronze boxes from the roof. Each of these boxes are full of magical sand. Casting an Identify spell upon the sand reveals it to be Fire Sand
. Once the traps are removed the tome may be safely removed from the pedestal and studied at leisure. The tome contains the spells: Catalyst, Snowball, Freezing Hands, Enchant Weapon, Razor Sleet, Body Shape, Beldin’s Refreshment, and Blade Strike. The silver rune upon the cover of the tome provides +3 protection to the tome.

19t2. Gate to the Keryjek Range AKA “The Ice Gate.”

This gate is always cold to the touch and when in the vicinity there is a permanent chill to the air. Ice crystals dot the walls around the gate and small icicles hang from the roof. This gate deposits travelers deep into the Keryjek Range
 about 13 days ride north of the city of Gronne. However this gate has to be activated by a piece of glacial ice tossed into the gate. One piece of ice must be tossed into the gate for each traveler. This gate is quite famous and most sages are aware of its peculiar activation key, but not its location. The adventurers could learn for themselves from a sage how to activate this gate or perhaps find the information in another location like a tome or enemy wizard’s notebook. 

19ua. The statue of justice. 

Entering this cold room reveals a domed ceiling 35’ high at the peak, a faint blue light dimly lights the room from the center. In the center is a dimly glowing blue ancient statue of a robbed, 17’ tall woman with grave countenance and austere features blindfolded holding a set of scales and a sword. Every few minutes the statue changes shape slowly metamorphosing into three forms. The statue also appears as a naked women holding a sword and an ostrich feather in her hair (but no scales). The next form is also of a nude woman but carrying a flame in the palm of one hand and fasces. In order the forms are: robbed, blindfolded with scales and sword; nude holding a sword with an ostrich feather in her hair and nude with a flame in the palm in her hand and carrying a fasces. The floor of this room is scratched from battle and scorched from fire. A few small broken bones lie scattered in the corners of the room, but searching them reveals nothing.

Touching the statue reveals that it is utterly cold and doing so causes 1d4 points of damage to bare skin. Upon touching the statue, casting magic upon it or throwing an object at it, a sudden burst of cold emits from around the statue and a mighty wall of crackling electrical current erupts from hidden runes in the floor sealing the characters in the center of a 15’ diameter circle around the weird statue. The electrical wall is magical and touching it causes 8d6 points of damage or half damage with a successful save versus magic.

Suddenly a booming voice from above the statue declares:

 “Speak my name, guilty ones, and be found worthy. Fail and die as all things unworthy.”

Speaking the names Themis, Maat, Justitia, Soteria, or Euboulos
 deactivates the statue, dropping the electrical wall. The same booming voice again declares that the characters have been judged worthy and are allowed a boon of one Wish for the party. The statue will only grant one Wish per party ever, and DMs are encouraged to either remove or deactivate the statue for successive groups of characters with the same players. This prevents the statue from becoming a Wish vending machine. After granting the Wish, the statue goes dormant for 30 days.

Failing to speak the name within three rounds causes the statue to attack twice in each of her forms with a THAC0 of 9 attacking two characters per melee round. As Themis, she lashes out with her sword and scales doing 4d8 and 3d6 to any creature within 12’ of her. As Maat, she plucks and throws the ostrich feather from her hair as a spear made of pure bronze doing 4d8 points damage (the spear is magically replaced each round) and same damage for her sword. As Justitia the fasces do the same damage as her sword and the flame shoots from the palm of her hand equivalent to a 16th-level Burning Hands spell. The characters have approximately three to five melee rounds between each form change and attack. The statue will attack 12 times maximum in each form, after which it drops the electrical wall and then enters a dormant period for 30 days while it recharges. Adventurers can leap through the electrical wall suffering whatever damage going through, but this renders them safe from the attacks of the statue. The statue is AC 5 and has 125 hp. However, it is immune to any nonmagical attacks, and any attack from a weapon of less than +3 enchantment. As a construct, it is immune to any spell that affects the mind, such as illusions, and any spells involving cold or fire.

If the characters do not successfully answer the statue and survive the ensuing attacks, unfortunately the other denizens of the halls have learned to listen for the statue and either pick off survivors or clean up the remains. The DM can choose the monsters that greet the survivors and any characters that leap through the electrical wall. In some cases, the characters may leap back through the electrical wall again rather than face the assembled monsters outside alone. 

Characters that remain outside the area of effect of the statue will not come under the attacks from the statue. Characters that are outside the wall are not able to help those that are within the electrical wall. One character that runs to the statue and activates it while the rest of the characters are not present will have to face the statue alone and is unable to get help from the rest of the party. 

19v. The rest stop.

Entering this room reveals a large hallway 70’ long and 40’ wide with an exit at either end of the room. The northern end of the room has a staircase running up. Scattered through the room are numerous empty containers mostly glass bottles from potions. Some of these bottles still bear labels. Also scattered within the room are burnt torch stubs, empty tin lamp oil flasks, broken pottery, and various bits of usual debris left over anywhere that adventurers roam in large numbers. 

Searching the room reveals nothing useful other than a few empty glass potion bottles and empty tin lamp oil flasks that can be collected for later use. From the amount of debris it can be determined that this room gets a lot of use by passing adventurers and spending any amount of time in this room (more than four hours) has a 50% chance of running into another adventuring group. The DM can determine if the other adventuring is hostile, neutral, or friendly.

No 19w?

19x. The square.

Entering this room reveals that it is 40’ square and is frequently used by adventuring groups. Standing within this room, the characters notice the pungent smell of fresh torch smoke lingering within the room. Searching the room reveals a still smoldering torch stub that faint wisps of thick black smoke rises from. Nearby the torch stub is an iron ration wrapper (label is from a store in Mulmaster) and an empty Healing Potion bottle that is still wet inside (label is from a store in Procampur). Underneath the empty glass is a pile of bloody cotton rags. Searching for a blood trail reveals nothing, although if the characters possess a familiar or other animal capable of tracking by scent, the trail leads north.

19y. The crossroads.

Entering this room reveals that it is a crossroads between two passages. A tracking animal loses the scent within this room, as there are too many different scents within this room. This room is also heavily used, and the two passages are very popular with experienced Under Mountain explorers.

19z1. Apparent dead end.

Opening the secret door reveals a short narrow hallway with a dead adventurer lying against the rear wall of the room. The dead adventurer is a male gray elf perhaps once a mage (guessing by the remains of his clothing) that has been stripped of all valuables. He has been dead for some time.

Searching the dead elf reveals that he has been stripped of all valuables and died of several cuts and a few arrows of which several of the heads are still lodged in his bones. Casting spells such as Speak With Dead reveals nothing as his spirit has long ago departed. Searching the rear wall of this room reveals another secret door, unlocked and not trapped. It swings open revealing another smaller room that the stench of rotting flesh assaults your senses.

19z. Dead End.

Entering this room reveals the stench of rotting flesh. Three dead adventurers piled against the rear wall have been here for some time and have been stripped of all valuables. These dead are three more gray elves, also males, and each appears to have been a mage by the remainder of their clothing. Bloody trails upon the floor suggest that these three were gravely wounded and dragged themselves into here to die and be plundered later. 

Searching the bodies reveals a state much like the previous elf, and they died from the same type of wounds as the previous elf. However, underneath one of the elves is a rotting leather satchel concealed by his body and missed by the earlier looters. Moving the satchel causes it to split revealing six glass vials, of the style commonly used to store potions and elixirs. A faded label wraps around each, but unless you move them, the labels cannot be read. Removing the glass vials (carefully!) and (carefully!) studying the faded labels (requiring a successful Intelligence check) reveals that all are labeled as Healing Potions. Some of the characters may wonder why these wounded elves did not drink these potions if they were so wounded. Perhaps they died before or were too incapacitated to use these vials. If any of the characters do manage to drink any of the potions, they will not be healed and the poor unfortunate character will suffer a burning mouth and throat, intestinal cramps, vomiting and nausea for 1d6 turns and all dice rolls are at –3 due to illness. Unfortunately, these potions are actually six vials of nitroglycerin! Characters that are carrying this powerful elixir have to be very careful, and any blunt force trauma, fall or temperature rise may set the nitro off, with disastrous results. Each vial does 12d6 points of damage (in a 15’ circle if thrown like a grenade) although there is a 5% chance that the thrown vial will not explode. DMs are encouraged to keep close tabs on the characters that are carrying the nitro, as it is very unstable and hazardous, and almost any sudden change in climate can set it off. Casting spells such as Detect Magic will reveal that the potions are not magical, and only spells such as Identify reveal the true nature of the potions. A cruel DM could assign a secret AC for the bag that carries the nitro and roll secretly to see if it is struck in battle. Of course if the bearer should suffer some magical attack like a Cone of Cold, Shocking Grasp or similar spell, the nitro could explode wich may trigger a chain reaction if the other bottles are carried by other party members.

No 20a?

20b. Found wanting.

Entering this large 40’ by 50’ room reveals the heavy coppery scent of blood. Scattered about the room is the remains from a battle. Thirteen dead lizardmen and one dead human lie dead in this room. The lizardmen are scattered about apparently as they died within this room, the dead human however has been pinned to the southern wall with four large iron spikes through the chest under the collarbones and through the hips. His armor and clothing (with a successful Intelligence check, unless one of the characters is either from the Dales or has intimate knowledge of the Dales region) make him from somewhere in the Dales. Although the corpse’s weapons, belt, and anything on the front of him are missing, his backpack is still upon his back.

Casting a Speak With Dead spell reveals that this fighter is from the Great Dales area of the Dales region, and was named Burgeron. He has been in Under Mountain for two weeks and traveled with a group calling themselves the Griffons of Remorse. There is little else that the shade of this fighter can tell the characters that may be of interest to them; although if they think to ask, he does remember the contents of his backpack which includes some old dusty tomes found in a crypt on level four, a few uncut precious stones, and some miscellaneous magical potions. Casting Detect Magic upon the corpse reveals that the backpack does contain something magical. A careful adventurer may also realize that the corpse also bears an enchantment but one that has been obscured by other magic. A Wizard with a successful Wisdom check (+1 if he has Spellcraft or a similar proficiency) may be able to determine that there is a spell set as a trap upon the corpse. Casting an Identify spell upon the corpse reveals that there is a Spell Trigger spell upon the body holding a 7th-level Acid Storm spell. Disturbing the corpse at all releases the Acid Storm spell centered upon the 10’ area directly in front of the corpse.

Searching the backpack reveals a few tomes of information on various plants found underground and a tome detailing various mushrooms both poisonous and edible. The three potions are a Potion of Rainbow Hues, Oil of Slipperiness and Potion of Spotlessness
. Painted upon the stone wall behind the corpse is a short note painted in what appears to be blood (it is). The message says “You have been measured and found wanting.”

20c. End of the road.

Entering this dead end section of the hall reveals a blank stone face pockmarked with various weapons. Several missile weapons are lodged in the wall, mostly arrows, spears, darts, and daggers. Scattered about twenty feet from the end of the hall is a huge shattered mirror with the glass scattered around the hall. Casting a Detect Magic spell in the area reveals a lingering glimmer of magic upon the shards of glass. Perhaps at one time there was some kind of magical device here that created panic and the throwing of weapons.

20d. Chirping.

Entering this room reveals a trail through the center among a litter of broken furniture, mushrooms, and discarded adventurer gear. The roof of the 60’ square room once had an opening that is now chocked with broken stone rubble. Perhaps the building above once stored furniture in this room. Entering this room causes a loud chirping noise, like giant crickets.

This room has 12 cave crickets in this room and while noisy, they are not dangerous themselves. However, the crickets do alert other creatures nearby that something is moving through this room.

Insect, Cave Cricket (12): Intelligence 0 Non-intelligent or not ratable; AL N; AC 4; MV 6; HD 1+3; hp 6, 8, 5, 2x7, 9; THAC0 20; #AT 0; Damage Nil; SZ S; ML Unreliable (2-4); XP 15.

20e. The bull.

The door to this room is locked and barred from the outside. A careful inspection of the door reveals that the door is fairly new, and well maintained. Picking the lock and then removing the wooden beams takes about three turns, but allows the door to be opened.

Entering the room reveals a giant room with several oil lamps burning along the walls. In the center of the room is an odd-looking cart with something large covered by a tarp that fills the back of the cart. The cart is made of plain wood but is scarred in several places by fire and blood. The cart is unusually stout and all four wheels are thicker than the usual wooden cart. Under the edges of the tarp, you can see four immense bronze legs that look bovine and a large pile of dry oaken firewood. Lifting the tarp reveals an immense bronze bull with huge horns and a door in the right side. The sides of the bull are stained by smoke and there is a thick smell of smoke, blood, and metal around the cart. Opening the door in the bull reveals, the inside of the bull is hollow and there are several human bones inside. The bull is very heavy, made of thick bronze, despite being hollow throughout including the head. It will take two strong adventurers or a pack animal to pull the cart with the bull. Casting Detect Magic upon the bull reveals that it is not magical.

This bronze bull is a Bronze Bull of Phalaris
, which is an unusual torture device, or a way of worshipping Bhaal (as the Phoenicians did) but most likely, here used as a torture device. Spending more than four turns in this room runs a 25% chance of running into the Zhentarim agents that own this bull. 

In two alcoves within the room are two giant wooden crates. These crates are both fairly new and are both locked. Opening the chests reveals common underground adventuring gear, determined by the DM.

20f. Chance encounter.

Entering this area reveals a wide area in the passage. There are the remains of two doors at either end of this room, but they were destroyed long ago. As the characters enter this room ten large, shazaks enter the opposite side. These lizards are not openly aggressive but are well armed, and cautious of the characters. They will talk to the characters (they speak lizardman common as well as both their alignment and racial languages) and although they have little information to offer the characters, they do offer some knowledge of the hallway to the north.

Shazak (10): Intelligent 8-10 Average (human) intelligence; AL N; AC 5; MV 9; HD 3; hp 2x12, 4, 18, 16, 15, 10, 11, 20, 8; THAC0 17; #AT 3; Damage 1d2/1d2/1d6 or by weapon; SA Nil; SD Nil; SZ M; ML Elite (13-14); XP 65.

20g. Dwarven encounter.

Entering this area reveals an adventuring group of dwarves, which seem a little hostile. All are well armed and armored and appear to have been in Under Mountain for some time judging by their bulging packs. If spoke to the dwarves will respond with terse tones, but will answer most questions. Unless the characters are insulting or appear weak, the dwarves will pass them without incident, but they will follow them to ambush them later.

These evil hill dwarves are the remains of an evil adventuring band that entered Under Mountain and are now on their way to the Portal to spend their findings and restock supplies.

Gagimee Anvilsmith Hill dwarf female C5 (S 15, D 8, C 19, I 11, W 19, Ch 12; AL Neutral Evil; AC 6; MV 4; hp 24; THAC0 18; XP 420; Mace of Reaving; Plate Mail +2; Shield +2; Spells: Cloak of Dark Power, Measure Cinnabryl (not able to be used), Motes of Moonlight, Resist, Sanctify Ghi, Sentry, Barkskin, Glyph of Revealing, Moon Shield, Music of the Spheres, Rockburst, Cure Disease, Imbue With Blood Ability (not able to be used), Stone Shape, Potion of Healing (x3), Ring of Ogier
; healer’s bag, holy item.

Dededt Giantfist Hill dwarf male F4/C4 (S 11/0, D 10, C 12, I 17, W 13, Ch 14; AL Lawful Evil; AC 3; MV 4; hp 14; THAC0 17; XP 270; Full Armor, Improved Mail +1, Mace, Bladeback +2 (specialist); Spells: Detect Snares and Pits, Protection From Prime, Rainshield, Swords to Ploughshares, Horns of Hathor, Maskstone, block and tackle, healer’s bag, holy item, the Stone of Tongues
.
Dom Shieldbreaker Hill dwarf male F5 (S 14/0, D 8, C 12, I 8, W 11, Ch 11; AL Neutral Evil; AC -1; MV 6; hp 37; THAC0 16; XP 270); Full Armor, Plate of Fear; Shield, Buckler +2; Hooked Spear +2; Bag of Tricks; Potion of Superheroism, Potion of Speed.

Gogedt Trollsplitter Hill dwarf male F5 (S 14/0, D 12, C 12, I 4, W 15, Ch 6; AL Neutral Evil; AC 4; MV 4; hp 22; THAC0 16; XP 175; Full armor, scale mail; Shield, Buckler +1, Crossbow of Speed (specialist), Dart of Slaying Constructs, Dwarven Short Sword +1, +2 Versus Magic Using Creatures; 25 quarrels, 3 Quarrels +1; 4 darts; Bag of Bones; sextant.

Danedt Gemmaster Hill dwarf male F4/T5 (S 11/0, D 16, C 12, I 12, W 8, Ch 5; AL True Neutral; AC 0; MV 3; hp 25; THAC0 17; XP 270; Full Armor, Bone of Blending +1, Shield +2; Dwarven Two Handed Sword +2 (specialist), javelin, barbed; thief’s tools; grappling hook, 100’ of black dyed silk rope.

If the characters fight the dwarves and win, they get their possessions as well as 28 cp; 8,349 gold ; 29 sp. If the characters use the Stone of Tongues around dwarves, they may come under attack as the stone has the ability to incite an attack against non-dwarvish characters using the stone.

20h. Encountering the Ekimmu.

Hidden within room #20i are the remains of three barbarian rangers that wandered into these halls and were slain. Because they did not receive the proper burial, they are denied entering Valhalla, and are vengeful spirits praying upon those that pass near here.

Ekimmu (3): Intelligence 2-4 Semi-intelligent; AL CE; AC -6; MV 12; HD 8; hp 37, 40, 35; THAC0 13; #AT 1 or as host; Damage Nil or as host; SA Possession; SD Invisibility, immune to sleep, charm, hold, paralysis, cold based spells and poison; SZ L; ML Fearless (19-20); XP 3,000.

Driving off the vengeful spirits or destroying them allows searching the area safely. There is no treasure out side of room #20i.

20i. The Ekimmu’s remains.

Hidden inside this secret room are the remains of three dead barbarian rangers, their gear and some material that was left in this room when the barbarians died here. If the characters take the remains and bury them in a sacred grove in a forest, the DM should award XP as appropriate to his campaign. If the characters actually take the time to discover the tribe and return the remains to the tribe, then the DM should award greater XP awarding thinking players.

Within the room are a large leather sack (Bag of Holding 175 pounds), 33 cp, 50 sp, and a Spear +3, Returning. The bag contains numerous miscellaneous items, mostly considered junk by players and should contain about 150 – 175 small items. Similar to a Kender bag from the Dragonlance setting this bag is a delight to players that enjoy using odd things, like their imagination. Depending upon the DM’s campaign some of these items can be minor magical items, such as a magical Lite Brite set, a magical whistle, magical matches, and other items suitable to the campaign. Even small modern items such as hydraulic bottle jacks, laser pointer, cattle prod, or other items could be included. If the campaign includes a Kender character, this bag is a dream for a good role player.

20j. Ants in the hallway.

Entering this low hallway reveals the presence of 15 piebald giant ants with wings. These ants are from a troublesome colony in the Abyss from which a greater power gated some of the young to the Prime Material to reduce the population to a more manageable number. The ants have separated and spread out into small groups each with a young queen (the largest of the young ants) in the group. Failing to destroy these troublesome pests could lead to the establishment of an Abyss ant colony in the Realms. There may be already a small colony on some of the lower or hidden levels.

Abyss Ants (15): Intelligence 5-7 Low intelligence; AL NE; AC 3; MV 18; HD 3; hp 2x19, 2x13, 15, 2x11, 12, 10, 2x9, 2x16, 14, 22; THAC0 17; #AT 2; Damage 1d6 (bite)/1d6+2 (sting); SA Spit Acid; SD See Below; SZ S; ML Fearless (19-20); XP 175.

Capturing the young queen and keeping her alive with daily feedings of fresh meat could result in the characters selling the young ant to an interested sage or wizard. However, a person interested in such things may not be good and may be a Zhent agent, a Red Wizard, or a member of any of the other nefarious organizations in the Realms. The Unseen would be most interested in obtaining an Abyss ant for study, and if word gets out that the characters have one for sale, the greater doppelganger members of the Unseen may impersonate a famous (or nefarious) individual to attempt to get the young queen. There have been rumors that the Unseen have either a member or a sponsor that has connections in the Abyss. There have even been rumors that one of the Unseen is part Baatezu.

20k. The three pools.

This room is famous among intrepid adventurers that have made repeated forays into the depths of Under Mountain. Some groups have used this room as a meeting and rendezvous point and there is a slight (15%) chance that upon entering this room you may meet another adventuring group, not always a welcome occurrence. There are rumors that some of the dark elves that worship Ellistrae sometimes dance within this room, but that is not a substantiated rumor.

The three pools themselves are not much to remember, but the large iron grating above that lets light filter into this room during the day and moonlight at night, make this room memorable. The three stone pools are shallow and choked with moss, weeds, and dirt. Stagnant water fills each of the pools, enough that a cleric could purify it for drinking to water animals and thirsty adventurers. Adventurers that have climbed through the grates into the room above report a plain stone, natural chasm with no exit and sheer stonewalls that rise 25’ high ending in an open-air vault. Climbing to the top of the stone chasm reveals a cliff overlooking the city of Waterdeep. The thick vines, weeds, loose rock, and howling weeds on the face of the cliff, and forest on the top of the cliff offer difficult passage back to the city, down the side of Mount Waterdeep, which will take around three to five days to reach the walls. 

Searching the room reveals several secret caches throughout the room. These can be either filled with adventure hooks, items to help the campaign, or empty as befitting the DM’s campaign. Some of these secret caches can contain notes from other adventuring companies, either to lost members hoping for their safe return, or as a legacy of their passing. These notes offer adventure hooks, and campaign plots where the DM may toss bits of trivia, fragments of information, riddles, and other items that help direct the campaign. Perhaps a key or some other item with a cryptic note stating to use it to pass a locked door, fearsome guardian, or activate a gate.

20l. A secret cache of a deadly handcart.

Searching this small hidden room reveals it contains a small wooden handcart in good condition. This cart has a neatly folded oil soaked tarp in the bed, and a large spool of heavy twine. The cart shows care and frequent use, and bears several places where it has been repaired numerous times. Casting a Detect Magic spell upon the cart reveals that it is slightly magical, and although the characters may try many times, they are unable to determine the nature of the magic upon the cart. Searching the room and the handcart reveals no traps and any hint of what the magic might be. Removing the handcart from the room reveals no disastrous events, but does not reveal its magical nature. The cart does not make a load magically lighter or move faster, and the magical nature is likely to puzzle the characters. Most likely unless they possess a magical device large enough to contain the handcart, they will load it with a few items and take it with them.

As soon as the handcart is removed from the secret room, its magic goes into effect. The cart has been enchanted with spells to shield the true nature of the cart and infused with the magical ability to summon monsters as the 9th-level spell Summon Monsters. The cart performs this magical function three times per day and abandoning the cart frees the adventurers of this “curse.” 

The players are likely to consider many of the other items within their collections, before they consider a “cursed” handcart. The DM should play the cart’s power as nothing unusual and let the characters tear through their possessions attempting to discover the source of the monster attraction. Even above ground this handcart’s powers work, attracting monsters from the surrounding area. In cities such as Waterdeep, the cart summons thieves, murderers, and monsters from the surrounding areas that attack the characters.

20m. Small secret cache.

This small hidden closet contains brooms (3-5), 10’-long wooden poles (as many as the DM allows), several buckets (2-3 in usable condition), several natural sponges (as many as the DM allows), a bundle (5) of good torches wrapped in oil cloth, and an odd empty brass lamp shaped like a funnel with a large unshielded wick. Nothing within the closet is magical (with the exception of the lamp) and taking the items may be useful to the characters. All the other items except the lamp are harmless. The lamp is a magical Lamp of Illumination that offers bright light to those who fill and utilize it. The lamp when filled with oil and lit seems normal for the first round. Upon the start of the second round however, the flame erupts in a 10’-tall geyser causing 3d4 points damage to the character holding it, casting light as bright as a Fireball spell, emits a screaming whine that deafens those within 10’ that fail their saving throw versus breath weapons, and uses all of the oil placed in it. If the lamp is placed upon an item and not held, then no damage is suffered to a character holding the lamp, but if the item that the lamp rests upon is flammable, there is a 75% chance that the lamp will set the item on fire. Of course, anything over the lamp within 10’ of the lamp itself is susceptible to fire damage.

20n. The corner.

This area of the hall seems unremarkable except for a small pile of debris in the southeast corner. Digging through this pile reveals a few shards of amber glass (from a bottle smashed a long time ago), an ivory gaming piece (worth 7 cp), six open chain links (slightly rusty may be used to join links of medium weight chain together), a rotten leather belt, two useless iron daggers welded by rust together, four clay marbles and a blank, cracked clay tablet. Searching the room reveals nothing.

20n1. The closet.

Opening this door reveals a plethora of crap was stacked against it as the crap comes crashing out of the closet with a resounding racket. (This racket has a 35% chance of attracting wandering monsters.) Within this closet are numerous tin pails, moldy cotton mops, crumbling bars of lye soap, several hand-cranked mop wringers, a coil (22’) of moldy hemp rope (will hold up to 10 pounds), three large barrels of damp sand in rusty tin pails that were once painted red, and a large glass bottle (3.5 gallon capacity) full to the wax-sealed top with a clear, odorless liquid.

While none of the other material is really worth anything to the characters, the bottle of liquid is. The bottle contains pure grain alcohol, drinking this potent beverage without diluting it has the same effects as a weak toxin (assuming one is smart enough to only sample a little). A swallow of this beverage causes nausea, vomiting, weakness and a fever that lasts 1d4 turns. This liquid is very flammable and the bottle may be used as a huge oil flask, or the contents poured upon something like a troll and lit.

Searching the small closet reveals a secret door in the back that after clearing enough room may be opened. The secret door is trapped twice. Once with a poisonous dart trap that does 2d4 to the character, that fails their save versus poison. The other is an identical glass bottle of pure grain alcohol that drops onto the floor from a secret place in the room. One melee round after the glass bottle drops, fiery brands fall from the roof igniting the alcohol. Characters the DM judges either may or have a high Dexterity may attempt to catch the bottle as it falls preventing the fiery trap. Damage done to all creatures within 5’ of the door is 4d6.

20o. Alcove.

Entering this plain open alcove reveals little. In the southern corner, part of the roof has collapsed leaving a small pile of rubble upon the floor. Some discarded iron ration wrappers (label is from a store in Mulmaster), a burnt out torch, two empty clear glass vials (both are labeled as healing potions from a store in Ravens Bluff (The Open Window
)), and a dried bloody rag lie discarded within the alcove. An overturned tin bucket probably served as a stool for another wounded adventurer since the bloody rag and discarded healing potion vials are beside it. 

Underneath the bucket is a folded scrap of parchment with some delicate neat handwriting in Thorass. Folded within a corner of the parchment are three roldon (a coin from Amn worth one platinum a piece) and a gold signet ring held together with red silk thread. The ring has a large garnet set within it and the word “Sulerstoon” engraved in fancy calligraphy within the band. (The ring is worth around 300 gold , and if the garnet is removed, the jeweler stamped the date he made the ring under the setting, which is almost 300 years ago.) The note says, “I am horribly lost and wounded and the last of my magical healing potions is barely enough to keep death away but has slowed my bleeding enough for now. I probably will not survive to reach the surface and inform my family that both my husband and I perished in these halls on a foolhardy honeymoon. Thinking that we were mighty mages and able fighters, we proved ourselves delusional fools. Kind stranger I beg of you to take this ring to the Sulerstoon family in Waterdeep and tell them where you found it. Please keep the coin as poor payment and my family will surely compensate you for your troubles bearing this message.” 

Taking the ring to the city and making inquiries reveals no family currently with the name Sulerstoon. A trip to a decent sage (which may cost a little) reveals that a family of that name were prominent members of Waterdeep around 270 years ago, but the family has all either left the city or has changed names. Depending upon the DM’s campaign the sage could locate either distant relatives, or a pile of papers and documents that once belonged to the family from the city’s archives and give them to the characters to muse over. The Sulerstoon family is now a lumber and fur trading family in Myratma and would be quite surprised to have some adventurers drop in with a wild story of a deceased distant relative.

20p. Hidden supplies.

Entering the secret room reveals a medium sized stash of supplies. Within this room are any of the common supplies used by adventurers that the DM may feel appropriate to provide. While there should be no magical items, items that are used for healing and first aide are good items to place here. Due to the remote nature of the room, the characters can rest and heal within the room without fear of discovery.

20q. Meeting the frelons.

Entering this large room reveals four large odd-looking creatures standing within the center of the room over a large iron grate. These creatures look like a cross between a dragon and a wasp. Its long, skinny body segments in to two sections, though not quite the abdomen-and-thorax arrangement of a normal insect. Two pairs of long legs cause it to stand upright at 7 feet tall. A whip like tail with a stinger extends from the base of the body, constantly snaking about as if restless to attack. The creature's upper pair of arms end in small claws. The dragon like head seems small for such a large creature, but its dangerous-looking mouth is filled with a double row of tiny but sharp teeth. Head to tail, the creature is armored with mostly black scales, though they have several decorative bands of red and blue circling its lower body and running in striped patterns on the upper body and head. The creatures possess a set of wings, similar to those of a dragonfly. These semi-transparent wings shimmer with a hint of reflected color. The creatures seem to communicate with each other through buzzes, hums, and clicks. 

These four creatures are frelons, very dangerous predators. Unfortunately, due to the size of the room, the frelon cannot fly but have to attack on the ground. However, the frelon can hop upon their victims as the roof is arched with a peak at 15’ high down the center. The frelon have a particular fondness for human flesh, and these ones stumbled into Under Mountain through a gate, and are near starvation. They attack immediately, with unusually high morale.

Frelon (4): Intelligence 8-10 Average (human) intelligence; AL CE; AC 3; MV 8, Fl 18(C); HD 6+3; hp 78; THAC0 13; #AT 4; Damage 1d4/1d4/1d6/2d6; SA Poison (a successful saving throw versus poison or fall unconscious for 2d4 rounds and suffer 1d4 turns of memory loss); SD; SZ L; ML Fanatic (17-18); XP 2,000. After a successful sting attack, the frelon always abandons the victim, even if hunting. This is because the stinger also acts as a syringe, inserting tiny eggs into the wound. Unless high-level magic (Heal, Limited Wish, etc.) is used to immediately treat the wound, a young frelon will eventually emerge and fly away. As most victims do not remember the frelon attack due to memory loss, they rarely seek the help they need. Frelons can inject their poison and eggs only once every two days.  Frelon young begin to hatch after two weeks. For the next week, the victim suffers the loss of one hit point per day, as several of the tiny young feed on their host and each other. By the second week, only one frelon is left, but its continued feeding causes the loss of 2 hit points per day. This loss accompanies waves of nausea and muscle pains as if the victim has contracted a disease or a case of food poisoning. During and after the second week, the surviving frelon can influence its host as per a domination spell once every 24 hours. During the third and fourth weeks, the creature limits itself to only one hit point every few days (as if the victim might be getting better) though the nausea and muscle spasms will increase slightly. The young frelon can actually live in its host for up to one month before emerging for other nourishment. Its emergence forces the victim to attempt a saving throw vs. death magic. Failure indicates death, while success limits the effect to 4d8 points of damage. The emergence wound must be treated for disease and magically healed within 48 hours, or the victim will fall ill, dying within one week unless a Wish or Regenerate spell is used.

Searching the iron grate in the center of the room reveals that it is a normal drainage grate and useless for anything else. If an adventurer just has to investigate it, other than a waste of time, the noise and effort required to remove the drain may attract more wandering monsters.

A. Hidden behind twin secret panels that are both locked and trapped is a small stash of items. Searching the panels reveals three sentences written in Thorass. These three sentences are examples of panagrams, a sentence using every word in the alphabet. Realizing this fact is only one aspect of solving this riddle, the adventurers must make their own panagram and speak it aloud to unlock the panels. After solving the panagram riddle, the panels are still trapped with a mechanical trap that drops two large-sized yellow mold colonies on everything within 10’ of the secret panels. The trap drops a total of 12 mold colonies before emptying itself and takes 3d4 days to recharge growing more mold colonies in a special chamber within the roof.

Mold, Yellow (12): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 0; hp 0; THAC0 0; #AT 0; Damage N/A; SA Poison spores; SD Affected only by fire; SZ L; ML Unreliable (2); XP 65.

Within this stash is: a large leather and bone arrow quiver filled with 75 slender arrows with raven fletching and bamboo shafts, a bejeweled chatelaine (belt clasp), a heavy double crossbow, a lacquered bolt box with a silver inset lock, a pair of high thick soled leather boots, and a leather bandoleer studded with silver conches and mother of pearl and is filled with 25 throwing spikes. Casting a Detect Magic spell upon the items reveals that the chatelaine, heavy double crossbow, and bandoleer are magical. The chatelaine is an old famous magic item once owned by the legendary thief Kalat-Sajan, and the chatelaine was one of his favorite items. This magical device was known to hold Kalat’s favorite wire saw/garrote, a vial of powerful acid, a vial of a deadly toxin, several small throwing blades on a key ring, and his favorite set of charmed lock picks (+10%)
. The heavy double crossbow is +3 to hit and +3 to damage but is otherwise a normal crossbow. The bandoleer is charmed to offer +3 protection versus missile weapons to its wearer and magically refills the non-magical throwing spikes once per day but only after all the spikes have been used. (Yes, a devious player can empty all the spikes storing them elsewhere; gathering a large horde using this bandoleer.) The boots are a normal pair of leather riding boots. The quiver bears nomadic barbarian tribal decorations and is filled with 75 jutte arrows
, a non-magical arrow with a large blade of grass as the arrowhead. The bolt box is locked and after picking the lock opens revealing 25 heavy, crossbow bolts nestled in thick blue felt. The box is worth 75 gold  due to its fine craftsmanship.

20r. Burnt skeleton

Lying in the center of this room is a charred human skeleton. The stones around the skeleton and the roof are both flame scorched attesting to the heat that consumed the unfortunate person. Casting magic upon the skeleton reveals nothing as the skeleton is quite old and beyond magic’s reach. Disturbing the skeleton or searching it carefully reveals a large platinum ring, twisted by the heat but still worth approximately 250 gold . Some letters from an inscription can be just made out within the border of the band, and a cracked and flame damaged garnet still rests in the setting. Taking the ring to a sage might reveal the former wearer and taking the remains to a proper burial may reward the characters with some extra XP at the DM’s discretion.

20s. The crossroads.

Entering this passageway reveals a crossroads in-between two other passages. Searching the room reveals, a fair amount of traffic passes through this room, and the usual amount of garbage lying around attests to the presence of adventurers. Searching the debris reveals iron ration wrappers (from various cities), broken glass vials, burnt out torches, a bent brass key (useless), four clay marbles, and a ripped yellow silk handkerchief.

20t. A place of rest.

Entering this room reveals a length of hallway 20’ long that appears empty. 

A. Searching the room reveals twin secret doors upon the southern wall that are neither locked nor trapped. Opening the secret doors reveals a narrow secret compartment 10’ deep and 20’ wide that has obviously been used for a camping spot before. Once within the secret area the twin, doors can be locked preventing the average unwanted visitor. Within the center of the room is a shallow fire pit filled with cold ashes, and the corners of the secret area are filled with garbage typical of adventurers. Discarded iron ration wrappers (various cities), empty glass vials (healing potions, and other magical potions), empty oil flasks, burnt out torches, and numerous small bones of various animals. The characters should be able to rest within this area in peace and safety unless they make too much noise and attract attention or possess a magical device that attracts unwanted attention.

20u. Fresh water pool.

Entering this small alcove reveals a narrow stone pool upon the floor about three feet tall. Scattered around the pool are numerous containers with holes, obvious vessels that were no longer fit to contain a liquid precious to life. The pool of water smells fresh (it is) is clear and has a slight current obviously fed from somewhere. The bottom of the pool is smooth and flat with a small opening that the supply of water must be from. A few rusty coins scattered in the bottom attest to the thanks offered at this pool by other travelers. 

The characters can refill any water bottles they carry and can rest within this room. Taking the coins from the bottom of the pool might award the characters some ill luck if Tymora and Istishia’s favor does not fall upon them. Adding some coins to the pool and offering thanks to Istishia may result in some favorable luck in the future at the DM’s discretion.

20v. Wraith spiders nest.

Entering this 30’ square room reveals the presence of an odd green light from the southern end of the room. Near this eerie light is a large pile of rubble apparently fallen from the roof. The light is above the rubble revealing a large chasm in the roof. Approaching the chasm reveals large amount of spider webbing within the chasm that glows with an eerie green light. 

A character touching the webbing suffers 1d4 points of damage from the numbing cold of the strands. Characters in contact with the webs must also make a saving throw versus paralyzation or be immobilized by the web for 1d6 rounds, sustaining cold damage for each round in the web. Like the wraith-spiders themselves, normal weapons cannot cut the webs; they can be cut only by silver or magical edged weapons, or broken by a successful bend bars/lift gates roll. Touching any of the webbing alerts the spiders that attack immediately.

Wraith-Spider (11): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 15, Web 18; HD 3+2; hp 20x2, 16, 21, 17, 2x18, 14, 10, 9; THAC0 17; #AT 1; Damage 1d4; SA Energy Drain, poison; SD Silver or +1 or better to hit; SZ M; ML Champion (15-16); XP 1,400. 

Wraith-spiders cause damage by several methods. Their bite causes 1d4 points of damage from chilling cold; each bite also drains one level of experience from an opponent. This affects hit points and all abilities connected with that level, such as combat ability or spell casting. Lost experience levels can only be regained by earning new experience or by the use of a Restoration spell. A wraith-spider’s bite also injects a poison. This poison remains active for 2-5 rounds and drains 1 point of Constitution each round it is active. The victim must roll a successful saving throw versus poison each round to escape the poison’s effects for that round. A Neutralize Poison spell alleviates the effects of the poison entirely, removing it from the victim’s system and restoring any lost Constitution points. A Slow Poison spell delays the effects of the poison for the duration of the spell but will not restore Constitution points already lost. Constitution points can be regained at the rate of one per week; a Heal spell restores 1-4 points per spell. Victims drained of all Constitution points die and have a 25% chance of becoming wraith-spiders themselves. Characters slain by wraith-spiders can be returned to life with a Heal and a Resurrection spell cast in that sequence. These creatures are immune to cold-based attacks and Sleep, Charm, and Hold spells. Normal weapons do no damage; only silver weapons or magical weapons affect wraith-spiders. Holy water vials thrown at these creatures inflict 2d4 points of damage (as acid) against their undead forms. For unknown reasons, Raise Dead spells do not affect these creatures as they do other wraiths, having no effect at all. Wraith-spiders are turned as shadows.

Found cocooned in a mess of webbing is the wraith-spider’s treasure: crossbow, light quarrel +1 (x14); Gloves of Missile Snaring; Stone of Controlling Earth Elementals; 2,656 gold ; 2,000 sp; 7,370 gold  worth of miscellaneous semi and precious gems, both in cut and uncut form.

No 20w?

20x. Lonely sarcophagus.

Entering this 20’wide and 10’ deep room reveals a lonely stone sarcophagus sitting in the center of the room with an East to West alignment. The head faces towards the West and from the verdigris and decay upon the stone sarcophagus; you imagine that it is very old.

Spending at least three rounds deciphering the runes upon the lid reveals that this is the burial sarcophagus of a Mulhorandi prince that died around 650 years ago. How it got to this location is a far guess, but the sarcophagus has suffered some serious abuse over the years.

If one of the characters is stupid enough (or greedy) to open the lid, the greater adherer attacks immediately. Upon the second round, it releases its red ioun stone.

Adherer, Greater: Intelligence 15-16 Exceptionally intelligent; AL LE; AC 0; MV 9; HD 8+4; hp 36; THAC0 10; #AT 1; Damage 1d3; SA Adhesion; Spells (1st-2nd Level Only); Magic Items (3-6); SD Adhesion; SZ M; ML Champion-Fearless (15-19); XP 12,650; Memorized: Chromatic Orb, Color Spray, Frost Fingers, Icy Missile, Lightning Serpent, Magic Missile, Reflected Image, Shocking Grasp, Smashing Strike, Wall of Fog; Magical items: Hourglass of Fire and Ice; Ioun Stone, deep red sphere; Ring of Protection +1; Wand of Conjuration. 

These very rare variant of an adherers are the remains of failed attempts at lichdom by powerful magic users. Some of these still retain a few of their spells, and magic items, as they were once very powerful mages. Most of these creatures have been of Mulhorrand descent, but other cultures could have produced a few of these creatures as well.

20y. The froghemoth.

Entering this huge room reveals a humid atmosphere pregnant with the aroma of rotting vegetation, murky water, and mud. The high arched roof reaches a height of 15’ at the peak and is crowned with three large rusty iron grates through which (daylight or sunlight depending on time of day) filters through. From the rusty gate, clouds of insects buzz around this room coming and going as they please. In the center of this room is a large pool of stagnant water approximately 50’, long and 20’ wide. From the southwest corner of the room are numerous tracks of demihumans, various animals and humans wearing varying footgear. A large collection of fungi dots this room around the pool of water, with several giant species.

An irritating number of mundane insects infest this room including leaches, flies, mosquitoes, and biting gnats. While only irritating, these insects could prove to be a real pain in the ass for the characters, especially under heavy armor and clothing. Searching the room reveals numerous tracks around the pool, and several dropped items. The exact quantity and nature of these items are up to the DM and should be tailored to fit his campaign but could include barbarian totems native to the Nether Mountains, weapons, clothes (remnants) and other mundane items. Appearing to have been dropped in surprise or terror, most of these items are within the fungus. While searching the mushrooms, roll a percentage check to see if the froghemoth notices his next meal walking within this room. When one of the characters comes into range, the creature strikes. Walking among the giant mushrooms is ok but there are several dangerous ones mentioned later and a few shriekers that the froghemoth has learned to listen for to alert him to his next meal.

Fungus, Shrieker (8): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 1; HD 3; hp 13, 15, 17, 9, 20, 11, 19, 12; THAC0 17; #AT 0; Damage Nil; SD Noise; SZ M; ML Steady (12); XP 120.

Fungus, Gas Spore (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 3; HD 0+1; hp 3x1; THAC0 20; #AT 1; Damage Special; SA Explodes if hit 6d6 Damage to all within 20' (save for half Damage), infection; SD Resembles beholder; SZ M; ML Average (8); XP 120.

Fungus, Violet (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 1; HD 3; hp 12, 16; THAC0 17; #AT 1-4; Damage Special; SA Rot flesh in one round unless save versus poison; SZ M; ML Steady (12); XP 175.

Froghemoth: Intelligence 1 Animal intelligence; AL N; AC 4, 2 (tentacles), 6 (tongue); MV 4, Swim 8; HD 16; hp 128; THAC0 5; #AT 1 or 4; Damage 5d10 or 1d4+1/1d4+1/1d4+1/1d4+1; SA Swallow, Constriction; SD Immune to fire, 1hp/die from electricity (slows 1 round), half damage from blunt weapons; SZ H; ML Fearless (19-20); XP 21,000.

Scattered around the room in the mud and mushrooms is the froghemoth’s “treasure.” Spending at least 5 rounds searching the room (during which time the characters can meet other wandering monsters) reveals: 967 pp; 13,073 sp; Full armor, scale mail +1; Scroll of Protection from Undead; Spear +2; 8,941 gold  worth of miscellaneous gems both cut and uncut with several semi and precious stones.

A. Gate from the Nether Mountains.

This one-way gate almost daily deposits deer, goats, birds, goblins, kobolds, and other small animals native to the Nether Mountains into this room. Occasionally an adventuring group stumbles into the gate within the mountains and is transported here to this room. This bounty provided by this gate keeps the froghemoth well fed. Consider the gate as a Monster Summoning Spell cast by a 5th-level mage. There is a 45% chance per day that the gate will deposit 1d4 creatures into this room.

20z. Silly skeletons.

Opening this door reveals a large room filled with undead skeletons that mill about a darkly beautiful woman wearing plate mail armor with a cloak of pure midnight over her shoulders. Her waist-length, blue-black hair has a platinum stripe from a prominent widows peak upon her forehead. Her deep blue eyes flash with anger over a wide set mouth with too red lips. In her right hand, she grips a Stormriders staff
 and the reins to her fiendish mount in the left hand. Her mount is a truly frightening creature of smoke and fire that appears to be a gaunt horse, with flame shooting from the nostrils and around its hooves. The smell of brimstone fills the room.

This woman is Ekaterina Kovaleva, an 11th-level necromancer vampire that is native to the city of Waterdeep and resides somewhere in these halls. She has encountered adventurers many times over the centuries; some times will not bother to killing all she meets. She is presently returning to her crypt with her skeleton escort and will pass the adventurers without comment unless they attack. The penetrating cold of her presence, her evil aura, and her nightmare mount should be enough to convince the players that it is best to leave this encounter for another day and thank the gods that Ekaterina is in a kindly mood today. However, she has a particular fondness for priests of Talos, and if there is one in the party, she may talk to him. In my campaign, she took the priest of Talos as a personal slave torturing him to death and has since acquired a fondness for Stormriders. If the characters speak to her, she ignores them with the coldest stare imaginable and may unleash a few of the skeletons upon them for daring to speak to her when she was in a permissive mood. Of course attacking her receives a full retaliatory strike with all her abilities, and since she is 496 years old, she is a formidable opponent.

Skeleton (21): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 3x7, 5x3, 3x5, 4x6, 2, 1, 3x4, 8; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells & cold, 1/2 Damage from P & S weapons; SZ M; ML Fearless (20); XP 65.

Skeleton, Obsidian (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 6; MV 12; HD 4+4; hp 18, 30, 24; THAC0 15; #AT 2; Damage by weapon; SZ M; ML Fearless (20); XP 975.

Skeleton, Spike (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 6; MV 12; HD 3; hp 17, 16, 14; THAC0 18; #AT 1; Damage 1-6 (weapon); SZ M; ML Fearless (20); XP 650.

Skeleton, Monster (5): Intelligence 0 Non-intelligent or not ratable; AL N; AC 6; MV 12; HD 6; hp 2x22, 23, 32, 21; THAC0 15; #AT 1; Damage Special; SA Use giant weapons (but no strength bonus); SD immune to sleep, charm, hold spells & cold, 1/2 Damage from P & S weapons; SZ L, H; ML Fearless (20); XP 650.

Nightmare: Intelligence 11-12 Very intelligent; AL NE; AC -4; MV 15, Fl 36(C); HD 6+6; hp 56; THAC0 17; #AT 3; Damage 4-10/4-10/2-8; SA burning hooves; SD Paralyzing cloud; SZ L; ML Elite (13-14); XP 2,000.

Ekaterina Kovaleva Human Vampire female Ne11 (S 19, D 19, C 17, I 19, W 18, Ch 16; AL Lawful Evil; AC -2; MV 12, Fl 18; hp 62; THAC0 17; XP 6000; Armor of Grounding
; Cursed Scroll (she may “drop” this item); Potion of Dragon Control (2)((Evil black dragons) her lair is guarded by an adult male black dragon nick-named Spew); Dagger, Golemblight
; Bucknard's Everfull Purse (CP/EP/Gems); Staff, Stormrider (specialist); throwing dagger (x3); Robe of the Archmagi (Evil); Ring of Unarmoring
; Spells: Read Magic; Ladder; Gemfire; Wandbane; Fiery Eyes; Expeditious Retreat; Chill Touch; Sustain Fire; Foul Rigging; Awaken; Mudpack; Ice Shard; Shield; Onsible's Key; Shadow Trap; Spider Eyes;  Reduce; Talon; Dance Macabre; Obscure Object; Laeral's Cutting Hand; Mistclaw; Moonfire;  Summon Swarm; Threestones; Enchanted Blade; Anchor; Khelben's Tracer .

Within my campaign Ekaterina is a reoccurring NPC and for her own reasons she has helped and killed adventurers within these halls. Her lair and the final encounter with her will be detailed in the second level.

21a. Empty room.

Entering this room and searching it reveals what Ekaterina was fleeing from, although she would never admit it. This room at first appears empty until an amorphous blob hiding on the floor detaches itself to attack the greatest source of iron within the room.

This is an iron silatic, a pest that hitchhiked here on Spelljamming ships. Silatics are amorphous blobs, 5-7' in diameter that eat metal. Continuously shifting and quivering, they use their two pseudopods to test substances for edibility. The silatic's diet consists solely of the metal they are made of. For example, platinum silatic eats only platinum. Silatics innately detect the metal they eat within a 100' range. Silatics hide well, for they can stretch as thin as 1" thick. They need no air to survive and prefer wild space to planets. In wild-space they are almost graceful, fanning their thinned bodies to move slowly. As soon as gravity takes hold, though, gracefulness disappears; their pseudopods pull them along the ground. A bane to those that wear iron armor, this creature will most likely be mistaken for a mold, mimic, or an intelligent ooze of some type. Although Ekaterina did not know what it was, she watched it decimate her skeleton shock troops, and decided to beat a hasty retreat from it. This creature attacks from the floor with its pseudopod attacking the character with the greatest amount of iron.

Silatic, Iron: Intelligence 5-7 Low intelligence; AL N; AC 5; MV 6; HD 6+1; hp 35; THAC0 15; #AT 3; Damage 1d6+7; SA See below; SD +1 or better weapons to hit; SZ M; ML Steady (12); XP 975. The silatic's two pseudopods administer bludgeoning damage of ld6 + 4. Each adult silatic's pseudopod can extend to 50'. They attack only if disturbed while eating or prevented from feeding. Usually, one pseudopod remains attached to the food while the other attacks an opponent. If injured, the silatic detaches from the food source and attacks the offender with both pseudopods. A silatic eats by attaching a pseudopod to its meal, excreting a liquid that dissolves the metal, and absorbing it through the skin. It takes three rounds to administer the liquid and three to absorb the liquefied metal. The liquid is harmless to living beings. Metal of the silatic's type saves vs. acid at -5. Metal not of the silatic's type saves at -2.

21b. Guarded statue.

Entering this large room reveals a tall ceiling 15’ high, with a smoke stained roof. Along the northern wall are a pair of large rusty iron torch holders, each stuffed with a moldy and wet torch remnant. The torch holders flank a large shiny suit of armor standing upon the floor. The suit of armor is an ornate engraved suit of field plate made for a large person of around seven feet tall. Guarding this suit of armor are three flying daggers that dart about the general vicinity of the armor. Approaching too close (within the red line) causes the daggers to attack, but remaining outside the red line allows the characters to pass the room safely.

These daggers are Iyarim Flying Daggers
. Iyarim flying dagger darts about silently, point first, and is typically about 9 inches in length. It has an Armor Class of 5, a Movement rating of 24, a Maneuverability Class of A, and 1+1 Hit Dice. It attacks three times per round striking as a 3-HD monster and doing ld4 hit points damage per strike (ld3 vs. Large-size opponents). It is considered a magical weapon for attack purposes. The dagger is neutral, Non-intelligent, and cannot be affected by psionic or magical mental control. A dispel magic spell cast on the dagger causes it to become inanimate and harmless for 20 turns. Iyarim flying dagger is enchanted to attack anything that moves, within 60 feet. The spells that cause the dagger to swoop, dart, and detect opponents also prevents rusting and brittleness resulting from extreme heat and cold. The activation conditions for the dagger can be as general as "attack all intruders" or as specific as the most elaborate conditions of a magic mouth spell. Iyarim flying daggers have a special ability; their touch can rust metal items as a rust monster's antennae. Items struck must save vs. lightning or rust. (A flying dagger strikes metal when it is attacking a target carrying or wearing some thing metal, and its attack roll misses by only one, two, or three points.) Iyarim daggers have nine hit points.


Removing the dagger’s protection allows access to the suit of armor, which turns out to be an excellent suit of plate mail made for a large individual. This suite is heavy but costly, worth around twice what a normal suit would be worth. The characters could take the suite to a metal smith and have him reduce the suit using magic and fit it to one of the characters.

21c. Bugbear corpse.

Entering this square room reveals nothing spectacular besides an old bugbear corpse that has been completely bisected down the center of the body, splitting its armor and weapons as well. Inspecting the corpse reveals that the slayer was probably, wielding either a Sword of Sharpness or a Vorpal blade as the metal is sliced clean like butter. 

Carefully searching the corpse reveals three gold  hidden in the secret folds of its belt and a small note on thin leather written in red ink in the bugbear language. Translating the phrase reveals a short note saying “Two paces to the left of the silvery column.” This could be a red herring, a clue to a hidden treasure or a way to bypass a trap.

21ca. Junk closet.

Opening the door to this short hall reveals that it is nothing more than a closet filled with ruined cleaning gear. Normal rats scurry over the pile heading for the rear of the room, and a stream of foul water trickles from underneath the pile of worthless material. Digging through the pile reveals sodden, moldy, rotting, and mildew-covered material, none of it any value at all. 

Removing all the material reveals a thin stream of water from underneath the wall and a small hole within the wall through which the rats must have scurried. (In my campaign the mage Fireballed the pile of crap, immolating it, and killing several of the rats before they gave away the presence of the other hallway. Because of this act, the adventurers missed the other hallway until later when they checked it again).

Searching the back wall reveals a secret door that is neither locked or trapped and opens with a simple roll to reveals a long, dark, narrow passageway.

21cb. Trapped hallway.

Entering this long dark hallway reveals dank musty air revealing that although the rats have traveled through here the area has been shut for some time. At the bend in the hallway where it switchbacks, are three separate pit traps, each 20’ deep, filled with rusty iron spikes. The first pit trap sees the most frequent visitors and is home to three colonies of ravenous green slime.

Ooze/Slime/Jelly, Green Slime (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 2; hp 10, 12, 6; THAC0 19; #AT 0; Damage Nil; SA Attaches to living flesh, victim becomes green slime in 1d4 rounds; SD Invulnerable except to cure disease (& scraping); SZ S; ML Average (10); XP 65.

T. At this point is a pressure plate that releases the last trap within the hall. Detecting this plate and either stepping over it or jamming it so that it does not depress renders the trap inoperable. However, if the plate is stepped on with more than five pounds of pressure, the plate springs the trap releasing four large jugs of naphtha coating an area ten feet long in either direction. The following round fiery brands fall the roof igniting the naphtha, and explaining why the air is so foul in here. Damage done is 4d8 points, half damage for a successful save versus breath weapon.

At the end of the passage is another secret door that is locked but not trapped.

21d. Kobolds.

Entering this large room (it has a peaked 35’ high roof with an empty rusty iron chandelier) reveals several kobolds talking among themselves grouped within the center of the room. They are gathered around a large iron bound chest and are attempting to pry it open. Lying behind the chest are 11 dead human skeletons. The kobolds are an experienced group native to the lower halls and have chanced upon the upper levels by accident. The leader of the pack is a superior kobold male cleric (with the shaman kit) named Bulgleb. He has several magical items and devices, some of which he can use quite effectively. Unfortunately, as soon as the characters make their presence known, he gulps down his Potion of Growth immediately growing to 24’ tall. Since he has a Girdle of Hill Giant Strength, he is going to be a formidable opponent with his spells and weapons. He may also attempt to drink the Potion of Undead Control (Skeletons) and attempt to raise the dead skeletons within the room and use them in the battle against the characters. If the battle goes poorly for the kobolds, the urds will fly away leaving the kobolds to die under the weapons of the characters.

Kobold (37): Intelligence 8-10 Average (human) intelligence; AL LE; AC 7; MV 6; HD 0+4; hp 37x4; THAC0 20; #AT 1; Damage 1-4 or 1-6; SZ S; ML Average (8-10); XP 7; spears.

Kobold, Urd (25): Intelligence 5-7 Low intelligence; AL NE; AC 8; MV 6, Fl 15(C); HD 2; hp 4x12, 4x8, 2x13, 2x5, 7, 4x10, 4x11, 2x6, 4, 14; THAC0 19; #AT 1; Damage 1-3 or 1-4 (by weapon); SA Rock bomb (2d4); SZ S; ML Unsteady (7); XP 35; daggers and rock bombs.

Bulgleb the Humancrusher Kobold-CBHU male C6 (S 12, D 15, C 13, I 12, W 16, Ch 14; AL Lawful Evil; AC 2; MV 4; hp 21; THAC0 18; XP 650; Full armor, studded leather +1; Armor of Mogren, Shield (acts as a Shield Against Magic Missiles); Cloak of Protection +3; Girdle of Hill Giant Strength; Helmet, cap (AC 6); Hammer; Mace, throwing; Atlatl, Double Grooved (specialist); Potion of Animal Control (reptile/amphibian); Potion of Undead Control (Skeletons); Dart (x20); Oil, Greek fire (flask) (x3); Potion of Healing (x2); Spells: Cause Light Wounds; Cure Light Wounds; Darkness; Remove Fear;  Strength of Stone; Clear Water; Create Holy Symbol; Dictate Actions; Infrainvisible; Omen I; Listening Shadow; Speak With Dead.

Taken from the kobolds are: 543 cp; 1,434 gold ; 242 sp. Within the chest (which is locked but not trapped) is a collection of shattered, white bone china with red lettering. Underneath the shattered china in a secret compartment are three black iron trade bars from Mirabar. Within Mirabar itself, these trade bars are worth 10 gold , but here the characters will be lucky to get 5 gold  a piece for them.

Searching the room reveals a secret door on the northern wall that is locked but not trapped. Opening it reveals another short passage, which opens into a larger room. A deep resinous snoring comes from within this new dark room.

21e. Let sleeping mephits lie.

Sleeping on an old wooden barrel in the northeast corner of this room is a lightning mephit. It was sent to the prime material plane to retrieve a package by a greater power but a wizard got involved and blocked the mephit’s ascent to the prime material plane. The mephit is recovering and catching some needed sleep upon the barrel, having discovered this room by accident. Since it is tired it is not interested in searching for its package just right yet.

If the characters wake it or attack it, it will defend itself but will not attack preferring to befriend the characters. It offers information about the lower planes and may even be persuaded to look in a few other rooms for the characters. If approached politely, the mephit introduces himself as Balthexarian, Favorite of the 67th-level, and Best Lightning Mephit in All of the Planes and insists that the characters call and address him by that name and title. He quickly becomes insufferable and his haughty attitude grates on the nerves of the characters. If hard pressed in battle and running out of lightning bolts Balthexarian attempts to gate to his aid more lightning mephits.

Mephit, Lightning: Intelligence 8-10 Average (human) intelligence; AL N; AC 4; MV 12, Fl 36(C); HD 3; hp 20; THAC0 17; #AT 2; Damage 1d3/1d3; SA Lightning Bolt; SD See Below; SZ M; ML Average (8-10); XP 420.

Searching the room reveals nothing but an old moldy wooden barrel that is empty.

21f1. Smokey room.

Entering this room reveals a large glass urn partially sunken into the stone floor. A large glass stopper plugs the mouth of the bottle. A heavy layer of dust within the room indicates the room has not been disturbed in a while. Searching the room reveals nothing other than a thick layer of dust. Casting a Detect Magic spell upon the bottle reveals that it is highly magical.

Removing the stopper from the urn releases, a torrent of smoke that quickly fills the room blinding and chocking the characters caught inside the room. All characters inside the room must roll a successful save versus poison or suffer 1d4 points of damage per round spent within the smoke. Leaving the door open to the rest of the dungeon complex would eventually fill most of the upper passages with smoke. The screaming noise this bottle makes as it emits smoke and the acrid smell of the smoke are sure to draw wandering monsters.

21f2. Flame.

Opening this door reveals a rusty iron table upon which rests a dumbwaiter loaded with four large bottles resting on their sides with the tops facing out. A heavy layer of dust also coats this room. Casting any spells within this room causes the dumbwaiter to spin, tossing open all the bottles, which emit Greek Fire (as the DAMAGE) in a roaring torrent. Casting Dispel Magic causes the flow of Greek fire to pause for 1d4 rounds.

21f3. Water.

Opening the door to this room reveals a similar arrangement as the previous room. Four large bottles rest on their side lying on a large dumbwaiter on a large bronze table. A heavy layer of dust does not cover everything in this room and the room is damp and cool. Casting Detect Magic within the room reveals that the table, dumbwaiter and bottles are quite magical. Opening the bottles causes a geyser of water to shoot from the mouth of the jar filling the room in around eight rounds. Casting spells that would freeze the water ceases the flow until the ice thaws again.

21g. The garmorm.

The door to this room has been recently removed, and hangs off to the side. Clotted blood pools on the floor in a pattern that suggests something very injured ran this way about a week ago. Looking inside the room reveals a semi-round, limbless beast with a huge, tooth-filled maw. This odd creature floats in the air but does not appear to be related to the beholders. A strange and beautiful song keens from the creature. On the outside of the monster are nine strange projections like those that faces made of clay in the skin of the creature. These faces wiggle, squirm, and even sing. 

This creature is a garmorm, a predator from the Astral plane. A few weeks ago it wandered from the Astral plane into the ruins and discovered a couple of adventurers searching this room and after slewing them learned of the treasure purported to be inside the other room. Lacking hands or the magic to get into the room it has been attempting to discover a way to bully it force its way in.

Garmorm 9HD: Intelligence Very to Genius; AL CE; AC 1, -3 (to a non-astral body); MV 18; HD 9; hp 81; THAC0 11; #AT 1d6+5; Damage 2d6 + 1d4 per absorbed face; Wand of Fire and Ice (12 charges); Blast Scepter (22 charges); Ring of Protection +3; SA Mental absorption, spells, magical items; SD Immune to psionics; SZ L; ML Steady (11-12); XP 12,000; given portions of the song, the creature snaps its jaws upon a victim, using not only its huge, toothy mouth (which causes 2d6 points of damage) but also the maw of each face protruding from its flesh (which cause 1d4 points of damage each). Only one spell can be cast per round, regardless of the number of spellcaster faces. Each face possesses the full complement of spells it would have memorized or prayed for normally (random determination for a cleric or wizard of level 2d4+1). Even worse, each day the spell easting faces regain their total number of spells just as if the absorbed souls had memorized or prayed for the day’s spells. If someone absorbed into the garmorm had magical items, the creature can use the powers of those objects as a part of the song. It cannot use magical items that require a touch (a staff of striking, magical weapons, and the like), hut most rings, rods, wands, and many miscellaneous magical items still work. A garmorm usually has 1d4 items. While it sings its horrible song, the garmorm has the potential to absorb the minds of its foes. Every round, the garmorm can target an opponent with its main mouth and attempt to “swallow” the foe, although not in the usual sense. The opponent may make a saving throw versus death magic; if failed, the character's body is drawn into the beast and instantly dissolves. (Magic resistance may also be applied against this effect.) Then the poor person’s mind becomes one with the garmorm 'choir,' his face appearing on the skin of the beast. When this happens, the garmorm’s Hit Die total increases by one, as does the number of bite attacks it can make each round. Likewise, if the victim had magical items or spell easting ability, the garmorm can use these as mentioned above. A garmorni can have only up to 10 faces (and HD) at a time, although it continues to absorb victims even after it has reached this maximum. It gains no new HD or attacks from the new additions; hut the greedy creature consumes them nonetheless. Interestingly, the garmorm’s song seems to be an essential component of the absorption process. Canny adventurers wise to the danger of the garmorm have taken to equipping themselves with Silence Spells in the event that they encounter one of these beasts. If it cannot sing, it cannot absorb minds or cast spells. A victim whose mind has been absorbed can be rescued only if the garmorm is slain within 10 rounds after the victim was 'eaten.' If the beast is killed within that time, the character reconstitutes, mind intact, within the garmorm’s belly. At this point, the victim has only one hit point and is too weak to free himself - he must be cut out of the garmorm. However, if the person is not freed within 10 rounds after being absorbed, his mind remains within the garmorm for 4d4 weeks as a willing participant in the beast’s 'collective.' After this time, the garmorm loses that sod’s Hit Die and bite attack and must find a new victim. No garmorm has ever been encountered with fewer than five absorbed minds - this must be a minimum threshold for the beasts. The garmorm has the ability to remain on the Astral Plane and still attack foes on planes that touch the Astral (it perceives both planes simultaneously). Unless the victims have the ability to see into the Astral Plane, these attacks are always made with surprise. Fighting the astral garmorm requires a magical item or spell; to a non-astral body, the garmorm is essentially invisible and its AC drops to 0. Adventurers tell tales of friends being devoured right before their eyes by an invisible force. These may be tales of the garmorm - especially if the stories allude to a mysterious song heard from far away. Lastly, all garmorm are immune to psionic attacks and powers.

21g1. The garmorm’s treasure vault.

Inside this carefully locked and trapped room is the treasure that the garmorm sought. After removing the lock and trap from the door (both done at –15% chance of success due to the intricacies of the mechanisms), the door swings open revealing a small dark room.

Inside the room is: Full Armor, Plate Mail +2; Sword, Scimitar +3; and 1,500 gold  in various precious gems.

21h. Odd stuffings.

Entering this room reveals a large room with many crates, boxes and chests in various states of decay. Some of the boxes are quite old, while others are very new. As the characters enter the room, the sheer number of boxes in this room immediately strikes them. A closer inspection of the room reveals that numerous creatures and adventurers of all races have visited this room. Many of the boxes have been plundered, or smashed open with their contents strewn around the room if it was not particularly valuable now. Scattered upon the floor are broken crockery, china, linen, fabric, and other mundane bulk goods. 

While the characters are standing in the room, there is a 25% chance that a new crate will materialize in the air landing on the pile with a resounding thud. If searched all the chests are of the same type and manufacture (most likely human) and all contain mundane bulk goods, such as pots, pan, fabric, china (average quality), and other common bulk items. There are 17 gnolls and flinds within this room hiding among the stacks of chests. Their leader is an unusual Flind male and will be willing to talk to the party, for a while so that he can gauge the ability of the characters. If the characters appear easy targets, he will order his flinds and gnolls to attack hoping to gain the characters magical items. These flinds are from a nearby tribe in the mountains and are somewhat familiar with the city and have a good working mental map of the upper level, the DM might reason that the Flinds would trade this information rather than be killed.

Gnoll, Flind (12): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 12; HD 2+3; hp 2x16, 2x9, 4x14, 13, 2x11, 12; THAC0 17; #AT 1; Damage 1-6 or 1-4 (weapon); SA Disarm; SZ L; ML Steady (11-12); XP 120; Spears, swords, shields.

Gnoll male F1 (5) S 17/0, D 16, C 16, I 11, W 11, Ch 4; AL LE; AC 10; MV 12; hp 7, 6, 6, 9, 8; THAC0 20; XP 15; Spears, shields.

Goral Long of Wind Flind male C9: S 19, D 17, C 17, I 12, W 15, Ch 8; AL Lawful Evil; AC -2; MV 12; hp 66; THAC0 16; XP 2000; Mace, horseman's +2; Mace, throwing (2); Double Mail +1; Shield, large +1; Potion of Healing (x3); Potion of Invisibility; Belt, Adventurers (Belt pouch, large: Hair Brush, plain wooden; Knife, Folding (Pocket); Magnifying glass; Mirror, small metal; Nonscent Herbs; Oil, Greek fire (flask) (x2); Oil, lamp (per flask) (x2)); Healer's bag; Ring of Blinking; Ring of Shooting Stars; Backpack: Flint and steel; Grappling hook; Healing Kit; Holy item; Map or scroll case; Map or scroll case; Maul; Paper (per sheet); Rain Poncho – Ranger; Rations, standard (1 week); Rope, silk (50 ft); Torch (x2); Wineskin (full of a decent red); Writing ink (one vial each - black and blue); metal nibbed pen; Spells: Cause Fear; Create Water; Cure Light Wounds; Detect Magic; Dispel Fatigue; Regenerate Light Wounds; Cause Moderate Wounds; Chill Metal; Draw Upon Holy Might; Flame Blade; Nocturne
; Continual Darkness; Mace of Odo; Summon Animal Spirits; Cloak of Fear; Meteors; Flame Strike.

Searching the room for more than seven rounds (during which time several wondering monsters may call attracted by the fight between the flinds and characters) reveals some minor items (up to the DM). There is also a secret door on the northern wall that is both trapped and locked. After disarming the trap and picking the lock, the door opens normally. Failing to disarm the lock results in a large cloud of red dust that sprays all within 10’ of the door. All caught within this cloud must roll a successful saving throw versus poison or suffer acute sneezing, burning eyes, running nose, watery eyes, and ringing ears for 1d4 rounds. The trap releases a large cloud of intensely hot red chili powder that prevents spell casting, and limits sight to the immediate area in front for 1d4 rounds.

21i. Hidden goodies.

Opening the secret door reveals a large oaken table in the center of the room surrounded by seven wooden chairs. A feast lies upon the table, steam still rising from the meat. A delicious aroma of hot food assails your nostrils.

Entering this dark room reveals the feast upon the table and it appears to be freshly made and good to eat. There are some strange things on the table such as stuffed python with sweet potatoes, roast parrot, stargazy pie, but there are other more recognizable food items. Tall flagons of red wine sit beside each place. 

The characters can rest and eat in safety within this room. The food, although some of it is strange, is fit to eat and magically created. Once a year this room makes a giant feast upon this table, which remains until eaten, or a year has passed at which time the old food disappears to be replaced with new food.

21j. Trouble beheld.

Entering this large room reveals a depressed floor and an arched roof making the height of the room 75’ and there are numerous mirrors on the walls. Hanging from the roof by metal chains are large brass chandeliers holding four large softly glowing orbs of light. In the center of the room obscured by a heavy fog is some sort of tree-like object with 13 limbs. Surrounding the tree-like object are several huge bipedal creatures, standing near what appear to be large holes in the floor of this room. Eight simian-like creatures that appear to be an obscene cross between a starfish and something are closing in an unhurried manner. Despite the chandeliers within this room, the visibility is limited to about 25’ unless magical or infravision is used which are uninhibited.

Casting a Dectect Magic spell within the room reveals several magical items in the room and that the mirrors are slightly magical and the chandeliers are magical too. In the center of this room is an overseer, guarded by two beholders, with 10 mounted directors and 8 lensmen. This colony of beholder kin are in direct conflict with Zanthalar and the Unseen, and a higher-level character group may have some information about this colony and be a little prepared for it. Putting characters into it unprepared can be lethal.

A. Foyer of Mirrors.

Within this large foyer are several mirrors attached to the walls. Along the western wall outside this foyer is another bank of large mirrors. When the characters enter this foyer, the lensmen attack using the mirrors on the walls to bounce their spells off to inflict the maximum carnage upon the characters. After their spells are exhausted, the lensmen close into melee using their double headed polearms. Each polearm is a superior weapon and strikes as a +1 weapon for both damage and THAC0, although they are not magical weapons.

Beholder/Beholder-kin, Lensman (8): Intelligence 5-7 Low intelligence; AL NE; AC 3; MV 9; HD 6; hp 48, 2x59, 2x81, 74, 64, 76; THAC0 10; #AT 1; Damage 1-8 or by weapon; SA Magic; SZ M; ML Elite (14); XP 1,175; double-headed polearm 3d4+1.

A lensman has one eye set in the chest of its five-limbed, starfish-shaped, simian body. Beneath the eye is a leering, toothy maw. Four of the five limbs end in three-fingered, two-thumbed, clawed hands. The fifth limb, atop the body, is a prehensile, whip-like tentacle. Its chitin is soft and there are many short, fly-like hairs. Lensmen are the only kin to wear any sort of garb - a webbing that is used to hold tools and weapons. Their preferred weapons are double-headed pole arms.

           The eye of each lensman possesses only one of the following six special powers (all at the 6th level of ability): 1. Emotion; 2. Heal; 3. Dispel Magic; 4. Tongues; 5. Phantasmal Force; 6. Protections (as scrolls, any type, but only one at a time).


B. Second Foyer.

Getting to this foyer is going to be difficult because the characters are going to have to wade through all the mounted directors and both beholders plus be within range of the overseer. Within this foyer are the remains of the various victims of the beholders. When the characters get here, the two beholders immediately attack. Both beholders coordinate their attacks to keep most of the characters within the area of effect of their central eyes, and attempt to separate magic users and clerics from the rest of the characters, concentrating their attacks on these members until they are dead.

Beholder-kin, Beholder (2): Intelligence 15-16 Exceptionally intelligent; AL LE; AC 0 (Body), 2 (Eyestalk), 7 (Each eye); MV 0, Fl 3(B); HD 10; hp 48, 52; THAC0 5; #AT 1; Damage 2-8; SA Magic; SD Anti-magic ray; SZ M; ML Fanatic (18); XP 14,000.

Saving Throws:                

	Creature hit points
	Saves as

	45-49
	10th level warrior

	50-59
	12th level warrior

	60-69
	14th level warrior

	70+
	16th level warrior


Each of the beholder's eyes, including the central one has a different function. The standard smaller eyes of a beholder are as follows: 1. Charm person (as spell); 2. Charm monster (as spell); 3. Sleep (as spell, but only one target); 4. Telekinesis (250 pound weight); 5. Flesh to stone (as spell, 30-yard range); 6. Disintegrate (20-yard range); 7. Fear (as wand); 8. Slow (as spell, but only a single target); 9. Cause serious wounds (50-yard range); 10. Death ray (as a death spell, with a single target, 40-yard range).


The central eye produces an anti-magic ray with a 140-yard range, which covers a 90-degree arc before the creature. No magic (including the effects of the other eyes) will function within that area. Spells cast in or passing through that zone cease to function.

A beholder may activate the magical powers of its eyes' at will. Generally, a beholder can use 1d4 smaller eyes if attackers are within a 90-degree angle in front, 1d6 if attacked from within a 180-degree angle, 1d8 if attacked from a 270-degree arc, and all 10 eyes if attacked from all sides. The central eye can be used only against attacks from the front. If attacked from above, the beholder can use all of the smaller eyes.

The beholder can withstand the loss of its eyestalks; each eyestalk/smaller eye having 5-12 hit points. This loss of hit points is over and above any damage done to the central body. The body can withstand two thirds of the listed hit points in damage before the creature perishes. The remaining third of the listed hit points are located in the central eye, and destroying it will eliminate the anti-magic ray. A beholder with 45 hit points will have a body that will take 30 points of damage, a central eye that will take 15 points, while one with 75 hit points will have a body that will withstand 50 points of damage, and a central eye that takes 25 hit points to destroy. Both beholders would have smaller eyestalks/eyes that take 5-12 (1d8+4) points of damage to destroy, but such damage would not affect the body or central eye. Slaying the body will kill the beholder and render the eyes powerless. Destroyed eyestalks (but not the central eye) can regenerate at a rate of one lost member per week.

C. Last foyer.

This foyer is littered with more remains of monsters, adventurers, and debris. Reaching this foyer and surviving the beholder’s attacks, the mounted directors attack as well as the overseer.

Beholder-kin, Director, mounted (10): Intelligence 8-10 Average (human) intelligence; AL LE; AC 2; MV 15, Fl 3(A); HD 12; hp 4x47, 54, 2x52, 42, 45, 51; THAC0 9; #AT 2; Damage 2-8/2-8; SA Magic; SZ H; ML Fanatic (18); XP 10,000.

Directors are a social, warrior-beholder, and breed specialized mounts. They mindlink with their mounts to better control them.

Directors resemble beholders, but their central eye is smaller. They possess only six small eyes on retractable eyestalks. Directors have a fanged mouth below the central eye and possess three clawed, sensory tendrils on their ventral surface. These tendrils are used to cling to the mount and link with its limited mind.


Directors' eyes have their own powers: 1. Magic Missile (as spell , 2/round); 2. Burning Hands (as spell at 8th-level); 3. Wall of Ice (as spell); 4. Slow (as spell); 5. Enervation (as spell); 6. Improved Phantasmal Force (as spell).

A director's central eye has the power of deflection - all frontal attacks on director suffer a -2 penalty to the attack roll and damage is halved. The director also gains a +2 bonus to all saving throws against spells cast by those in the field of vision of the central eye.

Director mounts seem to have derived from an insect stock, as they are covered in chitin and have simple eyespots and multiple limbs.

Directors normally possess 8 Hit Dice, but when mounted the director and mount are treated as a single creature whose Hit Dice equals the sum of those of the director and the mount. After a director/mount suffers half damage, the mount's speed is reduced to half and the director gets only one physical attack per round. A director may flee and leave his mount to fend for itself (the mount suffers a -4 penalty to its attack rolls). 

Directors have an AC of 4, but are AC 2 when mounted. Directors may use all of their normal powers while mounted, within the restrictions of beholder targeting angles.

Crawler (a typical mount): A crawler resembles a cross between a centipede and a spider. It has 4 Hit Dice, 10 legs, two pairs of frontal antennae, and two fighting spider fangs that can be used for separate stabbing attacks causing 2d4 points of damage each. Victims who fail to roll successful saving throws vs. poison are paralyzed for 1d4 rounds. Crawlers are omnivores that prefer to eat smaller creatures. Unmounted, they may roll into a ball to gain an AC of 0. They have cutting mandibles beneath their front fangs.

Within the center of the room is the overseer. Overseers resemble fleshy trees. They have 13 limbs, each of which ends in a bud that conceals an eye; one of these limbs forms the top spine, and three yammering mouths surround the spine. There are eight thorny, vine-like limbs that are used to grasp tools and for physical defense, inflicting 1d10+2 points of damage each. Overseers sit on root-like bases and can inch along when movement is required. They cannot levitate. Overseers are covered with a fungus, which changes color as the overseers desire, commonly mottled green, gray, and brown. Overseers may use any physical weapons or artifacts. The powers of their 13 eyes are as follows (all magical effects are cast at 14th level). 1. Cone of Cold; 2. Dispel Magic; 3. Paralysis; 4. Chain Lightning; 5. Telekinesis 250 lb. Weight; 6. Emotion;  7. Mass Charm; 8. Domination; 9. Mass Suggestion; 10. Major Creation; 11. Spell Turning; 12. Serten's Spell Immunity; 13. Temporal Stasis. An overseer's AC is 2, but each eyestalk is AC 7 and is severed if it suffers 10 points of damage. The overseer has prepared for battle with the characters and has prepared seven gembombs and coated them with Oil of Disenchantment to disguise them as regular gems and delay their activation until after the characters have taken them as part of the treasure.

Beholder-kin, Overseer: Intelligence 19-20 Supra-genius; AL LE; AC 0; MV 1; HD 14; hp 109; THAC0 7; #AT 1; Damage 3-12; SA Magic; SD Magic; SZ H; ML Champion (16); XP 15,000; the overseer has a Wand of Fire (22 charges); a Wand of Lightning (32 charges); wears a Ring of Protection +2; Sword, long +1; Elixir of Health; Oil of Etherealness; Potion of Fire Resistance (x3); Scroll of Protection from Poison (used when characters survive the beholders); Potion of Clairaudience (used); Oil of Disenchantment (used to disguise gembombs); Potion of Animal Control (elves); Spell Scroll, Wizard: Sunscream; Curse Of Undeath; Fireball; Murlynd's Void; Death Fog; Ironguard; Item Supercharger; Gembomb; Worldwalk; Bladedeath; Bloodglass; Anesthesia
; Bind Undead; Decrease Maneuverability; Secret Page; Improved Create Water; Wards Of Defense (cast); Bigby's Fantastic Fencers.

Searching the room reveals: 98 gold , 280 pp, and 27,957 gold  worth of miscellaneous semi and precious gems. Found within the gems are a wizard scroll (cursed), an Elixir of Madness, and a Ring of Levitation.
21k. Secret stash.

Discovering this secret door reveals that it is trapped with a Spell Trigger spell containing a 6th-level Lightning Bolt spell. The door is also trapped with a poisonous gas cloud, which can be removed with a successful remove traps roll. Opening the door reveals a large, dark room that smells like moldy parchment. Inside are six more mounted directors.

After the directors are dealt with, searching the room reveals: Potion of Dragon Control (Green); Scroll of Protection from Possession; 143 pp and a Wizard spell scroll containing the spells: Forest Of Eyes; Temporal Push; Energy Transformation; Adhesion; Tanith's Tracing Teleport.
21l. Second stash.

This secret door bears identical traps as the previous secret door. Opening the door reveals a large dark room identical to the previous room except this room is guarded by 11 lensmen. Searching the room reveals: 10,433 gold , 4,587 pp, and 7,740 gold  in various semi and precious gems.

21j1. Gate to Citadel Adbar.

Opening this secret door reveals a blank hallway that ends in a dead end. Entering the end of the hallway reveals a gate to an area of Citadel Adbar. The area the gate deposits the characters in is remote and little used. The dwarves are going to be surprised at their new guests. Depending on how the DM runs this encounter, the characters may not realize that they have left Undermountain, since both are Dwarf-made and share similar construction. It may be quite a shock to both the dwarves and the characters to find that they are within the middle of one of the largest dwarf kingdoms in the Realms.

21m. Trapped behir.

Characters listening within the short hallway between the two doors have a chance of hearing the trapped behir thrashing within this room. The door is too small for the creature to get out and it is beginning to panic and get very hungry. Unfortunately, it has a low Intelligence so the chance of a Ranger or Druid character being able to calm the creature enough to aid it is slim. Perhaps with some strong magic and luck caring characters subdue the monster and attempt to free it into the wild, perhaps tossing it through a gate if they have kept careful track of their location. Of course releasing a behir into someone else’s territory may cause the characters some grief later on.

Opening the door reveals a huge room filled with debris. A strong smell of smoke emanates from the room, with an underlying scent of death and decay. Something huge moves within the room, it is sinuous and fast, almost snake-like.

The behir attacks when the characters enter the room, it is hungry enough but still smart enough to wait until its food enters the room before killing it. The behir was mistakenly summoned here by a spell, and after slaying the adventurers that summoned it, it found itself trapped within this room.

Behir: Intelligence 5-7 Low intelligence; AL NE; AC 4 (outside), 7 (inside); MV 15; HD 12; hp 62; THAC0 9; #AT 2 or 7; Damage 2-8 (2d4)/2-5 (1d4+1) or 2-8 (2d4) 6 x 1-6; SA Lightning bolt; SD Immune to electricity, poison; SZ G; ML Champion (15); XP 7,000.

A behir will attack its prey by first biting and then looping its body around the victim and squeezing. If the latter attack succeeds, the victim is subject to six talon attacks next round.


A behir can discharge a 20-foot long stroke of electrical energy once every 10 rounds. This lightning bolt will cause 24 points of damage unless a saving throw vs. breath weapon is made. In the latter case, the target takes only half damage.


On a natural attack roll of 20, the behir swallows man-sized, prey completely. Any creature swallowed will lose 1/6 of its starting Hit Points each round until it dies at the end of the sixth round. The behir will digest its meal in 12 turns, and at that time, the victim is totally gone and cannot be raised from the dead. Note, however, that a creature swallowed can try to cut its way out of the behir's stomach. The inner armor class of the behir is 7, but each round the creature is in the behir it subtracts 1 from the damage each of its attacks does. This subtraction is cumulative, so on the second melee round there is a -2, on the third a -3, and so on.

Behir horn can be used for the base of ink for a lightning bolt scroll, and the talons can be used for the base of ink for a Neutralize Poison scroll. The heart is used in the creation of a Protection From Poison scroll. Behir scales can be used to create an ornate set of scale mail armor.

Searching the room reveals nothing of value as everything has been trampled and destroyed by the raging behir. At the DM’s option, if the characters attempt to subdue the behir and free it, there could be treasure within this room equal to the XP total for slaying the creature. If the players are particularly creative in taking care of the behir, the DM can increase this award accordingly.

21n. Was empty but not now.

When the characters passed this room the first time, this room was empty. Upon the characters return from battling the behir, numerous spectral trolls now occupy this room. The trolls did not notice the characters either as they went by or they decided to wait until they returned to see if any survive.

Troll, Spectral (12): Intelligence 11-12 Very intelligent; AL CE; AC 0; MV 12; HD 8; hp 3x35, 2x33, 2x41, 42, 31, 36, 25, 39; THAC0 13; #AT 3; Damage 3-6/3-6/3-10; SA severed limbs fight on; SD Regeneration (3 hp per round except fire damage), only hit by silver or magical weapons; SZ L; ML Champion (15); XP 1,400.

21o. Meeting the bariaurs.

Entering this room reveals nine ram-like creatures talking quietly in the center of the room. One appears to be the leader, and this one wears plate mail, carries a lance, and has silver shoes upon his hooves that flash with a silvery light when he steps. The others do not wear armor as fine, but they are too well armed and armored and look at you with caution.

These nine creatures are bariaurs, a creature from the Planescape setting, if your campaign does not include the PS setting then either ignore or substitute this encounter. The leader is a 12th-level Paladin, named Alexandrophous who speaks excellent common. The rest do not speak the common tongue and will trust what the Paladin says. These creatures got here accidentally through a gate and are attempting to at least reach Sigil or another friendly plane that they can leap to their native plane from there.

Bariaur (8): Intelligence 13-14 Highly intelligent; AL CG; AC 2; MV 15; HD 7; hp 25, 30, 34, 26, 27, 33, 41, 21; THAC0 13; #AT 1; Damage 1d8 or by weapon; SA Charge; SD +2 on surprise rolls; SZ L; ML Steady (11-12); XP 2,000; lances, axes, all are wearing good quality chain mail.

Alexandrophous Bariaur male Pa12 (S 18/65, D 16, C 14, I 5, W 15, Ch 19); AL LG; AC -4; MV 15; hp 62; THAC0 9; XP 4000; Bandoleer, Leather, Throwing Spike (Spike, Throwing x10); Full armor, bronze plate mail +3; Horseshoes of Speed; Lance, medium +2; Saddle bags, large: Awl, Full
; Axe, Deathstriker
; Dart of Screaming (x9); Saddle blanket; Shield, small +4; Spells: Cure Light Wounds; Protection From Evil; Cure Moderate Wounds; Resist Fire/Resist Cold.

These bariaur are cautious but are open to new friendships, none have traveled to the Prime Material plane before and most experiences are going to be new. Treated correctly and honorably, they can become fast friends of the characters and an ally against the hordes of Zanthalar, the Unseen and the Captain’s Alliance.

21p. Tasloi.

Unknown to the characters, they have been spotted and shadowed by a large raiding band of tasloi. 

Within this room, the tasloi laid a trap. Using a few lesser members of the raiding band, the tasloi bait the characters into charging into this room. The roof of this room opens up above into a large 70’ wide chasm with a room 120’ high. Safe behind barricades built along the walls of the chasm, the tasloi use medium-sized siege engines to hurl javelins down at the characters. Each of these medium flingers attacks with a THAC0 of 10 (due to tight quarters and number of engines, hitting the characters is not going to be difficult), and each does 3d8 points of damage. Each flinger launches 18 small, stone-tipped javelins and characters with Shield or similar spells lose their magical protection quickly. The tasloi have eight of the small siege engines that require two tasloi per engine to operate it. Once the characters enter into the room the tasloi drop large spiked barricades preventing them from exiting the room. Characters that make into the center of the room are also subjected to rocks and javelins hurled down at them. Since these tasloi are experienced adventurer hunters, they have prepared a little surprise for those magic users that decide to fly, they have several weighted nets available to hurl and drop onto flying characters. The sides of the room where the walls become natural stone has been Greased by an 11th-level caster (the tasloi vampire mage-thief that leads this raiding band). The vampire directs the tasloi and remains out of sight at all times and will not enter into battle unless the characters manage to press an attack into the natural chasm at which point the tasloi and their vampire leader flee into the natural caves, and onto the surface to return to their forest homeland. If their travels occur during the day, they cover and carry the vampire protecting him from the sunlight.

Tasloi, javelin and lasso (10): Intelligence Low to Average (5-10); AL CE; AC 6; MV 9, Cl 15; HD 1; hp 5x6, 8, 2x4, 3, 2; THAC0 19; #AT 1; Damage lasso, special damage; javelin, 1-6 damage; SA Surprise; SZ S; ML Average (10); XP 35.

Tasloi, javelin and net (12): Intelligence Low to Average (5-10); AL CE; AC 6; MV 9, Cl 15; HD 1; hp 2x5, 4x1, 2x8, 2x4, 2x3; THAC0 19; #AT 1; Damage net, special damage; javelin, 1-6 damage; SA Surprise; SZ S; ML Average (10); XP 35.

Tasloi, javelin and shield (15): Intelligence Low to Average (5-10); AL CE; AC 5; MV 9, Cl 15; HD 1; hp 3x8, 5x7, 4x3, 6, 1, 5; THAC0 19; #AT 1; Damage javelin, 1-6 damage; SA Surprise; SZ S; ML Average (10); XP 35.

Tasloi, short sword and shield (13): Intelligence Low to Average (5-10); AL CE; AC 5; MV 9, Cl 15; HD 1; hp 2x7, 3x8, 2x1, 2x3, 4x6; THAC0 19; #AT 1; Damage short sword, 1-6 damage; SA Surprise; SZ S; ML Average (10); XP 35.

Tasloi, javelin and club (14): Intelligence Low to Average (5-10); AL CE; AC 6; MV 9, Cl 15; HD 1; hp 3, 3x7, 2x8, 2x1, 3x6, 4, 2x5; THAC0 19; #AT 1; Damage club, 1-6 damage; javelin, 1-6 damage; SA Surprise; SZ S; ML Average (10); XP 35.

Tasloi, Shaman: Intelligence Above Average (12); AL CE; AC 0; MV 9, Cl 15; HD 5; hp 50; THAC0 15; #AT 2; Damage 1-3/1-3 or by weapon; SA Surprise, spells; SZ S; ML Average (10); XP 420; wields a Flanged Mace +2; medium shield; Ring of Protection +2; Spells: Grease; Accuracy
; Slip; Magic Missile; Spell scroll, Wizard: Read Magic (x2); Magic Missile (x3); Burning Hands; Sorcerous Scribe; Potion of Healing (x2).

Geeson Son of Black Face Tasloi Vampire male T9/M11 (S 18/90, D 18, C 15, I 19, W 16, Ch 7); AL CE; AC -7; MV 9, Fl 18; hp 62; THAC0 16; XP 5,000; Backpack: Dry rations (1 week); Magnifying glass; Map or scroll case (contains an accurate map of part of the first level of Under Mountain); Map or scroll case (contains a map to another ruin in the Realms and enough tantalizing information for an adventure hook); Paper; Scroll of Protection from Acid; Wizard scroll: Acid Lash; Emry’s Lightning Spray; Shock Shield; Bestow Curse; Repulse Metal; Discord; Protection From Good, 10-Foot Radius; Greater Distraction; Galather's Gnostic Chain; Flashburst; Serpent Missile; Spyglass; Thieves' picks; Writing ink (blue); Baldric, bandoleer(leather): Sword, Khyber knife; Belt; Belt pouch, large: Dart of Slaying, Bugs
(x6); Buckle, ornamental; Dagger, Rust Blade
; Full armor, studded leather +2; Wizard scroll, Animate False Ioun Stone (used before battle to “impress” characters); backpack contains 10,500 gold  worth of miscellaneous precious and semi precious gems; Spells: Dispel Light; Grease (cast); Larloch's Minor Drain; Shocking Grasp; Nystul's Blackmote; Scare; Slipperiness; Thunderball; Acid Lash; Flashburst;  Greater Distraction; Lightning Rod; Bestow Curse; Hypothermia; Magic Mirror; Discord; Mummy Rot (x2). A cleverly hidden secret compartment in his backpack (which is also Shadowtrapped) contains several books. One is a Libram of Gainful Conjuration that is Shadowtrapped as well. His spell books are also in this secret compartment and they contain all the spells he has memorized plus the following spells: Fabricate; Sword Of Deception; Emrys' Lightning Spray; Shock Shield; Bestow Curse; Repulse Metal; Discord; Greylock's Gloom; Protection From Good, 10-Foot Radius; Greater Distraction; Galather's Gnostic Chain; Acid Lash; Flashburst; Tenser's Eye Of The Tiger.

21q. Trapped sporebat.

Opening this door and searching this room reveals a short hallway ending in a large 20’ square room. Sitting upon a large block of wood is a large black velvet bag that moves occasionally and a pitiful mewing sound emanates from. Something medium sized flops around in the bag obviously trapped within the confines of the bag. Beside the bag is a glass potion filled with a rose-colored liquid and stoppered with a wax-sealed cork. A white paper label with neat black vertical letters is affixed to the bottle. Beside the potion bottle is a small box the size of playing cards.

Opening the bag reveals an odd-looking medium sized bat with one large eye and large fangs. This is a sporebat and it is hungry and weak, after being caught and placed within the bag and then forgotten. Characters that nurse the sporebat back to health and let it loose after it has regained its strength (1d4 days) should receive 1.5 times the XP award for this sporebat. Mistreating the sporebat causes it to attack.

Sporebat: Intelligence 11-12 Very intelligent; AL N; AC 8; MV 3, Fl 30(B); HD 8; hp 31; THAC0 13; #AT 3; Damage 2d6/2d6/2d6; SA Surprise, Poison eye blast; SD Alertness, immune to heat and fire; SZ M; ML Elite (13-14); XP 7,000.

The label upon the potion says “Potion of Coolness, Protection from Heat.” It radiates magic strongly but resists all attempts to identify it by either spell or item. Powerful magic such as a Limited Wish, Legend Lore, or taking it to a qualified sage (not a quack) reveals that it is a Cursed Potion that when consumed (if the drinker fails his saving throw versus spells at a penalty of –4) Curses the drinker for 1d4 years. This particular curse immediately renders the character an ardent nudist who will throw off all clothing and items and proceed to march around naked regardless of location or current events. Although the character will not wear clothing or items covering his body, he will retain weapons, magical items (minus clothing such as cloaks), and can carry a satchel or bag but not a backpack. Shields no larger than a buckler may be used while the character is under this curse. The character is otherwise unaffected and may continue to adventure but as an ardent nudist. Lifting this curse requires powerful magic such as Limited Wish, Wish, Remove Curse (from a 15th-level or higher caster), or a visit with an even higher-ranking mage or cleric, which may require an expensive deposit of good will. 

The small box contains a set of stiff playing cards each radiating magic. There are 34 (of an assumed 52) cards left and each one reveals heavy use. Placing these cards upon the deck, players’ side up (the side with the numbers, faces and shapes) reveals that they light up when left and immediately adhere to the surface they are placed upon. A command word removes the cards from the wall (if you know it).

21r. Empty Room.

Entering and searching the room at the end of the long hall reveals nothing but a large empty room. As the characters are leaving the room returning down the hallway, they encounter a group of seven minotaurs. These minotaurs are not native to the area, but are fearsome foes and may give the characters pause to consider before attacking them. They are Neutral Evil and although of an evil disposition, will not immediately attack the characters. They all speak Thorass and believe that they stepped through a portal or gate that deposited them into these halls. They have wandered around these halls for a while now and have some partial maps and ideas of some of the areas (determined by the DM). If treated courteously, they may trade some information for useful information. Useful information to the minotaurs may be the location of some of the gates, or location of the Yawning Portal, so that they may exit these ruins.

Minotaurs (6): Intelligence 5-7 Low intelligence; AL NE; AC 6; MV 12; HD 6+3; hp 31, 38, 34, 33, 32, 28; THAC0 13; #AT 2; Damage 2-8/2-8 or 1-4/by weapon type; SA Grapple, charge (4-16); SD +2 bonus on surprise rolls, fearless, immune to maze spells; SZ L; ML Elite (13); XP 1,400; all wield battle axes.

Bas'ohn Minotaur-CBHU male F12/T6 (S 21/0, D 17, C 16, I 9, W 9, Ch 10); AL NE; AC -4; MV 12; hp 54; THAC0 9; XP 4000; Full armor, improved mail +3; Shield, medium +1; Axe, two-handed +4 (specialist); Backpack (contains: Block and tackle; Chalk; Cloak, plain wool; Coarse sugar (per lb); Flint and steel; Gloves, Lead-weighted; Hacksaw, Small; Magnifying glass; Rations, standard (1 week); Rope, silk (50 ft); Saw, small hacksaw blades (x2); Steel etcher; Thieves' picks; Torch (x6); Wineskin (contains a good Calimshan red));Baldric, bandoleer(leather) (holds: Axe, hand/throwing; Dart of Curing
 (x12)); Kausin-Minotaur; Belt pouch, large (contains: Oil of Fiery Burning; Oil, lamp (x4); Potion of Extra-healing (x2); Belt, Adventurers' (holds: Kawanaga; Sword; and Katar-Minotaur); Razor Ring, iron; Ring of Free Action; Ring of Regeneration, Vampiric; Psionics: PSPs: 21; MTHAC0: 15; MAC: 10; Attacks: None; Defenses: None; Wild Talent; Devotions; Double Pain; 7/2; Touch; Individual; 6.

21s. Double buffered secret doors. (5.2.03)
Both secret doors in this area are double buffered preventing a single Knock  spell from unlocking them. Both doors are also trapped with a projectile  needle trap. These needle traps when sprung fire three small needles into the character standing directly in front of the locks, standing to the side avoids the traps, but prevents the successful opening of the complicated locking mechanism. Each trap has enough needles to fire 15 times, and covering each needle is a rare Drow poison called Velkyn Ogglin  ("Invisible Foe" Type: M, Contact, Neurotoxin; Onset: 1d4 minutes; Damage/Result: 20 fail, 5 save). This rare poison is taken from the toxin sacs of the uncommon dakhree fish that swims in certain Underdark lakes. At the time of onset, the poison causes the victim to convulse as the potent substance attacks his nervous system. The victim begins grand mal seizures and suffers spinal damage, his back arching and twisting violently as his body jerks involuntarily. If the poison is not neutralized before it has run it's course, the victim will require a Cure Serious Wounds spell to recover from the nervous system damage; bed rest alone is not sufficient to cure him of the debilitating aftereffects. The double buffering of the locks is tied to the traps and failure to detect the linking of the locks causes the traps to fire their poisoned needles. Double buffering is a complication can be applied to any lock and consists of linking two locks so that both must be turned at the same time to open the lock. This situation imposes a critical problem for the thief, for although there is enough leeway to pick one lock at a time, she needs an assistant to hold each picked lock in place. If this job is delegated to another thief, she need only make a Dexterity check to maintain the torque (or tension) wrench in place while the other lock is picked. However, if no other character with the Open Locks skill is available to assist, the non-thief assistant must make a Dexterity check once every three rounds that the lock is held. Failure to successfully open these locks triggers the trap, the DM should roll 1d4-1 or percentile dice to determine which character gets the needles. There is a 65% chance that the lead thief receives all three needles, but the secondary thief has a 30% chance of getting one needle and a 5% chance of getting all three. If the secondary character is a not a thief, then there is a 85% chance the lead thief gets all three needles, a 5% chance the non-thief gets one, and a 10% chance the non-thief character receives all three needles. 

      
21s1. Triple buffered secret doors. 
       All the secret doors in this area are triple buffered, which came into action as a limited form of defense against magic. Three locks are linked as in double buffering, except they are also self-sealing: Each lock must be unlocked within a few seconds of the other or else the mechanism springs back into the locked position. This means that, unless the lock is struck with three simultaneous Knock spells, the locks re-lock themselves. The problem to a thief is that, unlike double buffering, each lock can be individually picked without knowledge of the locks being linked. The DM can make a secret Detect Noise roll to determine whether the thief hears the click within the lock as it re-locks itself. Once this is determined, the thief's only problem lies is finding a competent assistant. This portion of the hallway also has two traps in the roof triggered by floor plates. The southern trap drops 15 thin glass jars of lamp oil in a 10’ radius centered upon the trap followed immediately by a Potion of Fiery Burning. Damage is 5d10 points to all characters within 10’ of the trap. The northern trap drops a five-gallon deluge of a once very caustic acid, but it has now degenerated into the strength of a strong soap. Characters within 10’ of the trap suffer burning eyes, blurred vision, running noses, and all attacks and dice rolls are at a –2 for 1d4 rounds. Both floor pressure plates are easy to locate and disarm, with a thief receiving a +15% to their success in disarming the trigger. The triggers can also be marked and stepped over, avoiding the traps altogether. 

       
21t. Gate to Tarkhaldale. 
       *The area leading to this gate is covered in an illusion that appears to be a long hallway. Unless the characters realize this, they will inadvertently walk into this gate. * 
This gate deposits travelers into the center of an ancient cavern covered in glowing magical writing. The magical writing slowly fades as the characters stand there a moment. The large open mouth of the cavern to the south reveals that it is near dawn, and the sound of birds can be heard nearby. It is already quite warm, and a fine layer of sand coats the floor of this rocky cavern. Exploring the cavern reveals nothing and the magical writing is beyond any of the characters understanding. Leaving the cave reveals the cave sits on the side of a large hill covered in rocks and large conifer trees. To the south about a mile is a large expanse of desert from which a hot wind blows, bring stinging sand with it. The gate leads to some of the ruins outside Tarkhaldale (also known as Lost Dale)  situated on the borders of the Great Desert Anauroch and is flanked by steeply rising mountains. The region is beset with orc and goblin tribes and there is a particularly good chance that the characters will encounter one or both of these species while exploring the area. (Unfortunately, my players missed this gate and I was so looking forward to this encounter that I used it in another gate. In my campaign, I used a large battle between the characters and an advanced tribe of orcs allied with some rather nasty goblins to introduce the saurials, which came to the aid of the characters. The players were rather impressed with my description of the saurials as they came crashing from the trees and a few tense moments were enjoyed when the players tried to figure if things had gotten worse, and whether they should attack the large lizards. This area in my campaign is also home to some of the smaller predatory dinosaurs like raptors, deinonychus, euparkeria and the early bird-like lizards like compsognathus. There is also a large colony of axe beaks in these woods in my campaign some of them have been “tamed” and are ridden by an advanced tribe of goblins that are at war with the saurials.) 

       
21u. Gate to the Glacier of the White Worm. 
       This gate deposits travelers into the middle of secret room within a ruined keep situated in the middle of a high mountain pass. The ruined keep once protected a lost settlement and completely spans the road. This secret room is large enough to hold the characters and has gone undiscovered for centuries, so the characters can rest to regain spells, and hit points. A kindly DM might put some healing potions or scrolls within this room if the characters are in need of magical healing. If the characters are careful theywill hear gruff voices speaking in a barbarian language (Northern tribes barbarian tongue), a successful hear noise roll also reveals these speakers. The number appears to be about 15 barbarians gathered inside the ruins, around a campfire. These barbarians are from an evil tribe of barbarians that inhabit the wastes around the glacier. They serve the Witch-King of Vaasa, but are not members of the Tribe of the White Worm. These barbarians are from a band that was exiled from the White Worm band when they realized the evilness of the Witch-King and left his service. This band chose to remain loyal to the Witch-King, and continue to serve Zhengyi 
today . They number around 150 fighters, with a total size of around 450 total people, scattered in small groups to prevent detection. 
       (This location gave me a chance to run the TSR adventure “Tantras ”, when the characters left the region after meeting and befriending the White Worm tribe. After helping drive the exiled barbarian band from the glacier area, thwarting a bid by the Witch-King to rise to power again, and dealing with several of the artic nastiest, the characters left the area and traveled into the city of Tantras, giving me an opportunity to use the adventure by the same name. I also got to run the adventure “Ice Elves ” by Role Aides 
and use some of their alternate AD&D 2E ice-related rules such as for sleighs.) 

       
21v. Lost ship and crew. 
       **Characters that pause to investigate this door may notice a priest of 9th-level or higher has blessed the door and that the door bears inscriptions in a strange foreign tongue, with a flowery interlaced script. The language is the magic tongue of Calimshan often mistakenly called Alzhedo, which is actually the spoken language of that region. A priest character that originated from Calimshan or nearby regions, or has obtained knowledge and languages of the area may have a chance to decipher the script 
determined by the DM. The script is very old and faded and may pass unnoticed with a cursory inspection of the door. Using magic such as a Read Languages spell reveals the door is warded against the passage of undead. The door is locked but not trapped.** 
       Opening the locked door reveals a large dark room 40’ long and 20’ wide. In the center of this room is a large rotting wooden galleon with three broken masts, rotting sails, and a fouled anchor trailing upon the deck. Most of her rigging lies scattered upon the stone floor that is also covered with a light dusting of sand. Large holes puncture the corroded copper-covered sides of the vessel and a large tear in her starboard side still contains the rock that might have caused the damage. Her bow bears the shattered icon of a rampant merlion and underneath and to the rear of the merlion along the bow railing is a word in flowery script that you assume to be the name of the vessel. Her fantail and after deckhouse are destroyed; both from an apparent crushing blow and a large fire. A foul stench permeates the room. 
       As the characters begin to inspect the room and the wreck (most of the wreck is unsafe to walk upon and a character that does will fall into the hold) the occupants of this room appear. Stumbling from the midst of the wreck (from the hold) and the after deck house, these creatures look like normal corsairs except that their eyes have an eerie greenish glow in the dark and their nails and teeth are slightly elongated. Their skin is paler than it ought to be, and their clothing shows some signs of wear. A character utilizing a Gem Of Seeing, or while using a True Seeing spell will see the creatures true appearance - rotting corpses. These creatures are amiq rasol, an undead corsair native to the Calimshan region. How they and their miserable wreck got here is unknown. There are 25 of these creatures here, but only eight will appear at first, these are the strongest ones. The weaker ones remain within the hold waiting for the curious or greedy to enter the hold seeking treasure. They can be usually be turned as vampires except in the place of their actual death, which this is so a priest is not going to be able to turn these creatures. 

Amiq Rasol (8): Int. 13-14 Highly intelligent; AL NE; AC 4; MV 19, Swim 9; HD 9; hp 36, 46, 44, 32, 43, 2x39, 28; THAC0 11; #AT 3; Damage 1d4/1d4/1d6; SA Energy Drain, Charm; SD +2 or better to hit, spell immunities; SZ M; ML Elite (13-14); XP 7,000. 

Amiq Rasol (17): Int. 13-14 Highly intelligent; AL NE; AC 4; MV 19, Swim 9; HD 4; hp 32, 26, 24, 22, 13, 5x19, 5x18; THAC0 11; #AT 3; Damage 1d4/1d4/1d6; SA Energy Drain, Charm; SD +2 or better to hit, spell immunities; SZ M; ML Elite (13-14); XP 6,000. 

Amiq rasol attack with claws and teeth; causing 1d4 points of damage with each claw and biting for 1d6. The bite of the amiq rasol also causes the victim to lose one level of experience. As with other undead that use this attack form, the effect reduces the Hit Dice, class bonuses, and spell 
abilities of the victim. A victim drained of all levels dies, but does not become an amiq rasol in turn. Such a victim may be raised or resurrected normally. 
       In addition to their other powers, amiq rasol are able to cast a powerful charm spell (save vs. spell at -2), which they use to entice mortals to them. They can use this ability three times a day. A very few of these creatures are simply neutral rather than neutral evil; these often will use their charm spells to convince mortals to travel to the place of their death, find their remains, and have the proper death rites performed upon them by a priest of 9th level or higher. If this rite is performed, the amiq rasol is freed from its undead existence and released to go on to its afterlife. 
       Amiq rasol can be turned as vampires, except in the actual place of their death, where they cannot be turned at all. They are immune to sleep, charm, hold, and cold-based spells. Only +2 or better weapons can hit them. Holy water inflicts 2d4 points of damage per vial. A Raise Dead spell will slay an amiq rasol permanently, and a Resurrection spell will restore the being to life. If slain by other magics or by weapons, it reconstitutes and forms another body within 24 hours. 

Within the hold of this vessel (along with the 17 weaker amiq rasol) are the following items of treasure: 7,333 unarche; 1,776 kilarche; 3,536 decarche; Crossbow Quarrel, Light +1  (x16); Gem of Brightness (with 50 charges); Morning Star –1 (cursed to appear as +3); a Potion of Poison; a Potion of Protection From Dragon Breath; in a sealed tin scroll case is a Spell scroll Wizard: Steadfast Perception; Delude; Ritual Strength; Know Weight; Whispering Tide; Breath Control. Searching the hold for secret compartments reveals several destroyed secret compartments within the wreck, but three secret compartments are still sealed. Inside these three secret compartments are: 7,971 unarche; 579 kilarche; 6,939 decarche; an Elixir of Madness (appears as a Potion of Super-Heroism); a sealed ivory scroll tube containing an ancient map (validity and contents determined by the DM); a Potion of Polymorph Self; a Ring of Jumping; and a Khopesh +3.

21v1. Meeting the arch shadow. 
**All skeletons within this room are the recipients of Transmute Bone to Steel spells making them unusually tough in battle. Unless a very observant character is stating that he is looking up, there is little chance that the characters are going to spot the arch shadow standing upon the roof utilizing its Slippers of Spider Climbing. I never fully explained the magics of the arch shadow to the players because even the magics of a failed lich are going to be strange and powerful, and since the scenario is designed so that the characters get a difficult battle and not intended to defeat the arch shadow. However, there is always the off chance that some player will roll a miraculous number and instantly kill the arch shadow before it can Teleport Through Shadows away saving itself.** 
Entering this large room reveals a strange dim red light on the floor in the middle of the room. Exploring further reveals that the source of the red light is a small jewel lying on the floor. The jewel radiates magic and evil strongly. If the characters think to look up, they notice that the roof is arched and has a peak height of 18’. Looking up also reveals the arch shadow watching the characters. 
Once the characters have entered the room and are standing around the Extradimensional Jewel  , the arch shadow speaks the command word to recall his undead servants. Immediately the characters find themselves surrounded with undead. Immediately the arch shadow walks down the wall so that he is close enough so that his Ring of Protection +3, 5-foot radius effects some of the undead. When the undead are within 15’ of the arch shadow, they are immune to turning by priests. 

Skeleton (26): Int. 0 Nonintelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 6x2, 5x1, 4, 3x8, 3x3, 4x7, 2x5, 2x6; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells & cold, 1/2 Damage from P & S weapons; SZ M; ML Fearless (20); XP 65. 

Skeleton, Spike (3): Int. 0 Nonintelligent or not ratable; AL N; AC 6; MV 12; HD 3; hp 9, 13, 20; THAC0 18; #AT 1; Damage 1-6 (weapon); SZ M; ML Fearless (20); XP 650. 

Zombie, Common (10): Int. 0 Nonintelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 2x10, 9, 8, 2x11, 13, 12, 14, 7; THAC0 19; #AT 1; Damage 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65. 

Zombie, Ju-ju (4): Int. 5-7 Low intelligence; AL NE; AC 6; MV 9; HD 3+12; hp 30, 3x24; THAC0 15; #AT 1; Damage 3-12; SD Spell immunity, +1 or better weapon to hit, B & P weapons do 1/2 Damage; SZ M; ML Fearless (20); XP 975. 

    Arch-Shadow: Int. 19-20 Supra-genius; AL CE; AC 6; MV 9; HD 8; hp 45; THAC0 13; #AT 1; Damage 1d4+1; SA Spell use, Energy Drain; SD +1 or better to hit; SZ M; ML Fearless (19-20); XP 4,500; Staff of Fury; Backpack: (contains: Bag of Beans; Bag of Holding, 500 lbs. ((contains: four spell books)); 3 cp; 4,149 gp; 4 sp; Paper; Writing ink); Belt: Belt pouch, large: (contains: Lantern, bulls eye; Oil, lamp ((x2)); Scarab of Protection From Turning; Scroll case: (contains: Scroll of Protection from Gas; Spell Scroll, Wizard: Hand Of Dark Might; Brannart's Acidic Grip; Backblast; Chaonomous' Delayed Summoning II; Teleport Through Shadows); Signet ring/personal seal; Wand of Illusion; Knife sheath: Dagger, Eviscerator ; Knife sheath: Knife +2; Bracers of Defense AC 2; Necklace of Missiles; Ring of Blinking; Ring of Protection +3, 5-foot radius; Robe of the Rockseers ; Scarab of Protection; Slippers of Spider Climbing; Spells Memorized: Animal Nonaggresion ; Elevate I (x4); Bonewood; Improved Run (x3); Jherek's Flaming Fist; Backblast; Brannart's Acidic Grip (x2); Chastise; Gate Seal; Cloak of Curses (x3); Shadowstrike; Wizard Eye; Blacklance ; Bone Growth (x2); Call Wind; Fiendform; Anti-magic Shell; Reconstruction; Summon Spider (x2). 
As evil wizards and priests grow older and see their deaths before them, some decide to take their chances with becoming a lich. Most fail and die. The unlucky few that survive the process but fail to achieve lichdom become arch-shadows.  Arch-shadows are undead that resemble ghosts or banshees. They wander the earth: brutal, unforgiving, and nearly maniacal in their quest to attain a secure existence. Although usually disguised, an arch-shadow in its natural form appears as a ghastly silhouette of its original body. Piercing blue-white pinpoints of light serve as eyes, its hair is ebony, and its fingernails have turned blue-black. 
After gazing at an arch-shadow in its true form for 1d4 rounds, another side of this undead becomes apparent. The skin that covers its ghostly body becomes withdrawn and tight, and its blue-white eyes are tinged with crimson. Its face is contorted in pain and agony. Sages have speculated that this was its final appearance before death, but only the arch-shadows know for sure. 
An arch-shadow usually fights to drain energy from powerful creatures in order to achieve demi-shade status. If an arch-shadow is forced into a battle in which it has no chance of furthering this goal, it feigns its own death and awaits another opportunity. 
Each successful attack by an arch-shadow causes 1d4+l points of damage (creatures immune to cold suffer only 1d4 points of damage). By force of will, the arch-shadow can also choose to drain one life energy level from its target, but this reveals its true form. 
Arch-shadows retain the spell casting abilities they had in life; most undead of this sort are of 18th level or higher in casting ability. They can use the same magical items they wielded in life. 
Arch-shadows cannot be destroyed by simple combat, powerful magic, or chance. Their life force is stored in a receptacle, a magical item of moderate to great power that the arch-shadow carefully protects. A magical weapon of +1 or greater enchantment is required to strike the arch-shadow. Upon being reduced to zero hit points the arch-shadow simply dissolves, drawn back to its receptacle. Destroying its receptacle can permanently destroy it. 
Arch-shadows are unaffected by natural sunlight and are immune to sleep, charm, hold, energy drain, enfeeblement, and mental attacks. 
Arch-shadows are especially vulnerable to turning, being turned as wraiths. 

    
21x. Beast of chaos in stasis. 
    Entering this room reveals a pitch-black dark room in which the outline of a huge beast can be seen standing in the center. This room is a bit small for this monstrous creature and the room affords little room for it to move. Upon closer inspection of the creature, you realize that there is a heavy amount of dust upon the creature and large cobwebs underneath and between the legs. The creature radiates magic strongly and an aura of magic can be detected around it. This magic has the properties of the Alteration school of magic and seems to be holding the creature in a state of stasis. Looking closely underneath the huge creature reveals a large web with a huge spider in the center of the web. 
    While the characters are studying the creature, they may notice slight movement underneath the creature, this is where the giant spider has made her lair. She has learned that the underside of the creature makes a great area for a lair and has a large sack of eggs that will hatch soon. As long as the characters leave both the beast of chaos and the spider alone, nothing happens in the room, and they may continue exploring. However, if they attack the spider, there is a good chance that they may break the stasis spell upon the beast of chaos, releasing the huge monster. Touching the beast or casting explosive area spells such as Fireball also has a good chance of releasing the monster. 

    Beast of Chaos: Intelligence 1 Animal intelligence; AL CN; AC 0; MV 18; HD 9; hp 55, 31; THAC0 11; #AT 5; Damage 1d4/1d4/2d8/1d6/1d6; SA Rage; SD Immunities; SZ H; ML Average (8-10); XP 3,000. 

    Spider, Huge: Intelligence 1 Animal intelligence; AL N; AC 6; MV 18; HD 2+2; hp 10; THAC0 19; #AT 1; Damage 1-6; SA Poison, leap; SZ M; ML Average (8); XP 270. 

    
21x1. Goblins. 
    The secret door found within this hall is double buffered and trapped with a blinding gas trap that effects everything within 10’ of the door. Creatures caught within the area of the gas must save versus poison or be blinded for 1d4 rounds. As the characters are standing within this area (and perhaps suffering the effects of the blinding gas), a large force of goblins comes from the east around the corner and attacks. A 9th-level priest of Khurgorbaeyag and a 6th-level priest of Talona lead the goblins. The priest of Khurgorbaeyag (Gurkthok) has his ceremonial whip tied to his belt and uses it only for religious ceremonies. The goblins have already explored the next room and know that it is a dead end and attempt to drive the characters in to that room. 
The two priests lead a large group of goblins in an excursion to acquire more slaves. The two priests remain in the rear of the mass of goblins, letting the others take the brunt of the character’s counterattacks. The priests will throw spells and weapons from the rear but will flee if there is the possibility that the characters will slay all of the goblins (especially the priest of Talona). The priests do not care about the group they lead and if many are killed while searching for new slaves, it thins the ranks, which needed thinning anyway. The goblins are just as disloyal to the two priests and the leader and sub chief may stage a mini-revolt to save their skins from a suicide attack against the characters. 

    Goblin (27): Int. Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 5x2, 3x3, 3x6, 4x8, 4x1, 4x4, 2x7, 2x5; THAC0 20; #AT 1; Damage 1-6 (by weapon); SZ S; ML Average (10); XP 15; javelins, corded; small shields; daggers. 

Goblin (Hybrid) (12): Int. 8-10 Average (human) intelligence; AL CE; AC 4; MV 90; HD 3d10; hp 2x22, 3x17, 5, 2x14, 9, 21, 20, 11; THAC0 0; #AT 2 claws or 1 weapon; Damage 1d6, by weapon; SZ M; ML Unsteady (7); XP 65; short bows; flight arrow, barbed (x27); dagger; short sword. 

Goblin, Leader and assistant (4): Int. Low to Average (5-10); AL LE; AC 5; MV 6; HD 0+7; hp 4x7; THAC0 20; #AT 1; Damage 1-6 (by weapon); SZ S; ML Average (10); XP 15; javelins, corded; daggers; small shields; short sword. One of these goblins has a Potion of Invisibility and another has a Potion of Flying, both will use their potions to flee to save themselves, abandoning the clerics and the rest of the goblins. 

Goblin, Sub chief (4): Int. Low to Average (5-10); AL LE; AC 5; MV 6; HD 0+8; hp 4x8; THAC0 20; #AT 1; Damage 1-8 (battle axe); SZ S; ML Average (10); XP 35; javelins, corded, barbed; dagger; small shield; battle axe. One of these goblins carries a Ring of Protection +1. 

Gurkthok of Khurgorbaeyag Goblin-CBHU male Sh9 Specialty Priest of Khurgorbaeyag; Wolf Rider Kit: (S 13, D 15, C 13, I 12, W 14, Ch 9); AL LE; AC 1; MV 1; hp 24; THAC0 16; XP 2000; Composite short bow (specialist); Backpack: (contains: Dry rations (1 week); Flint and steel; Oil of Sharpness; Sack, large: ((contains: Bottle, glass (x3), empty; Censer (brass); Charcoal; Incense, devotional; Healer's bag; Holy Water, vial (x3); Magnifying glass; scroll case; Paper (x3); Parchment (x3); Quill (x3); Writing ink; Mortar and Pestal, small))); Baldric, bandoleer(leather): (Axe, hand/throwing (x2); Whip); Belt, Adventurers': (Belt pouch, small: Caltrop (x20)); Full Armor, Plate Mail Of Charm ; Good cloth cloak; Scarab of Protection; Shield, small +3; Spells: Bless; Cause Fear; Cause Light Wounds; Cure Light Wounds; Orison; Scribe; Barkskin; Hold Person; Mastery of Weapons; Spiritual Hammer; Cause Blindness or Deafness; Continual Darkness; Dispel Magic; Cause Serious Wounds; Protection From Good, 10' Radius; Cure Critical Wounds. 

Wolf, Blizzard 6 HD (2): Int. 2-4 Semi-intelligent; AL N; AC 3; MV 30; HD 6d12; hp 59; THAC0 14; #AT 3 + special; Damage 1-6/1-6/1-12; SA Frost touch, cone of cold, ice storm; SD See below; SZ L; ML Fearless (20); XP 3,000; In combat the wolves attack with two claws and a savage bite; in addition to normal damage, the wind-wolves' touch chills for 1-4 hp additional damage. They take no damage from slashing and half damage from piercing weapons, as the weapons pass right through the wolf's semi-corporeal body. In addition, non-magical weapons must save vs. magical cold or become brittle, breaking on a roll of 1-3 on 1d20. Any unprotected contacts with a blizzard wolf cause 1-4 hp cold damage. More fearsome still are the pack tactics of the blizzard wolves. Working together, a group of three wolves can create an effect identical to that of a cone of cold, up to three times per day. When backed into a corner, a blizzard wolf may panic (50% chance) and release its most deadly defense. The body of the creature dissolves into nothing and seconds later, an ice storm hits the area. This kills the creature, but since other blizzard wolves are not affected by, it can save a hunting pack by sacrificing one. Barding, Leather (magical, controls the Blizzard Wolf); Quiver, Javelin: Javelin, Barbed ((x10)); Quiver, Javelin: Javelin, Corded (x10); Quiver: Composite short bow, flight arrow (x25); Quiver: Composite short bow, flight arrow (x25). This blizzard wolf since it is being ridden and controlled by the magical barding, will not sacrifice itself but if the characters manage to free it and turn it loose, the wolf departs without attacking and takes the rest of the pack with him without attacking the characters. A gift from Auril through Khurgorbaeyag for his servant, the goblin rides one blizzard wolf while the other runs alongside. 

Grankul Long Tooth, Poisonous Faithful Fang of Talona (Goblin-CBHU male) (Sh6 Fang, Specialty Priest of Talona) (S 16/0, D 15, C 12, I 11, W 14, Ch 7); AL CE; AC -2; MV 4; hp 20; THAC0 18; XP 1400; javelin, barbed; Shortsword +1 (poisoned with type D poison); Akonda; Backpack (contains: Embroidered robe; Fine fur cloak; Grappling hook; Holy item; Hourglass; Javelin (x3); Paper (x5); Piton (x8); Hammer; Rations, iron (2 weeks); Rope, hemp (50 ft); Writing ink (per vial)); Baldric, bandoleer (silk): Mace, footman's; Belt: Belt pouch, large (contains: Candle ((x3)); Flint and steel; scroll case; Oil, lamp ((x3)); Potion of Giant Strength (Hill); Potion of Healing ((x3)); Potion of Magic Resistance; Potion of Speed; Potion of Poison (x3 Type D); Boots, soft; Braise; Full armor, brigandine +2; Gloves; Goblin Shield of the Pomarj +2; Ring of Protection +2; Ring of Protection From Undead; Spells: Call Upon Faith; Courage; Detect Magic; Detect Snares & Pits; Read Language; Barkskin; Draw Upon Holy Might; Poison Touch ; Caltrops; Continual Darkness; PSPs: 14; MTHAC0: 18; MAC: 10; Wild Talent; Devotions; ESP; 6+/3+; Unlimited; Individual; 6. 
If hard pressed in battle, Grankul will drink his Potion of Speed and Potion of Giant Strength (Hill) attempting to either gain enough of an advantage to slay his enemies or flee to save his life. If he feels that he can rally the goblins while under the influence of the potions, he will attempt to do so, chanting to Talona. 

Wolf, Worg (ridden by Grankul): Int. 5-7 Low intelligence; AL NE; AC 6; MV 18; HD 3+3; Barding, Leather; Quiver, Javelin: Javelin, Barbed ((x10)))); Quiver, Javelin: Javelin, Corded (x10). 

Wolf (5): Int. 5-7 Low intelligence; AL N; AC 7; MV 18; HD 3; hp 16, 15, 2x13, 12; THAC0 17; #AT 1; Damage 2-5; SZ S; ML Average (10); XP 120. 

Wolf, Worg (ridden by goblin) (40): Int. 5-7 Low intelligence; AL NE; AC 6; MV 18; HD 3+3; hp 11x18, 8x21, 2x11, 2x17, 3x16, 6x19, 12, 14, 3x20, 15, 2x13; THAC0 17; #AT 1; Damage 2-8; SZ S; ML Steady (11); XP 120. 

    
21y. Idol and shrine of Ninurta. 
    Entering this room reveals a large stone idol of a deity that is not immediately recognizable. The idol is of a large man shown holding a bow and arrow and a sickle sword. The idol is running on the back of a monster with a lion's body and scorpion's tail, which is chasing after a lion monster with a bird's wings, feet and tail. The idol is quite large, and probably quite old guessing from the cracks and moss upon it. The stone is smooth and the artistry that constructed the idol is exquisite, and would fetch a high price among artisans. There are remains of ancient paint upon the idol. Searching the idol reveals nothing, but searching for secret or hidden reveals a secret door in the rear of the idol. This secret door is not locked or trapped and opens easily revealing a small secret compartment within the idol containing an old human skeleton wearing the moldering remains of robes. Searching the inside of the secret compartment reveals a small voice tube over the human skeleton so that the idol would appear to talk. 
     This idol is of Ninurta , the Sumero-Babylonian god of rain, fertility, war, thunderstorms, wells, canals, floods, the plough and the South Wind. How the characters are going to figure this out remains to the DM, but it could eat up quite a bit of time as the characters are going waste several turns attempting to figure this idol out. 
Found underneath the shrine, in a secret compartment (part of the complex itself and not linked with the idol), is a silvery wand (a piece of “Evermagic ) that is currently acting as a Wand of Magic Missiles right now with 36 charges. 

    
21z. A very pedantic wand. 
    Searching this small alcove reveals heavy traffic through the area by numerous types of creatures. Searching the floor reveals the usual debris left by those of the adventuring trade; iron ration wrappers (various cities), empty tin lamp oil flasks (several still useable), broken glass vials (various potions, cities, and makers), and burnt out torch stubs. Searching carefully reveals a small secret compartment in the floor. The compartment is trapped with a mechanical-magical Lightning Bolt trap cast at 9th-level. A mage must cast Dispel Magic successfully upon the trap or it must be discharged harmlessly elsewhere. After dealing with the trap, the secret compartment can be opened easily revealing a small cloth bundle about one foot long. The cloth is ermine, probably once a deep red color, but now it is quite rotten and moldy. Removing the bundle and opening it reveals a red wooden wand decorated with flaming arrows. Casting Detect Magic upon the wand reveals that it is very magical and searching the wand reveals its command word “emolliate.” The Wand of Homing Fireballs  shoots an ordinary Fireball; except that detonation is delayed, 2d4 rounds and it will home on whatever target the user names. Range 60 yards, movement rate 8. If the Fireball cannot find a target that fits the name, the user gave (and it is very pedantic), it returns to the user for further instructions but still explodes at the end of the 2d4 rounds, wherever that is and cannot be deactivated. The wand has 16 charges, can be recharged by a mage of 16th-level or higher, and can hold a maximum of 30 charges. 

    
22a. Ruined designs. 
    Entering this large square room reveals a high-domed ceiling that once had a beautiful mosaic upon it. Littering the bare stone floor are numerous shattered pieces of tile in numerous colors. The floor, once covered in some sort of tile has been stripped leaving the outline in the mortar where the tiles once lay. In the city above, there has always been the urban legend of shady merchants adventuring into the depths of Undermountain to retrieve furniture and home fixtures to sell. There is no way to tell what the room once looked like before it was stripped. 

    
22b. Stairs on the northern wall. 
    **In my campaign, the characters entered this room from the southern entrance; adjust the description to fit your campaign. As the characters near this room, the overpowering stench of death and decay permeate the air.** 
Entering this room reveals a set of stairs going up on the northern wall. Lying scattered around the base of the stone stairs and scattered around the room are quite a few dead orcs. These orcs have been dead for some time, and have been both stripped and feasted upon by the various denizens of these halls. The injuries that lead to death are evident upon some of the orcs, but others do not have any tell tale marks that would indicate death. All told, there are 48 dead orcs within this room. In the center of the room is a large pile of ashes where a great fire was made. Using various pole arms and large weapons wrapped with the remains of various suits of mail, a great spit hangs from a hastily crafted frame over the cold ashes. Hanging from this great spit is the skeleton of a large horse very well picked clean of any meat. Now a nest of swarming flies, the carcass of the horse was roasted over the fire and then great chunks of the horse were either bit off or carved off with some tool that was quite dull. 
Searching the room reveals little of worth but a blood trail is discovered on the floor leading to a dark corner where a dying orc is discovered. His injuries are beyond the help of all but the most potent magics, and will soon die unless he receives help soon. (Killing the orog reveals nothing and the characters will loose a valuable hint, letting them know that the next few rooms are populated with a tribe of advanced hill giants. He speaks heavily accented common, marred by both his injuries and his large tusks, which are capped with gold inset with small gems. He appears middle aged for an orc and from his armor and bearings, you guess him to be a fighter of some skill. His name is Sulver Bone Gnasher, and he is an orog from the Bald Bloody Hill tribe near the Trollmoors. He and several of his companions (all orogs) entered these famous halls hoping to gain fame and fortune but ran into a bunch of tough hill giants that occupy the area just to the north. These hill giants cohabitate with some ettins, and they have the area fortified against attack. In the next room hidden and sheltered behind two columns of either side is a pair of ettins that man a pair large of ballistae. They also have a large amount of rocks and spears to throw and a few kegs of oil and some torches handy. 
Healing the orog rewards the characters with some, experience points but also a temporary friend. Sulver worships Vaprak, and is Lawful Evil, so he will not be a life-long friend of the characters, and may even betray them later if it would benefit him. For now, though he is content to work with the characters and attempt to clean out the giants in the next few rooms. Treat Sulver as a 6th-level fighter with average statistics and with whatever weapons the characters can loan him. He is proficient in the long and broadsword, dagger, and hooked spear. He is also specialized in the use of shields and receives an extra +1 bonus to his AC because of his skill at using a shield (this is an alternate rule used in my campaign and may not apply to yours). 

                  22c. The mad dash. 
**In my campaign, the characters armed with the knowledge of the giants in the next room decided to step to the side and enter this room next, hoping to use the hallway here as cover against the ballistae. Unfortunately, for them, this room has a locked and trapped door, which delayed their entry. While the thief was attempting to figure the trap, the characters were spotted by the guard ettins who raised the alarm. After dealing with the lock and trap the characters opened the door and dashed within the room only to discover that this room is not much better.** 
The door to this room is a Wraith Door that each time a character touches it; the door has the same effects as the touch of a wraith. A priest may pause or destroy this attack by either turning or destroying the wraith that is trapped inside this door. Inspecting the door reveals that the door has not opened in some time, and the door is too small for the giants that are supposed to be in the area to use. The door is also locked but the lock on this door is triple buffered. 
Unfortunately, this room is the lair of a guardian naga name Nightshade Darkdeath and she has guarded a small horde for several centuries. Since her door is rarely opened, she is rarely disturbed but still enjoys the occasion company that calls for supper. 

Nightshade Darkdeath, Naga, Guardian 12 HD: Int. 15-16 Exceptionally intelligent; AL LE; AC 3; MV 15; HD 12; hp 90; THAC0 9; #AT 2; Damage 1-6/2-8; SA spit poison (30', save or die); SD spells as 6th-level priest; SZ H; ML Champion (15); XP 7,000; Earring of Protection +3; Tiara of ESP; Spells: Cause Fear; Contaminate Water; Curse; Detect Magic; Snake Charm (of Sseth); Cause Moderate Wounds; Hold Person; Protection From Orisons; Resist Acid and Corrosion; Silence, 15-foot Radius; Life Drain; Resist Injury ; Potion of Healing (x3); Spell Scroll, Priest: Protection From Good, 10' Radius (cast); Trip; Whirlwind; Wind Column; Word of Recall; Zone of Sweet Air; Spell Scroll, Priest: Putrefy Food and Drink; Read Language; Regenerate Light Wounds; Repair Injury; Resist Injury (cast); Life Drain. 

Found within the room are: Warhammer +1; Shield, Body +1; Full Armor, Plate Mail (not magical but of exceeding fine craftsmanship and ready for enchantment); Volhon's Magic Tomes ; Wine of Eternity ; Potion of Giant Control (Stone); 7,641 gp; 2,045 gp in miscellaneous gems and pieces of artwork. 
Depending upon the campaign and the DM, there could be an exit from this room towards the surface that the naga used to hunt during those long centuries when no one stumbled upon her lair. Of course this would be a narrow tunnel through the rock and would prove difficult for the characters to climb but not impossible. The exit could be somewhere the naga would feel comfortable hunting, such as the City of the Dead, or the exit could be under the docks within some rocks or under water within the Dock Ward. 

22c1. Gate to Durrag-Dol . 
Discovering this secret door is difficult (my players missed it), and a thief or elf searching for secret or hidden doors suffers a –2 to his chances to detect it. The door is very cleverly hidden but not trapped. Opening the door reveals a short passage 10’ long that dead-ends. Upon the end of the passage a strange symbol painted upon the wall looks like this: (I would have used the picture of the skaven rune from White Dwarf #134, February 1991 on page #30.) I intended to use the dungeon complex of Durrag-Dol from the same issue of the magazine and replace the skaven with wererats. I planned to place Durrag-Dol in the Spine of the World somewhere but never got around to it since my players missed this gate. 

 
22d. “Ettin” guards. 
If the characters are forewarned or lucky, enough to have discovered this area is guarded by two ettins utilizing the cover of the columns to the left and right as protection. Between the columns is a pile of debris forming a bulwark from behind which the two ettins handle large ballista. Each ettin has 24 bolts for the ballista and is very proficient with the large weapon. Beside each ettin is a large pile of loose rocks that the giants can hurl at the characters. If the characters have alerted the ettins by dashing into room #22c, the ettin will have alerted the remainder of the giants who will prepare for the characters attack. 
Actually the two giants are really three, and they are not ettins, but are three Fhoimorien under an Illusion to appear as ettins. If the characters have some experience with giants, depending on past adventures or experiences, then the character may realize that ettins are usually quite stupid and handling a complex weapon like a ballista would usually be beyond their abilities. The Warlock remains in the rear of the group sheltered by the columns. 

Giant, Fhoimorien (2): Intelligence 8-10 Average (human) intelligence; AL NE; AC 3; MV 9; HD 13+3; hp 71, 74; THAC0 9; #AT 1; Damage weapon x2 or 2d4 (fist); SA Hurl rocks; +8 melee damage; SD Surprised only on a 1; gaseous form; SZ H; ML Elite (13-14); XP 6,000; each carries a large mace and a medium shield lies on the ground beside them. 

Giant, Fhoimorien, Warlock: Intelligence 8-10 Average (human) intelligence; AL NE; AC 3; MV 9; HD 13+3; hp 79; THAC0 9; #AT 1; Damage weapon x2 or 2d4 (fist); SA Hurl rocks; +8 melee damage; spells (warlock); SD Surprised only on a 1; gaseous form; SZ H; ML Elite (13-14); XP 9,000; Spells: Abi-Dalzim's Horrid Wilting; Witch's Death Spell ; Witchweed ; Withering Palm ; Xanezibar's Minor Frostmantle (cast at the start of melee, lowers AC by two); Magic Disk ; Acid Bolt; Burning Hands; Cone of Cold; Dancing Shield; Whispering Wind (cast if the giants were alerted); Witch's ESP  (cast); Staff of Striking; footman’s mace. 

22e. Giant enclave. 
Entering this huge complex reveals a dimly lit foyer to a massive hallway. Six huge stone columns, three on either side of the room are covered in runs and pictographs so ancient that several have disappeared. The roof overhead disappears into the gloom and is lost to your sight. 
Having not alerted the giants, the area around the entrance to this hall is protected by an 8th-level Wyvern Watch spell cast by the priest of Hiatea, Jamkol. Even if the giants are alerted, the area is still protected by this spell. 
If the characters have alerted the giants to their presence, then an ambush has been prepared in this location for them. Otherwise, there are a few firbolgs, ettins and hill giants lounging in this area acting as guards. Unless the characters are unusually observant, they fail to notice that the last column to the west is missing its top and has been replaced with an artful guard post. Ticalittis is supposed to be within this guard post, where he is sheltered from attack by the walls of the post but he will be on the ground playing dice (with biased dice) with three of the ettins if the characters have not alerted the giants. If caught on the ground playing dice, Ticalittis runs for the wire-reinforced rope hanging down the far side of the giant column and climbs the 70’ into the guard post where a bronze gong hangs. Ticalittis will ring the gong alerting the rest of the giants of the characters attack. The hill giants are actually within the hall of the fire giant king and will arrive the round following the ringing of the gong. 
Within the concealed guard post on top of the column, Ticalittis has prepared several piles of weapons ready to repel invaders. Lacking any recent attacks, and barring the occasional visit from trading Drow or Illithids, there has been little to excite this retired adventurer. Within the guard post, Ticalittis has an un-obscured area of fire for his crossbow, heavy, Over/Under with 40 prepared heavy bolts. Beside the crossbow lie a bundle of five spears, a bundle of ten long spears, and a bundle of ten verutum , and his body shield used to further reduce his profile. His folding grappling hook and wire wrapped hemp rope allow him access to the column top and at the base of his column is his two-handed battle-axe. A bag of marbles (30), a wooden box of Greek fire flasks (4), and a half box of lamp oil flasks (3) complete his provisions on top the column. 
Kerdaan is a thief and will attempt to use his thief skills and his Ring of Invisibility to sneak behind the adventurers delivering a back stab or attacking from the rear with his seax. He possess a Ring of Mind Shielding but does not realize it, he just thinks it is a pretty, large gold ring that he found. 
Jamkol if the characters have not alerted the giants will be observing the dice game and talking quietly with the other firbolgs. His shield is strapped upon his back, and his bow is lying propped against the stone columns on the east side of the room. If the giants have been alerted, he will be within the columns to the east kneeling behind his Medium Shield +2 with one sheaf arrow knocked and another in his fingers allowing him a follow up shot in half the normal time it would take. Beside him lie a bundle of 10 barbed javelins coated with a toxin that does an additional 3d8 points of damage if the target fails their saving throw versus poison. He prefers not to enter in melee and will retreat to continue to use his bow even firing into melee. If Jamkol survives into the next room, and enters the battle for the fire giant king and the king summons the red dragon, Jamkol will use his Scroll of Protection from Dragon Breath knowing that the fire giant king and his kind are immune to fire whereas he is not. 

Giant, Ettin (12): Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 12; HD 10; hp 55, 56, 2x45, 52, 2x51, 42, 47, 35, 33, 41; THAC0 10; #AT 2; Damage 1-10/2-12 or by weapon; SD surprised only on a 1; SZ H; ML Elite (14); XP 3,000. 

Giant, Firbolgs (4): Intelligence Average to Genius (8-18); AL LE; AC 2; MV 15; HD 13+7; hp 2x66, 71, 73; THAC0 9; #AT 1; Damage 1-10 + 7 or weapon (double normal damage +7); SA magic powers; SD bat or catch missiles; SZ L; ML Champion (16); XP 8,000. 

Jamkol of Hiatea Giant, Firbolg male Sh8 (S 18/90, D 17, C 16, I 17, W 17, Ch 9); AL LE; AC -4; MV 12; hp 64; THAC0 16; XP 2000; Long bow of Strength (18(76-90)); Baldric, bandoleer (leather); Belt pouch, small: Scroll of Protection from Dragon Breath; Quiver: Long bow, sheaf arrow (x24); Belt, leather, baldric, secret pouch ; Belt pouch, large: Potion of Extra Healing, Potion of Quickness; Quiver: Long bow, sheaf arrow (x24); Boots, soft; Breeches; Brooch of Shielding (53 points left); Full armor, leather +2; Holy item; Knife sheath: Dagger of Doomwarding ; Knife sheath: Knife, stone (flint); Necklace of Prayer Beads (6); Beads of Blessing (x2); Beads of Curing (x2); Bead of Karma; Bead of Wind Walking; Spells: Call Upon Faith; Degenerate Light Wounds; Entangle; Spectral Senses; Sunscorch; Cause Moderate Wounds; Chill Metal; Draw Upon Holy Might; Flame Blade; Wyvern Watch (cast); Call Lightning; Continual Darkness; Hold Undead; Lion's Claws; Cause Serious Wounds; Meteors. 

Giant, Hill (6): Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 12; HD 12+2; hp 51, 2x50, 57, 65, 66; THAC0 9; #AT 1; Damage 1-6 or by weapon (2-12 + 7); SA Hurl rocks (2d8); SZ H; ML Elite (13-14); XP 3,000. 

Heronckus of Grolantor Giant, Ettin male Sh6: (S 19, D 13, C 18, I 10, W 12, Ch 10); AL LE; AC -1; MV 12; hp 48; THAC0 18; XP 975; Club, great; Baldric, bandoleer (leather); Bag of Bones (used if the battle goes against the giants, crumbles into dust); Belt; Bag of Beans (tosses these for 5d4 points of damage, there are 8 beans in the bag); Belt pouch, large: caltrops (30, poisoned with a sleep poison); Belt pouch, large: Potion of Healing (x2); Dagger, katar (x2); Buckle, ornamental; Full armor, light scale; Ring of Protection +2; Shield, large; Spells: Call Upon Faith; Cure Light Wounds; Darkness; Cause Moderate Wounds; Draw Upon Holy Might; Spiritual Hammer; Continual Darkness; Summon Insects. 

Kerdaan Giant, Ettin male T3 (S 19, D 14, C 13, I 6, W 11, Ch 10); AL LE; AC -3; MV 12; hp 27; THAC0 19; XP 120; Sword, Seax, long; Amulet of Proof Against Detection and Location; Backpack: Flint and steel; Rations, standard (1 week); Thieves' picks; Baldric, bandoleer (leather); Belt: Belt pouch, large: Potion of Healing (x3); Knife sheath: Dagger; Breeches; Buckle, common; Full armor, banded mail +4; Helmet, cap (AC 6); Ring of Invisibility; Ring of Mind Shielding; Shield, large; Hide in shadows: 35%; Move silently: 25%. 

Ticalittis Giant, Ettin male F6 (S 19, D 15, C 12, I 10, W 9, Ch 14); AL LE; AC -3; MV 12; hp 29; THAC0 15; XP 420; Baldric, bandoleer (leather); Belt: Belt pouch, large: Potion of Healing (x3); Potion of Extra-Healing (x2); Belt pouch, large: Oil, Greek fire (x2); Signal whistle; Cloak Of Protection; Composite armor, three-quarter plate; Doublet (a violent green with bloody red stripes); Helmet, open-faced (AC 4); Scabbard, hanger, baldric: Sword, broad. 

22f. The Hall of the Fire Giant King. 
Entering this massively, enormous area reveals that it is filled with all manner of giants. By now the characters have alerted the giants to their presence and they have amassed their forces. A huge iron throne upon which reclines a monstrous giant with coal-black skin, red hair wearing plate mail armor dominates the enormous hall. A huge bastard sword leans against the right side of the throne, and a pair of large red lizards bearing polearms are curled at his feet. To the right side of the throne are four gaunt giant mastiffs, with flaming eyes and smoke pouring from their mouths. At the foot of the iron throne is a giant murky pool of water whose stone border bears ancient runes. Amassed around the pool and the sides of the room to either side of the throne is a sweltering mass of giant kin mostly of the same species as the reclining giant. Several giant trolls, shamble through the mass, slavering at the adventurers. 
If the battle between the giants and the characters goes against the giants, the fire giant king Mustairsiriyah summons his young adult fire dragon Bophuthasuvana who appears through the magic pool in to the room. Bophu immediately releases his breath weapon not caring if he smokes any other creatures other than the fire giants. At the same time if the fire giant shaman, Estetu still survives, he will use his remaining Wish upon his Ring of Wishes (which will then crumble into dust) and summon a greater 14HD fire elemental to attack the characters. 

Mustairsiriyah: Giant, Fire, King (Intelligence Low to Average (5-10); AL LE; AC -3 (Magic plate mail); MV 12; HD 15+5; hp 168; THAC0 5; #AT 1; Damage 1-8 or by weapon (2-20 + 12); SA Hurling rocks 2d10; SD Resistant to fire; SZ H; ML Champion (15-16); XP 9,000; +2 two-handed mithril longsword (“Fang of the Long Sleep ” a dwarven relic that renders a stunning blow to victims that fail a saving throw versus magic. Victims that fail their saving throw are stunned for 1d8 rounds. Fang of the Long Sleep will resize itself for each wielder, but any dwarf will recognize the weapon as dwarf-made and will either desire the weapon or demand its return to an appropriate dwarf clan.) 

Giant, Fire (20): Intelligence Low to Average (5-10); AL LE; AC -1; MV 12; HD 15+5; hp 80, 80, 80, 80, 63, 75, 77, 83, 83, 71, 88, 76, 68, 86, 60, 82, 73, 73, 81, 89; THAC0 5; #AT 1; Damage 1-8 or by weapon (2-20 + 10); SA Hurling rocks for 2d10; SD Resistant to fire; SZ H; ML Champion (15-16); XP 8,000; all have two-handed broad swords and magical armor that corrodes into dust when the giant is slain. 

Estetu: Giant, Fire, M4 (Intelligence Low to Average (5-10); AL LE; AC -1; MV 12; HD 15+5; hp 160; THAC0 5; #AT 1; Damage 1-8 or by weapon (2-20 + 10); SA spells; SD Resistant to fire; SZ H; ML Champion (15-16); XP 11,000; Ring of Wishes (one Wish left); two-handed broadsword; Ring of the Unseen Hand ; Spells: Magic Missile; Fireball; Burning Hands; Finger of Flame; Melph’s Acid Bolt. The Ring of the Unseen Hand is a large opal stone set in a setting of gold and allows the wearer to cast Telekinesis at will. 

Hell Hound 7HD (4): Intelligence 5-7 Low intelligence; AL LE; AC 4; MV 12; HD 7; hp 56; THAC0 13; #AT 1; Damage 1-10; SA breathe fire (1 pt damage per hell hound HD); SD immune to fire, see hidden or invisible creatures 50% of time, -5 penalty to victims' surprise rolls; SZ M; ML Fanatic (17-18); XP 1,400. 

Elemental, Fire Kin, Salamander (2): Intelligence 13-14 Highly intelligent; AL CE; AC 5 (Head and upper body), 3 (Lower body); MV 9; HD 7+7; hp 112; THAC0 13; #AT 2; Damage 2-12 constriction plus spear 1-6; SA Each successful attack adds 1-6 heat damages; SD +1 weapon or better to hit, immune to sleep, charm, and hold; SZ M; ML Elite (13); XP 2,000. 

Troll, Giant (8): Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 12; HD 8; hp 64; THAC0 13; #AT 1; Damage club (2d6+7); SD Regeneration (2hp/rnd except fire Damage), takes at least 10 pts fire Damage to kill; SZ L; ML Fanatic (17-18); XP 1,400. 

Bophuthasuvana: Dragon, Red, young adult Intelligence 15-16 Exceptionally intelligent; AL CE; AC -4; MV 9, Fl 30(C); HD 16; hp 128; THAC0 5; #AT 3; Damage 1-10/1-10/3-30 (+5 Damage); SA Breath weapon 1/3 rounds (10d10+5), 2 level 1 wizard spells; SD Fear 15 yd radius (+3 save), MR 30%; SZ G; ML Fanatic (17-18); XP 14,000; Spells: Razor Sleet; Creeping Doom; Aging Wind; Wall of Stone. 

Elemental, Greater Fire 14HD: Intelligence 8-10 Average (human) intelligence; AL N; AC 1; MV 12; HD 14; hp 112; THAC0 7; #AT 1; Damage 4d10; SA Engulf; SD +3 or better to hit; SZ H; ML Champion (15-16); XP 10,000. 

Characters searching the room discover: 345 cp; 8,917 gp; 299 sp; a Potion of Poison (mislabeled as a Potion of Extra-Healing); a Potion of Rainbow Hues; Spell Scroll, Priest: Deceive Prying (Drow ); Seek; Stonefire; Sylvan Form; Spell Scroll, Wizard: Release Weapon ; Spell Scroll, Wizard: Acid Lash ; Ball Of Lightning ; Spell Scroll, Wizard: Foothold ; Frostfire . While the characters study this area, there is a slight chance that a contingent of Drow alerted by the sounds of battle may come to investigate, and discover the characters. Always looking new slaves or fresh meat for the sacrifice either altar or pets, the Drow attack. In addition, while the characters study the area there is good chance that they discover that this is part of an ancient dwarven settlement. 

22g. The high goodie. 
Entering this room reveals a long room 50’ long by 20’ wide with a sharply peaked roof 80’ high. The room is an apparent dead end and from the debris scattered through it, one that is frequently occupied. Searching the room reveals little of worth on the floor, old iron ration wrappers (various cities and manufacturers), empty lamp oil flasks, and a few burnt out torch stubs. (If the players are stumped on how to get the bag from the hook, you can have numerous shattered arrows within the room as a hint.) One thing that is apparent almost immediately when the characters enter the Western 2/3 of the room is that the room has a permanent magical dead area surrounding that part of the room. Any magical device, or item within that area immediately ceases to function until removed from the area of effect. (Alternately depending upon your campaign, any magic users that enter this area immediately loose all memorized spells.) Carefully searching the area within the magical dead area reveals that the walls are as smooth as glass and in the center of the 80’; high peak is an iron hook with a small leather bag suspended from it. Because of the angle of the walls shooting an arrow directly underneath the object to knock, it off the hook is the only solution. (If you come up with another solution, let me know.) Since the object within the bag is fragile and made of glass a character must be ready to catch the bag as it falls (there is a 40% chance that the arrow will also smash the glass object within the bag, unless a padded arrow is used) or it will shatter upon the floor. (This happened to my characters.) Inside the bag is a Potion of Boon, which when drank allows the character to either raise himself immediately to the next level of experience, or reverse any occurrence within the last 24 hours (depending upon the DM.) 

 
22h. Empty room. 
Although apparently heavily traveled, this room is currently empty. The usual adventurer litter and graffiti decorates this room. If the DM so desires some of this graffiti can be of actual worth to the adventurers. 

 
22i. Backwards statue or curiosity kills, Peaches. 
Entering this room reveals a large stone statue of a fighter facing the wall. The statue’s right arm is outstretched and the right index finger is extended pointing to a dimly flashing “button” upon the wall. (A kindly DM might mention the acrid smell of smoke within the room and that the walls are flame scorched, even if the players do not ask or explore the room before touching the gem.) Casting a Detect Magic spell within the room reveals that the “button” is very magical but the statue is mundane stone. Casting Identify reveals that the button is actually a Gem Bomb containing a 12th-level Fireball spell, touching the gem releases the spell centered upon the statue. After the spell is released, maniacal laughter is heard echoing through the halls. Of course, the loud flaming explosion just might attract the attention of some wandering monsters. 

 
22j. Gate to the Tower of 100 Gargoyles. 
This gate deposits characters into an abandoned circular stone tower with five levels somewhere in the Sea of Fallen Stars. They arrive within the top story in a room with a large open window facing east. Looking outside the window and down, they discover that this tower is covered on the outside by 100 stone gargoyles of unusual size and ferocity. As long as the characters remain within the room, the gargoyles do not attack, but any attempt to leave triggers a violent attack by the gargoyles. Any destroyed gargoyles are replaced after 1d4 turns. Searching the tower reveals it is abandoned and many items are destroyed such as furniture and other common household items. Several skeletons of other adventurers are discovered in various rooms within the tower, most seem to have starved to death. No food or water is discovered within the tower. 
Searching the tower for secret rooms reveals a couple in the center of the tower where a few minor magical items are discovered, but nothing that prevents starvation or dehydration, maybe some nice things for when the characters leave this tower. A careful search of the bottom level (the basement) reveals a secret room that when opened is guarded by a clay golem that asks an ancient riddle. After dealing with the golem, the characters discover a large tome, and a large stone pedestal with a large gem floating in a magical light. Lying in the center of the room on the floor is a large magical folding long ship. Removing the gem from the light destroys the gargoyles outside, and the tower begins to sink into the ocean (my tribute to the Conan the Destroyer movie). The characters will barely reach the surface in time and hopefully, figure out the command words for the long ship before the tower sinks below the waves. Studying the tome reveals that it is a spell book for an earth mage, and has the command words for the magical folding long ship. The gem is from the Elemental Plane of Earth, and is very rare on the Prime Material Plane. 

 
22k. Secret Room. 
Discovering this door reveals a strange riddle upon it “Megitrimi Non Carborundum.” Speaking the answer to the riddle aloud causes the door to swing open. 
Opening the door reveals a large room with a single tome lying upon a plain stone pedestal. The tome is constructed of green dragon hide with gold fittings and pages of vellum. Casting a Detect Magic spell within the room reveals that the tome is very magical. Protecting this tome is a tome guardian that attacks any character attempting to open the tome. 

Elemental, Fire Kin, Tome Guardian: Intelligence 8-10 Average (human) intelligence; AL N; AC 2; MV 12; HD 4+4; hp 96; THAC0 17; #AT 1; Damage 1d4; SA Fireburst; SD Spell immunities, healed by fire; SZ T; ML Elite (13-14); XP 3,000. 

This tome is a Tome of Analysis , and effects mages only, other types of characters observe the pages as blank. The tome grants the reader the ability to cast Legend Lore at will and gives the reader a permanent +2 bonus to any saving throw versus magic. This tome is a much sought after item by sages who will pay a premium price for a copy of the tome. After the character has read the tome, repeated readings have no effect. 

28e. The old corral. 
Entering this very large damp room reveals a 12’ high roof discolored by smoke. Two large dilapidated wooden horse paddocks are on the northern and southern halves of the room and it appears that successive groups of adventurers have been taking the wood for their campfires. A large fire pit overflowing with cold gray ashes lies against the eastern wall. Within the two paddocks are a few horse and human skeletons very picked over and very dead. 
Searching the room reveals nothing of interest. Digging in the fire pit to the rock bottom and searching for hidden or secret things reveals a small secret compartment. Opening the secret compartment reveals a rotting leather bag containing 24 cp, 13 ceramic bits, and a large flawless natural opal. 

 
28f. Another apparent empty room. 
Entering this large dark room reveals little other than it appears to be empty. A cursory search of the room reveals little more than the usual adventurer litter, and some uninspiring graffiti. The roof is of some interest, being sharply peaked with a height of 17’. Although there is nothing there now, apparently something once hanged from the center of the peak from a rusty iron ring there. Searching the peak of the room reveals a rusty iron ring set securely in the roof. Some of the notes of graffiti are: “Fourth door to the left, avoid,” “Don’t hand-feed subterranean lizards,” and “Beware of large sharp teeth for they can cause grave bodily harm which could lead to death.” 

 
28f1. The lost amulet. 
Searching the secret door to this hidden room reveals that it is trapped with a compression trap that pours something onto the person opening the door. Disarming the trap or setting it off reveals nothing about the trap because the trap is empty and whatever material it had is long gone. The door is locked and picking the lock allows the door to be opened revealing a short narrow space dripping with green slime colonies. There is a 45% chance that the person opening the door will get some of the green slime on them. Towards the back of the secret room is a rotting mass of wood, leather, bone, and bits of metal, the remains of an adventurer that probably got sprayed with green slime and died in this space, his body and organic materials feeding the colonies. 

Green Slime (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 2; hp 9, 10, 2; THAC0 19; #AT 0; Damage Nil; SA Attaches to living flesh, victim becomes green slime in 1d4 rounds; SD Invulnerable except to cure disease (and scraping); SZ S; ML Average (10); XP 65. 

Within the rotting mass on the floor are 13 gold, 2 electrum, a flask with a red wax-sealed top, and a platinum amulet with a large rich green thuparlial stone set in the center dangling from a long steel chain. Mixed in the morass of rotting materials are what were once spell books, magical components and other odd items that leads to the conclusion that the deceased was probably a mage or other type of magic-wielding person. The flask when opened contains a small amount of a beer known as Iriaeboran North Brew, a dark heavy beer from Iriaebor. The amulet radiates magic strongly and if donned benefits a mage only. When worn by a mage, the Amulet of Turug-Chuok  grants the mage two additional memorized spells per day from the Abjuration and Conjuring schools as well as giving a bonus +1 to all save versus spells. 

 
28g. The smashed sarcophagus. 
Entering this large dark room reveals little more than a high roof (22’), a great echo, and a smashed stone sarcophagus on a stone dais in the northeastern corner of the room. Scattered around the stone dais on the floor are bits of bone and cloth, perhaps the remnants of the body the sarcophagus once held. 
Casting spells that detect evil or undead detects the shade waiting to attack the first character to get greedy and search the sarcophagus. If no character decides to violate the sarcophagus, the shade will not attack. 

Shadow: Intelligence 5-7Low intelligence; AL NE; AC 7; MV 12; HD 3+3; hp 18; THAC0 17; #AT 1; Damage 2-5 + special; SA Strength drain; SD +1 or better weapon to hit; SZ M; ML Fearless (20); XP 420. 

Searching the sarcophagus reveals little other than rotting funerary material, and a few stray bits of bones. Within a secret compartment in the side a few scraps of leather are found, they might have once been a purse or something. 

 
28g1. The stash. 
Discovering this secret door and searching it reveals that it is trapped with a poisoned kissing maiden that drops from a hidden recess in the roof slamming into the character in front of the door doing 3d8 points of damage. The character struck by the kissing maiden must also successfully save versus poison of become so nauseous for 1d4 rounds that all ability scores are effectively halved and the character can hardly function. Luckily for the character, the toxin upon the kissing maiden has lost its effectiveness over time. 
Opening the door reveals a small room 10’ wide and 20’ long that contains a small wooden chest. Inspecting the chest reveals that it is locked but the chest is not trapped. After picking the lock, opening the chest reveals a few coins and a thick leather belt with a fancy silver and gold belt buckle in the form of a grotesque monster. The chest contains 13 gold, 4 silver, and a 15 gold piece trade bar from Luskan (worth 5 gold every where else). The belt is very magical and is a Janik’s Belt of the Living Change . This belt, when worn by a mage character, allows the mage to cast either Growth, Shrink or Shape Change  upon themselves three times per day.

 
28h. Ruined rich room. 
Entering into this large room reveals that it has been recently trashed. Once-rich tapestries and rugs covered the floors and walls of this room. The rugs and tapestries are now shredded and befouled with excrement. A couple of smashed wooden tables and stools in the center of the room are so ruined that they are little good now except for firewood. 

 
28h1. The secret bathroom. 
Entering this secret room reveals it to be a secret bathroom once probably for the person that had the room. There is nothing within the room that is of interest. 

 
28i. Dino on the loose. 
(As the characters near this room, they can smell fresh smoke in the air. They may also notice that the ceiling is 12’ high in the area and within the next room.) 
Approaching the door to this room reveals it to be a smoking pile of rubble on the floor. The walls, floor and ceiling are all flame scorched. The direction of the blast was from the inside of the room out blowing open the door. A faint amount of heat still emanates from the ruined door and blackened stone (2-3 hours old). The remains of the door radiate magic faintly, like the door had been imbued with magic, not had magic cast upon it. The inside of the room walls are scorched with flame. 
Within the room are a few dead lizardmen, orcs, a few pack mules, and what you’d guess to be the remains of some adventurers. Standing over the remains having a snack on the choicest portions is a large carnivorous bi-pedal lizard. The left flank of the large snacking lizard is flame-scorched evidence that it was in the room. 

Trollasaurus: Intelligence: 3-5; AC 5; HD 8+3; hp 54; THAC0 12; #ATT 2; Damage 3d8 (bite) 2d4 (tail slap); SD regenerates three hp each round; MR nil; ML Champion (19); a magical combination of ancient carnosaur and troll, the trollasaurus is a basic large meat-eating dinosaur mixed with some troll. In order to completely kill one, the same practices for killing a troll must be applied to a trollasaur. Extremely rare and found only in the remotest areas of Chult (where savage arcane magic is practiced), these monsters are suddenly making more appearances. There are rumors of a beast cult dedicated to Malar that worships these monsters, as minions of Malar’s divine will. 

The lizardmen are advanced savages native to Chult and have stone-tipped weapons and very colorfully decorated hides. Their shaman (a practitioner of Hishna) lies among them; his body is heavily scarred with ritualistic scars. The four adventurers appear as a destitute lot and searching their bodies reveals nothing other than each apparently was a fighter. The three dead orcs are a mystery and no one can figure how they play into this scenario. The eight pack mule’s packs are empty, the water flasks they carry are also empty. Searching the bodies for valuable material reveals: 3 cp; 86 sp, 38 gp in small semi-precious stones. Their equipment while serviceable is not of great quality and I would not want to have trusted my life to it. 

 
28i1. Gate to the Burial Mounds, City and Plains of Megrendal. 
This gate leads to a low-magic (no spells over 3rd-level) alternate Prime Material world (or a crystal sphere) named Megrendal. The characters arrive here within the burial mounds where the kings of this area have been buried for centuries. The area is taboo and off limits to all. The city (only city on this very small alternate Prime Material plane or crystal sphere) and burial mounds are located upon the Plains of Megrendal (complicated naming system I used). Megrendal is a large city of about 50,000 persons all humans, there are no demihumans upon Megrendal, and if the party includes any it will be a quite a shock. It is a capital offense to be caught within the tombs and looting or attempting to loot the tombs is crime punishable by flogging until death. The tombs are patrolled by groups of professional soldiers, with the equivalent of late Roman legion armor. The city is about what an early 3rd-century AD city would be like, and there are no magic shops. Clerics are in deep trouble as they do not have access to their deity’s spheres here and are unable to cast spells. Being caught within the tombs but not looting usually carries a punishment of confiscation of all items carried (and owned), and branding a large X on both the right palm and right cheek, followed by banishment from the city. This harsh punishment is usually available only to those with political or financial acumen to arrange a deal. Just getting to see a magistrate can take years (no habeas corpus) and friends and family will have to feed the imprisoned as the jailers do not waste time and money feeding their charges. An alternate idea was to have the characters arrive in one of the tombs where a lich with a pet naga greets them warmly. 

 
28j. The hand. 
Crossing the threshold of the secret door causes an ancient spell Call Rain to take effect within the 10’ diameter of the room. The rain continues to pour limiting vision to less than five feet. After one round of rain, the water begins to build up on the floor a half-inch for every three rounds of rain. If no one thinks to block or hold open the secret door, the door will close shut behind the last character sealing the water and the characters within the room. In the center of the rain’s effect and the center of the room is a stone pedestal with a shriveled right human hand sticking from it. Upon the index finger of the hand is a delicate iron ring inset with three pale-pink corstals, crown-cut in facets each worth 30 gp apiece. The ring and the pedestal both radiate magic very strongly. 
After five rounds or upon a character touching the pedestal or the hand, a 12HD Cone of Cold spell lashes from the roof striking the pedestal and those around it. Everything in the room within five-feet of the pedestal is effected by the spell. After another five rounds have elapsed even if no one has touched the ring again, another 12HD Cone of Cold spell strikes the pedestal. The spell will continue to strike the pedestal until someone removes the ring from the hand at which time it will cease to rain as well. The ring is a Ring of the Elements . This ring only effects mages; other classes do not benefit from the ring. The ring grants the wearer three bonus memorized spells per day as long as they deal with the four natural elements: earth, fire, wind and water (up to the DM on which spells exactly this applies to). The ring also amplifies the damage done of these spells (if applicable) by one HD. This ring is a boon to an Elemental mage and are exceedingly rare that for years they were thought to be unique. Only three have been recorded so far to be in existence and the rings are believed to be ancient Netherese in origin. 

 
28k. Panic in the halls. 
(Opening this door without casting a Dispel Magic spell upon it has the same effects as Drums of Panic (no safe zone) affecting those that fail their saving throw versus spells. The sound affects all creatures within 120’ as if both drums were sounded. The effect also causes any wandering monsters within the area to panic (if they fail their saving throw) as well possibly throwing the characters running together suddenly with either another adventurer group or some monsters.) 
Opening the door reveals a short narrow hallway with a slight down slope (obvious even to non-dwarves) that ends in a large dark room. The room has a high 14’ high ceiling that is smooth. Along both walls are numerous empty rusty iron torch holders most are empty but a few hold a useless burnt-out stub of a torch. The center of the room has a low stone dais within the center of which stands an eight-foot tall, cracked statue (obvious an idol of some form) of a hideous fat lizard-like beast with great-distended stomach, spindly arms and legs, and giant webbed feet. The head is also disproportionate from the body with a giant mouth full of sharp fangs. Testing the teeth of the idol reveals that the teeth are quite sharp and from the remains of blood and material in the mouth, the place where sacrifices were laid impaled on the teeth. The stone of the statue is quite odd and very rare, being an exceedingly rare form of volcanic glass usually only found deep underground. 
The idol of Laogzed is carved out of laen , a super hard volcanic glass usually of a pale yellow usually found deep underground. Prized by all of the denizens of the Underdark, laen can be used to make magical weapons of up to +2 enchantment and as a semi-precious stone in jewelry. Other colors of laen other than pale yellow are even more rare and expensive. Often mistaken for obsidian, laen is much harder and more difficult to process, and usually found in much smaller pieces. This giant piece even with the large flaw is worth around 5,000 to 8,000 gp in the right market. Of course, the idol weighs far too much to remove it in its present state. 
As the characters are pondering the dilemma, (and greed begins to set in) the bullywugs who worship this idol come to investigate. Led by a specialty priest of Laogzed named Bulobupabu, the bullywugs immediately attack the intruding adventurers within their holy shrine. 

Bullywugs, advanced (44): Int. 8-10 Average (human) intelligence; AL CE; AC 6; MV 3, Sw 15; HD 1; hp 5x3, 6x8, 9x1, 4x5, 6x6, 4x7, 8x2, 2x4; THAC0 19; #AT 3 or 1 with weapon; Damage 1-2/1-2/2-5 or by weapon; SA Hop (+1 to attack, double damage if using impaling weapon); SD Camouflage; SZ L; ML Average (10); XP 65; each is armed with javelins, spears, and harpoons with 10’ cords. 

Bullywug, advanced shaman 2HD (2): Int. 8-10 Average (human) intelligence; AL CE; AC 6; MV 3, Sw 15; HD 2; hp 7, 15; THAC0 19; #AT 3 or 1 with weapon; Damage 1-2/1-2/2-5 or by weapon; SA Hop (+1 to attack, double Damage if using impaling weapon), spells; SD Camouflage, spells; SZ L; ML Average (10); XP 120; Memorized: Cause Light Wounds, Entangle; same weapons as the rest of the bullywugs; Spells: Heal; Charm; Bless. 

Bullywug, subleader (4): Int. Low to Average (5-10); AL CE; AC 6; MV 3, Sw 15; HD 1d1+7; hp 4x8; THAC0 19; #AT 3 or 1 with weapon; Damage 1-2/1-2/2-5 or by weapon; SA Hop (+1 to attack, double Damage if using impaling weapon); SD Camouflage; SZ M; ML Average (10); XP 65; Double-Headed Hooked Spear +2; javelins; barbed javelins; spears. 

Bulobupabu Bullywug, Advanced-CBHU male F4/Sh5: (S 15/0, D 17, C 15, I 14, W 14, Ch 8); AL CE; AC 1; MV 6, Sw 15; hp 20; THAC0 17; XP 650; Harpoon of Lightning ; Aquatic Armor of Free Action ; Belt: Belt pouch, large: Holy item; Potion of Fire Breath; Potion of Healing; Spells: Bless; Detect Good; Pass Without Trace; Protection From Good; Shillelagh; Charm Person or Mammal; Goodberry; Resist Fire/Resist Cold; Summon Insects; 4 cp; 26 gp; 3 sp. 

 
28l. The dead. 
Entering reveals a large empty room with a dead adventurer lying in the center of the room. Dressed in shredded leather armor, the dead adventurer lies on his back with a red silk scarf over his face. As the characters lift the scarf to look at the face, maniacal laughter is heard through the halls. A cursory searching of the corpse reveals little other than he was male, died from multiple stab and slash wounds, and has been here a long time. Searching the body more carefully reveals several manticore quills lodged within the body, most likely the monster that killed him, but he obviously did not die here. 
(In order for this to make sense, the characters should have heard the rumors (from Volo or elsewhere) that Halaster wears red silk scarves and collects the souls of those that go into Undermountain. Halaster did not collect souls in my campaign but in your campaign, he is certainly welcome to.) 

28l1. Trapped secret hallway. 
Discovering this secret door reveals that it is not trapped but is locked with a simple lock that picks easily. Opening the door reveals a 40’ long hallway then turns to the left. The hallway does not appear to have been used in some time and there are numerous cobwebs, thick dust, and lack of any of the usual debris indicating recent adventurer activity. When the hallway turns to the left, it reveals another 20’ of hallway that dead ends in a closed door. 
At the base of the door is a 10’ square pit trap that Gates everything that falls into it to room #13e, the neo-otyugh lair in the sewage disposal system. A character attempting to open the locked door will need either a firm platform to stand upon, magic such as Levitation, or somehow hang from the roof. The edge of the pit trap is flush with the base of the door allowing no place to stand. The door is locked but not trapped. 

  
28ma. Riddle-locked door. 
Gaining access to this space reveals a few lines of glowing text upon a stone door dimly light it. Approaching closer reveals the glowing text to be a riddle. 
“Behold I hold my bright light aloft looking for one righteous and honest man. Although I have strayed from my Hellenic roots, still I search for the righteous man.” 
This obscure riddle refers to Diogenes the Greek philosopher (replace with a famous Faerunian sage) that held a lantern looking for an honest man. Stating the name of the old philosopher in the common tongue aloud opens the door. Answering the riddle correctly (unlimited incorrect answers has no effect) opens the stone door, which slowly slides into the floor (obviously dwarf-made to characters that are dwarven or have knowledge of dwarven stone working.) 

  
28m. Chase around the pyramid. 
The door reveals a dark 40’ square room with a large stone pyramid in the center on top of which rests a large stone ball. The roof of the room is 18’ high, the pyramid is 12’ high and the stone ball is five-feet in diameter. The foot of the pyramid touches the four walls of the room, so in effect, the floor of this room is the side of the pyramid. Casting Detect Magic within the room reveals that the pyramid and the ball are magical, and reveals faint runes on the sides of the pyramid. Mages are unable to read these runes even with a Read Magic spell unless they have been previously exposed to Southern Magic or had a tutor in the arts of Southern Magic. Without some knowledge of Southern Magic, this room may be a mystery. Characters that walk up the pyramid (without a mage removing the ball) are attacked by the ball that suddenly hurls down the sides of the pyramid. It strikes for 4d8 points of damage and either continues around attempting to strike all intruders on the pyramid or returns to its place after striking a lone intruder. The ball has a movement rate of 48, so characters that are particularly fast could continue around the pyramid while their companions snatch the staff from the hiding place. 
In reality, the Southern runes inform the mage to lift the stone ball from the top of the pyramid with magic (if the DM is in a kindly mood, the mage could knock it off with various spells) to claim the item. Lifting the stone ball off (or knocking it off) reveals a small compartment underneath the apex of the pyramid in which a staff rests. 
Fashioned of polished mahogany and encircled by a cobra of jade, the staff is both beautiful and dangerous looking. Casting Detect Magic upon the staff reveals that it is very magical. The staff is the Caduceus of Ulthuran , constructed by the dwarf Turic Volm for the Lay Healer Ulthuran. The bearer has the ability to cast into the staff up to 15 spells involving Healing (appropriate spell determined by the DM) and doubles the effectiveness of all Heal spells cast while clutching this staff. 

28n. Here kitty, kitty! 
(Unfortunately for them, the characters heard the ogre voices and dropped a pair of Fireballs in this room incinerating the cat and the ogres.[must have been Steve’s players that did this]) Approaching this room in a careful manner reveals the sounds of ogres talking in the room. From the different voices, there are at least five, possibly more in the next room. They appear to be attempting to grab something that has slipped through a grate. 
Entering the room stealthily reveals seven large, pale-blue skinned ogres dressed in thick furs and clothes huddled over a large iron storm drain in the center of the room. Huddled underneath the large iron storm drain, barely out of reach is a fat, filthy wet miserable-looking gray cat. The ogres are attempting to catch the cat for a light snack. 

Ogre, Ice Spire (7): Int. 8-10 Average (human) intelligence; AL CE; AC 4; MV 12; HD 5d12; hp 2x39, 20, 21, 30, 37, 31; THAC0 13; #AT 1; Damage 1d12 (or weapon +6); SA Mist, blood dance; SD None; SZ L; ML Steady-Elite (12-13); XP 420; spiked great clubs, hurl stones; 35 gp. 

Cat, Small, Domestic (Princess): Int. 1 Animal intelligence; AL N; AC 6; MV 9; HD 0+2; hp 2; THAC0 20; #AT 3; Damage 1-2/1 (claws/bite); SA Rear Claw Rake for 1-2 damage; SD Surprised only on a 1 or 2, and opponents suffer -3 modifier to their surprise roll; SZ T; ML Average (8-10); XP 7; the cat has a diamond studded collar (worth 500 gp) upon which the name Princess is spelled and an address for a very wealthy estate within Waterdeep. 

Coaxing the cat from the iron storm drain or prying the storm drain open and grabbing, the cat (it is very frightened, hungry and miserable) reveals a closed leather bag covered in mud within the storm drain. Opening the leather bag reveals three large darts wrapped in oilcloth. These darts are of exquisite craftsmanship and are magical. These are three Darts of Lothio  famed for their impractical sorceries these darts can be both a boon and a curse. The three that are within this bag are: a Dart of Charm +3, Blessing Dart, and a Dart of Uncontrollable Striding and Leaping. The cat once warmed and fed is very friendly with a loud purr and an affectionate companion. The address on the collar is centuries out of date and the residence and family the collar says the cat belongs to disappeared several centuries ago during the Harpstar Wars. The cat either got lost within Undermountain for a long time and encountered some preservation magic of some kind (no cat lives for 100s of years), or went through a gate where time passed differently. The cat will make a good pet and familiar to a mage if he needs one. 

  
28o. A glowing glass jar of what? 
Entering this large 40’, square room reveals that it is dimly lit by a red light emanating from a large glass column in the center of the room. This large glass column appears to have something inside in a liquid, which appears quite cramped within the glass. Although the glass column is quite tall (about 12’) it does not touch the roof, which is 15’ tall, and the column is around five feet thick. A thick viscous liquid appears to fill the column distorting the view of what is stored inside. Casting Detect Magic and Detect Evil spells reveals that the column is magical and what ever is inside is quite evil. 
As the characters are standing there inspecting the glass column, the 39 Jermlains attack by dropping nets from their hidden recesses in the roof and throw small darts and javelins each tipped with sleep poison. More of a nuisance than a threat these small monsters attempt to put most of the characters asleep and entwine them in nets to prevent spell casting so that they can steal money and gems from the characters. 

Gremlin, Jermlaine 2hp (3): Int. 8-10 Average (human) intelligence; AL NE; AC 7; MV 15; HD 0+2; hp 3x2; THAC0 20; #AT 1; Damage 1-2 or 1-4; SA Traps & nets; SD 75% undetectable opponents suffer -5 penalty to surprise rolls; SZ T; ML Steady (12); XP 15. 

Gremlin, Jermlaine 3hp (6): Int. 8-10 Average (human) intelligence; AL NE; AC 7; MV 15; HD 0+3; hp 6x3; THAC0 20; #AT 1; Damage 1-2 or 1-4; SA Traps & nets; SD 75% undetectable opponents suffer -5 penalty to surprise rolls; SZ T; ML Steady (12); XP 15. 

Gremlin, Jermlaine 4hp (24): Int. 8-10 Average (human) intelligence; AL NE; AC 7; MV 15; HD 0+4; hp 24x4; THAC0 20; #AT 1; Damage 1-2 or 1-4; SA Traps & nets; SD 75% undetectable opponents suffer -5 penalty to surprise rolls; SZ T; ML Steady (12); XP 15. 

Gremlin, Jermlaine 1hp (5): Int. 8-10 Average (human) intelligence; AL NE; AC 7; MV 15; HD 0+1; hp 5x1; THAC0 20; #AT 1; Damage 1-2 or 1-4; SA Traps & nets; SD 75% undetectable opponents suffer -5 penalty to surprise rolls; SZ T; ML Steady (12); XP 15. 

During the battle with the Jermlains, watch for any spell or weapon that might shatter the glass releasing the Yagnoloth imprisoned within the magical glass column. The Yagnoloth is quite aware of its surroundings and it is quite pissed off at being put within a glass column for a few centuries. 

Yugoloth, Lesser – Yagnoloth: Int. 13-14 Highly intelligent; AL NE; AC -4; MV 18; HD 10+20; hp 189; THAC0 11; #AT 2; Damage Giant arm/weapon: 1d12+ paralysis/by weapon +10; SA Magical weapon, acid breath, devour; SD +1 or better to hit; SZ L; ML Elite (13-14); XP 20,000; wields a large iron Flanged Mace +3. 

  
28p. Strange place for a wooden horse. 
Entering this room reveals another dark 30’ square room. The only thing immediately of interest is in the center of the room. A wooden riding horse with rusty iron springs (like a child’s toy) sits on its side in the center of the room. Large fake gems decorate the wooden horse, and although it is a little damaged from damp and mildew, it could be cleaned up really nice. Inspecting the horse reveals that it is hollow, but there are no secret compartments. Righting the wooden horse and inspecting it further reveals braided leather reins, a padded seat, and a pair of leather stirrups. Casting a Detect Magic spell upon the horse reveals that it is magical. Discovering the command word and sitting astride the wooden horse allows the rider to ride it like a small pony as it slides over the ground (and even water) at normal movement rates for a natural small horse. It makes no sounds, and silently glides over the ground obeying the mental commands of the rider. This magical horse would make a great mount for smaller sized races, such as halflings, gnomes, dwarves, and uldras. Made out of high quality oak, the horse can support up to 500 lbs. before breaking. 

  
28q. Another apparent empty room. 
Entering this room reveals an empty 30’ x 20’ room that is dark. The usual debris litters this room: papers, broken glass, a dull dagger, some dung of some creature, etc., evidence that the room receives a fair amount of traffic. Searching the room reveals nothing of interest. If by chance the characters look up or think to check the roof, there is an arrow pointing west towards the closed door from this room. This arrow is made of several human finger bones that are very old, cracked and yellow. (In my campaign, the characters had received a tip from fellow adventurers in the Yawning Portal to always follow signs in human bones.) 

  
28qa. The spiked pit trap. 
Entering this short section of hallway reveals that it is 10’ long has a roof 10’ tall and ends in another shut door. Entering this room triggers a magical trap that is the equivalent of a reversed Gust of Wind spell attempting to suction characters into the 25’ deep spiked pit trap in the center of this room. Characters that successfully roll their Strength checks to prevent being suctioned into the pit are able to cross the room if they figure out a way to remain on the walls. The pit trap completely fills the room with no ledges for purchase on any side. The door on the opposite side of the room is locked but not trapped. 
In the bottom of the pit (other than the rusty iron spikes, moldering remains, and a few miscellaneous bones) are: 8 cp, 3 sp, 1 gp and four dark reddish-brown faceted stones (rusteens, worth 500 gp each). 

  
28q1. More undead. 
(All undead within this room have been enchanted with Augment Undead  (makes the zombies equal to 3HD creatures for all purposes), and Blastbones set as a trap. The zombies have been filled with iron nails. When each zombie is attacked for a total of 6 points or more of damage, it explodes in shards of rotting flesh, bones, and nails (placed inside it before animation). 1d12 nails hit any creature within 15 feet; each nail does one hit point of damage, and those within 10 feet take 2d4 points of damage from the bone shards as well. Those from 16 to 20 feet distant must make two successful saving throws versus paralyzation to escape damage; if one check succeeds, only 1d3 nails strike; if both checks fail, 1d6 nails strike). 
Entering this room reveals the horrid stench of death. The room is 40’ wide and 30’ deep and near the southern wall is a group of shambling undead that begins to approach. The roof is 12’ high flat and featureless. 

Zombie, Common (22): Int. 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 16, 16, 15, 14, 13, 12, 11, , 10, 10, 10, 10, 9, 9, 7, 7, 6, 6, 5, 5, 4, 3, 2; THAC0 19; #AT 1; Damage 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 165. 

Skeleton (16): Int. 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 8, 8, 7, 7, 6, 6, 5, 5, 5, 3, 3, 3, 2, 2, 2, 2; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells & cold, 1/2 damage from P & S weapons; SZ M; ML Fearless (20); XP 95. 

Searching the room reveals a secret door on the southern wall that is trapped. The first character to touch the door must save versus spells or be afflicted with two 3rd-level Necromantic spells; Death Sight  and Stench of Death . The Stench of Death spell allows the caster to fill the area of effect (50’ area in front of the door) with a smell so foul as to cause complete disorientation among those caught within it. A successful saving throw versus paralyzation allows a creature to remain within the stench, unaffected. Those who fail their rolls are overcome by the smell, double over, and remain unable to cast spells or fight. However, they can flee the area of effect. Once outside of the stench, an affected creature requires a round of breathing fresh air before resuming normal activities. As the effect is strictly magical, no wind will blow it away, but it can be dispelled. 

  
28q2. Portal to the Drums on Fire Mountain. 
This magical portal (obvious by the shape and size of it and the arcane runes around the perimeter) drops the characters in one of the uncharted areas within the Mhair Jungles. Within my campaign, I ran X8 Drums on Fire Mountain at this point and the characters had to experience a little different type of adventure. 

28r. Missed opportunity.(For some reason my players skipped this room).

Entering this large dark room reveals a vaulted ceiling from which lanterns once hanged on rusty iron chains. The room is 60’ long and 30’ wide and is dominated in the far end by a large square stone column with intricate carvings. From here, it is apparent the columns fine stonework has suffered damage and some portions are missing. Scattered around the room are the usual adventurer litter, a couple of long-dead and plundered orcs, and a few discarded burnt-out torch stubs.

Within the room, a gelatinous cube is happily cleaning up the usual adventurer debris and the dead orcs within this room, if left alone it will not bother the characters. However, resting on the top of the stone column is a Ghaunadan who will take kindly to the characters bothering him while they fool with the stone column.

Ooze/Slime/Jelly, Gelatinous Cube: Int. 0 Nonintelligent or not ratable; AL N; AC 8; MV 6; HD 4; hp 15; THAC0 17; #AT 1; Damage 2-8; SA Paralyzation, surprise; SD Immune to electricity, fear, holds, paralyzation, polymorph, and sleep; SZ L; ML Average (10); XP 650.

Ooze/Slime/Jelly, Ghaunadan: Int. 13-14 Highly intelligent; AL CE; AC 1; MV 12; HD 12; hp 55; THAC0 5; #AT 2; Damage 3d4; SA Paralysis, friends gaze; SD Half damage from blunt weapons, disarming; SZ M; ML Fanatic (17-18); XP 4,000.

Within the body of the gelatinous cube is 15 cp nothing else is of worth. The stone column had a beautiful marble façade with delicate bas-reliefs that has been heavily damaged. Portions of the marble façade no doubt decorate either some lord’s or a wealthy former-adventurer’s home. Searching the stone column carefully reveals a secret door that is trapped with a Spell Trigger II spell holding a Death Wind
 spell. The Death Wind spell is a nasty variant of the Gust of Wind spell, this spell has all of the effects of Gust of Wind, plus those listed below. The wind contains elements from the Negative material plane, and these give it the ability to drain the life force from those who are exposed to it. The Death Wind, of course, has no effect on unliving creatures. All creatures caught in the wind suffer 3d10 hp of damage (save for half), and temporarily lose 1d4 levels of experience. Lost levels return fairly quickly (1 level every two rounds), but any spells lost to the level draining do not return (calculate the change in the caster's spell spread, and eliminate "lost" spells at random). Hit points lost to the level draining also do not return, until the victim is cured.

28r1. The secret healing stash.

Opening the secret door reveals a small stone niche. Resting on the floor is a small brown leather bag with the top closed tightly. Searching the niche further reveals nothing else of interest. Opening the brown leather bag reveals two small glass jars with a red wax-sealed cork lid. Inside one glass jar is 11 small silver berries, inside the other jar is a bunch of dried herbs. One jar contains 11 mirenna
 berries and the other jar contains a bunch (24 doses) of abass
 leaves. The mirenna berries when chewed each heal 10 points of damage and each dose of abass heals 2d6 points of damage.

28s. The “Dark” elves.

(Unfortunately within my campaign there are also the Gray elves taken from the World of Greyhawk. Whether they are transplants (as these are) or are native to my Realms campaign, they make an interesting addition to the campaign. Unfortunately the characters were a little Drow-wary and immediately attacked and killed these Gray elves after a lengthy and hard-won battle. Imagine the player’s surprise when I did not award them XP for slaughtering “Drow” and penalized the characters on awarded XP. After the battle the characters discovered that one of the elves really was a Drow, but that did not matter by then.)

Entering this room reveals both doors have been rigged to warn of intruders with tiny bells. Obviously camped within the center of this room is a group of dusky-skinned elves. There are five elves, four males and one female. In the rear of the room are two-hobbled light warhorse wearing armored barding, and a hobbled pony also wearing barding.

This group of professional adventurers originally from Greyhawk, have lived on Faerun now for around 115 years. Laenneillareiseles is married to Rosoth, and they have a very young daughter raised by the rest of their community in the Storm Horns. Within the Storm Horns is a large enclave of Gray elves that have fled Greyhawk choosing to settle here. Some have intermarried with rebel Drow (such as Rosoth) but most keep to themselves. Laenneillareiseles and Thonneth are brothers, and best friends of Sirosir from childhood on Greyhawk. Sirosir is a scholar, a specialist at observation and has some detailed notes of some of the lower levels of Undermountain. He noted the location of the giant crocodile on the third-level and has a decent map of portions of the second, third, and fourth levels, although less of the fourth level than any of the others. Sirosir can be a great fount of knowledge about Undermountain (this is his 42nd exploration) determined by the DM, and could be the source of numerous adventure hooks.

Laenneillareiseles Elf,Gray (WoG) male F9: (S 17, D 14, C 13, I 9, W 9, Ch 5); AL LG; AC 0; MV 12; hp 53; THAC0 12; XP 975; Composite long bow of Accuracy; Crossbow, Light, Over/Under; Polearm, bec de corbin; Backpack, Adventurers': Flint and steel; Rations, iron (1 week); Torch x2; Wineskin; Belt: Belt pouch, large: Potion of Growth; Potion of Rainbow Hues; Belt pouch, large: Potion of Healing x2; Potion of Speed; Potion of Super-heroism; Knife sheath - Knife, throwing; Knife sheath - Knife, throwing; Quiver: Arrow, Battering x5; Arrow, Trapezoid x5; Composite long bow, sheaf arrow x14; Boot hose; Boots, riding; Breeches; Full Armor, Elven Chain Of Blending +3; Ring of Protection +2; Scabbard, hanger, baldric: Sword, two-handed +3 Frost Brand; Shirt; 9 cp; 6,117 gp; 6 sp. His medium war horse is hobbled in the rear of the room with: Barding, chain; Bit and bridle; Quiver - Composite long bow, sheaf arrow x24; Saddle bags, large: Bolt case - Crossbow, light quarrel x20; Bolt case - Crossbow, light quarrel x20; Oil, Greek fire (flask) x5; Oil, lamp (per flask) x5; Saddle blanket.

Lothonor Elf,Gray (WoG) male T9: (S 15, D 16, C 15, I 11, W 12, Ch 7); AL LG; AC 0; MV 12; hp 45; THAC0 16; XP 1400; Crossbow, disk +3; Bandoleer, Leather, Throwing Spike - Spike, Throwing x17; Belt - Belt pouch, small - Crossbow, disk ammunition x75; Thieves' picks; Boot hose; Boots, soft; Braies; Common robe; Dragon: Green Adult Leather; Gloves of Lightning
; Scabbard, hanger, baldric - Sword, scimitar +1, +2 vs. magic-using creatures; Shirt; 2 cp; 77 gp. His pony is hobbled in the rear of the room with: Backpack - Flint and steel; Goblet of the Great Kingdom
; Rations, iron (1 week); Torch x5; Weaponblack; Wineskin; Winter blanket; Barding, half brigandine.

Rosoth Dark (drow) elf female C6: (S 14, D 17, C 15, I 13, W 18, Ch 9); AL LG; AC 1; MV 12; hp 30; THAC0 18; XP 975; Atlatl, Double Grooved; Jared
 x30; Backpack - Flint and steel; Holy item; Oil, Greek fire (flask); Paper (x18); Perfume of Wonderous Attraction
; Rations, standard (1 week); Sashling; Torch; Wineskin; Writing ink (per vial); Belt; Belt pouch, large; Bombs, Flash
 x2; Field Glass; Goldenseed Nuts
 x5; Potion of Healing x3; Potion of Invisibility; Knife sheath - Dagger +2, Longtooth; Boots, soft; Braies; Buckle, ornamental; Chainse, chemise; Cloak of Elvenkind; Full armor, brigandine +2; Gloves; Pendant of Augmentation
; 6 cp; 1,382 gp; x6 sp; Spells: Astral Celerity; Call Upon Faith; Dispel Fatigue; Remove Fear; Spider Climb; Draw Upon Holy Might; Hold Person; Omen; Produce Flame; Resist Fire/Resist Cold; Continual Darkness; Dispel Magic; Flame Walk.

Sirosir Elf,Gray  (WoG) male C6: (S 18, D 12, C 13, I 12, W 14, Ch 7); AL LG; AC -1; MV 12; hp 18; THAC0 18; XP 975; Mace, horseman's +3; Armor of Strength 18, plate mail; Backpack, Adventurers' - Flint and steel; Holy item; Rations, iron (1 week); Torch x2; Wineskin; Baldric, bandoleer(leather) - Mace, throwing; Belt - Belt pouch, large - Bombs, Flash x5; Belt pouch, small – journal; blotter; quill; ink, jar; Boot hose; Boots, riding; Braies; Common robe; Helmet, open-faced (AC 4); Shield, medium +3; Shirt; 5 cp; 4,858 gp; 5 sp; Spells: Bless; Call Upon Faith; Cause Fear; Cause Light Wounds; Magical Stone; Cause Moderate Wounds; Seeking; Withdraw; Continual Light; Dispel Magic. In the rear of the room is his borrowed light war horse with: Barding, chain; Bit and bridle; Saddle bags, small; Block and tackle; Greek Fire x6; Winter blanket; Saddle blanket; Saddle, riding.

Thonneth Elf,Gray (WoG) male M8: (S 11, D 14, C 13, I 14, W 14, Ch 12); AL LG; AC 0; MV 8; hp 31; THAC0 18; XP 2000; Staff of Thunder and Lightning; Backpack - Bag of Holding, 250 lbs. – Spellbook x2; Dry rations (1 week); Flint and steel; Paper (x6); Torch x6; Wineskin; Writing ink (x3); Belt - Belt pouch, large - Dust of Disappearance; Belt pouch, large - Dust of Sneezing and Choking; Belt pouch, large - Dagger, stiletto; Bracers of Defense AC 2; Breeches; Cloak of Displacement; Shirt; 4 cp; 2 gp; 8 sp; Spells: Acid Stream; Read Magic; Tenser's Floating Disc; Wall of Fog; Agannazar's Scorcher; Alpha's Starblades; Waves Of Weariness; Acid Lash
; Ray Of Paralysis
; Searing Serpent
; Archveult's Skybolt
; Tenser's Staff Of Smiting
. His spellbooks contain the following spells in addition to the ones memorized: Accuracy; Acquaintance; Affect Normal Fires; Warp Wood; Blastbones; Cat's Grace; Continual Light; Create Water; Airsphere
; Armor Inversion
; Protection From Evil; Suggestion; Whip Of Pain
; Wizard Sight; Ball Of Lightning
; Bigby's Battering Gauntlet
; Rary's Mnemonic Enhancer; Rary's Spell Enhancer
; Vitriolic Sphere; Wall of Fire; Wizard Eye.

28t. Lost crocs.

Entering this large dark room reveals the presence of seven large lizard-like monsters. These monsters are quite lost and will not immediately enter into battle with the characters. The crocodilians entered through the sewer system looking for the rumored giant crocodile rumored to live in Undermountain. (They are a few levels off; it lives on the third-level in part of the water-filled caverns. If my characters had not attacked and killed the Gray elves from the previous room, they would have known where the giant crocodile lives.)

Lizard-kin, Crocodilian, Brute (5): Int. 5-7 Low intelligence; AL N; AC 5; MV 9, Sw 12; HD 5; hp 24, 23, 20, 19, 21; THAC0 15; #AT 2; Damage 2d4/1d12 or by weapon; SA Nil; SD Nil; SZ L; ML Elite (13-14); XP 175. 

Lizard-kin, Crocodilian, Master (2): Int. 11-12 Very intelligent; AL CE; AC 5; MV 9, Sw 12; HD 3+2; hp 2x19; THAC0 17; #AT 1; Damage 2d4 or by weapon; SA Spell Casting; SD Spell Casting; SZ M; ML Elite (13-14); XP 270.

As the characters are dealing with the crocodilians, another group of lizard-kin walks into the room. Led by a priestess of Ibrandul, and another priestess pretending to worship Ibrandul but really is a worshipper of Moander, this group is not on friendly terms with the first group and if the characters are engaged in a battle, they will jump in to aid the characters. Of course seeing more lizard-kin arrive the characters may get the wrong idea and think these are reinforcements and attack the new group as well as the original group of lizard-kin.

Lizard-kin, Crocodilian, Brute (5): Int. 5-7 Low intelligence; AL N; AC 4; MV 9, Sw 12; HD 5; hp 40 x5; THAC0 15; #AT 2; Damage 2d4/1d12 or by weapon; SA Nil; SD Nil; SZ L; ML Elite (13-14); XP 175; mace; leather embossed shields.

Lizard Man (8): Int. 5-7 Low intelligence; AL N; AC 4; MV 6, Sw 12; HD 2+1; hp 16x8; THAC0 19; #AT 3; Damage 1-2/1-2/1-6; SZ M; ML Elite (14); XP 65; spears; barbed darts; leather embossed shields.

Shaela (of Moander) Crocodilian, Master female C5: (S 14, D 13, C 19, I 15, W 11, Ch 7); AL LE; AC 4; MV 3, Sw 6; hp 31; THAC0 18; XP 650; net and mancatcher; Backpack - Candle x2; Coarse sugar x2; Flint and steel; Holy item; Large Mirror; Rations, iron (1 week); Torch x2; Wineskin; Baldric, bandoleer (leather) - Warhammer +1; Belt - Belt pouch, small - Potion of Extra Healing x3; Spell scroll, Priest – Bless; Cure Minor Wounds; Call Upon Divine Strength; Full armor, splint mail; Spells: Call Upon Faith; Cure Light Wounds; Magical Stone; Charm Person or Mammal; Chill Metal; Handfang
 (Moander); Speed Rot
 (Moander).

Hyasshi of Ibrandul Lizard Man, Marsh Runner female C5: (S 17, D 18, C 15, I 16, W 16, Ch 8); AL LN; AC -2; MV 15, Sw 9; hp 36; THAC0 18; XP 975; Quarterstaff; Backpack - Breathing Tube; Candle; Flint and steel; Holy item; Rations, standard (1 week); Torch x4; Wineskin; Baldric, bandoleer (leather); Belt, Bandoleer; Belt pouch, large - Sling, Large Bullet x15; Belt pouch, large - Sling, Large Stone x15; Sling, sling stone of Refilling
; Hammer; Sling +2; Full armor, light scale +1; Spells: Cure Light Wounds; Dark Path
 (Ibrandul); Detect Magic; Orison; Strength of Stone; Barkskin; Cure Moderate Wounds; Dust Devil; Flame Blade; Lighten Load; Blacklight
  (Ibrandul).

28t1. The chilling snare.

Tied across the doorjamb of the entry to this room is a Chilling Snare
 placed so that man-sized creatures will attempt to either remove the string or slide underneath it. Tied to a large bronze gong alerting those within the room #28t2, the snare alerts the ogres. Led by a half-ogre veteran, the ogres are experienced at dealing with adventurers and will concentrate their attacks upon the spellcasters.

~28t2. The half-ogre welcoming committee.

Alerted by the gong attached to the Chilling Snare, the ogres will take defensive positions behind improvised large body shields just in case the adventurers decide to whip the door open and drop a Fireball or similar spell into the room (a favorite tactic of underground-exploring adventurers).

Ogre, Half: Int. Semi to High (3-14); AL CE; AC 4; MV 12; HD 2+6; hp 30; THAC0 17; #AT 1; Damage 2-8 (by weapon) +2 Damage; SZ L; ML Steady (12); XP 270; great mace; shield.

Ogre, Half-, Leader: Int. Semi to High (3-14); AL CE; AC 4; MV 12; HD 6+3; hp 66; THAC0 14; #AT 1; Damage 2-8; SZ L; ML Steady (12); XP 270; great spiked club, shield.

Ogre, Half-, Veteran: Int. Semi to High (3-14); AL CE; AC 4; MV 12; HD 5+3; hp 55; THAC0 15; #AT 1; Damage 2-8 (+2 Damage); SZ L; ML Steady (12); XP 270; Axe-Mace +2; shield.

Ogre (7): Int. 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 4+1; hp 36x7; THAC0 17; #AT 1; Damage 1-10 (or by weapon +6); SA +2 Damage; SZ L; ML Steady (11-12); XP 270; clubs.

The ogres have 53 gp in various coins, semiprecious and precious gems. The partially filled room has a jumbled rotting morass of boxes, chests, crates, and cartons of various sizes. Within this mess, the ogres used portions of various crates as improvised shields, since the dampness of the wood reduces the damage of a Fireball or other similar spell. Digging through this damp mess reveals nothing of worth and is a complete waste of time.

28u. Another empty room.

Entering this large square room reveals it is 40’ wide and 30’ deep with a flat featureless roof. Only thing of interest appears to be a large network of mold and dust covered giant spider webs against the western wall. Inspecting the cobwebs reveals the mold and dust covered desiccated corpse of a giant spider in the center of the cobwebs. Searching the webs reveals nothing of worth but searching for a secret door reveals a small trap door on the bottom of the wall about two-feet tall. Opening it a character will have to crawl through on their hands and knees. The trap door is not trapped (on this side) and although locked, picks easily.

Opening the trap door reveals another dark room 20’ deep and 40’ wide. All items that pass through the door suffer the same effects as though they were touched by a disenchanter beast. Mages must roll a successful save versus magic in order to avoid losing all memorized spells, and while within the room all magical items cease to function and will not function after they are removed from the room for 1d4 rounds even if the item successfully saved versus the disenchantment. Placed directly in the path of characters traveling through the trap door is a large spring-loaded bear trap. A character that disturbs its foot-treadle must make a successful Dexterity check. Success means the character only suffers one hp of damage, the trap grazed him. Failure means 1d6+3 points of damage and entrapment. To get free of  the trap the character must make a successful bend bars/lift gates roll or the application of 18/24 or greater Strength to force open the jaws. Unfortunately for the character the trap is on the other side of the stone wall, and his companions are unable to help him. Also unfortunately for the first (greedy) character, the next room is the lair of a meazzel, that quickly moves to tie the struggling character in place with a cord around its neck that slowly tightens, constricting the air flow, as the character thrashes more. While the other adventurers are preoccupied with their struggling companion, the meazel will slip out and attempt to attack the rearmost character, attempting to garrote that character and pick its pockets then disappear into the shadows. This meazel is unusually intelligent and quick for its species. 

If the characters discover the side secret doors leading directly into the meazel’s lair, bypassing the trapped trap door, the meazel will exit from the trap door and attempt to attack the rear-most character. The side passage is very narrow, and most of the characters are going to find it a tight fit with all of their gear, a meazel can slide through easily.

Meazel: Int. 8-10 Average intelligence; AL CE; AC 5; MV 12; HD 4; hp 32; THAC0 17; #AT 2; Damage 1d4/1d4; SA Nil; SD See Below; SZ M; ML Steady (11-12); XP 120; Ring of Protection +3. Meazels attack with their clawed hands, each hand inflicting 1d4 points of damage. They might use a cord to strangle a victim seven feet tall or shorter, if they can approach from the rear and surprise the victim. If they try this, a successful attack roll means the cord has wrapped around the victim’s throat; the victim will die in two rounds unless the meazel relaxes its grip or the victim breaks the cord or pulls it free of his throat. Meazels only relax their grip if they are dead or forced to defend themselves from another attack. Meazels possess the following natural thieving abilities:

PP
OL
F/RT
MS
HS
DN
CW
RL


45%
37%
35%
33%
25%
15%
88%
20%

28u1. The meazel’s lair.

Entering this room reveals it to be disgustingly filthy. A large pile in the center of the room that appears to be a refuse pile is actually the creature’ bed that is crawling with vermin, rats, cockroaches, flies, and various bones from past meals. Inside the pile of refuse is: 1,759 cp; 4 gp; 614 pp; one exquisite nephrite statue (worth 300 gp); one matched pair of jade elephants (worth 60 gp each); two Stones of Shielding
.

28ua. Secret trapped corridor.

Discovering this secret corridor appears as an easy short cut linking two areas of Undermountain level one together. The corridor has a slight depression leading to a low point in the center (even obvious to non-dwarves) in which there is a rusty iron storm drain. Walking to the center of the corridor reveals that the storm drain has a faint glow in the center. Insoecting the storm drain reveals a small gem lying in the muck that glows with a gentle white light. Casting a Detect Magic spell within the room reveals that the gem is slightly magical. Reaching inside the storm drain or disturbing the gem in any fashion trips the trap. The floor the entire length of the corridor suddenly flips dumping characters into a 10’ deep pit partially filled with murky water. The floor immediately rights itself trapping characters underneath the floor. Unfortunately for the characters there are six olive slime colonies within this water.

Ooze/Slime/Jelly, Olive Slime (6): Int. 0 Nonintelligent or not ratable; AL N; AC 9; MV 0; HD 4+2; hp 2x32, 2x28, 22, 27; THAC0 19; #AT 0; Damage Nil; SA ignores armor & Dex bonuses, 1d6 days turns host into olive slime; SD Difficult to notice infestation, immune to weapons & electrical attacks; SZ L; ML Average (10); XP 420.

Within the water are: 6,333 cp; 387 gp; Azurite (10 gp); Blue Quartz (10 gp); Chalcedony (50 gp); Pearl (500 gp); Sword, bastard +2; 2,480 gp worth of miscellaneous semiprecious and precious rough natural gemstones.

28v. A what?

Entering this room reveals it to be dark, 40’ wide by 30’ deep and empty save for a large sealed iron barrel in the center of the room. Searching the barrel reveals a secret catch in one end that opens a hatch revealing a compartment inside with 10 levers. Casting a Detect Magic spell upon the item reveals that it is a very powerful magic item. 

This is an Apparatus of Kwalish, a very rare magical item. Unfortunately, this device when employed is too large to fit through some of the doors and passages of Undermountain. If the characters lack a Portable Hole or a Bag of Holding large enough to contain the magic item (as mine did) they are going to have to leave the device where it lays. Of course it will not be here on another trip through these rooms.

28x. The cultists of Malar.

If the characters think to open this door slowly they will find a group of filthy hide-wearing humans conversing in the center. These are Beast Cult members, returning from worshiping Malar in room #28y1. Unbeknownst to the priest of Malar, his little group has been infiltrated by several Zhents who profess worship of Malar but in reality are worshippers of Bane. The Zhents are attempting to subvert most of the worshippers to Bane, while not provoking an open war.

Slaine Human male M6: (S 16, D 10, C 12, I 16, W 16, Ch 6); AL CN(evil); AC 9; MV 8; hp 10; THAC0 19; XP 975; Dagger, Fang Type O Poison; Spells: Read Magic; Mental Block; Reflected Image; Charm Person; Elemental Guide; Ray of Enfeeblement; Maximilian's Earthen Grasp; Summon Swarm; Deeppockets; Fist Of The Adder; Resist Slime; Mystic Rope; Hand Of Darkness; Breath Of Steam; Lightning Bolt; Bone Knit.

Human male F1 (9): (S 18/0, D 15, C 10, I 10, W 14, Ch 9); AL LN(evil); AC 6; MV 8; hp 4, 9, 4, 8, 2, 5, 5, 6, 5; THAC0 20; XP 15; full armor, chain mail; shields; daggers; spears.

Human male F3 (12): (S 15, D 5, C 14, I 12, W 15, Ch 11); AL CE; AC 2; MV 12; hp 10, 19, 18, 16, 19, 12, 17, 22, 13, 18, 26, 22, ; THAC0 18; XP 65; spear; shield, buckler; full armor, chain mail.

Human male F5 (3): (S 16, D 15, C 10, I 13, W 12, Ch 8); AL LE; AC 1; MV 12; hp 37, 29, 19; THAC0 16; XP 270; Knife sheath - Dagger of Throwing II
; full armor, chain mail; shield; broad swords; daggers.

Sebastion, the Fury of Malar Human male C11: (S 18, D 17, C 15, I 17, W 13, Ch 7); AL CE; AC -2; MV 12; hp 41; THAC0 14; XP 5000; Backpack; Dry rations (1 week); Flint and steel; Holy item; Jar of Preserving; Potion of Extra-healing; Potion of Gaseous Form; Potion of Human Control; Sword Stick; Torch x3; Wineskin; Full armor, bone +2; Golden Girdle of Urnst
; Pipes of the Sewers; Shield, small +3; Adamantine Mace +1; Spells: Darkness; Detect Good; Dispel Fatigue; Magical Stone; Pinespear; Protection From Good; Aid; Badberry; Beast Claw
 (Malar); Spiritual Hammer; Hold Animal; Spike Growth; Thorn Growth; Venom Immunity; Control Temperature, 10-foot Radius; Hunger; Repel Insects; Rage
 (Malar); Righteous Wrath of the Faithful; Animal Transfer
 (Malar).

Human, Zhentil cultist (16): Int. 8-10 Average (human) intelligence; AL LE; AC 4 (Chainmail/Shield); MV 12; HD 3d10; hp 17, 2x9, 18, 25, 13, 14, 20, 4, 15; THAC0 17; #AT 3/2; Damage 2d4 (morning star); SZ M; ML Fearless (19); XP 175.

28x1. More victims.

Entering this large sqaure dark room reveals little of interest. In the center of the room is a group of eight exquisite stone statues in various posses, they are so life-like that the artisan must have been truly skilled. Unfortunately, the eight statues are probably far too heavy to move, but if the characters possess the magical ability to take eight life-size stone statues, perhaps by using Diminuation, Shrink, or some other spell to reduce the size and weight of the statues. If the characters get the statues back to a temple of Azuth or Mystra, there is a chance that the characters might get some extra XP for rescuing a fellow group of adventurers that got turned to stone by the beholder as it passed through here. These adventurers are also Harpers and their mage is a member of the Watchful Order, although the characters might not figure that out. 

If your players are greedy as mine were (they never did learn from previous mistakes) and haul the statues to hawk them in the streets like common goods, perhaps reduce the price they get for them or have some persons in the crowd recognize the statues as people. I had the crowd recognize some of the statues as people and had a small riot which was put down by the guard and the Watchful Order who realized one of their members being sold as a household decoration. Of course the characters did not keep track of where the other statues went and had to chase the other statues down, buying them back at terribly inflated prices.

28y. The foyer to the altar.

Entering this large room reveals nothing other than a large dark room that appears empty. Searching the room reveals little but if the characters become a little too interested in the western wall containing the secret door to the altar of Malar, the guards will shoot corssbow bolts and throw spells through the holes in the wall placed for this reason. Since the room and secret door make a natural bottle kneck, forcing the characters into a confined area, Lightning spells bounced off the walls are especially effective at defending the secret door.

28y1. The altar of Malar.

A few guards are on station to protect the altar from discovery. They observe the characters approach but will not attack unless the characters find the secret door, or begin to get too close to discovering the secret door leading to the altar.

Human male F1 (3): (S 18/0, D 15, C 10, I 10, W 14, Ch 9); AL LN(evil); AC 6; MV 8; hp 9x3; THAC0 20; XP 15; full armor, chain mail; shields; daggers; medium crossbows; 100 medium crossbow bolts.

Human male M3: (S 12, D 13, C 11, I 17, W 12, Ch 9); AL CN(evil); AC 9; MV 8; hp 6; THAC0 19; XP 975; Wand of Magic Missiles (39 charges); Wand of Lightning (9 charges); Spells: Read Magic; Magic Missile; Charm Person; Lightning Bolt. 
Other than the foul altar of Malar, the characters discover: a Manual of Bodily Health; 7 cp; 11,195 gp; 9 sp; and a few (4) 25 gp silver trade bars. Destroying this enclave is a direct blow to Malar’s strength within the city, although the deity will not take notice of this, other members of the church may and will seek out the characters. Especially if Sebastion manages to escape the characters, he will immediately attempt to gather support for an assault against the characters.

28z. Another apparent empty room.

**Unknown to the characters there is a wandering beholder in this area. It is curently wandering around rooms #30d and #30e, and if the characters dally long enough they may meet it in the hallway as it exits from room #30e. **

Entering this 30’ deep by 40’ wide room reveals it to be eerily dark and desolate. Other than a strange pile of ashes in the center of the room there is nothing of interest within this room.

30a. Secret room.

This secret room is what the beholder is looking for. It has a map with a location of a secret room that it received from a few adventurers that it slew. The map is not all that accurate and done in strange runes frustrating the beholder. The beholder knows it is in the right area, but has not found the secret door yet. It will be most lethally appreciative to the characters if they find it and open it for the beholder and may reward them with a painless death. 

The door to this room is very cleverly hidden and is trapped with a magical trap. Discovering the door is hazardous because there are three spring-noose traps (hidden by Dust of Disappearance) placed in front of the door. A character searching the wall for secret or hidden doors must roll three successful checks; a Strength, Dexterity and Intelligence check or one of the nooses has caught the character around the feet, limbs or head. Snared characters drop carried items immediately unless a second successful Strength check is made, are pulled into the air, and take 1d4+2 points of damage. Every round thereafter they suffer 1d4 points of constriction damage add an additional three points per round strangulation damage if noose is around the character’s neck. The wires are AC 5 and take seven hit points of damage in one spot before being severed. All three of these snares are attached to loud noisy counter-weight that makes a horrid amount of noise as it hoists the character in the air. This noise is likely to attract the attention of the wandering beholder in room #30e. 

After clearing the spring-noose traps, searching the secret door reveals that in order to unlock the door, the thief has to insert his arms up to the elbow in to the wall. Searching for traps reveals that there is a blade trap that will sever the thief’s arms at the elbow unless the trap is successfully disarmed and then the door successfully picked open. The lock is an intricate one, and success is reduced by 30% due to the aqkward position the thief is in (he can not see his hands) and the intricacies of the lock. Failure to succeed in either task results in the thief losing (disarming) both arms at the elbows.

After picking the lock and trap upon the door, the door silently swings open revealing a large dark room 30’ wide and 20’ deep. In the center of the room is a tall wide laen pedestal with a sheathed dagger resting upon a moldy red satin pillow. Casting Detect Magic within the room reveals that the dagger is very magical and the stone pedestal has a faint magical radiance too. Entering the room reveals nothing else of interest and searching the block of laen (it is not part of the floor) reveals nothing of interest either. The block of laen must weigh around 900 pounds, radiates a residue of Alteration and Conjuration magics, and is smooth and featurless. Touching the laen block has no effect but touching the sheathed dagger or moving the dagger causes the block of laen to shatter spraying small sharp shards of stone. All creatures within 20’ of the block of stone take 3d6 points of damage and must make a successful saving throw versus poison. Characters that fail their save suffer an additional 3d10 points of damage while those that save suffer only an additional 3d4 points of damage. The shattered block reveals a large 12-foot tall laen golem that attacks either the character with the dagger or the nearest character to the dagger. Its orders are to keep the dagger within the room from all strangers and it will determindly pursuit and slay the bearer of the dagger or the closest character to the dagger until it is slain. By leaving the dagger within the room and stepping more than 10’ from it, the characters can avoid the attacks of the golem who will then stand within the room.

Golem, Laen
: Int. 2-4 Semi-intelligent; AL N; AC 4; MV 6; HD 12; hp 96; THAC0 9; #AT 1; Damage 4d10; SA See Below; SD See Below; SZ L; ML Fearless (19-20); XP 9,000; Laen golems are immune to all spells cast by beings of less than 7 Hit Dice or experience levels. When laen golems attack, they do so with their huge fists. They can make only one attack per round, but each does 4d10 points of damage when it strikes. Laen golems have a special attack form that has two distinct effects. This attack can be used instead of the golem’s normal attack. When an laen golem uses this special attack, it smashes it two fists together. This creates an extremely loud sound which causes all who hear to be stunned for the next round. All initiative rolls and attack rolls are at -4 due this effect. Those who save vs. paralysis are unaffected. The other effect this attack has is to spray the immediate area with tiny laen shards. All creatures within 20 feet of the golem are affected by this attack and take 3d6 points of damage and must save vs. poison. Those who fail take 3d10 points of additional damage, while those who succeed take only 3d4 additional damage points.

The dagger is a Dagger +2 with a fine steel blade. This unique magical dagger of assassins, Scabra, Drinker and Seeker
 once stained with the blood of a foe may be thrown up to 500’ without penalty, against that opponent striking automatically at any time in the future. The target does not have to be seen but the dagger requires a clear path of flight.

30b. Fleeing gibberlings.

As the characters enter this room, they are met with a horde of gibberlings fleeing the beholder. If the characters get out of the way of the fleeing mob, the gibberlings will flee past them with minor damage to both sides. However if the characters decide to attack, the gibberlings quickly mass agaisnt the characters. Using loud magics or a particulalry noisy battle attracks the attention of the beholder from room #30e. The gibberlings do not want to fight, they know this is likely to attract the attention of the beholder (not something wise) and attempt to flee past the characters, sacrificing a few of their numbers if necessary.

Gibberling (201): Int. 5-7 Low intelligence; AL CN; AC 10; MV 9; HD 1; hp 29x1, 29x8, 15x3, 17x2, 36x4, 25x6, 22x5, 28x7; THAC0 20; #AT 1; Damage 1-8 (short sword, +1 to hit); SA Mass assault; SZ M; ML Unsteady (5); XP 35.

If the characters think to grab one of the gibberling (mine did not) and interrogate it, the gibberling will gladly talk about the floating eyes of horror (the beholder) that are in the following rooms. Unless promised something stupendous, the gibberling will not volunteer to lead the characters to the beholder, but will gladly point the direction if promised its freedom.

30c. The gibberling trap.

Unless flushed by the beholder, the gibberlings have set a clever trap within this room. They have managed to find a collection of old drain piping and sewers that interconnect with this room. Hiding within this piping, the gibberling swarm upon the characters entering into this room. Otherwise this room is a large empty dark room with interesting stone drain piping in the roof and floor. On the floor the outlines of where large pieces of machinery once sat can be clearly seen.

30d. Empty room.

Entering into this room reveals the presence of the beholder in the next room floating around (unless they encountered it earlier.) Almost immediately the characters and the beholder should roll Initiative, there is only a slight chance that the characters will surprise a beholder and the odds are fairly low of surprising this one since it is searching for something (which the characters might have.)

30e. Wandering beholder.

Currently inspecting this room is a wandering beholder. If the characters are not particularly quiet, they may suddenly come under its attack. The beholder has previously been in the rooms prior to this one and knows approximately where to aim some of its powers so that they bounce off the walls into the other rooms. After a few of these ricocheteing attacks, it will wander in to see if it netted anything of interest. This beholder is an associate of Zanthalar, and is familiar with the hordes of adventurers that infest these ruins. The beholder is searching for the secret room with the fabled +2 dagger Scabra.

Beholder-kin, Beholder: Intelligence 15-16 Exceptionally intelligent; AL LE; AC 0 (Body), 2 (Eyestalk), 7 (Each eye); MV 0, Fl 3(B); HD 10; hp 82; THAC0 5; #AT 1; Damage 2-8; SA Magic; SD Anti-magic ray; SZ M; ML Fanatic (18); XP 14,000.

Within the body of the beholder are: Elixir of Madness (appears to be a Potion of Super Heroism); Oil of Fiery Burning;  Potion of Animal Control (fish); Potion of Giant Strength (Hill); Potion of Rainbow Hues; Potion of Sweet Water; Scroll of Protection from Gas; Scroll of Protection from Lycanthropes; Scroll of Protection from Plants.
My players kept throwing away the Potions of Animal Control (Fish) although portions of this level and especially  the third level are flooded. Within these flooded comaprtments, these potions effecting fish, and some of the armor that is intended for underwater use, I hope that your players keep on their characters so that their life is easier while in the deeper levels of Undermountain.

30f. The deadly old atrium.

Entering this warm, huge 90’ wide by 30’ deep rectagnular room reveals the presence of broken glass upon the floor. Numerous raised boxes fill the room several with the rotting stumps of plants, trees, and bushes, the whole room has a moldy musty smell. Looking up you can see the remains of numerous mirrors hanging from the 15’ high ceiling interspersed with several surviving mirrors. Large stone shafts near which the mirrors are postitioned let cool air into the room. Occasionaly a shower of water pours from one or several of these stone shafts, watering the rotting garden. (If you have a dwarf in the party he immediately recognizes this as the way that dwarves bring sunlight into their subteranean gardens by catching it on the surface and directing it underground with mirrors and stone shafts.) The floor around the boxes is covered in a thick layer of mold and rotting wet vegetation with numerous small insects scurrying around. A large moss-chocked stone pool in the nortwest corner of the room leaks water at a steady rate on to the floor where it trickles across until it is absorbed into the rotting vegetation debris. Hanging over the stone pool is a moss-chocked rusty iron trellis.

There are several dangerous plants within this room. Most were originally grown here as part of an experiment by a subteranean-dwelling mage centruies after the dwarves abandoned Undermountain. Some have found this a nice place to live and have prospered here.

The stone pool is home to several colonies of normal moss, but the iron trellis has three colonies of vampire moss. This moss is three to four feet long and is whispy like the moss that hangs from trees in some temperate forests. Any character searching the pool is immediately attacked.

Plant, Dangerous, Vampire Moss (3): Int. 0 Nonintelligent or not ratable; AL N; AC 9; MV 0; HD 1d4; hp 2x1, 3; THAC0 20; #AT 1 (special); Damage 1 hp per round; SA nil; SD nil; SZ T; ML Average (8-10); XP 7. Vampire moss lives upon the life energy of other creatures, but it prefers mammals-especially intelligent ones, possibly because their living essence tends to be more vibrant. The moss is an "air feeder", meaning it requires no contact with other creatures in order to draw life energy from them. A victim needs only pass within 10 yards of the moss in order to be "attacked".When vampire moss attempts to feed upon a person, he feels a prickling sensation at the back of the neck; at that point, the character must make a Constitution check. If the check succeeds, the moss is unable to establish a feeding link, but it will continue to try to magically attach itself until the intended victim leaves the area of effect, requiring subsequent Constitution checks each round until that happens. If and when the victim fails a check, the moss is able to "latch on", and it immediately begins feeding at the rate of 1 hp per round until the victim dies, until he leaves the area, or until the moss has consumed four times its own hit-point total in life energy (16 hit points), at which time it is sated and releases the victim. If several vampire mosses attack a single character, the damage can mount quickly; these creatures always attempt to establish feeding contact with the nearest being. If a victim is reduced to half his maximum number of hit points as a result of the vampire moss's feeding, he must make another successful Constitution check or fall unconscious. Even if the victim makes a successful check, he must continue to make checks each round until the draining stops or unconsciousness. (Of course, the DM should not at any time inform the character why the checks are necessary or what the results of failing them are until they occur. Nor should the DM identify the source of the energy drain.) The victim dies when reduced to 0 hp.Meanwhile, as the moss feeds, it turns a brighter and grighter shade of green. A fully sated moss is a vivid emerald green.The only ways to kill a vampire moss are by ripping it into tiny shreds or by burning it. The moss regenerates all other damage at a rate of 2 hp per week.

A. Tri-flower fond.

At this end of this large flower bed, is the brightest and beautfulist plant in the garden, almost seeming out of place. The deep green stalks of this plant are topped by trumpet-shaped flowers of vivid orange, bright yellows, and intense red.

Plant, Dangerous, Tri-flower Frond: Int. 0 Nonintelligent or not ratable; AL N; AC 9; MV 0; HD 2+8; hp 12; THAC0 17; #AT 1; Damage 0; SA Poison blossom (coma), enzyme blossom (2d4/rnd), fluid drain  blossom (1d6 rnd); SZ M; ML Average (10); XP 420. Each flower has its own function. The orange one shoots 2d4 pollen-covered tendrils, each 3 feet long; any creature struck must make a successful saving throw vs. poison or fall into a coma for 1d4 hours. The plant's sensitive rootlets tell the yellow blossom where to find the slumbering victim; the yellow bloom bends over and shakes down a shower of sticky enzyme that causes 2d4 points of damage per round until washed off (damage is reduced by 1 point per flask of water; complete immersion in water removes the sap in one round). The red blossom extends tendrils into the victim, draining body fluids at a rate of 1d6 points of damage per round.

B. Blood thorns.

Planted is this spot is a bloodthorn, or vampire thorn vine, resembling a normal patch of thorny vines. This healthy adult bloodthorn has a 10-foot-long yellowish brown trunk from which four tendrils spring. Each light green tendril is about 7 feet long and bears numerous slender, hollow thoms about an inch in length. Most bloodthorns are capable of limited movement but this one has been anchored in place by the long-disappeared evil druid that planted it.

Plant, Dangerous, Bloodthorn (3): Int. 0 Nonintelligent or not ratable; AL N; AC 4; MV 1; HD 10; hp 80, 79, 74; THAC0 15; #AT 1; Damage 25% of hp; SA Blood Drain, System Shock; SD See Below; SZ L; ML Fearless (19-20); XP 5,000. When warm-blooded prey approaches, the bloodthorn’s tendrils lash out, making one attack as a 6 Hit Die monster. If successful, the barbed thorns attach to the victim and drain bodily fluids. The bloodthorn’s prey loses 25% of its maximum hit points each round, until the bloodthorn or its victim dies, or the victim breaks free. The draining process is very painful, and the victim must make a successful system shock roll each round or fall unconscious. The victim can pull free with a successful Strength check, though this causes an additional 1-2 points of damage. Each tendril requires 10 points of damage to sever; these points do not count towards the total from the central stalk’s Hit Dice. An electrical attack will cause a bloodthorn to grow by one Hit Die, but it still attacks as a 6 HD monster. Cold immobilizes the bloodthorn for 2-5 rounds.

C. Yellow musk creeper and mantrap.

Planted back to back are two of the most dangerous plants in the Realms. Both of these plants can reach the full length of the narrow walkway between the planter box and the wall. When the characters counter-attack the yellow musk creeper several zombies rise from the rotting foliage at its base and protect the mother plant.

Plant, Dangerous, Yellow Musk Creeper: Int. 0 Nonintelligent or not ratable; AL N; AC 7; MV 0; HD 3; hp 14; THAC0 17; #AT 2; Damage 0; SA Pollen (save vs. poison or entranced), drain 1d4 Int/rnd; SD Immune to mind-affecting attacks (including sleep, charm, hold & illusion); SZ L; ML Fearless (20); XP 650.

Plant, Dangerous, Yellow Musk Zombie (6): Int. 1 Animal intelligence; AL N; AC 10; MV 6; HD 2; hp 2x16, 2x9, 13, 7; THAC0 19; #AT 1; Damage 1-8 or weapon; SD Immune to mind-affecting attacks (including sleep, charm, hold & illusion); SZ M; ML Fearless (20); XP 120.

Plant, Dangerous, Mantrap 9 HD: Int. 0 Nonintelligent or not ratable; AL N; AC 6; MV 0; HD 9; hp 72; THAC0 0; #AT 0; Damage 0; SA trap, acid (1 hp/rnd - items must save), alluring pollen; SZ G; ML Steady (12); XP 4,000

D. Black willow.

Hiding here waiting for a snack is the largest plant within this room whose lofty branches almost reach the roof among the shattered mirrors. The black willow is a mobile, sentient tree of evil disposition. It is 90% unlikely that a creature will recognize a black willow as such, for they can alter their trunks and limbs to appear as normal trees of the various willow varities. It appears as a normal willow and is waiting for the right moment to attack, hoping the characters will divide their party to search this room. It is quite experienced having handled various adventurers and monsters over the years since it was transplanted here by an evil druid. Trapped within this room because it has gotten too tall, it has a decent life and is not discontent.

Plant, Carnivorous, Black Willow 13HD: Int. Very; AL NE; AC 2; MV 1; HD 13; hp 104; THAC0 7; #AT 7-12; Damage 1d4; SA Drowsiness Aura; SD Regeneration; SZ L; ML Fearless (19-20); XP 5,000. A black willow’s normal attack is with lashing, whiplike branches that cause 1d4 points of damage each, but it has two special attack forms, one of which is generally employed earlier. If a creature has climbed out on a safe-looking limb, the black willow generates an aura of drowsiness within a 20-foot radius, making tired creatures fall into natural sleep. No saving throw is granted for creatures that are already going to sleep (like travelers resting or adventurers camping for the night), but active creatures (like foraging animals and adventurers just passing through) get a saving throw vs. spell to avoid falling asleep. Note that no spell is actually cast, and no offensive action is taken by the black willow during this drowsiness attempt, so characters who save feel slightly tired and then press on. Creatures who fail the saving throw, or who are already tired, do not drop to the ground, but rather feel compelled to stop and rest for a while. A hole then opens underneath such victims, and one or more of them are taken into a hollow limb. The limb then tilts to slide them into the trunk cavity. The trunk’s safe-looking openings are also used to close and trap the victims in the digestive cavity of the trunk. The stomach is coated with sticky, nonflammable sap. Digestive sap then oozes up from the roots, filling the cavity at a rate of one foot per ten rounds until the entire eight-foot cavity is filled. The juice is acidic and inflicts 1d4 points of damage per round until death occurs. Complete digestion is indicated when the victim reaches -20 or more hit points; any attempt at resurrection is thereafter impossible. Creatures trapped inside the stomach can employ only short, sharp weapons because of the confined space. It’s impossible to cast spells from within a black widow, unless the caster is small sized or smaller. Maximum normal damage is only 1 point per round, but magical and Strength bonuses add to this. Therefore, rescue, if any, must usually come from outside. A black willow regenerates at the rate of 1 point per turn and is immune to electrical attacks only if its roots are grounded firmly.

E. Viper vines guarding the exit. 

Hanging over the exit in a large planter box mounted to the wall is a large group of viper vines. Viper vines are thick (three inches in diameter), rope-like vines that are brownish green in color. They are a type of carnivorous plant indigenous to tropical forests, 90% indistinguishable from normal vines. 

Plant, Carnivorous, Viper Vine: Int. 5-7 Low intelligence; AL N; AC 8; MV 3; HD 4; hp 12; THAC0 17; #AT 1; Damage 1d4; SA Paralysis, constriction; SD See Below; SZ L; ML Elite (13-14); XP 270. They have two forms of attack. The first is constriction as they wrap around their victim, much like snakes, causing 1d4 points of damage per round. A successful bend bars/lift gates roll is required to free oneself from the constriction. The second attack is a paralyzing poison exuded from the skin onto the ensnared creature (successful saving throw vs. poison to avoid). Viper vines can control this poison, generally not using it until after having constricted their victim for 1d4 rounds. The paralysis lasts for 2d4 rounds. Viper vines are immune to all blunt weapons.

Searching the room reveals: 18 cp; 6 gp; 12 pp; 10 sp; an alexandrite stone (worth 100 gp); a blue quartz (worth 10 gp); and a zircon stone (worth 50 gp).

After this room the characters headed for the Yawning Portal to dump some of the material wealth they had aquired, recoup much needed spell components, and get some serious healing at the various temples. They spent about a week out of Undermountain and decided to explore a different direction (rather than continue where they left off) when they returned changing the numbering systems of the rooms.

31a. Chasing scro again.

As the characters enter this room, just exiting it are a large number of scro with a group of human slaves in chains. The characters do not know that a skeletal drider at the front of the scro raiding party leads them and if they attack the rear of the scro, the skeletal drider is well protected from the character’s attacks and can direct the counter-attack. It would be better for the characters to observe the scro or atttempt to follow them stealthly (or go around and cut them off or lay an ambush) than immediately attack.

Scro (30): Int. 13-14 Highly intelligent; AL LE; AC 4, 8 (Base); MV 9; HD 3; hp 2x8, 11, 6x15, 3x13, 5, 3x20, 18, 2x14, 17, 2x12, 2x16, 2x19, 9, 2x21, 10; THAC0 18; #AT 1; Damage 1d6, or by weapon; SA See below; SD Nil; SZ M, L; ML Champion (15); XP 270; broadswords; daggers; chain mail; shields; spears; hand axe; Potion of Fiery Burning.

Scro, Captain/bodyguard (3): Int. 13-14 Highly intelligent; AL LE; AC 4, 8 (Base); MV 9; HD 6; hp 24, 23, 29; THAC0 15; #AT 2; Damage 1d6, or by weapon; SA See below; SD Nil; SZ M, L; ML Champion (15); XP 975; broadswords; shields; chain mail; spears; throwing knives (x3 each); 30 infantry caltrops apiece; one weilds a Longsword +2. 

Scro, Seargeant/Guard (15): Int. 13-14  Highly intelligent; AL LE; AC 4, 8 (Base); MV 9; HD 4; hp 3x15, 2x14, 2x22, 3x21, 18, 2x23, 19, 25; THAC0 17; #AT 3 every 2 rounds; Damage 1d6, or by weapon; SA See below; SD Nil; SZ M, L; ML Champion (15); XP 420; broadswords; shields; chain mail; spears.

Human, Slave (30): Int. 8-10 Average (human) intelligence; AL N; AC 10; MV 12; HD 1d6; hp 10x5, 4x2, 6x4, 4x6, 3x1, 3x3; THAC0 20; #AT ; Damage ; SZ M; ML Unreliable (2); XP 15.

Conden of Bahgtru Scro male Sh6 (Priest of Bahgtru)/M7: (S 18/56, D 18, C 17, I 17, W 16, Ch 8); AL LE; AC 1; MV 12; hp 42; THAC0 18; XP 3000; Warhammer +3; Amulet of Magic Resistance (1st – 3rd level spells only); Backpack - Flint and steel; Holy item; Paper (x3); Pearl of Power (1st); Rations,standard (1 week); Torch x4; Wineskin (filled with horrid orc wine); Writing ink; Beads of Force (8); Belt - Belt pouch, large - Caltrop x30; Candle of Invocation (Lawful-Evil); Dust of Disappearance; Potion of Healing x2; Boots of Striding and Springing; Cloak of protection +3; Shield of Reflecting
; Spells, cleric: Magical Stone; Proof Against Undeath; Protection From Good; Protection From Silver; Scribe
; Barkskin; Chaos Ward; Cure Moderate Wounds; Draw Upon Holy Might; Resist Fire/Resist Cold; Caltrops; Negative Plane Protection; Spells, mage: Armor; Inaccuracy
; Read Magic; Tenser's Steady Aim; Audio Enhancer
; Net
 x2; Gamalon's Fiery Backlash
; Magic Bridge
; Nystul's Blacklight Burst
.
Drider, Skeletal: 

32d. An almost, empty room.

The characters and scro battle spilled into this room, fortunately it was only occupied by a few skeletons that the cleric was able to destroy rather quickly. Now a cruel DM might have put some thing really horrible within this room.

This large room is 70’ long and 30’ wide and is dominated by two large stone columns in the center of the room spaced 12’ apart along the room’s axis. The stone columns are very intricately carved with reliefs and several of these reliefs are marred by iron hooks that have been driven into the stone column. Hanging from these numerous rusty iron hooks are several pairs of worthless rusty iron manacles some of which still contain skeletal hands and arms. Lying at the base of these two columns are numerous skeletons, mostly human but some demihumans are mixed in. Lying against the western wall is the skeltal remains of a large lizard-like beast missing its head and several other major skeletal components. Judging from the size (about 15’ long) and the vestigial wings, you think this monster might have been some species of giant underground lizard mixed with some dragon. It apparently died at the hand of some adventurers long ago judging from the rusty iron arrow heads still lodged in the bones and great slashes made with some chopping weapon perhaps a sword or an axe. Prying the arrow heads from the bones reveals little other than they were sheaf arrows. As the characters are looking at the large lizard skeleton, several undead skeletons lift themselves from around the arches and begin to shamble towards the characters.

Skeleton (21): Int. 0 Nonintelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 6, 3x3, 6x5, 3x4, 5x2, 1, 7, 8; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells & cold, 1/2 Damage from P & S weapons; SZ M; ML Fearless (20); XP 65. Most of these have grabbed a loose bone or rusty length of shackle chain with which they can smite the characters.

I had considered at one time reversing time within this room and returning the dinosaur/black dragon monster to life and have the primitive race of lizardmen that worship and feed the lizard guard it but have not gotten around to it. I set the events leading to the death of the monster and the scattering of the primitive lizardmen while Waterdeep was still a rural fishing village and Halaster’s parents were not even born yet. During this ancient time within my campaign the dwarves are starting to abandon Undermountain, but that is as far as I had detailed in my notes. Just an odd side-line thought scribbled in the margin and continued on a Post-it Note in one of the note books I used. Perhaps if your campaign takes place in the Arcane Age or thereabouts, this monster and its worshippers may be around.

32d1. Missed opportunity.

The characters missed this secret room probably because they were involved in a running battle with the scro and flew past it and never returned.

Discovering this secret door, reveals a very cleverly hidden door that is not locked or trapped. In order to open the door, a successful Intelligence check must be rolled and three correct places tapped on the wall, which releases the door and it slides silently down into the floor revealing a large dark room with a terrible smell.

Entering the room reveals a mass grave of seven humans. Each of these humans lie in a twisted unnatural pose indicating their death was not a pleasant one. The corpses look undisturbed otherwise, and are fully clothed in a manner suggesting that they were powerful and wealthy. In the center of the room is a table with eight chairs and perhaps these seven dead once sat within the chairs. A pewter chalice rests near each corpse, a stain near the chalice indicating a fluid spilled from the cup when it fell.

These seven powerful and rich patrons from old Waterdeep were poisoned in a meeting with an evil mage (now a lich). Their spirits still haunt this place as wraiths and they attack all that enter the room.

Wraith (7): Int. 11-12 Very intelligent; AL LE; AC 4; MV 12, Fl 24(B); HD 5+3; hp 25, 30, 20, 31, 2x27, 33; THAC0 15; #AT 1; Damage 1-6; SA Energy drain (lose 1 level per hit); SD Hit only by silver or +1 or better magical weapon, immune to sleep, charm, hold, death cold-based spells, poison & paralyzation; SZ M; ML Champion (15); XP 2,000.

Searching the room carefully takes 3-5 turns but reveals several loose items of money that the previous looters missed. Total value is 284 gp of miscellaneous small gems, coins, and valuable clothing items like silver broach pins.

32e. Skuz. 
Entering this large narrow room reveals a fetid swamp. The room is quite warm, with warm water dripping from a seam in the roof. Heavy layers of mold and fungus coat all the walls and a thick layer of slime coats what little of the floor does a large pool of murky, slimy water not cover. Covered in a thick layer of algae, the water nearly covers the floor, and in a few more years, the floor will disappear completely. It is impossible to cross the room on the floor without entering the water. (Flying or levitating creature avoids the water.) There is a large seam of limestone in this area, and this pool of water is getting deeper as the weight of the water increases compacting the limestone. Eventually the water will overflow this room. 
Entering the water encounters the skuz, which attacks the last creature through the water. 

Skuz (Intelligence 15-16 Exceptionally intelligent; AL CE; AC 0; MV 1, Sw 15; HD 11; hp 47; THAC0 9; #AT 2; Damage 2d6/2d6; SA Energy Drain, spells; SD +2 or better to hit; SZ M; ML Fearless (19-20); XP 15,000. 

In the bottom of this pool, in the deepest part is the skuz’ treasure: 5,453 gp in various small gems; Full armor, chain mail +1; Oil of Elemental Invulnerability (Water); Potion of Clairvoyance.
Many thanks to Varl who caught that I missed this room in the previous posts. 
********************************************************* 
  
32f. Skulk and doppelgangers. 
Entering this large room reveals the presence of 12 creatures that appear to be of elf descent. They are a little paler then the usual elf but appears otherwise as one of the various elf crossbreeds. They wave in a friendly manner but refuse to speak and defer any offer to get any closer. If the characters push too close (within 15’) they scatter like frightened mice, with only one standing its ground and barking orders at the rest in a strange tongue (definitely not an elf language). 
This group is a gathering of a skuz band and a few doppelganger allies. They are transiting through these halls seeking new hunting grounds. The other skuz will immediately blend into the walls and attempts to flee while the doppelgangers flee from the characters. The leader skuz (it speaks passable common) attempts to bluff their way through the area and will talk to the characters in a haughty manner. If pressed closely it becomes obvious that it has no clue about elf things and does not know the exact details of the tribe and race of elf that it is attempting to mimic (moon elf). 

Skulk (8): Intelligence 8-10 Average (human) intelligence; AL CE; AC 7; MV 12; HD 2; hp 2x6, 2x10, 5, 9, 7, 13; THAC0 19; #AT 1; Damage By weapon; SA Backstab; SD See below; SZ M; ML Unsteady (5-7); XP 120. 

Skulk Leader: Intelligence 11-12 Very intelligent; AL CE; AC 7; MV 12; HD 3; hp 10; THAC0 17; #AT 1; Damage By weapon; SA Backstab; SD See below; SZ M; ML Unsteady (5-7); XP 120. 

Doppelganger (3): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 9; HD 4; hp 8, 18, 16; THAC0 17; #AT 1; Damage 1-12; SA ESP, imitates victims; SD immune to sleep & charm, save as level 10 ftr; SZ M; ML Elite (13); XP 420. 

32g. Gate to the Dire Woods. 
This gate deposits the characters into the Dire Woods; about three days walk south from the Shrine of the Undying Heart and about a day away from the Heartblood River (of course the characters do not know this, they just realize that they are suddenly in a thick forest). The characters can either head for the towns of Karse or Reitheillaethor. Another alternative is to head down the Heartblood River to the Delimbiyr River, past the Karsecraggs (where the two rivers join, a treacherous area of rapids) and eventually into the town of Loudwater. 
The characters arrive within a ruined circle of menhir stones in an abandoned glade. Faintly glowing runes that lose their luminous light almost when the characters arrive give hint that this glade was an elven sanctuary millennia ago. The runes etched into the stones are almost unreadable and worn smooth by age. 
In the town of Loudwater, the characters hear rumors of a ruined keep upon Dahaurock, infested with wererats. A failed paladin under the control of the sword Calathangas inhabits these ruins. The paladin is now a wererat and leads a pack of 34 wererats and 144 giant rats. (If the DM desires, the wererats and giant rats can attack the characters while they are traveling towards the city). The wererats led by the former paladin have attacked local caravans and merchants, and the townsfolk desire this threat removed. 
The characters have an opportunity to cleanse the ruined keep of the wererats, remove the former paladin from the control of the sword Calathangas, and possibly restore the paladin to his church. These great deeds reward the characters with some excellent publicity, enough XP to make it worthwhile, and a different type of adventure. Alternatively, the paladin’s church (Helm?) could contract the adventurers to restore their fallen comrade, and the sword could be donated to the local church of Gond (or Goibhnie) for safekeeping. 

  
32h. Upside down room. 
Entering this room reveals an odd sensation felt on the threshold of the room. Immediately upon entering the room the characters and everything with them are subjected to a Reverse Gravity spell, making the roof the floor and the floor the ceiling. Other than the sudden disorientation this might cause, there should be no other ill effects of this change in direction of gravity. 

 
32i. The cursed Midas Pool. 
Entering this room reveals numerous dead scattered around the room. Most of the remains appear to be dead adventurers grouped around a large stone pool just off center of the room. Most of these adventurers died from sword or other weapon attacks and some apparently killed each other around the pool. These bodies are all looted and other than rusting and rotting armor; there is nothing of value upon the dead. Looking into the pool reveals an almost empty pool with a three-foot drop to the water and about three inches of water left in the pool. What this little amount of water would cause these adventurers to attack each other is not evident. 
Dropping something like a copper piece or a rock into the water immediately causes it to become gold. This is a Midas Pool, but a cursed one. Anything that is exposed to the water is immediately turned to pure gold (for 1d4 days or until a Dispel Magic is cast upon it, or it passes through a Gate). Among the more greedy characters, this can cause inner party fighting and backstabbing. Of course, the first thing the characters do is drop everything they can into the pool, fish it out (my characters even dropped some of the dead lying around), stack it up and haul it to the nearest merchant. The pool is set too far away for the characters to make it to the city above with the material as gold but if they pass through the nearby gate, they are in for a rude surprise. Casting spells such as Permancy has no effect upon the golden items, but a Time Stop or placing the items in such devices as Portable Holes and Bags of Holding will force the items to remain as gold until they are removed (or the spell expires) at which time they return to their previous material. 
Alternatively, the pool could be full to the brim with the water held within the pool only by the surface pressure on the edges. Dropping anything into the pool breaks the meniscus of the water, releasing the surface pressure causing water to pour from the pool immediately swamping everyone within 10’ of the pool (or the whole room) and turning them to gold for 1d4 days (or longer if the DM desires). When the magic fades and the characters return to normal, they could find themselves in some interesting areas as displays or sold in areas like Skull Port. The characters might find themselves displayed as statues in a noble Drow house, an Illithid manor, or within Waterdeep. Imagine the surprise of both the characters and the “owner” of the golden statue when the statues are no longer gold. 
A concealed door in the southern wall of the room is not trapped nor locked and opens revealing a short length of hall. 

  
32j. A short length of hall. 
Opening the concealed door reveals this 20’ long by 10’ wide dark hallway that ends in an apparent dead end. The thick layer of dust upon all surfaces indicates this area has not been disturbed in a long time. In the rear wall is another concealed door that is neither locked nor trapped. It opens revealing a small foyer opening into a much larger room. 

  
32k. The larger room (pie trap). 
Entering this room reveals the presence of heavy dust upon all surfaces; this area has also not been disturbed in some great length of time. A dark 20’ long and 10’ wide foyer leads into a dark 20’ square room. In the center of the room is a small stone pedestal resting in the center of a 20’-diameter pie-shaped circle. There are eight distinct divisions in the pie shape upon the floor with the stone pedestal in the center (tips) of all the pieces. Resting upon the pedestal on a molding red satin pillow is an ornate closed faced helm with great sweeping eagle wings on either side. The helmet has gold highlights along the brow ridge, cheek pieces, and nose. The nose is hooked like a great bird of prey’s beak. Casting Detect Magic in the room reveals that the helmet is very magical and so is the pedestal and the pie shape upon the floor. 
Walking across the pie shape or placing more than 45 pounds of pressure upon any piece causes that piece (it shatters upon the spikes below) to fall out of the pie revealing a naked steel blade, edge up along the edges of the shape. A character caught upon the pie shape as it falls may attempt a Dexterity check at –2 penalty to attempt to catch himself before falling 75’ into the bottom of the spiked pit. Characters that fall into the spiked pit suffer 1d10x7 points of damage from the fall and 3d8 points of damage from the spikes in the bottom. A scattering of bones in the bottom of the pit indicates that they are not the only ones to suffer this fate, but only the most recent. Flying or levitating creatures that touch the helmet (or any disturbance of the helmet) causes all the pie pieces to fall from the trap. 
Recovering the helmet from the center of the trap and studying it reveals that the helmet is a Helmet of Brillance that adds a single point to the Intelligence score of the character that wears it. (Actually, the helmet is a Cursed Helmet of Brillance (Dunce Hat) that subtracts a point of Intelligence from the score of the character wearing it. Once donned the helmet may not be removed except by the application of a Minor Wish, Wish, or a Remove Curse spell from a cleric 15th-level or higher.) 

33a. Some symbolism.

Discovering this secret door reveals that although it is locked it is not trapped. Casting a Detect Magic spell upon the door reveals that the door is magical. This door bears the 8th-level Wizard spell Symbol of Insanity upon a secret panel on the inside of the door. All creatures that pass through this door (for a total of 120 hp) are immediately effected by the spell. Creatures that pass through the door act as if a Confusion spell had been placed upon them, until a Heal, Restoration, or Wish spell is used to remove the madness.

Entering the doorway reveals a short dark hallway 10’ long that opens into a much wider room, 30’ wide and 40’ long. In the center of the room is a plain brown leather bag with a bright red string tied securly around the top. Nothing else is apparent within the room.

Any character touching the bag is immediately attacked by three shimmerings. The character who first touched the bag and later the character that possess the items inside will each continue to get attacked by an increasing number of shimmerings each day, beginning with three a day. Casting Legend Lore upon the items inside reveals that the only way to stop the shimmerings daily attack is to go to a temple of Mask and leave an offering of at least 5,000 gp. These bracelets inside are cursed that any non-worshipper of Mask that wither touches the items first and possess them later shall suffer a daily attack from shimmerling wraiths. Of course if the thief character in the party is a worshipper of Mask then they have nothing to fear (as long as they were the first ones to touch the bag) as these items were crafted by a Thief/Mage worshipper of Mask.

Inside the bag are a pair of large white gold bracelets each set with four large amber stones. Ithalkur’s Bracelets of Defense
 are highly magical and confer upon the wearer the immediate Shield Use proficiency
 (or if the character already possess that proficiency, then it confers another slot of proficiency, bettering the skillful use of a shield). The bracelets also reduce the severity of all attacks against the wearer by one level. For example if a weapon does 3d4 points of damage normally against the wearer, it would do only 2d4 points of damage. For weapons that do only one die of damage such as 1d4, the damage against the wearer would be 1d3.

Wraith, Shimmering (3): Int. 0 Nonintelligent or not ratable; AL N; AC 4; MV 12; HD 4; hp 17; THAC0 17; #AT 1; Damage 1d6; SA shadow chill; SD unaffected by cold, electricity, turning, or dispel magic; SZ M; ML Champion (15-16); XP 5,000. Within Undermountain these wraiths can not use their shadow chill attack but when the cursed character leaves Undermountain, there is a possibility of the character suffering that attack as well.

33b. Painful symbology.

This secret door is unlocked, is not trapped and bears the 8th-level Wizard spell Symbol of Pain on a secret panel within the door. All creatures passing through the door are afflicted with wracking pains shooting through their bodies, causing a -2 penalty to Dexterity and a -4 penalty to attack rolls for 2d10 turns.

Opening the door reveals a dark short hallway 10’ long that ends in a 30’ wide by 20’ deep room that is well lit. The light source is towards the left and is bright enough to light the hallway. Entering the room reveals nothing other than a single copper piece glowing with a bright light lying on the floor, next to a small, open-topped blue leather purse. This copper piece is the recipient of the 2nd-level Wizard spell Continual Light as are the other 24 cp in the purse.

33c. Flaming, but not symbolic.

Discovering this secret door reveals that it is well-hidden and a thief has only half his normal chances of detecting the 21st-level Fire Trap spell upon the door. The center of the spell is a spot five feet from the door at about three feet off the floor, about waist high for the average human and shoulder high for halflings. Damage is 1d4+21 points of damage, a saving throw versus spells reduces the damage by half.

Opening the secret door reveals a short hallway 10’ long that dead ends in what appears to be a glass mirror. Tapping on the glass reveals that it is unusually thick (5”) for a mirror and quite cold. Around the edges of the mirror small particles of ice can be seen as well as a light layer of frost around the perimeter of the mirror frame. Shattering the glass (requires a total of 75 hp of damage) unleashes a torent of very cold water with chunks of ice. There is approximately 8,000 cubic feet water is at about 33º Fahenheit. If the characters left the secret door open behind them the water pours from the room in a freezing torent, if not, they could drown as well. Searhing this cold and wet room reveals 14 partially frozen corpses within the room each wearing corroded ancient bronze plate mail. Very bloated with water, the corpses are semi-frozen and appear to be the remains of some adventurers caught in an ancient trap. With most (all) of the water gone the room begins to warm gradually and begins to reek like soggy dead human. The 14 dead adventurers still retain most of their equipment, although some of the perishable materials are certainly ruined by now. As the characters start to search the room, the dead (drowned ones) begin to move. The characters will get automatic Initiative, since these undead are finally able to move and are going to be stiff and slow. After four rounds of the water being removed all characters within the room or within 20’ of the corpses shall roll a saving throw versus poison. A failed saving throw indicates that the character is nauseated, suffering a -1 penalty to his attack roll and a +1 penalty to his AC for 2d4 rounds. The putrid water that drips from the drowned ones contains many bacteria, so any successful hit has a 10% chance of causing a severe disease in the victim. The water-logged condition of the creature's flesh means that fire and fire-based magic cause only half damage. Lightning, electrical, and cold-based attacks inflict double damage. Drowned ones are immune to sleep, charm spells, illusions, and other mind-altering spells. Because they are created by the direct will of a deity (Myrkul), they cannot be turned.

Zombie, Sea (14): Int. 5-7 Low intelligence; AL CE; AC 7; MV 6, Sw 12; HD 5; hp 2x28, 21, 3x25, 16, 29, 19, 22, 20, 26, 35, 15; THAC0 15; #AT 1; Damage 1-10; SA Stench, disease, spell use; SD Spell immunity; SZ M; ML Fearless (19-20); XP 420; three of these sea zombies were priests in life and as such they have the following spells granted by Myrkul (Nerull): Bone Bite (Myrkul); Cause Light Wounds; Cause Moderate Wounds; Chill Metal; Degenerate Light Wounds; Heat Metal.

Searching the room reveals 75 gp, the remainder of the material is far too corroded or rotten to be of value. Carefully searching the room reveals a secret trap door in the center of the floor. A thief attempting to disarm this trap has an extremely delicate task that causes him to suffer a loss of half of his normal score to disarm traps. This mechanical and magical trap if sprung immediately causes another glass door (5” thick) to appear blocking the exit and the room immediately begins to fill with icy cold water from around small vents at the base of the walls. The room will completely fill in four turns, but the characters will suffer frost bite and hypothermia long before then. The only way out is to smash the mirror, requiring a damage total of 75 hp be done to the glass. The glass is susceptable to magic and can be shattered with some spells such as Bigby’s Clenched Fist but spells such as Magic Missile and Lightning Bolt either pass through the glass or ricocete back into the room (DM’s option).

33d. Guarded tomb.

Discovering this secret door and searching it can be hazardous to the thief. This door is also protected with a Fire Trap spell but cast at the 16th-level. The thief has half his normal chances of disarming this trap and setting it off (centered upon a spot three feet from the door and four feet from the floor) causes a explosion of flame doing 1d4+16 points of damage, a successful saving throw versus spell reduces the damage by half. The door is locked but is picked normally.

Opening the door reveals a short dark hallway 10’ long ending in a 20’ wide by 40’ long room. In the rear of the room against the wall is a large stone sarcophagus. Slwoly walking towards the characters is an animated skeleton, clothed in a flowing robe of brown or black. Each eye socket is lit by a fierce, red pinpoint of light that is almost hypnotic in its intensity. Standing behind the clothed skeleton are 18 human corspses standing around the sarcophagus. When the crypt thing attacks, it signals the crypt servants to join in the melee, each is armed with a bronze scimitar.

Crypt Thing: Int. 11-12 Very intelligent; AL N; AC 3; MV 12; HD 6; hp 22; THAC0 15; #AT 1; Damage 1-8; SA Teleport; SD Spell immunitiy (charm, hold, or sleep spell), only damaged by magical weapons; SZ M; ML Fanatic (17-18); XP 975; Memorized: Teleport. Unfortunately since this is Undermountain, the crypt thing’s Teleport does not work, so it will revert to melee.

Crypt Servant (18): Int. 5-7 Low intelligence; AL LN; AC 5; MV 12; HD 6; hp 36, 26, 2x25, 17, 2x24, 2x31, 2x30, 2x20, 21, 28, 19, 42, 22; THAC0 15; #AT 2; Damage 1d4 (x2) or by weapon; SA Nil; SD Special immunities (charm, hold, or sleep spell), immune to piercing weapons; SZ M; ML Fearless (20); XP 650; bronze scimitars.

Opening the sarcophagus reveals a dead human dressed in funeral finery. Looting the sarcophagus reveals: a silver ring inset with an amethyst (100 gp); a banded agate earring (5 gp); a chrysoprase necklace (50 gp); a hematite earring (10 gp); a jet bracelet (100 gp); a moss agate bronze ring (10 gp); and a silver ring inset with a spinel (100 gp). Searching the sarcophagus for secret compartments reveals one underneath the dead individual. Opening the secret compartment reveals: 467 cp;891 gp; 608 pp; 553 sp and 6,800 gp in various trade bars from the Sword Coast.

33e. Foyer of the dead.

Dsicovering this secret door reveals that it was broken in the past and only the skill of the builder keeps it hidden. The easily opens revealing a 30’ deep by 20’ wide room with numerous dead humans scattered around the room, obviously the remains of some ancient battle. Searching the dead reveals they have been looted already and there is nothing of value. However, an odd thing discovered while searching the dead, reveals that all had horrible scarring and some had small scales not quite snake-like on some parts of the body. A character with a Demonology proficiency or great knowledge and experience with demons will determine that the scales are demon-like.

33f. Hallway of the dead.

Going through this hallway reveals a few more dead in much the same state as the previous room.

33g. Lost and shattered temple to Orcus. 
The door to this room while still intact is clearly outlined by scorch marks on the walls. Strange arcane writing (in the tongue of the Abyss, requiring a Demonology proficiency to read) decorates both doorjambs. The runes glow with an eerie red light when the door is opened. 
Entering the room reveals the strong smells of old sulphur, and rotting bodies. There are more dead bodies within this room and a shattered altar with a cracked and abused idol sitting behind the altar. The altar almost reaches the 12’ high ceiling and is of a grotesque figure with large distended belly, small bat-like wings, a gaping maw full of fangs and a mighty club in the right fist. Searching the idol reveals that it suffered much abuse from weapons, tools and magic and reveals a secret compartment. Searching the secret compartment reveals a small tin flask that is warm to the touch. The flask has several lines of (Abyss) runes on both sides and a wax-sealed stopper. Opening the stopper releases the trapped blue slaad. 

Slaad, Blue: Intelligence 5-7 Low intelligence; AL CN; AC 2; MV 6; HD 8+4; hp 96; THAC0 13; #AT 3; Damage 2-12/2-12/2-16; SA Disease; SD +1 or better weapons to hit; SZ L; ML Steady (11-12); XP 16,500. 

Unless the characters are able to discern the runes, have a sage with them, or haul a sage down here the next trip into Undermountain, it is unlikely that the characters are going to discern that this is a ruined and desecrated temple to Orcus, who is trying to enter the Realms. 

  
33h. The way out. 
Entering this room reveals that it is apparently empty and not used often. A thick layer of dust lies on every surface but the roof, and the remains of several large dust and mold-chocked cobwebs lie on the walls. 
Having recently oozed its way in here and consumed the desiccated body and most of the web of a giant spider the gray pudding on the roof is waiting patiently for the characters to walk underneath it so that it can drop upon them. Using its deep gray coloration to blend in with the shadows and the natural gray hue of stone in the roof, the pudding is difficult to detect. This gives the characters a -4 surprise roll penalty. 

Gray Pudding: Intelligence 5-7 Low intelligence; AL NE; AC 9; MV 9; HD 10; hp 80; THAC0 11; #AT 1; Damage 4d8; SA Surprise, Acid; SD See Below; SZ H; MR 20%; ML Steady (11-12); XP 3,000; the gray pudding emits a powerful acid, delivering 4d8 points of damage. This acid eats through wood, leather, and chain mail in one round, and plate mail in two. Each magical plus of an enchanted item adds 1 round to its survival time. In addition, the creature automatically delivers 4d8 points of damage each round it is encasing a victim. A creature reaching -10 hit points is dissolved, with not even a scrap of bone left behind. Gray puddings are unusually susceptible to certain spells, provided those enchantments get past its magic resistance. These spells include Flesh to Stone, which acts as a Slow spell on the pudding, and Airy Water, which alters the pudding’s form enough to drown it in its own fluid mass in 2d4 rounds. 

  
33i. Weapons racks. 
Discovering this secret door and searching it for traps can be painful for the thief as he has half his normal score chance to discover a mystical 18th-level Chain Lighting spell cast upon this door. Failure to discern or disarm this trap releases the spell into the thief first and then it bounces around the hallway. The door is locked but can be picked normally. 
Entering this secret room reveals that it has a short hallway 10’ long that opens into a room 20’ wide and 40’ deep. In the rear of the room are two moldy and rotting weapon racks. There are some weapons on these rack but from here it is too far to determine if they are of any worth. A kindly DM might stock the weapon racks with some weapons that the characters could use or have bundles of arrows, javelins, or other missiles the characters require. 

  
33i1. Another apparent empty room. 
Searching this empty room reveals a small hidden niche at the base of the southern wall. This niche is hidden by some loose stones and contains four heavy canvas sacks with drawstring tops. Underneath the sacks is a small stone in a leather bag. This stone is a Silence stone  that has Khelben’s Suspended Silence  cast upon it. 

  
33j. Empty room. 
Entering this room through the unlocked door reveals a large empty room that smells like old smoke. The room is 20’ deep and 40’ wide and has a chimney and fireplace in the far right corner of the room. The remains of a bed, some chairs, and what might have been a table are scattered around the room, probably used for firewood. 
A character that thinks to put his ear to the fireplace hears a loud buzzing noise, the noise of the beehive that is in the chimney. A character that lights a fire or climbs up the chimney is immediately attacked by the worker and soldier bees, due to the tight confines the bees can only attack one at a time and the character can not wield any weapon longer than a dagger. Several of the bees will attempt to push past the character seeking to inspect the chamber. One round after they are disturbed, the bees pour into the room attacking all within the room. 

Insect, Bee, Soldier (27): Intelligence 0 Non-intelligent or not ratable; AL N; AC 5; MV 12, Fl 30(D); HD 4+2; hp 28, 3x20, 3x19, 4x23, 5x15, 2x25, 2x17, 2x16, 21, 3x18, 27; THAC0 15; #AT 1; Damage 1-4 (+1d4, save vs. poison -1 penalty); SA each bee may only sting one time; SZ L; ML Champion (15-16); XP 270. 

Insect, Bee, Worker (44): Intelligence 0 Non-intelligent or not ratable; AL N; AC 6; MV 9, Fl 30(D); HD 3+1; hp 8x10, 4x12, 15, 5x13, 24, 4x20, 2x22, 8, 3x7, 4x11, 2x16, 3x14, 4x18, 2x9; THAC0 17; #AT 1; Damage 1-4 (+1d3 poison save vs. poison); SA bee may only sting one time; SZ M; ML Steady (11-12); XP 175. 

Alternatively, the DM could remove the beehive, have the chimney empty into the sewers underneath the city, and provide a round about way for the characters to exit from Undermountain. 

 
33k. Opposing deadly statues. 
Entering this large 50’ wide by 20’ deep room reveals a pair of stone statues sitting on the opposing walls facing each other. The pair of statues are roughly man-shaped, made of rough-hewn stone, and appear unfinished, as if perhaps the artist was intending to finish them later. In the center of the room between the statues upon the floor is a large pentagram painted in bright red paint. Across the room in the center of the western wall is a moldy and rusted chest lying upon the floor. Nothing else is evident within the room. Casting a Detect Magic spell within the room reveals that both statues are magical. 
Entering the room to search it and passing between the stone statues stepping upon the pentagram (or directly between the statues) causes a Lightning Bolt to leap from each statue striking the character. Characters struck by the twin bolts of lightning suffer 12d6 points of damage. A character struck by the twin bolts of lightning must roll two successful saves versus magic. A character that fails one save but passes the other suffers 75% of the damage; a character that passes both saving throws suffers 50% damage. The statues can launch one attack per melee round. Casting a Dispel Magic spell into the room forces the pair of statues to go dormant for one round per level of the caster. Searching the chest reveals that it has been looted a long time ago and it is now just an empty chest. There are no secret compartments or hidden treasure. 

33k1. Investigating the cave-in. 
My players just had to investigate this section of caved-in hallway, so I made something up off the cuff using side one of the Undermountain Treasure Tables card from the boxed set. If this section is not caved-in in your campaign, then you can omit this encounter or modify it to suit your campaign. 
Searching this caved-in area reveals little other than a crushed human adventurer partially buried under some of the rubble. Digging or prying at the crushed character and the rubble covering him has a 25% chance of creating a minor cave-in, causing 3d8 points damage to those characters that fail their Dexterity check. Characters that successfully pass their Dexterity check still suffer 1d8 points of damage from falling rocks. Removing the crushed adventurer reveals most of his gear is crushed and useless but a small stainless steel vial with a cork stopper and wax seal. Both sides of the flask have a rune with two overlapping linked circles (“Airndoa” the rune for healing.) The flask contains a single Potion of Healing. 

  
33k2. An empty room with a nasty trick. 
Entering this room reveals it empty and devoid of anything of value. However, if all of the characters enter the room, a band of quicklings that have been following the characters without them knowing it. The quicklings immediately toss several sleep smoke braziers into the room (fills the room in 1d4 rounds causing all who fail their save versus poison to fall asleep for 1d8 rounds) and wait for the characters to succumb to the sleep smoke. The quicklings spike the door shut and stuff rags into the corners and edges making a fairly tight seal. After waiting for six rounds the quicklings become impatient and decide to charge the room. 

Brownie, Quickling, Common (Intelligence High to Genius (13-18); AL CE; AC -3; MV 96; HD 1+4; hp 2x6, 2x7, 2x12, 10, 8; THAC0 19; #AT 3; Damage By weapons (S/M 1-3; L 1-2); SA Spells; SD Invisibility; save as Pr 19; SZ T; ML Elite (13-14); XP 2,000. Quicklings can use the following spells, once per day: Protection from Evil, Ventriloquism, Dancing Lights, Continual Light, Mirror Image (3 images), Confusion, and Dimension Door. If cornered and unable to employ any spells, brownies attack with short swords. 

Brownie, Quickling, Elder (Intelligence High to Genius (13-18); AL CE; AC -3; MV 96; HD 4; hp 11; THAC0 17; #AT 3; Damage By weapons (S/M 1-3; L 1-2); SA Spells; poison; SD Invisibility; save as Pr19; SZ T; ML Elite (13-14); XP 4,000; these quicklings possess a magical dagger that emits a sleep poison every time it strikes, characters that fail their saving throw versus poison fall asleep immediately. 

Brownie, Quickling, Leader (Intelligence High to Genius (13-18); AL CE; AC -3; MV 96; HD 3; hp 14; THAC0 17; #AT 3; Damage By weapons (S/M 1-3; L 1-2); SA Spells; poison (leaders only); SD Invisibility; save as Pr19; SZ T; ML Elite (13-14); XP 3,000; uses same poisoned dagger as the elder. 

Treasure: 371 cp; 129 pp; 795 sp; 5,138 gp in various gems including spinel, peridot, aquamarine, opal, onyx, and eye agate. 

  
33l. Encountering another pudding. 
Entering this large room reveals it apparently empty and devoid of anything of value. The trails and typical adventurer debris left in the room indicate the room is frequently traveled. 
Recently a stone pudding has moved into this room attracted by the amount of travel the room receives. It waits upon the roof to drop onto its next meal. It waits for the last of the characters before dropping on to the character. 

Stone Pudding: Intelligence 5-7 Low intelligence; AL NE; AC 4; MV 3; HD 5; hp 40; THAC0 15; #AT 1; Damage 3d6; SA Moves on ceilings; SD See Below; SZ H; ML Steady (11-12); XP 1,400. Subterranean puddings take no damage from edged weapons; blunt weapons cause one-quarter normal damage, regardless of any magical bonuses. Such puddings are immune to acid, cold, and poison attacks. Unlike other puddings, they do not divide when attacked. Rather, they divide into two half-sized sections, each with full hit points, when any of the following spells are cast at them: Fireball, Lightning Bolt, Flamestrike, Flaming Sphere, Wall of Fire, Chain Lightning, and Incendiary Cloud. 

Stashed in the roof in a secret cache (not tied to the pudding, the pudding has no treasure) is a small brown leather bag containing 10 sp of Luskin mint. 

  
33m. Dreaded and lost pteramen. 
(A cacophony of noise emanates from this room, as the pteramen are lost and bickering over which direction to explore. A character that thinks to check hears this noise and might be able to either avoid the room or prepare an attack. The pteramen are so intent on their argument that they might not see a single character that stealthily opens the door and peeks inside to ascertain the situation within the room. Characters utilizing magic such as Invisibility most likely are not going to be seen unless they do something stupid.) 
Entering this large room reveals it to contain a gaggle of strange-looking creatures. Appearing as rather odd looking cross between a human and a pterodactyl, these strange monsters are bickering and gesturing with each other attempting to out scream each other. They will be surprised at the characters arrival and suffer a –4 to their Initiative roll due to their arguing. They attack the characters in mass but are unable to use their favorite attack method of swooping upon their prey. Accidentally summoned here from the remotest and deepest areas of the jungle island Chult, these very rare creatures have been seen by only a few adventurers. 

Pteramen (25): Intelligence 8-10 Average (human) intelligence; AL NE; AC 4; MV 12, Fl 12(C); HD 4; hp 2x13, 22, 4x17, 19, 2x14, 21, 4x16, 10, 2x20, 23, 2x18, 2x12, 2x24; THAC0 17; #AT 3; Damage 1d4 (x2)/1d6+1 or by weapon; SA swoop; SD nil; SZ L; ML Fanatic (17-18); XP 270. Each carries a barbed spear that does 1d8+3 points of damage. 

 
33m1. More cave in. 
Searching this room reveals a portion of the southern hallway has collapsed. There is nothing of value within the room and the room appears to be little traveled judging by the lack of the usual adventurer litter. Characters that insist on digging within the mound of debris from the cave in risk causing further collapse and injuring themselves as well as their friends. 
Characters that still insist on digging within the pile despite the danger attract the attention of nearby tunnel centipedes that burrow to the area and strike from their hidden tunnels with a +2 bonus to the attack roll. 

Centipede, Tunnel (4): Intelligence 0 Nonintelligent or not ratable; AL N; AC 4; MV 6; HD 9+3; hp 44, 2x52, 43; THAC0 11; #AT 1; Damage 2-8; SA Lunge; SZ G; ML Steady (12); XP 1,400; A tunnel worm attacks by lunging out of its hidden burrow to strike with a +2 bonus to the attack roll. Success indicates the tunnel worm has seized its prey in its mandibles, but no damage is inflicted until the worm chews through the victim's armor. It takes one round for the worm to chew through leather or worse, two rounds for armor tougher than leather but no tougher than chain mail, and three rounds for armor tougher than chain mail. Once the armor is breached, the worm automatically inflicts 2d8 points of damage each round. If the worm suffers 15 or more points of fire damage or loses 60% of its hit points, it drops its victim and retreats to its lair. 

Following the centipedes to their lair (within the stone and earth between the levels of Undermountain) reveals the following treasure: 3 gp; 4 pp; a rough azurite stone (worth 5 gp); an uncut black opal (worth 1,000 gp); a rough onyx stone (worth 50 gp); and a rough spinel stone (worth 100 gp). 

33n. Chance meeting the gnomes. 
Entering this room reveals it to be a fairly large room, 50’ wide and 40’ deep. Judging by the amount of typical litter, (iron ration wrappers, empty glass vials, bloody bandages, etc.) this room suffers a high amount of traffic. As the characters are standing in the room or searching it – a futile effort) the opposite door opens and entering the room is a medium-sized band of small demi-humans (Svirfneblin) most wearing plate mail. Only one wears studded leather (Goldeye - a priest of Waukeen). The gnomes will be mistrustful of the adventurers but not overtly hostile. The gnomes will not hamper the adventurers, will not offer help and will politely decline any help from the adventurers. Unless the characters have a gnome within their group, the gnomes will not hang around and are in a hurry to transit this level and return to the deeper levels and their homes. The fighters are escorting the young priest (actually a priestess – her sex hidden by the heavy leathers) who is a member of their leader's clan. The gnome fighters are honor-bound to escort the priestess back to her home, after she received some training in Waterdeep. She is unique within her clan as the only gnome to worship Waukeen. The gnomes are unfamiliar with surface races and are suspicious of adventurers (most of whom are rapacious males – so they have been told). 

Gnome, Svirfneblin (5): Intelligence Varies (13-17); AL NG; AC 2; MV 9; HD 3+6; hp 18, 15, 23, 20, 14; THAC0 17; #AT 1; Damage By weapon; SA Stun darts; SD Only surprised on a 1, surprise opponents 90% of time, save +3 vs. magic, +2 vs. poison; SZ S; ML Elite (13); XP 420. 

  
33o. A grating room. 
Entering this room reveals it 30’ wide and 20’ deep with two long iron grates in the floor separated by five feet of stone floor. Each grate is three and a half feet wide and runs the length of the room. The room is dark, dank smelling and the sound of dripping water echoes from underneath the grates. The holes under the iron grating are too deep to see the bottom but the sound of dripping water echoes from the depths and the foul miasma of sewage rises from the same depths. 
In the center of the room, in-between the two grates is a secret pressure plate that when stepped upon rises both iron grates suddenly to the vertical position with the open side towards the characters. Floating from the depths of the open pits are seven floating creatures (gas spores). In the darkness of the room and the depths of the pits (200’) these floating orbs could be mistaken for beholders (unlikely with the experience of the characters) but a quick spell like a Lightning Bolt or Fireball could explode all of the gas spores, creating a shock wave that could knock characters into either pit (falling 200’ into the putrid water) and could infect the characters. 

Fungus, Gas Spore (7): Intelligence 0 Nonintelligent or not ratable; AL N; AC 9; MV 3; HD 0+1; hp 7x1; THAC0 20; #AT 1; Damage Special; SA Explodes if hit 6d6 damage to all within 20' (save for half damage), infection; SD Resembles beholder; SZ M; ML Average (8); XP 120. 

  
33o1. Gate to Ilthan Island. 
This gate deposits travelers onto the island of Ilthan on the Windrace within the Pirate Islands in the Sea of Fallen Stars. The characters arrive in the ancient ruins on the island, which is populated by cyclopskin. 

  
33p. The Caryatid Columns. 
Entering this gigantic room reveals a dark oddly shaped room with a row of 12 beautiful human female stone golems running the length of the room. The last two columns are upon a low stone dais flanking a small empty space. Entering between the columns has no effect, but ascending the stone dais into the empty space between the stone columns causes all of the heads to turn towards the character(s) upon the dais and a single word is heard through the room “Danger.” The heads of the columns remain fixed upon the empty space (unless all the characters leave the room) but the warning is not voiced again. 
Searching the room reveals a 10’ square concealed trap door in the center of the stone dais. Searching the stone dais reveals no traps and the secret trap door opens easily revealing nothing. However, this activates the columns, which attack all characters within the room. The secret space under the trap door is empty it was looted long ago but the guardians of the purloined treasure remain. Each column attacks until reduced to 0 hp, at which time it returns to its original location and goes dormant for one day per hit point lost until all damage is healed. 

Golem, Caryatid Column (12): Int. 0 Nonintelligent or not ratable; AL N; AC 5; MV 6; HD 5; hp 27, 26, 23, 25, 19, 2x21, 22, 13, 16, 15, 28; THAC0 15; #AT 1; Damage 2-8; SD Magical weapon to hit (magical plusses ignored); SZ M; ML Fearless (20); XP 420. 

 
33q. Gnashers pounce. 
Entering this large dark and irregular-shaped room reveals little. However, unknown to the characters, they have been tracked by a dangerous predator who will attempt to trap the characters into the south east corner of the room where the characters have little chance of escape. 

Gnasher (18): Int. 2-4 Semi-intelligent; AL CE; AC 6; MV 15; HD 3; hp 19, 2x13, 21, 2x18, 3x17, 22, 10, 2x9, 16, 12, 2x7, 15; THAC0 17; #AT 1; Damage 1d6; SA nil; SD nil; SZ M; ML Elite (13-14); XP 120. 

Gnasher, Leader: Int. 2-4 Semi-intelligent; AL CE; AC 6; MV 15; HD 4; hp 16; THAC0 17; #AT 1; Damage 1d6; SA nil; SD nil; SZ M; ML Elite (13-14); XP 175. 

 
33q1. Gate to the temple of Tempus in the city of Nimpeth. 
Entering this secret room reveals only a large full-length mirror hanging on the wall. The mirror is eight-feet tall and has an ornate gilded frame. The mirror is firmly attached to the wall and radiates magic strongly. The mirror is a one-way gate to the city of Nimpeth and the temple of Tempus within the city. 
This infrequently used gate deposits travelers into a small secret compartment in the basement of the temple of Tempus in the city of Nimpeth along the Vilhoun Reach. The small barren room contains a few moldy scrolls and other useless material that has succumbed to the passage of time. This forgotten room will be a shock to the clergy within the temple and having adventurers (some of whom are not devotees of Tempus) behind the public areas of the temple will be embarrassing to the clergy. Unless the adventurers possess a worshipper of Tempus (or someone converts on the spot under inspired religious convictions), the clergy of the temple are not going to receive the characters warmly and may imprison them for later questioning. 

 
33r. Morbid display. 
Entering this room reveals the foul stench of rotting flesh and death. By utilizing magic to detect for undead reveals nothing within the room. Exploring the room reveals a morbid display along the northwestern wall of the room. Lying on the floor are the butchered carcasses of seven horses. Draped upon wooden poles roughly in the shape of horses, the rotting hides and hooves of the horses are displayed. A thick cloud of flies hovers over these rotting hides and the carcasses on the floor. The horses might have been dead already or slaughtered within the room, with the gore on the floor from stripping the hides, it is hard to tell. The horses have been dead at least a week and since then a few of the local denizens have snacked upon the carcasses further spreading the filth in this room. Searching the room reveals nothing of worth. 
This morbid display was constructed by a primitive tribe of barbarians from the steppes that actually worship a horse deity (an aspect of Malar). Finding themselves in an odd place, they managed to steal several horses from the city above and sacrificed them hoping to appease their angry god who removed them from their home. The barbarians actually fell into an old gate that deposited the travelers in these ruins. The rumors on the streets about the horse-stealing barbarians have the best horse traders in arms hiring local adventurers to watch their stock. Unfortunately, for the barbarians, (fortunate for the horses) they were taken prisoner by an aboleth on the third level. 

 
33s. Wallwalkers. 
Entering this 30’ wide by 40’ long room reveals heavily damaged walls and stone debris litters the edges of this room. Large portions of this room’s walls have crumbled revealing natural stone. The 15’ high roof has also suffered significant damage, with large portions having fallen into the room. Navigating the large piles of stone debris is not difficult but reduces movement in the room to ¼ of normal because of the treacherous footing. 
Hunting the upper regions of this room are four wall walkers, subterranean predators, normally found much deeper than this. 

Wall-Walker (4): Int. 5-7 Low intelligence; AL LE; AC 3; MV 9, Climb 12; HD 6; hp 30, 2x32, 24; THAC0 15; #AT 3 or 1; Damage 2d12/2d12/2d8 or special; SA Paralyzation; SD Psionics, immune to fire; SZ M; ML Elite (13-14); XP 1,500. 

 
33s1. Stashed candle. 
Entering this large dark secret room reveals a lone, 4-foot tall stone pedestal in the center of the room. Lying in the center of the pedestal is a plain human skull with a half-burnt shiny-black tallow candle on the crown. Melted wax anchors the candle to the skull. 
Lighting the candle emits a blue-green flame and a terrible stench like rotting flesh but in all other aspects functions as a normal candle. The candle is highly magical and is a Candle of Impurity  a boon for an evil alchemist. The candle when lit adds +30% bonus to the success of creating evil potions and poisons. The candle is half used and will burn for a total of 25 hours. Dropping wax from the burning candle into a liquid poison, the wax increases the potency of that poison by 10%. 

 
33t. Secret stash. 
Entering this 20’ square room reveals an apparently empty room. Searching the “empty” room reveals little other than a small wooden crate under a loose flagstone. The wood on the crate is severely rotten but the sawdust packed inside is still dry and contains ten wax paper wrapped bundles. Opening the wax paper bundles reveals a large nut similar in appearance to a walnut but twice as large. This nut is an ukur nut, and eating one provides a full day’s nutrition. Within my campaign, these nuts are extremely rare and come from the Valley of Shan Sao , and are so rare outside of their native lands that few sages even know of their existence. A sage that specializes in the far south or the Utter East may have knowledge of these nuts, determined by the DM. 

 
33u. Another “empty” room. 
This room is another 20’ square room and appears empty as well. Searching it reveals several loose flagstones in the southeast corner of the room. Under these flagstones is a stash of 17 tins of salt pork (sealed with lead solder, eating the meat results in gradual lead poisoning); four wax sealed, one gallon clay jars of naphtha, and three coils of cotton twine each 50’ long. 

 
33v. Gas trap room. 
Both doors into this room are locked but not trapped. Picking the locks allows easy access into the room. The room is a large 40’ square room that first starts as a well-lit room that appears empty. There are four iron chandeliers hanging by chains from the 15’ tall ceiling. Each chandelier contains four glowing glass globes of light. 
When either door is opened, a timer starts within the walls of the room. When five minutes have passed, several secret grates along the floor open silently allowing a heavy explosive gas to flow into the room. After another 10 minutes, the room is completely filled along the floor with this explosive heavy gas. When the timer reaches 15 minutes, a thin clay flask of Oil of Fiery Burning falls from the roof into the heavy gas igniting the heavy gas. Characters caught within the room suffer 15d6 points of damage. A successive save versus fire reduces the damage by half. Unless the doors are closed and then opened again, the trap resets itself and will start the trap cycle again. 

 
33w. Another trapped room. 
Entering this room carelessly, stepping upon a small stone that sinks slightly results in a pair of spring spears (THAC0 12) being shot from a hidden wall-port on either side of the room. If the spears strike, they each do 1d6 points of damage. 
Littering the floor of this room are several skeletons from various medium-sized monsters. Some of the skeletons present are hobgoblin, goblin, kobold, and others of similar size. It appears that these monsters were killed in battle, perhaps with adventurers. Searching the room reveals little but a small, empty brown leather bag. The bag is magical but its exact properties are hidden from the skills of the average adventurer. The bag is evil (radiates evil strongly), and radiates an unholy presence detectable by a good-aligned priest if he checks. 
This is a Bag of Erosion and is made of tanned elf skin. While within the presence (within 10’) of this bag, elven deity worshippers have a 15% chance of failing to reach their god, or receive their spells. The bag contains a small non-corporeal demon that that attacks the owner when they sleep. Although incapable of physical damage, the demon causes the owner to suffer a mental attack that effectively dulls the mind, reducing the effectiveness of his defense. This attack reduces the Wisdom score by one per day. This mind-dulling attack is particularly terrible for magic using characters as the attack has a 20% chance of erasing all memorized spells. Twice per day at random intervals, the owner of this bag suffers an attack of forgetfulness. The owner must successfully roll a save versus spells or forget one random spell (or song for Bards). Discarding the bag stops the attacks by the demon. 

**Note rooms #34A – I are found in the Complete Guide to Undermountain ** 
**********************************************************

34ia. Foyer.

Entering this l-shaped room reveals little. The room appears empty although much used by other travelers. Searching the room reveals some of the usual adventurer litter (iron ration wrappers, empty glass vials, etc.) and the tracks along the floor heading to the closed door within the northern wall are so numerous that there is no way to discern a single track. For some reason after exploring this room, rather than go though the door into room #34k, the characters turned around and entered room #34j.

34j. Dead end room.

Entering this room reveals a strong stench of death and decay. Lying in the center of this room on his back is a human skeleton dressed in corroded chain mail with rotting leather ties. The unfortunate human’s feet are still encased in his rotting leather boots, which face the door. A large black dagger blade pierces the front of the human’s chest, the handle must be in his back, and he was obviously stabbed from behind. The dagger appears almost new with no rust upon the portion of the blade that you can see. A Detect Magic spell cast within the room reveals that the dagger is magical, but nothing else within the room. Searching the human skeleton and the floor underneath him carefully reveals the presence of a clever trap pressure plate within the floor. Removing the weight of the skeleton from the pressure plate causes a large trap door to open in the ceiling dumping a huge gray pudding upon everything within five feet of the skeleton. Ignoring the trap or maintaining pressure equal to the weight presently upon it, allows removal of the knife from the skeleton without tripping the trap.

Gray Pudding: Intelligence 5-7 Low intelligence; AL NE; AC 9; MV 9; HD 10; hp 80; THAC0 11; #AT 1; Damage 4d8; SA Surprise, Acid; SD See Below; SZ H; MR 20%; ML Steady (11-12); XP 3,000; the gray pudding emits a powerful acid, delivering 4d8 points of damage. This acid eats through wood, leather, and chain mail in one round, and plate mail in two. Each magical plus of an enchanted item adds 1 round to its survival time. In addition, the creature automatically delivers 4d8 points of damage each round it is encasing a victim. A creature reaching -10 hit points is dissolved, with not even a scrap of bone left behind. Gray puddings are unusually susceptible to certain spells, provided those enchantments get past its magic resistance. 

These spells include Flesh to Stone, which acts as a Slow spell on the pudding, and Airy Water, which alters the pudding’s form enough to drown it in its own fluid mass in 2d4 rounds.

The dagger is slightly magical; it is enchanted to be impervious to rust and decay. There is nothing else of interest within this room.

34k. Things are not always, what they appear.

Entering this large room with two other exits reveals an unusual sight. Running at the characters is a group of eight humans dressed in different clothing and armor but all of the same gray hue. Two of these lead braying donkeys, and another bears a hooded flacon on her right arm. Pursuing the gray-clad humans is a group of 12 larger-than average lizardmen. These lizardmen posses’ fine quality steel weapons (serrated swords, kris daggers, serrated tipped spears, bearded axes, etc.) and each bears a large embossed wooden shield with a central steel spike (a targ).

The characters do not know that the lizardmen are actually lawful good lizardmen and are native to the third level of Undermountain. The humans they are chasing are a notorious bunch of thieves (The Polishers) from Waterdeep that raided the lizardmen’s cache, stealing eggs, semi and precious stones, and a small golden idol of Mielikki. These thieves are wanted in Waterdeep in connection with burglaries within the Dock Ward area. The Watch offers a bounty of 500 gp for the live capture of these thieves.

Lizardmen, advanced (12): Int. 11-12 Very intelligent; AL LG; AC 5; MV 6, Swim 12; HD 2+1; hp 9, 4x10, 2x7, 3x8, 17, 11; THAC0 19; #AT by weapon; Damage darts, 1-4 damage or javelin, 1-6 damage; club 2-8 damage; SZ M; ML Elite (14); XP 300.

The Polishers:

Babette of Dock Ward: Human female T6 (S 6, D 16, C 8, I 15, W 10, Ch 12); AL LE; AC 3; MV 6; hp 17; THAC0 18; XP 420; Amulet Against Crystal Balls and ESP ; Belt pouch, large - Acid, Metal-eating; Adder's Tongue; Goldenseed Nuts  x5; Thieves' picks; Chill Blade Dagger; Boots of Striding and Springing; Full Armor, leather of Displacement; Wrist Razor; sword, antenna; 

8 cp; 491 gp; 8 sp.

Bert of Shar Human male C7 (Nightcloak) (S 17, D 13, C 7, I 15, W 13, Ch 12); AL LE; AC 3; MV 12; hp 45; THAC0 16; XP 1400; Staff of Divergence ; Candle of Invocation (Lawful-Evil); Full armor, hide +2; Battle hammer; Shield, large; Mule - Barding, studded leather; Bit and bridle; Saddle bags, large; Saddle, pack 5 cp; 950 gp; 3 sp; Spells: Cure Light Wounds; Darkness; Magical Stone; Wind Column; Dust Devil; Enthrall; Flame Blade; Cause Blindness or Deafness; Whip of Shar (Shar) ; Creature of Darkness (Shar) . Leads a donkey with: Barding, studded leather; Bit and bridle; Saddlebags, large; Saddle, pack.

Cedric Lightfingers of Mask Human male C8 (S 15, D 17, C 16, I 15, W 11, Ch 9); AL LE; AC -3; MV 4; hp 48; THAC0 16; XP 2000; Full armor, brigandine +3; Shield, medium +2; Warhammer +2; Belt - Belt pouch, large - Breathing Tube; Catstink, vial; Clay, Soft; Death Knife; Dog Pepper, packet x4; Drill, Small; Files, metal; Cloak, plain wool with hood; 2 cp; 1,735 gp; 9 sp; Spells: Call Upon Faith; Cause Light Wounds; Cure Light Wounds; Chill Metal; Draw Upon Holy Might; Dust Devil; Listening Shadow (Mask) ; Shadowcloak (Mask) ; Wind Servant; Cure Serious Wounds; Watching Shadow (Mask) .

Cedric the Magus Human male M9 (S 13, D 12, C 16, I 12, W 8, Ch 13); AL LE; AC 2; MV 8; hp 37; THAC0 18; XP 2000; Dagger of throwing +2; Amulet of Magic Resistance, 10% ; Glim Gauntlet ; Portable Hole; Potion of Dragon Control (Black); Oil, Greek fire (flask) x5; Belt pouch, large - Oil, Greek fire (flask) x3; Pearl of Power (1st); Potion of Healing x3; Potion of Levitation; Brooch of Shielding (88 points left); Fine fur cloak; Full armor, leather +3; Ring of Protection +3; 5 cp; 1,361 gp; Spells: Burning Hands; Control Vapor; Reflected Image x2; Drenal's Stone Flame ; Protection From Charm x2 ; Airbolt ; Depth Perception ; Mordenkainen's Protection From Insects/Arachnids ; Nerren's Guardlock; Wall Of Gel ; Chaos.

Jake Fasthands of Mask Human male C6 (S 13, D 15, C 12, I 12, W 11, Ch 13); AL LE; AC 0; MV 8; hp 39; THAC0 18; XP 975; Blowgun of Poisonous Duality; Belt pouch, large - Chisels, lock set of 3; Acid, Metal-eating, 1 vial; Biased dice, ivory, box of 4; Blinding powder; Listening Cone (brass); Magnifying glass; Poison, Drow (Sleep); Chain Flail +3; Dagger +1, Magic Quencher; Boots, riding (hidden in left boot is a Dagger of venom +2); Full Armor, plate mail of Displacement; Marbles, bag (30); 1,085 gp; 8 sp; Spells: Call Upon Faith; Cure Light Wounds; Deep Breath; Cure Moderate Wounds; Draw Upon Holy Might; Flame Blade; Listening Shadow (Mask); Water Walk. Jake leads a donkey carrying: Bamboo (100 10' lengths); Barding, banded; Bit and bridle; Halter; Saddle, pack; Saddle bags, large - Blowgun Dart Box (with Blowgun, barbed dart x40; Blowgun, needle x40); Grappling Hook, Folding; Merchant's scale; Rope, silk (50 ft); Sewing Kit, small; Spare clothing, fine; Tent, large.

Jo Deadwarden Human female T6 (S 15, D 18, C 15, I 13, W 12, Ch 6); AL LE; AC -2; MV 8; hp 25; THAC0 18; XP 650; Falcon, trained (Greax); Dart of Stunning ; Bandoleer, Leather, Throwing Knife - Knife, Throwing - Lightweight x15; Belt, Adventurers' - Belt pouch, large - Dart of Stunning x9; Signal whistle; Thieves' picks; Boots of Levitation, 462 lbs; Dagger, stiletto x2; Bracers of Defense AC 2; 8 cp; 658 gp; 4 sp.

John Hillwrangler Human male T7 (S 16, D 16, C 12, I 12, W 10, Ch 10); AL LE; AC 2; MV 12; hp 25; THAC0 17; XP 420; Dagger +1 Spider Fang; Belt, Adventurers' - Belt pouch, large - Dart of Branding ; Oil of Fiery Burning; Oil of Nilbogism; Potion of Healing x2; Thieves' picks; Knife, Throwing – Lightweight; Bracers of Defense AC 4; 6 cp; 1,015 gp; 7 sp.

Raye Ravenhair Human female T6 (S 16, D 15, C 15, I 16, W 12, Ch 8); AL LE; AC 0; MV 12; hp 21; THAC0 18; XP 650; Dagger of Vengeance ; Silver Longsword; Belt pouch, large - Dart of Screaming x13; Thieves' picks; Robes of Protection AC 0; 5 cp; 1,093 gp; 5 sp.

**DM’s note – the Cedrics are identical male twins, who grew up in the slums of Dock Ward. Lightfingers bears a large facial scar from a wight gnawing on his face during a past campaign into UM.**

34ka. Small empty room.

Opening this door reveals a small dark room that appears empty. Searching the room reveals that it is truly empty but receives a heavy amount of traffic. The tracks in this room are too jumbled to discern a single track.

34kb. Broom closet of secrets.

Opening this door reveals a small room that is cluttered with rotting cotton mops, rusting empty tin pails, and a few rotting rattan brooms. Under some of this debris are three ten-pound pails of powdered lime, three sealed wooden chests wrapped in tarpaper, and a leaking three-gallon tin can of lamp oil (has 2.5 gallons of lamp oil left). Opening the sealed chests wrapped in tarpaper reveals each contains a bundle of ten torches that are still in excellent condition. The secret door on the back wall is not trapped but is locked with a complicated lock causing the thief picking it to suffer a –25% chance of success. Picking the lock reveals another passage.

34kc. Hallway of the dead.

Scattered throughout this 10’ wide hallway with a 15’ high ceiling are numerous rodent skeletons that litter the floor. The floor is so covered with the small skeletons that it is impossible to step upon the floor without crushing one or more of the skeletons. Casting a Detect Magic within the room reveals a strong presence of magic (Necromantic) within the room. Stepping into the room or disturbing more than four of the small skeletons, causes a small whirlwind within the room that gathers all of the skeletons into a large (12’ tall) construct that is roughly man-shaped. Of course, the characters will probably assume that this is a golem (they are right in one aspect) and attack it. Although it is a golem, the magic that once summoned and powered this golem has faded over the centuries and the golem will merely stand there (AC 10). The characters can safely pass around the golem or can destroy it (25 XP) if they desire. In the southern end of this hallway is a thick black felt curtain hanging from a rusting iron pole. In places, the curtain is beginning to fall as the curtain and rod corrode. Behind the curtain is a bare section of hallway.

34kd. Gate to the Cloven Mountains.

Stepping within this area causes the character to be immediately gated to the Cloven Mountains within the Vilhoun Reach. The characters arrive within a small ruined keep on the side of a great precipice with a large river in the bottom. The characters arrive in a large room on the third level of the old keep that is not occupied. There are no intact walls remaining and the characters are not immediately revealed to the occupants of the keep. However, just around the corner are three orogs standing watch. They have a small charcoal fire burning in a black iron brazier and are slightly blinded behind them. Characters attacking from the rear receive a +2 bonus to their Initiative. Occupied by 24 professional mercenary orogs from the Burnt Lands 

clan, the ruined keep is a minor fortification within their traditional territory.

34l. Cached goodies.

Entering this room reveals a 20’ deep and 40’ wide room that is empty with the exception of two large wooden crates. Each wooden crate bears a small-corroded brass plaque on the top. A cursory search of the room reveals nothing other than the two crates. Examining the crates reveals that the corroded brass plaques are too corroded to determine what they once said. Prying open wooden crate #1 reveals a layer of tarpaper underneath which are four glasses, one-gallon jars each with a white paper label. Reading the labels reveals two of the jars contain oil of turpentine. The other two bottles contain virgin olive oil. Opening the other crate (#2) reveals that underneath the tarpaper are four one-gallon wax sealed wide-mouth glass jars with a white paper label each stuffed with herbs. The first jar contains three pounds of rampion root (wild broad leaved garlic). The second jar contains four pounds of rue (a strong burning herb used for poison remedy in horses). The third jar contains four pounds of ivy leaves (also used in a poison remedy for horses). The fourth jar contains two pounds of sage leaves (used as a general tonic for horses). A character with an herbal proficiency may use all of these herbs and the oil of turpentine to craft an herbal remedy for poisonous stings in horses’ .Carefully searching the room reveals a secret door on the eastern wall. Although not trapped, the secret door is locked. The door opens violently slamming flush with the floor. The character picking the lock must successfully roll a Dexterity check or be dragged with the door into the floor suffering 3d8 points of damage. If the character fails its Dexterity check, the character’s lock picks remain within the lock and are shorn off in the lock when the door opens.

34la. Deadly stash.

Within this secret alcove is a battle horror that attacks immediately. This battle horror once protected a hidden magical device within the secret compartment, but it has been removed a long time ago. The battle horror has been severely damaged and is slightly deranged.

Battle Horror: Intelligence 13-14 Highly intelligent; AL LE; AC 2; MV 12, Fl 12(E); HD 4+1; hp 40; THAC0 12; #AT 1; Damage 1d4 or by weapon; SA nil; SD see below; SZ M; ML Elite-Champion (14-15); XP 4,000; this battle horror is immune to the following spells: Fireball, Heat Metal, and Lightning Bolt.

34m. Three doors to explore.

Entering this large room reveals a pair of double wooden doors within the northern wall, a rare sight in Undermountain. Other than the odd feature of the doors, this room seems unremarkable. However, the room does have a series of rusty iron grates around the perimeter of both the roof and the floor. The floor drains have a shallow stone channel and a drain system. Behind the roof, grates there are a series of narrow stone channels leading to some unknown location. A cursory examination reveals a six-inch rusty iron ring set in the 15’ high roof. The large iron ring set in the center of this room seems to serve no purpose. Casting a Detect Magic spell within the room reveals nothing. Hooking a rope or a pole to the ring and giving it, a good yank opens a series of drains in a few cesspools from the sewers of Waterdeep. This release dumps around 600 gallons of stinking contaminated water into the room. This deluge while disgusting does not injure the characters but does soak them in reeking water. The aroma acquired by the characters is such that they may attract monsters from as far as 25’ away, are unable to achieve surprise, ruins their own sense of smell until they are able to bathe their bodies and equipment completely. (See “Smash Traps” card #1, side #1 included in the RoUM Campaign boxed set).

34ma. Mimic’s trap.

Opening a door reveals a large dark square room with three other exits. A cursory examination of the room reveals nothing of interest. As the characters are exploring this room, suddenly along the northern wall between the two doors a small collapse of a portion of the wall and roof happens. This rockslide reveals a large hole in the roof and top portion of the wall. Exploring this large hole requires a character to crawl into the tight confines of the hole. The hole is so tight that only medium-sized and small characters are going to be able to fit into the hole. Because of the tight confines of the space, most heavy cumbersome armor and large weapons are going to have to be left behind. Within the hole is a large killer mimic, waiting for a character to climb up past it. It will attack from the bottom striking the character’s legs. It fills in the bottom of the hole preventing the screams of the attacked character from reaching the ears of his companions. Blocking the hole also prevents allies from climbing and aiding the assaulted character.

Killer mimic: Intelligence 2-4 Semi-intelligent; AL NE; AC 7; MV 3; HD 15; hp 144; THAC0 7; #AT 1; Damage 3-12; SA Glue (stick to mimic if touch); SD Camouflage, -4 penalty to victim's surprise roll, immune to acid; SZ L; ML Elite (13); XP 9,000.

Hidden in the top of the hole is the mimic’s treasure: 1,467 gp; 741 sp; 86 ep; and a +2 dagger.

34mb. Orogs at the watering hole.

This fresh water well is a well-known (no pun) feature within Undermountain, and a common point for rendezvous and orientation. As the characters enter this room, there are 12 large orogs with eight bugbears all dressed in good plate mail drinking at the well. They take guarded positions when the characters enter with their backs to the well. If one of the characters speaks the troll, bugbear, undercommon, or orc languages, these assembled monsters will grudgingly surrender the well by leaving through the opposite entry. As they leave, they make plans to attack the characters within this room by splitting their force and attacking from both side of the room. When they return to attack while the characters are exploring the room, six orogs and four bugbears enter simultaneously through both sides of the room.

Orogs (12): Int. 11-12 Very intelligent; AL LE; AC 4; MV 6; HD 3; hp 2x14, 2x13, 5, 3x19, 11, 2x17, 12; THAC0 17; #AT 1; Damage 1-10 (weapon) +1 Damage; SZ M; ML Elite (13-14); XP 65

Bugbears (7): Intelligence Low to Average (5-10); AL CE; AC 5 (with armor); MV 9; HD 3+1; hp 4x13, 6x9, 5, 2x24, 4x10, 3x19, 17, 2x15, 2x18, 3x16, 21, 3x12, 2x11, 8; THAC0 17; #AT 1; Damage 2-8 (2d4) or by weapon; SA Surprise gives them +2 to damage rolls; SZ L; ML Steady-Elite (11-13); XP 120.

Thawl Short-Fang: Orog male (1/4 troll) F9/T3 (Myrmidon) (S 18/55, D 17, C 17, I 13, W 12, Ch 9); AL LE; AC -3; MV 12; hp 69; THAC0 12; XP 2000; Plate Mail +3; Fauchard-fork +1; wielding a +2 Broadsword. Thrawl Short-Fang is proficient in two-handed style and attacks with his sword and magical dagger (his preferred melee form, he will discard the polearm after the first round or if the melee is in too close quarters), a Dagger of Torment. This dagger has a 15” long black lean blade with a flawless ruby set in the pommel. When this dagger makes a critical hit (a natural 20) against an opponent, the target must successfully save versus death magic or suffer the effects of a Fire Nerves spell. The spell causes the character to immediately be racked with blinding pain, preventing any activity for one round and causes the loss of 40% of his remaining hit points. The following round, the target can perform all functions but suffers a –2 penalty to all die rolls. On the third round, the character no longer suffers a penalty on all die rolls but the loss of hit points is permanent until healed.

34n. Hole in floor.

Entering this 30’ square room reveals a rough (around eight feet wide) hole in the floor. Around the perimeter of the hole is a small amount of dried blood. Caught within some of the blood are small clumps of course black fur with silver-tipped guard hairs. There is nothing else of interest within the room.

34o. Another 30’ square room.

Entering this room reveals another 30’ square room similar to the previous room without the hole in the floor. A cursory search of the room reveals nothing. Carefully searching the room reveals a secret cache in the floor towards the center of the room. Searching the secret cache’s door reveals nothing, but casting a Detect Magic spell upon the door reveals that it bears a baneful enchantment. The door bears a Word of Panic spell upon it that causes all creatures that fail a saving throw versus spells within 100’ of the door to run in panic at top possible speed.

Within the secret cache are four glass vials, each with a white paper label. Underneath the four glass vials is a large leather sack. The label on each glass vial reads “Healing Potion” in common and the name Gilen Oldsmantel of Waterdeep. The four vials are truly Healing Potions but are of an unusual strength, each does 4d8 points of healing. However, these potions cannot be drunk in separate draughts and must be taken completely. Within the large leather sack are three ivory scroll cases embossed with gold (each are worth 150 gp). Underneath a wax sealed stopper within each scroll tube is a single sheet of the finest vellum with deep violet ink writing. These three scrolls comprise the Scrolls of Alhambra. After reading these scrolls, the reader (a mage, cleric, or bard only) may cast Legend Lore and Identify once per day. Once read by a character, these scrolls will not ever bestow their magical gift upon them.

34o1. Another empty room.

Entering this room reveals another apparently empty room. The 20’ square room receives a heavy amount of traffic judging by the sheer number of tracks upon the floor. Searching the room reveals a secret door in the southern wall. Searching the secret door reveals that it is trapped and locked. Investigating the trap reveals a clever device that causes a character attempting to pick it to suffer a –25% chance of success. Tripping the trap or failing to successfully disarm it releases a large stone block that drops from the roof (THAC0 8, hits up to two characters). Characters underneath the trap can attempt a Dexterity check to receive a glancing blow for 1d8 points damage. A direct hit causes the character to suffer 4d6 points of damage. The stone block is hollow, when it lands; it shatters open releasing a monster zombie. This monster zombie wears an Unholy Necklace, which prevents the creature from being turned by any good-aligned cleric. This necklace bears a Blessed talisman sacred to Myrkul, preventing the monsters from being turned.

Zombie, Monster: Intelligence 0 Nonintelligent or not ratable; AL N; AC 6; MV 9; HD 6; hp 48; THAC0 15; #AT 1; Damage 4-16; SD Spell immunity; SZ L; ML Fearless (20); XP 650.

Opening the secret door reveals a short 10’ wide passage that runs for 20’ before ending in a thick heavy curtain. The passage appears to receive some amount of traffic judging by the amount of tracks in the floor. Most of these tracks appear average human.

34o2. Gate to the Black Road.

Behind the curtain is a small bare area of stone that bears a gate to a large fortified keep straddling the Black Road in Southern Anuaroch. The characters arrive in a secret room on the second floor of this keep which doubles as an inn for travelers as well as its resident Zhentilar force. There are 25 Zhentilar within the keep led by Daryl Grimsbones a 12th-fighter with the myrmidon kit. The Zhentilars have a 10th-level wizard and a 7th-level priest of Bane among their ranks, the rest are 1st and 2nd level fighters. The female bar keep is a retired 8th-level fighter, and is secretly a member of the Harpers.

34p. Huge room. 
This huge room is littered with the usual debris found within these halls. There appears to be a scattering of empty glass vials, numerous ration wrappers, and a few burnt out torches. Within the room are several scorched areas upon the floor indicating where campfire was made. Other scorch marks along the walls may indicate were spells such as Fireball or Lightning Bolt flashed against these walls. Searching the room reveals a few odd bones, and a couple of horse carcasses that have been consumed. 
A small secret compartment in the center of the room is not trapped or locked. The small trapdoor opens revealing a small metal tin, and a cloth wrapped bundle. Under the tin and cloth wrapped bundle are a pair of small silver knives with initials engraved upon the blades. The knives are worth about 15 gp for the set. The cloth wrapped bundle when opened reveals a large bundle of moldy rye crackers. The tin when opened reveals a large goose liver pate that is still decent enough to eat. 

 
a.    Another grisly display. 
Opening this secret door reveals a small 10’ deep niche that has a small altar with old offerings. Behind the altar set in stone shelves cut in the wall are 15 desiccated human heads. Each of these heads has a large amount of facial tattoos almost covering some of the faces. This obviously has not been used in some time, as the heavy layer of dust within the room is undisturbed. Searching the room reveals only 13 gp worth of various semiprecious and precious stones. The mummified heads might be worth a small amount of money to a collector, but these heads are the ancestors of an ancient barbarian tribe and taking these heads could really piss off current members of the tribe. 

 
34q. Fool me twice. 
Entering this square room reveals little other than a large 30’ wide and 50’ deep room with a series of metal grates along the roof and floor. The grating appears to cover a system of drainage above and below the room. In the center of the 12’, high roof is a large rusty iron ring. 
There is nothing else within the room but the iron ring in the roof. If the characters tug on the ring (like mine did, they never do learn) it immediately opens a deluge of water from various cesspools in the sewers above. This flood is enough to fill the room chest-high for a period of three rounds before the water drains away. However, this time as well as the horrid stench that the characters acquire (attracts monsters and ruins their own sense of smell), each character must make two successful save versus poison. Failing the first saving throw, results in the character becoming infected with schistosomiasis (stomach rippers) a nice little parasite that burrows in through the skin then to the bladder and intestines and lays thousands of spiny eggs that shreds the organs, causing severe organ damage and bloody diarrhea. The little pests make themselves a nice home and it takes 1d4 days before the character begins to suffer ill effects. Characters infested with schistosomiasis suffer a –2 penalty to all die rolls, due to severe pain, suffer 3d4 points damage per turn, and lose two points of Strength and Constitution. After three weeks, the organ damage is so bad that unless the character receives a major curative, he will die. Failing the second saving throw results in the character suffering the effects of a horrible cold, reducing all ability scores by four points for 1d4 days. Characters that lose class or kit abilities because of this temporary loss are able to regain all lost abilities after the cold passes. 

 
34q1. Caved in area. 
There is nothing of interest in this area. If the characters dig, too much in the pile of debris there is a chance determined by the DM that another cave in could happen in the area. 

 
34r. Trapped hallway. 
Entering this hallway reveals nothing unusual. However, in the center of the hallway a secret trap activator releases a 21st-level Wall of Fire spell. The spells area of effect is modified so that it forms a z-shaped path down each side of hall. The loops of the wall are spaced 10’ apart. The characters find themselves in the center of a ferocious flaming room in a 10’ space that quickly will heat to stifling temperatures. 

 
34s. Bugbears trapped under rubble. 
This otherwise unremarkable area of cave-in is special because of the few bugbear skeletons trapped within the rubble. These skeletons have been picked over long ago, and there is no treasure to be found here. Determined by the DM, if the characters dig into the rubble, there could be a chance of another cave in, perhaps injuring the characters or opening new areas for exploration. 

 
34t. Bedeviling encounter. 
As the characters are searching this large room, a sudden puff of brimstone-smelling smoke in the center of the room reveals a large group of creatures. In the center of the group is a hulking bear-like beast with too small wings. (If the characters have any devices that detect unholy presence, they will scream at the arrival of this group.) The hulking demon bears a gigantic broadsword. 
These demons have just arrived from the Lower Planes and are anxious to succeed in their mission. They may take a few swipes at the characters but do not wish to engage in a prolonged battle. 

Demon Common (10): Intelligence 0 Nonintelligent or not ratable; AL LE; AC 5; MV 5; HD 4; hp 17, 14, 13, 3x19, 10, 2x16, 23; THAC0 17; #AT 1; Damage 1-4 Plus Disease; SA Nil; SD Fire or fire based spells do no damage; SZ M; ML Fanatic (17-18); XP 270. 

Tanar'ri, True – Nalfeshnee: Intelligence 21+ Godlike intelligence; AL CE; AC -8; MV 12, Fl 15(D); HD 11; hp 84; THAC0 9; #AT 3; Damage Claw/claw/bite: 1d4/1d4/2d4; SA Magical Spray; SD Never surprised, cold iron or +2 or better to hit; SZ H; ML Fanatic (17-18); XP 17,000; wields Gran,  a +2 broadsword that renders the wielder immune to physical harm while grasped (there is a 1% chance each time the sword is drawn that it will break upon the first strike and acts as a +5 multiplier to friends morale). 

 
34t1. Gate to the Drow city of Guallidurth. 
Entering this room reveals a narrow dark room that is littered with old cobwebs, thick clouds of choking dust and no apparent recent activity. (This room is under an Illusion to appear disused and unimportant. There is a Suggestion spell within the room as well to make the characters withdraw from the room and forget the room.) 
Entering the room and canceling both the Illusion and the Suggestion spells reveal a gate portal against the western wall. Dropping both spells also reveals the walls are covered with numerous Drow pictolglyphs depicting Lloth in all her glory devouring the world and especially the Elven pantheon. There are several runes from the She-Spider Cult as well within this room, a fanatical almost outlawed cult attempting to link the worship of Lloth with Shar. 
If the characters are still foolish enough to enter the gate portal (as mine were) then the characters arrive within one of the numerous ruined temples to Lloth within the Temple City of Lloth, Guallidurth deep underground. 

34u. A giant encounter. 
As the characters enter this room, they find it occupied by some giants already (firbolgs). One of the giants leads a light warhorse that bears a saddle and tack but no rider. The horse is too small for the giants to ride. The giants are hostile and attack immediately. One carries a small siege engine (an oxybeles minus the tripod usually found with it) and is utilizing it as a heavy crossbow. With the giant’s Strength, he can easily maneuver the siege engine and reload it firing one bolt every two rounds. 

Giant, Firbolg (8): Intelligence Average to Genius (8-18); AL; AC 2; MV 15; HD 13+7; hp 69, 2x70, 75, 2x68, 73, 61; THAC0 9; #AT 1; Damage 1-10 + 7 or weapon (double normal damage +7); SA magic powers; SD bat or catch missiles; SZ L; ML Champion (16); XP 8,000; maces; shields; daggers; each carries 19 rocks in a large sack. 

Hovaarth Road Stalker Giant, Firbolg male F7 (S 19, D 17, C 15, I 13, W 11, Ch 9); AL NE; AC -4; MV 12; HD 13+7; hp 91; THAC0 14; XP 975; oxybeles (1d8 per bolt fires one every 2 rounds); Backpack - Candle x6; Dry rations (1 week); Flint and steel; Grappling hook; Lantern, hooded; Oil, Greek fire (flask); Oil, lamp (per flask); Wineskin; Mace, horseman's; Sword, broad; Oxybeles Bolt x25; Full armor, plate mail +2; Dagger of Vengeance ; 8 cp; 147 gp; 4 sp. 

Unless killed by area-effecting spells, the horse is a beautiful specimen, worth about 500 gp. The brand on the animal is from the Osthouse, a business run by a wealthy family in Waterdeep that imports special blends of hops for beer. The horse belonged to one of the younger sons of the family, now lost within Undermountain for three months. The family will reward the characters with 175 gp for the return of the horse and any information as to where they found it. 

 
34v. Flaming trapped hall. 
In the center of this room is the same flaming trap as room #34r. 

 
34x. An apparent empty room. 
Entering this large room reveals little other than that it appears to be empty. Searching the room reveals a small hidden niche on the southern wall that contains a small brown leather bag. Inside the leather bag is a necklace with 13 small clay orbs strung on a leather lace. This necklace is a Necklace of Protection from Undead that protects the wearer from the level-draining attacks of certain undead. When an attack by an undead creature would drain a life level from the wearer, this necklace sacrifices a clay globe instead. 

 
34y. Another empty room. 
This room reveals that it appears to be empty. Searching the room reveals that it is indeed empty and contains nothing of interest or value. 

 
34z. Long room. 
Entering this large room reveals a thick musty smell within the room like something recently dead. Searching the room reveals, a freshly killed human corpse dressed in fine linen clothing lying upon the western wall. Searching the dead human reveals, he was killed with a single thrust of a large bladed weapon (most likely a sword) to the heart. Searching the body reveals nothing of interest. Carefully searching the body reveals a small gold earring tucked into a hidden pouch in the collar of his shirt. This gold ring radiates magic strongly. The ring is an Earring of Etherealness and Haste that when worn causes the wearer to become ethereal and hasted as the spells. The effects last for 3d8 rounds and the ring may be used up to three times per day. Each time the ring is donned; there is a 1% chance that the ring causes the wearer to Plane Shift to the Astral plane for 3d8 days. The Gith that lost this unique ring hunts for it, and will retrieve it with extreme prejudice even if it is attached to someone else. 

 
**Note: Rooms #35 – 37 are found in the CGtUM.** 

 
37a. A nasty end. 
Entering this room reveals the remains of four adventurers scattered around the room. The remains are badly burnt and the walls are each flame-scorched, perhaps a large Fireball or other flame-based spell went off in this room incinerating the adventurers. There is nothing of interest within the room; it appears to have been picked clean a long time ago. 
A. Searching the room for secret doors reveals a large secret door in the center of the southern wall. The door is both trapped and locked. Tripping the trap or failing to successfully disarm it releases a large stone block that drops from the roof (THAC0 8, hits up to two characters). Characters underneath the trap can attempt a Dexterity check to receive a glancing blow for 1d8 points damage. A direct hit causes the character to suffer 4d6 points of damage. The stone block is hollow, when it lands; it shatters open releasing a pair of gas spores. 

Fungus, Gas Spore (2): Intelligence 0 Nonintelligent or not ratable; AL N; AC 9; MV 3; HD 0+1; hp 2x1; THAC0 20; #AT 1; Damage Special; SA Explodes if hit 6d6 damage to all within 20' (save for half damage), infection; SD Resembles beholder; SZ M; ML Average (8); XP 120. 

Opening the door reveals a small secret room, 10’ deep and 30’ wide that contain a small brown leather sack sitting on the floor and a long wooden staff lying on the sack. Casting Detect Magic within the room reveals that both the sack and the staff are magical. Casting a Legend Lore within the room causes the casting time to be reduced by two turns and the command word for the Staff of the Adder appears within the caster’s mind. The staff has a King’s Tear jewel inset into the center of the staff within a thick platinum band. Inside the Bag of Holding - 175 pounds is a large thick tome. This tome is a Tome of the Forge, granting the weapon smithing proficiency to the reader. 

 
37a1. Trapped hallway. 
In the center of the room in the 20’ long east west running portion of the hall, is a pressure plate that activates a magical trap. When stepped upon the trap causes two large stone walls to fall in front of and behind the characters (at the ends of the 20’ long area) sealing the characters within the area. The next round, forty gallons of naphtha pours into the room from nozzles in the roof. The following round a glass vial falls from the roof landing within the oil. A plain paper wrapper on the vial contains some writing in neat black letters, as it sits in the oil, the letters begin to run quickly becoming illegible. A character that grabs the vial and reads the label within one round can decipher the writing. The writing states that in order to get out of this trap, there are instructions within the vial. Unfortunately, the stopper of the vial bears the 4th-level Wizard spell Fire Trap which if opened causes the naphtha to explode doing 36d6 points of damage. The two stone walls are capable of being passed by either magic or psionics. A successful Bend Bars Lift Gates roll will open either door allowing the naphtha to drain from the room. 

37b. Foyer. 
**The door to this room bears an Alarm spell, alerting the hobgoblins inside. The spell is intended to warn the hobgoblins of the arrival of any of the visiting special guests so that they do not appear slovenly. ** 
Entering this large dimly lit room reveals a large group of fully armed hobgoblins sitting around a large scarred wooden table. The hobgoblins are rising to the feet and appear to be expecting someone they know and either fear or respect. The hobgoblins are momentarily disorientated (-1 to Initiative), but quickly grab weapons and attack. One of the hobgoblins runs for a large brass bell hanging on the northern wall, to alert other troops in the vicinity. 
Casting a Silence spell within the area prevents the bell from functioning and sounds of the battle from reaching the other rooms in the area. Failure to silence this battle warns the visiting members of the Red Wizards, Zhentarim, and Unseen in room #37h. The dignitaries leave through room #37b1 and depart to their respective havens escorted by their guards. 

Hobgoblin (11): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 9; HD 1+1; hp 2x7, 6, 5, 4, 2x9, 8, 2x3, 2; THAC0 19; #AT 1; Damage By weapon; SZ M; ML Steady (11-12); XP 35; each wields a mace, two-handed spear, and a spiked shield (does 1d6+2 points of damage with a shield bash attack). 

Hobgoblin, Mountain (10): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 9; HD 2+2; hp 3x17, 13, 2x16, 7, 2x14, 13; THAC0 17; #AT 1; Damage By weapon; SZ M; ML Steady-Elite (11-14); XP 55; each wields a mace, two-handed spear, and a spiked shield (does 1d6+2 points of damage with a shield bash attack). 

Thulat the Humanslayer Foe of Mankind Hobgoblin-CBHU male F7/C6 (S 17/0, D 17, C 15, I 11, W 10, Ch 8); AL LE; AC -6; MV 6; hp 36; THAC0 14; XP 1400; Crossbow, light of Accuracy; Amulet of Protection +2 ; Armband of Healing ; Backpack - Amulet of Cheetah Speed ; Bolt case - Crossbow, light quarrel x20; Bolt case - Crossbow, light quarrel x15; Crossbow, light, stun bolt  x5; Candle of Invocation (Lawful-Evil); Belt pouch, large - Caltrop x30 (poisoned with type D poison); Potion of Healing x3; Potion of Heroism; Bolt case - Crossbow, light quarrel x10; Crossbow, light quarrel of Refilling ; Flail, footman's +1; Mace, horseman's; Boots of Varied Tracks; Full Armor, banded mail of Displacement; Helmet, close-faced (AC 3); Shield, small +2; 2 cp; 38 gp; 5 sp; Spells: Bless; Protection from Silver, Remove Fear; Beast Claw (Malar) ; Clear Water; Silence, 15-foot Radius; Continual Darkness; Protection From Fire. 

 
37b1. Secret passage. 
This narrow hallway is empty and void of anything of value or interest other than the secret door on the northern and western walls. The secret doors are both one-way doors, and will not function from inside this room. 

 
37c. Golem guardian. 
Entering this large dark room reveals little other than a large nine-foot tall humanoid standing in the center of this room. A brass kilt circles it’s hips, and its fists are sheathed in heavy spiked cestus. 
This flesh golem is under commands to remain here and only allow those with the proper password to pass. As the characters get within 10’ of the golem, it raises its fists and demands (in a slow deep voice) the password. The password is actually the command word for the golem that puts it back into a stasis. Guessing incorrectly three times causes the golem to go berserk attacking everyone within the room. While berserk, the golem gets four attacks per round. 

Golem, Lesser, Flesh: Intelligence 2-4 Semi-intelligent; AL N; AC 9; MV 8; HD 9; hp 72; THAC0 11; #AT 2; Damage 2d8+4/2-16+4; SA 19 strength; SD Magical weapons to hit, Fire and cold-based spells slow, electrical spells heal; SZ L; ML Fearless (19-20); XP 2,500. 

 
37d. Hallway. 
This dark hallway with four doors and appears empty. Doors one, two and four are locked with a simple pad lock, attempting to pick the lock has a +25% chance of success. Doors one and two are also Wizard Locked at the 18th-level of experience. 

 
37e. Large room. 
For some reason my players skipped this room. 
Inside this room, there are a giant two-headed troll and an ettin along with 15 orcs. Each of the orcs bears the sign of the Zhentarim and each is loyal to the Zhentarim to the point of getting hurt. As long as the odds are in great favor of the orcs, or they are winning, or the two giants remain alive, they remain loyal. As soon as the orcs realize that they are losing, or one or both of the giants dies, the orcs lose faith and bolt for the doors. 

Giant, Ettin: Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 12; HD 10; hp 54; THAC0 10; #AT 2; Damage 1-10/2-12 or by weapon; SD surprised only on a 1; SZ H; ML Elite (14); XP 3,000; wields a flanged mace. 

Troll, Two-Headed, Giant: Intelligence 8-10 Average (human) intelligence; AL CE; AC 4; MV 12; HD 14; hp 112; THAC0 11; #AT 4; Damage 2d6+7/2d6+7/1-12/1-12; SD Regeneration (1 hp per round except fire damage); SZ H; ML Fanatic (17-18); XP 4,000. 

Orc (8): Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 9; HD 1; hp 3x3, 2x2, 5, 8, 6; THAC0 19; #AT 1; Damage 1-8 (axe) or 1d6 (spear); SZ M; ML Steady (11-12); XP 15; wields axes and spears. 

Orc, Witchdoctor 3HD: Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 9; HD 3; hp 21; THAC0 17; #AT 1; Damage 1-8 (weapon); SA spells as 3rd-level wizard; SZ M; ML Steady (11-12); XP 175; Spells memorized: Affect Normal Fires; Grease; Sorcerous Scribe ; Alpha's Starblades ; Spells Known: Sleep, Magic Missile, Stinking Cloud; Adhesion ; Read Magic; Slip; Accuracy ; Cowl of Warding ; Speaking Dagger . 

 
37f. First room with fireplace. 
Entering this large dark room reveals that it is warmer than the usual rooms and the fireplace in the northwest corner of the room is still warm. Looking in the fireplace reveals a large pile of smoldering embers lying on top of a mound of ashes. This room is a pleasant temperature compared to the rest of the cold clammy stone complex. Looking up into the fireplace there is 

nothing of interest. A fire mephit, loaned by a denizen of the Lower Planes to Smite the Red Wizard in the meeting room, is sleeping within the chimney and poking something up the chimney like an arrow, disturbs it. The fire mephit shoots from the chimney (it wears a Ring of Haste given to it by the wizard) and attacks immediately. This mephit suffers from the 6th-level spell Worship, and obeys all commands from Smite. Due to this zombie-like trance, the mephit will not fight with any cohesive effort (his orders were to stay out of sight) and will only fight to preserve itself and flee to Smite in room #37h. Smite placed the mephit under the spell to prevent spying upon his affairs. Due to his pact with a Type 5 demon, Smite gained the mephit, but is also sealed to the small demon as well as its master, and attempts to maintain enough secrecy with his machinations.

Mephit, Fire (Gloranthaxamouticlitius): Intelligence 8-10 Average (human) intelligence; AL NE; AC 5; MV 12, Fl 24(B); HD 3+1; hp 27; THAC0 17; #AT 2; Damage 1d3+1/1d3+1; SA See Below; SD See Below; SZ M; ML Average (8-10); XP 420; Ring of Haste; Touching a fire mephit causes 1 hp heat damage. Its two clawed hands rake for 1d3 damage each plus 1 hp heat damage per hit. Fire mephits can use their breath weapon three times a day. In one form, it is a flame jet 15 long and 1 wide that automatically hits one chosen target (1d8+1 damage: save vs. breath weapon for half damage). The second form, a fan of flame covers a 12' arc in front of the mephit to a distance of five feet. Any creature in the arc suffers 4 hp damage (no save). Fire mephits can also cast magic missile (two missiles) and heat metal spells once each per day. Once per hour a fire mephit can attempt to gate in another mephit, fire, either magma, smoke or steam.

The mephit will attempt to flee to its master if the characters attack it, attempting to warn Smite.



 
37g. Guard post. 
Unless alerted by the sounds of battle in other rooms, there are three distinct groups of guards within this room. The groups are keeping a weary eye on each other and obviously do not like the others presence here. This volatile situation into which the characters may stumble will benefit the characters by granting them first Initiative. The groups are too surprised by the character’s appearance, and while they decide whether this is a ruse by the others, the characters get the first Initiative. 
The doppelgangers are members of the Unseen and believe that they have successfully infiltrated this secret nefarious group. However, they are mistaken and the Red Wizards have penetrated their disguise and know of their attempted subterfuge but are content to wait until a more fortuitous moment for the Red Wizards before revealing the doppelgangers. 

Renee Menarrow Human female F9 (S 14, D 15, C 10, I 12, W 7, Ch 10); AL NE; AC 0; MV 6; hp 59; THAC0 12; XP 1400; Rapier of Quickness; Dagger, Man Gauche; Full Armor, Studded Leather +3; Potion of Healing. 

Slaine Fluid Feet Human male F8 (S 14, D 16, C 7, I 17, W 13, Ch 14); AL LE; AC 4; MV 12; hp 38; THAC0 13; XP 975; Chain Mail; Shield +2; Broadsword +3; Dagger x3; Longbow; Quiver – 17 sheaf arrows; Potion of Healing; Potion of Heroism; Elixir of Madness. 

Sun Jin Silversanction Human male (Kozakuran) M8: (S 12, D 10, C 8, I 16, W 5, Ch 9); AL CE; AC 9; MV 8; hp 20; THAC0 18; XP 2000; Dagger; Sword, Seax, long; Shuriken of Return +2; Dagger, Tooth of Torm ; Spell known: Color Blindness; Protection From Cantrips; Phantasmal Killer; Restore Flow ; Spells memorized: Breath Control; Otiluke's Bubbling Buoyancy  x2; Read Magic; Dancing Shield; Invisibility; Zagig's Amusing Alteration; Bands of Sirellyn; Erik's Quills ; Frost Sphere ; Dzur's Dweomer Trap ; Sinuous Horrors . 

Natasha Sharkstooth Human female T8 (S 11, D 11, C 10, I 13, W 8, Ch 9); AL CE; AC 5); MV 12; hp 38; THAC0 17; XP 975; Basilard x2; Knife, Throwing x5; Throwing Spikes x15. 

Borglor Faithful Baneite Human male AP14 (S 17, D 16, C 18, I 16, W 16, Ch 3); AL LE; AC -6; MV 8; hp 90; THAC0 7; XP 8000; Javelin of Distance +2; Belt pouch, large; Caltrop x35; Belt pouch, large; Bolt case - Crossbow, Medium Quarrel x20; Hat of Disguise; Knife sheath - Dagger, Frigga's ; Boots, riding; Full armor, field plate +3; Shield, medium +2; Sword, Saddle; Spells: Cause Light Wounds; Degenerate Light Wounds; Magical Stone; Augury; Spiritual Hammer; Random Causality. 

Human, Zhentil cultist (20): Intelligence 8-10 Average (human) intelligence; AL LE; AC 4 (Chain mail/Shield); MV 12; HD 3d10; hp 2x20, 2x19, 3x5, 14, 15, 12, 7, 3x21, 2x18, 2x13, 8, 17; THAC0 17; #AT 3/2; Damage 2d4 (morning star); SZ M; ML Fearless (19); XP 175. 
Doppelganger (8): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 9; HD 4; hp 3x21, 25, 13, 19, 20, 18; THAC0 17; #AT 1; Damage 1-12; SA ESP, imitates victims; SD immune to sleep & charm, save as level 10 fighter; SZ M; ML Elite (13); XP 420. 
Doppelganger, Greater (3): Intelligence 17-18 Genius; AL NE; AC 2; MV 12; HD 9; hp 39, 35, 49; THAC0 11; #AT 2; Damage 1d12/1d12; SA See Below; SD See Below; SZ M; ML Fanatic (17-18); XP 4,000. 

Doppelganger (8): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 9; HD 4; hp 3x21, 25, 13, 19, 20, 18; THAC0 17; #AT 1; Damage 1-12; SA ESP, imitates victims; SD immune to sleep & charm, save as level 10 fighter; SZ M; ML Elite (13); XP 420.

Doppelganger, Greater (3): Intelligence 17-18 Genius; AL NE; AC 2; MV 12; HD 9; hp 39, 35, 49; THAC0 11; #AT 2; Damage 1d12/1d12; SA See Below; SD See Below; SZ M; ML Fanatic (17-18); XP 4,000.

Human, Soldier (11): Intelligence 8-10 Average (human) intelligence; AL LE; AC 6; MV 12; HD 1; hp 3x3, 3x4, 6, 1, 2, 7, 8; THAC0 20; #AT 1; Damage By weapon; SZ M; ML Steady (11); XP 15; dressed in chain mail; all bear tabards identifying them as Red Wizard’s Crimson Guards.

Dread Warrior (12): Intelligence 5-7 Low intelligence; AL NE; AC 4; MV 9; HD 4; hp 25, 21, 2x15, 2x16, 27, 9, 11, 23, 14, 8; THAC0 17; #AT 1; Damage 1d8+2 or by weapon +2; SA Nil; SD Nil; SZ M; ML Fanatic (17-18); XP 175; all wield broadswords.

If the characters have alerted the inhabitants of this area before getting here, they discover this area empty but with evidence of a hasty departure. The three groups will have departed through the secret door in room #37h and out around the characters.

 
37h. The meeting place. 
This room will also be empty if the characters failed to maintain a quiet assault. By this time, they should either figure that they screwed something up or divide their force and attack through both passages. Most DMs including myself hate to DM divided groups, but it can be done and is not so arduous if kept to a brief amount of time. 
This large room bears another fireplace, which has a large fire burning brightly within the hearth. Seated around a large circular wooden table with a large candelabrum in the center are four figures. All are human (or appear to be) and are dressed in robes. Two are dressed as though they are mages with astrological symbols upon their robes, although they make a striking contrast to each other. One mage wears dark black robes with silver letters and a mask that covers his face completely but has no eye or mouth holes (the material is thin enough to see and breathe through). If it were not for the fact that his hands are bare (his gloves are resting on the table top to his right side), you would not be able to guess his species or sex. The other mage wears robes as equally dark but a deep crimson with black letters and a gold fringe. The other occupant of the room is obviously a cleric of Bane as his black armor is emblazed with the symbol of the god of strife. A large shield rests upon the wall behind him with a large flanged mace resting against it. 
The candelabrum in the center is made of silver and gold, and radiates magic strongly; it acts as an Amulet of Proof against Scrying. Actually if the characters have time to drop a Detect Magic spell within the room, they discover that there are a large amount of magic items within this room. 
This encounter has the potential to get deadly for the characters, because all three magic-using NPCs will not hesitate to drop spells that might harm anyone else within the room. 

Alexander Deathfist of Bane Human male C16/F9 (Dreadmaster): (S 18/85, D 17, C 16, I 15, W 21, Ch 11); AL LE; AC -8; MV 12; hp 76; THAC0 10; XP 10,000; Mace, Flanged +3; Oil of Fiery Burning; Flail, footman's +1; Full armor, Plate Mail +3; Shield, Large +4; Warhammer +2; Belt pouch, small - Scroll, Priest - Heal, Cure Critical Wounds x3, Bless; Spells memorized:  Call Upon Faith; Deep Breath; Detect Good; Know History; Magical Stone; Regenerate Light Wounds; Shillelagh; Spark of Blinding ; Strength of Stone; Undead Alacrity; Draw Upon Holy Might; Dust Devil; Fire Trap; Flame Blade; Heat Metal; Know Alignment; Produce Flame; Silence, 15-foot Radius; Spiritual Hammer; Watery Fist; Caltrops;       Cause Blindness or Deafness; Continual Darkness; Cure Disease; Life Drain; Prayer; Protection From Fire; Starshine; Sunblade ; Water Breathing; Adamantite Mace; Attunement; Cause Serious Wounds; Defensive Harmony; Quench Fire;       Regenerate Serious Wounds; The Doom of Bane ; Valor's Deadly Strike ; Dark Promise ; False Seeing; Mystic Lash ; Slay Living; Wall of Fire; Conjure Fire Elemental; Spirit  Annihilation ; Whirlwind; Death Symbol of Bane .

Smite of Thay Human male M17: (S 13, D 15, C 17, I 18, W 17, Ch 9); AL LE; AC 1; MV 12; hp 57; THAC0 15; XP 10000; Amulet of Far Reaching (effects up to 12 levels of spells each day); Amulet of Metaspell Influence; Belt Pouch, Large of Holding 250 lbs - Bag - Sling bullet x50; Candle x5; Flint and steel; Paper (per sheet) x15; Quaal's Feather Token, Bird; Rations, standard (44 weeks); Ring of Gargoyles (only 5 gargoyles left) ; Wineskin (contains an excellent Undermountain Alurlyath wine); Writing ink vial; Belt pouch, large #1 - Pearl of Power (5th and 6th); Potion of Extra-healing x2; Potion of Fear  (demonic item); Scroll of Protection from Acid; Scroll, Wizard - Carroissa's Appalling Dash ; Belt pouch, large #2 - Philter of Glibness; Philter of Persuasiveness; Sling of Accuracy ; Wand of Frost; Boots, soft; Fast Staff +2; Periapt of Health; Ring of Protection +3; Ring of Spell Storing (contains: a 3rd-level Chill Touch; 8th-level Blur; 8th-level Bilarro's Burst ; 4th-level Protection from Undead (All); and a 4th-level Fumble spell); Robe of the Archmagi (Evil); Spells memorized: Chill Touch; Dancing Fire ; Lucid Vista; Read Magic; Tenser's Steady Aim; Blur; Detect Thought ; Improved Run; Knock; Moon Rune; Bilarro's Burst; Chromatic Ray ; Night's Jambiya ; Ray of Paralysis ; Sobhrach's Iceball ; Magic Mirror; Merald's Meld ; Otto’s Silver Tongue ; Rainbow Pattern; Scrystrike ; Wall of Evil ; Conjure Earth Elemental; Immunity To Poison and Disease; Oathbinding  (has a Type 5 demon); Spell Immunity  (cast- Fireball lasts another ? rounds determined by the DM); Suspension ; Improved Net of Shadows ; Tanith's Teleport Trap  (cast upon his home in Thay); Thunderbolt ; Azundel's Purification ; Double Dweomer ; The Curse of Forgetfullness ; Cloud Trapeze ; Wither .In battle Smite will down the Potion of Fear, and then use his magic to either escape if the battle goes against Smite or slay all that he can. Smite is unusually cruel and enjoys using magic to harm others.

“Sarushan of Luskan”: Doppelganger, Greater; Intelligence 17-18 Genius; AL NE; AC 2; MV 12; HD 9; hp 71; THAC0 11; #AT 2; Damage 1d12/1d12; SA See Below; SD See Below; SZ M; ML Fanatic (17-18); XP 4,000; Staff of Withering; Dart +1; Heward's Handy Haversack (contains the real Sarushan’s spellbooks most of the spells ((over 2nd level)) can not be used by the doppelganger); Ring of Wizardry, 1st and 2nd; currently has the following spells available: Arctic Spray x2 ; Charm Person; Feather Fall; Icy Missile x2 ; Jherek's Ignite ; Shadow Shield ; Hold Portal Open ; Improved Run ; Power Word, Sleep ; Sobhrach's Sparkspray .
The doppelganger is no fool and knows that in a fight within this room caught between the characters and these powerful villains it is no match and will flee using the Improved Run spell to aid its escape. A craven creature, if caught or badly wounded, it will attempt to change sides aiding the characters with the hope that the characters may heal it and let it live. It cunningly switches identities a little at a time counting upon the darkness and confusion of battle to shield its metamorphosis (and the face covering of the paranoid, real Sarushan). The doppelganger attempts to switch identities to a minor Harper agent that it ate by the name of Bilurell Spelljoy (LG, Human male) counting on the covering of his face to prevent the characters from seeing the change. With the new identity, it will attempt to integrate itself within the character’s group.

37i. Priestly crossroads.

Entering this 30’ long by 20’ wide room reveals a group of ten fine-dressed priests in stately robes. They are in a procession, arrayed in two rows of five chanting in unison. Between the two rows is a large wooden casket. The lead priest on each row swings a pot of foul smelling incense, the pots swing in time to the chanting. If the characters move out of the way, the priests will get to about half way through the adventurers and turn suddenly into horrid undead that attack. They drop the casket which lands with a solid thud upon the floor, the top springs ajar and from the inside, the foul stench of death fills the room. As the casket lies there, maggots begin to crawl from the inside of the casket onto the floor.

Heucuva (10): Intelligence 2-4 Semi-intelligent; AL CE; AC 3; MV 9; HD 2; hp 2x16, 7, 3x6, 4, 8, 5, 3; THAC0 19; #AT 1; Damage 1-6; SA Disease, polymorph up to 3 times a day; SD Hit only by silver or +1 or better magic weapons; SZ M; ML Steady (11); XP 270.

The heucuva stole the casket from the City of the Dead in Waterdeep; the casket is still rather fresh as is the corpse inside. The family crest upon the casket is from a very wealthy family within the town above; the DM is free to determine whether returning the casket to the family would net the characters any reward. In my campaign, the characters decided to just stuff the casket back into the catacomb that it was stolen from. They were in the process of levering the casket back into the tomb when the City Guard caught them. Of course, the ensuing chase included members from the Watchful Order and forced the characters back into Undermountain as wanted fugitives.

37j. Foyer with a secret door.

This 10’ square, dark room appears empty. Entering the room and searching it reveals an easily found secret door on the western wall. This door is heavily used and shows signs of wear from the constant opening and closing. This door is not trapped but the area in front of the door is. Not detecting the trap and disarming it (easily done, a thief receives a +25% chance of disarming it) results in a large poisoned kissing maiden falling from the roof slamming a character into the door. Damage done is 3d8+2d4 points of poison damage (no damage if successfully save versus poison).

37k. Another crossroads.

(If the characters think to listen at this door before opening it, they hear the distinct sounds of hook horrors from within the room. None of the doors is locked, but all are closed tightly, preventing a quick or subtle opening. There are too many sounds within the room to be able to determine how many hook horrors are within the room, but an educated guess (requiring a successful Intelligence check) would be more than 10).Within this room are 15 trapped hook horrors. One of the doors was open and upon sliding into the room, the doors closed. Unfortunately for the hook horrors, they lack the hands necessary to open any of the doors. Fortunately, for the hook horrors, the adventurers do open the doors for them. Upon one of the doors opening the hook horrors, swarm the door attempting to force their way through it.

Hook Horror (10): Intelligence 2-4 Semi-intelligent; AL N; AC 3; MV 9; HD 5; hp 21, 2x29, 25, 2x16, 19, 2x23, 22, 24, 2x28, 36, 17; THAC0 15; #AT 3; Damage 1-8/1-8/2-12; SZ L; ML Steady (11-12); XP 175.

**Note: Rooms #38a and #38b can be found in the CGtUM. **

38aa. Not at rest at all.

Entering this room reveals the stench of death. Shambling through this room are eight dead, rotting dwarves dressed in rusting armor. They look at you with unfettered hatred.

Undead Dwarf (20): Intelligence 8-10 Average (human) intelligence; AL N; AC 6; MV 9; HD 3+12; hp 2x24, 22, 21, 23, 29, 27, 26; THAC0 17; #AT 1; Damage 3d4; SA phase door; SD +2 weapon to hit; SZ M; ML Elite (13-14); XP 1,400.

38ab. Another spiked pit trap.

Stepping into this room can be hazardous for the characters. There is a covered spiked pit trap that fills this room and characters that fall into the pit drop 30’ suffering 1d6x3 plus 3d8 points of damage when they strike the bottom. When the first person falls through the roof of this trap, the trap magically replaces the porcelain-thin stone covering to snare the next victim. While a character is in this trap, they are unable to be heard outside of the trap unless something like a rope is thrown through the stone lid preventing it from regenerating. Characters caught in the trap are magically carried to the top of the trap to be dropped again and pulverizing the character and his equipment in subsequent trips. When the top is penetrated, the noise from junk inside this trap is quite deafening.

38c. Missed room.

Due to the cave in, the characters were unable to access this room. The characters could dig through the debris accessing the room from either side. Of course runs the chance of causing more cave in and trapping the characters. Due to some of the other encounters within these halls, my players were very cautious and decided not to attempt to excavate the cave in.

38d. Large room, with stuff. 
Entering this room reveals the permeating smell of burnt clothing and the lingering smell of sulfur. There are a five scattered lumps of smoldering candles arranged around a pentagram in the southeastern corner of the room. Scattered around this pentagram are four bodies, they look like adventurers. Sitting in the center of the pentagram is what appears to the stereotypical demon - squat body, red scaly skin, horned visage, large bat wings, pot belly, and toothy maw full of yellow fangs. It is looking at you with interest. 
This demon is really a common demon, which is trapped in a partially correct summoning circle but the circle only managed to catch the shade of the demon. Although the demon looks like a demon lord, this is merely an illusion, and the demon is a lowly subservient demon from the lower planes. The demon is trapped within the circle enough that it cannot leave and will answer questions. These answers are up to the DM and the demon can be a mouthpiece for the DM to impart information, red herrings, and any other information required by the campaign. 
In my campaign, the kender tossed a copper coin knocking one of the candles from a point of the pentagram and the coin crossed in to the pentagram. This freed the demon, which attacked the party for a bit before flying off into the depths of Undermountain. I used a demon from the Role Aides “Demons” boxed set, converted to AD&D 2E. 

    Demon: Role Aides. 

    The bodies beside the pentagram have been dead for a while, and have been searched. A thorough search determines that there are a few minor items left (determined by the DM). 

38da. Appearances can be deadly.

Entering this room reveals it to be filled with wreckage. Several carts, wagons, and other small conveyances like those that some adventurers might use fill this room. There are a few standards of various companies scattered in the room and a few emblems associated with mercenary and adventuring companies. Most of these symbols are very old and only a character with good local history knowledge might have an idea of what companies the standards are associated with. Within the wreckage, there are a pair of apparitions on the Ethereal Plane that are waiting for the characters to enter the room before attacking.

Apparition (2): Intelligence 8-10 Average (human) intelligence; AL CE; AC 0; 

MV 24; HD 8; hp 34, 45; THAC0 13; #AT 1; Damage See Below; SA See Below; SD Hit only by magic or silver weapons; SZ M; ML Elite (13-14); XP 1,400. 
Apparitions are a particularly horrible and persistent form of undead, existing primarily on the Ethereal Plane. They are able to move easily between the Ethereal Plane and the Prime Material Plane twice per day, requiring only one round for the transition. They appear on the Prime Material Plane as skeletons, loosely shrouded with filthy bandages. They are semi-solid in form only during any round in which they are attacking; otherwise, they are airy and insubstantial. Apparitions have the ability to "pop in" from any solid, non-living object, such as walls, floors, or furniture. Opponents therefore suffer a -5 to their surprise rolls. Apparitions can telepathically sense any creature of greater than 5 Intelligence at a range of 100 feet in any direction, although they have no other psionic abilities. Since they are noncorporeal, apparitions can travel directly to their intended destination without being hindered by clumsy physical barriers such as locked doors. The apparition is not able to physically attack its victim. Rather, it uses an improved form of suggestion, an innate ability, to convince the victim that its bony claws are strangling him. There is no need to make an attack roll for this attack. Victims must make an Intelligence check at -4 to disbelieve, even if they are aware that they are being attacked by an apparition. A successful check means that that particular apparition cannot thenceforth harm the victim. A failure means the victim must make a Constitution check: success means the victim flees as though affected by a fear spell for 1-4 rounds (during which time the apparition may attack again); failure means the victim has been literally "scared to death." The victim will immediately die of fright, unless a Remove Fear spell is cast upon him/her in the same round as the attack. Protection from evil or protection from evil, 10' radius spells already in effect at the time of the attack will assure a successful Constitution check. If the slain victim's life is restored, he/she will forever after automatically fail his/her Intelligence roll to disbelieve. However, if a slain victim is not restored to life within 24 hours, he/she will rise as an apparition 2-8 hours later. Apparitions can be attacked on the Prime Material Plane only during the one melee round it takes them to attack their victim. Only magical or silver weapons can affect the apparition in this form. On its home plane, it can be attacked normally. The apparition has an AC of 5 on the Ethereal Plane. An apparition can be turned by a cleric as though it were a spectre or 8 HD undead creature.

Searching the room reveals a few items of worth. It takes around eight rounds to search the room thoroughly. The search reveals a large glass vial filled with a murky liquid. This bottle does not radiate magic and appears as a well-made thick glass vial with a strong stopper. The vial is full of water from the river Hvergelmir , the birthplace of serpents and monsters. This water is foul and has a narcotic-like (hallucinogen) effect upon whoever drinks it. This narcotic effect is determined by the DM but can be utilized to drop hints, red herrings, and any other information the DM desires. The other items of worth are: 15 steel trade bars from Mintarn (worth 100 gp in Mintarn, about 45 gp elsewhere); and a large bucket of iron spikes covered with a light coat of rust. The bucket contains 25 iron spikes and is usable as missile weapons doing normal damage. However, these spikes are cold forged and effect creatures that only suffer damage from cold forged iron weapons.

38e. Forgotten room. 
**Note: my characters entered from the southern entry, if your characters are using the western entry, you need to change the room description to reflect the entry point. ** 
This hallway apparently has not been utilized recently judging by the thick layer of dust and cobwebs upon all surfaces. The floor bears a thick layer of dust unmarred by tracks and stepping into the area produces little clouds of dust where your feet land. Pushing through the numerous dry cobwebs (which limit vision to less than 10’), eventually reveals a large closed stone door after pushing through 20’ of dusty hallway. 
The closed stone door is not trapped or locked, and opens easily on squeaky hinges. The opening door reveals a large dark room 30’ wide and 40’ long with an arched roof that peaks at 14’ high. The roof appears featureless and the room empty. Searching the room reveals only a small wooden rotting wooden box found in a secret niche hidden by some rubble. Inside the box is a small rotting purple felt bag, and inside the purple felt bag is a small plain gold ring inset with a large garnet. The ring is magical and casting Identify or similar magic upon it reveals it to be a Ring of Invisibility and Inaudibility. However, the ring is Cursed and while it does give, the benefits stated it is actually a Ring of Bureaucratic Thievery. Similar to the cursed ring that affects mages, this ring affects thieves in much the same manner. Upon utilizing any thieving skill, a large stack of papers fall from the sky, all forms to be filled out in triplicate before the thief can perform the function. The thief feels compelled to fill the forms (a successful Intelligence check negates the compulsion for this incident) each time. Alternatively, the DM can have the thief roll a save versus spells each time he attempts to use a thief skill or suffer the effects of the cursed ring. Of course, the ring is unable to be removed unless a Remove Curse spell of at least 15th-level is cast upon the wearer at which point the ring slides from the finger. 

 
38ea. Foyer. 
Entering this dark, 20’ long room reveals that it appears to be a dead end. There are a few scraps of moldy leather and corroded brass buttons in this room. Searching the room carefully reveals nothing else of interest but a secret door on the southern wall. This secret door is locked, trapped, and ensorcelled with a Symbol of Discord, a Symbol of Fear, and a Symbol of Spell Loss. The door is trapped with a mechanical trap that releases a poisonous gas into the area, filling an area 25’ square. All creatures caught in the area must save versus poison or suffer 35 hp of damage (a successful save versus poison reduces damage to nothing). 

 
38e1. Failed lich. 
**Note: this room is modified from what appears in the CGtUM. ** 
Entering this room reveals the darkness so common in these halls but this room also has the unmistakable cloying stench of rotting death. From the darkness, shambles a mass of rotting human corpses interspersed with three larger corpses. One large corpse wears bronze plate armor and carries a huge greatsword that it fingers with relish. Two other corpses are the animated rotting remains of what appear to have been half-giants in life. A third corpse catches your eye as it too wears plate armor, but this time silver embossed black plate mail with gold highlights. This corpse carries a shield and a large mace in its right hand. The creature’s eyes burn with an evil, hatred light. The rest of the 47 undead creatures appear to be your average undead found in places like this. 
This is the secret lair of a failed lich, once an evil priest of 9th-level. Now a mere shadow of what he desired to obtain in death, he rots with the remains of his followers in this forgotten room. 

Cadaver, Abracadaver: Intelligence 13-14 Highly intelligent; AL NE; AC -3; MV 6; HD 9d10; hp 84; THAC0 11; #AT 1; Damage 1d12; SA See below; SD See below; SZ M; ML Champion (15-16); XP 8,000; Ring of Protection +2; Full armor, plate mail +2; Badge of Freedom ; Potion of Fire Breath (can not use); Mace +3; Shield +2; Spells: Curse; Degenerate Light Wounds ; Detect Magic; Protection From Good; Putrefy Food and Drink; Undead Alacrity ; Cause Moderate Wounds; Chill Metal; Dust Devil; Hold Person; Priest Lock ; Resist Turning ; Animate Dead; Cause Blindness or Deafness; Continual Darkness; Dispel Magic; Cause Insanity ; Heart Blight ; Smiting ; Heart Call . 
An abracadaver is a terrible foe. It can deliver a powerful blow in combat with a clawed hand. These wounds have a 5% cumulative chance to pass on a horrible, debilitating disease. Such diseases typically have a 24 hour incubation period, after which the victim suffers high fevers, shakes, and a loss of 1d4 points of Strength, Dexterity, and Intelligence until cured. The mere sight of an abracadaver Causes Fear (reverse of Remove Fear) in any creature that fails a saving throw versus death magic. Of course, an abracadaver's most potent power is its ability to use spells and magic items. Any given abracadaver will have the spell ability of either a 9th level priest or a 9th level wizard. Magic items in its horde of treasure will be used against its enemies if at all possible. Only magical weapons harm an abracadaver. Sleep, charm, poison, paralysis, and cold-based spells have no effect. Much like a mummy, an abracadaver is vulnerable to fire. A blow from a lit torch inflicts 1-3 points of damage. A flask of burning oil inflicts 1-8 points of damage on the first round and 2-16 points on the second round. Magical fire inflicts +1 point of damage per die. Holy water inflicts 2-8 points of damage for a direct hit or 1-4 points for a splash. An abracadaver is turned as a vampire. 

Zombie, Common (34): Intelligence 0 Nonintelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 4x8, 4x13, 4x11, 2x14, 3x4, 4x9, 5x10, 2x7, 6, 15, 5, 2x12, 16; THAC0 19; #AT 1; Damage 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65. 

Zombie, Monster (2): Intelligence 0 Nonintelligent or not ratable; AL N; AC 6; MV 9; HD 6; hp 22, 20; THAC0 15; #AT 1; Damage 4-16; SD Spell immunity; SZ L; ML Fearless (20); XP 650. 

Skeleton (13): Intelligence 0 Nonintelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 4x6, 2, 2x5, 2x4, 2x3, 7, 1; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells & cold, 1/2 Damage from P & S weapons; SZ M; ML Fearless (20); XP 65. 

Skeleton, Warrior: Intelligence 15-16 Exceptionally intelligent; AL NE; AC 2; MV 6; HD 9+2; hp 73; THAC0 11; #AT 1; Damage By weapon type (+3 to attack rolls); SA Flee in panic (creatures with less than 5HD); SD Only hit by magical weapons; SZ M; ML Champion (15); XP 4,000; wields a Greatsword +3. 

Treasure: a chalcedony stone (worth 120 gp) and a large ruby (worth 200 gp); 9 cp; 2,240 gp; 8 sp. 

    
The secret area under the stone throne. 
A secret door hidden in the base of the throne is protected by a 36th-level Death Ward spell. Getting past the ward upon the portal is required to get to the secret door. The secret door is both trapped and locked. The door bears a 5th-level Wizard spell, Spell Trigger, that contains the 4th-level Wizard spell Darkning Bolt . After dealing with the magical trap, there is still a pair of mechanical traps upon the door. The first mechanical trap (a cunning trap forcing a thief attempting to disarm it to suffer a –35% chance of success) drops 12 thin bottles of naphtha and an Oil of Fiery Burning falls from the roof, dosing everything within 15’ of the door. Characters in the vicinity must roll two Dexterity checks, one to avoid a direct hit and the second to avoid a splash. (The basics of this trap are detailed on the Smash Traps card side #1 found in the RoUM boxed set.) The second mechanical trap is a rebounding spear trap (found on the same card) that strikes with THAC0 13, and does 1d6+4 (barbed) points of damage. Save versus petrification or have a shoulder or neck impaled. The character must roll a successful Strength check to pull off the spear (suffering 1d6+4 points of damage). Characters that fail to pull free are jerked to the roof where they hang until they fall later from the roof. Characters that fall suffer 1d6 points per 10’ of damage falling from the roof. 
Finally opening the door reveals a narrow niche. Lying in the center of this niche is a cup made from an ivory human skull surrounded by a platinum vessel. This cup radiates both magic and evil very strongly. This is Kinzhull’s Cup, a powerful talisman for an evil mage. Once per day, an evil mage can drink from this cup and receive 25% magical resistance for eight turns. The cup allows the owner to cast Monster Summoning IV once per day. While grasping the cup, the owner may cast Lesser Demonic Contact at will. 

 
38e2. Gate to the Tomb of the Maharaja 
This gate deposits travelers into the Tomb of the Maharaja, which I placed in Unther. I stocked the dungeon with monsters suitable to an ancient “Indian” flavored campaign. One of the monsters the characters had a real hard time with was a greater rakshasa that became a nemesis for the characters during their stay in the East.
38f. Unbearable encounter. 
(This room is a magical dead zone and all spells and magical items used within this room are susceptible to the Magical Chaos table). 
Entering this large room reveals a pitch-black cavernous room filled with debris. Rotting chunks of wood, demolished wooden crates, and rotting tapestries. You would think that a drapery store exploded in this room, if it were not for the rotting whole pine trees, numerous rusting pad locks, loops of rusting chain, and other miscellaneous items within this room. (All products of the magical chaos within this room). 
Inhabiting this room are nine Juhrion accidentally gated here. They have found this room easy hunting and have made their lairs in the debris filling the room. Originally there were only six Juhrion gated here but they have mated and now number nine adults (the young are hidden in the debris). 

Juhrion (9): Intelligence 2-4 Semi-intelligent; AL N; AC 5; MV 12; HD 5+5; hp 23, 2x36, 34, 31, 2x29, 21, 28; THAC0 15; #AT 3; Damage 1d8/1d8/2d6; SA Maul; SD Nil; SZ L; ML Elite (13-14); XP 650; disease attack does not work. 

Carefully searching the room reveals: 771 gp; 7 pp; Broom of Animated Attack; Potion of Super-heroism; Potion of Vitality. 

 
38fa. Trapped room. 
Entering this room is hazardous because there is a covered spiked pit trap on the other side of the door. Due to the heavy traffic this room sees from creatures fleeing the Juhrion pack in the previous room, the bottom of this pit is full and occupied by three large colonies of gray ooze. Damage from falling the 20’ is 1d6x2 plus an additional 1d8 points for the spikes after which the ooze colonies attack. 

Ooze/Slime/Jelly, Gray Ooze (3): Intelligence 1 Animal intelligence; AL N; AC 8; MV 1; HD 3+3; hp 26, 24, 21; THAC0 17; #AT 1; Damage 2-16; SA Corrodes metal; SD Immune to spells; cold & fire-based attacks; SZ M, L; ML Average (10); XP 270. 

Searching the bottom of the pit reveals: a Potion of Climbing (if the DM is nice); Potion of Longevity; a Potion of Undead Control (Skeletons); Crossbow, hand quarrel +3 x12; 508 gp, and 2 pp. A badly corroded leather bag contains 2,300 gp of miscellaneous cut gems. 

Searching the room past the pit trip reveals a large, dark empty room. 

 
38fb. Another crossroads. 
This large room reveals that it sees a large amount of traffic and is littered with the typical adventurer litter. Bloody rags, expended healing potions, empty iron ration wrappers, and ruined portions of armor, equipment and clothing. Most of the material is directly in proportion to characters fleeing from room #38f. Searching the room reveals nothing of interest or value but some of the usual adventurer graffiti. Some of this graffiti reads, “Went down wrong hole, will try the other,” and “Last silver urn on the right is the WRONG one.” The DM is free to add or modify this graffiti to suit his campaign. 

 
38f1. Dead end room. 
This room, the location of a recent battle, is littered with dead bodies. Some of the bodies still smoke from fell magic used in the battle. Searching the room reveals 34 dead kobolds, which have been thoroughly searched and stripped of anything of even middling value. The secret door on the eastern wall is not trapped or locked and opens easily. 

 
38f1a. Secret room. 
Entering this large secret room reveals nothing of value immediately. Carefully searching the room reveals a secret niche that contains a small leather satchel. Inside the satchel is a small parchment scroll containing (spell suitable to the DM’s campaign). Unfortunately, this spell scroll is cursed with Tourette’s Syndrome curse. A character that reads the scroll and fails his save versus spells is immediately affected with the disease Tourette’s Syndrome. The caster is immediately unable to cast spells with casting times greater than 5 without successfully rolling an Intelligence check or fail somewhere in the spell casting and degenerate into a swearing fit. In a furious battle, the effected character must successfully save versus Wands or cannot cast spells for 1d12 rounds due to the stress affecting the disease. Fully 25% of these curses are so severe that the character can hardly talk (requiring an Intelligence check for other characters to understand), and in order to successfully cast spells, the character must roll two Intelligence checks successfully. 

 
38f2. Another crossroads. 
Entering this room reveals this room receives a heavy amount of traffic. The room also has a large amount of the usual adventurer litter – bloody rags, empty healing potion containers (labels from around the Realms), empty iron ration wrappers, and other useless material. Several empty tin flasks that used to hold lamp oil are scattered around the room, they all have a label from a shop in Berdusk. The DM is free to add any minor material that the characters may need in this room. 

 
38f3. Gate to the Halls of Tizun Thane . 
This opening is a rarely used and not commonly known gate to the Halls of Tizun Thane, which I set in the Spine of the World. I kept the dwarf motif of the original adventure but replaced the adventure with one that I wrote on the fly that included Duergar, Derro, and Drow elves. One of the more challenging encounters (to which I can only find the briefest of mentions in the side margin of one of my ledgers) dealt with a large group of undead dwarves that were so evil they were nearly sucked to Ravenloft, the Demiplane of Dread. Feeling the powerful of the dread plane, and touched by some of its evil powers, the dwarves dived through a Gate summoned by their mage and ended in the Halls of Tizun Thane. They possess a cart, which they pull with three undead horses upon which is a Greek fire projector. The dwarves are nearly lich-like and their phylacteries reside in the cart as well. 

 
38f4. An empty passage, really? 
Entering this passage reveals it apparently empty. This room also bears a large amount of the usual adventurer litter. Unknown to the characters there is a single, invisible, badly wounded Pterrax in the room. It is hiding in the corner and if discovered will attempt to flee the characters rather than battle. The Pterrax is badly wounded and does not have the ability to survive another battle and since it cannot fly in the tight confines of these halls, it is reduced to a crawling awkward gait that is both laborious and painful. 

Pterrax: Intelligence 1 Animal intelligence; AL N; AC 7; MV 0, Fl 12(B); HD 5; hp 18 (usual 38); THAC0 15; #AT 3; Damage 1d8/1d8/2d6; SA Psionics; SD Nil; SZ L; ML Average (8-10); XP 420. 

Characters that heal the Pterrax and escort it to the surface letting it fly free, gain the confidence of the Pterrax and after it returns to Chult (its home) if the characters are ever there and in a position that they might meet Pterrax, the DM could use this one as a plot piece. The Pterrax will remember them and protect them from other members of his flock and might allow them to ride upon him (DM’s discretion). 

 
38g. The buffet table. 
Entering this large room reveals the strong permeating stench of recent death. In the center of the room are three dead donkeys and two dead humans. Feasting on this buffet, are four carrion crawlers, which turn to protect their meal, but are not interested in leaving. The characters can pass around the carrion crawlers and search the outer perimeter of the room without the carrion crawlers attacking. 

Carrion Crawlers (4): Intelligence 0 Nonintelligent or not ratable; AL N; AC 7; MV 12; HD 3+1; hp 17, 6, 16, 10; THAC0 17; #AT 1 or 8; Damage Either bite for 1-2 or 8 tentacle attacks for paralysis; SA Paralysis; SZ L; ML Fearless (20); XP 420. 

The secret door in the south east corner of the room is trapped (and locked) with a magical trap that unless unarmed drops two Oil of Disenchantment upon the area covering everything within 10’ of the door. Characters in the vicinity must roll two successful Dexterity checks to avoid a direct hit or a splash (much like the Oil of Fiery Burning trap found on the Smash Traps card). Disarming the trap and unlocking the door causes it to slide quietly into the floor revealing a narrow 10’ square room. Lying upon the floor in this room is a small forest green satchel with a red line projecting from under the button down flap (a semtex satchel ). Underneath the satchel is a small green leather bag. Inside the small leather bag is a single clear potion in a small glass vial with a red wax sealed cork stopper. Inside this vial is a strong magical potion, a Restful Night’s Potion . 

 
38g1. Wandering manticores. 
If the characters think to enter this room slowly and peek into the room, they will discover a trio of manticores and a mantidrake nosing around the far side of the room. These wandering monsters are not particularly looking for anything, just something to eat that their refined palettes can suffer. The mantidrake is a rare specimen where a black dragon mated with a manticore giving the offspring a weaker acidic breath weapon. 

Mantidrake: Intelligence 5-7 Low intelligence; AL NE; AC 0; MV 12, Fl 18(E); HD 6+3; hp 21; THAC0 13; #AT 3; Damage 1d3/1d3/1d10 (claw/claw/bite); SA Breath weapon 1/6 rounds (12d4+12); SZ H; ML Elite (13-14); XP 7,500. 

Manticore (3): Intelligence 5-7 Low intelligence; AL LE; AC 4; MV 12, Fl 18(E); HD 6+3; hp 19, 25, 29; THAC0 13; #AT 3; Damage 1-3/1-3/1-8; SA Tail spikes (1-6, 180 yd range, 1d6 damage each); SZ H; ML Elite (13-14); XP 975. 

 
38g2. Trapped passage. 
Entering this room without searching for traps causes one to reveal itself in an abrupt manner. When more than 150 pounds steps upon either end of the hallway, the floor suddenly tip up and becomes so slick (same properties as a Grease spell) that all characters and equipment slide into a great hole underneath the room. However, when the characters fall, they fall through a Gate depositing them in the neo-otyugh lair #13e. 

 
38g3 Used to be a trapped passage. 
Entering this room, which is the same size as the previous one causes the floor to tip and cant alarmingly but has no other effect. Either apparently, this trap has malfunctioned, or time has taken its toll on the mechanical portions of the trap. 

 
38g4. Large room. 
Entering this large long room reveals three medium-sized metal creatures that scuttle towards to you. These automatons are ordered to protect the secret door. However, if the characters possess a Badge of Freedom, the creatures will let them pass but not enter the secret room without a password. With the badge, the characters can pass through the room but will be unable to access the secret door. 

Ferragam (3): Intelligence 2-4 Semi-intelligent; AL N; AC 4; MV 6; HD 5; hp 19, 15, 24; THAC0 15; #AT 2 + special; Damage 1d3/1d4+1; SA Fire Jet; SD Immune to heat, half damage from edged weapons, immune to mind control; SZ M; ML Fanatic (17-18); XP 1,400. 

 
38g5. Dreaded encounter. 
Entering this large dark room reveals that there are a few crates and chests in the rear of the room. Guarding this collection of containers is six flying skeletal hands each holding a sword. As you enter this room, the skeletal hands swoop towards you. 

Dread (6): Intelligence 0 Nonintelligent or not ratable; AL N; AC 6; MV 6, Fl 15(B), Swim 9, Climb 3; HD 3+3; hp 19, 17, 21, 18, 16, 24; THAC0 17; #AT 1; Damage 1d4 or weapon type; SA Nil; SD see below; SZ S; ML Fearless (20); XP 975; each wields a Rapier +2. 

The swords and skeletal hands turn to dust when they are reduced to zero hp. Inside the chests and containers within the room are numerous bolts of fine cloth, gauze, and other fine linens, now reduced to rotting junk. Most of the textiles within the room are reduced to little of value but may be used to make some torches if the characters possess the raw materials. Inside one of the chests in a false chest is a single magical potion, a Potion of Keen Sight . This potion grants the drinker eyesight so keen for eight turns that he gains a +2 to all attack rolls and is not ever surprised. Any other scenario where keen sight would add a bonus is up to the DM. 

 
38h. Meeting some elves. 
Entering this large room reveals a large group of elves transiting through the room. The elves are dusky-skinned and have blond hair. The leader is a large elf dressed in studded leather carrying a shield and a mace. The elves do not appear immediately hostile but do not necessarily look friendly either. The elves will study the characters and if they feel that they can win against the characters, they will attack. This gray elf raiding party is determined to remove some of the Drow from these halls. 

Elf (20): Intelligence High to Supra-Genius (14-20); AL NE; AC 5; MV 12; HD 1+1; hp 4x8, 3x7, 3x6, 3x2, 2x4, 2x3, 9, 2x5; THAC0 19; #AT 1; Damage 1-10; SA +1 to hit with bow (except crossbow) or short or long sword; SD 90% immune to sleep & charm, stealth; SZ M; ML Elite (13); XP 420; wielding bows (four +1), long swords (three +2, one +3), short swords (two +2), and most carry shields (five +2). 

Llilennasil of Archenbridge Elf, Gray male C12 (Indulgent): (S 17, D 18, C 16, I 18, W 15, Ch 9); AL NE; AC -1; MV 12; hp 67; THAC0 14; XP 6000; Full Armor, Studded Leather of Displacement; Shield of the Righteous; Belt pouch, large – Potion of Healing; Potion of Haste; Potion of (False) Super heroism ; Warhammer; Wailing Mace  (specialist); Spells: Bless; Blessed Watchfulness; Dispel Fatigue; Firelight; Float; Spark of Blinding ; Strength of Stone; Sunscorch; Cause Moderate Wounds; Cure Moderate Wounds; Draw Upon Holy Might; Heat Metal; Hold Person; Obscure Alignment (cast); Cause Blindness or Deafness; Cause Paralysis ; Continual Darkness; Intensify Sensation ; Life Drain; Babble; Regenerate Serious Wounds ; Spell Immunity (cast – Fireball lasts for another eight rounds); Cause Critical Wounds; Kiss of Sharess ; Blade Barrier; Wall of Thorns. 

 
38i. Lost scroll. 
Stashed in this secret room is a large ivory scroll case with gold embossed end caps. Taking off either of the end caps reveals a single thick sheet of parchment with a single magical word upon it. Speaking the magical word causes a single sheet of platinum to appear upon the floor. Upon the platinum sheet is a single spell from ancient Netheril, but not one of the Nether Scrolls. The spell is Prismal’s Reversal . 

 
38j. Up the stairs. 
As the characters ascend the stairs, they hear the piercing scream of someone under torture. Entering the large room, they see three large 12’ tall humanoids leaning over a small halfling, which they have trussed up like a pig on the spit. The halfling is screaming for help. 
The characters are unaware that this is a cunning trap laid by a species that is cousin to ogre-mage, and despise humans, the wang-liang. Wang-liang harbors a deep hatred for humans and rarely pass an opportunity to slay any they get a chance. Exceptionally intelligent, the wang-liang use hardened bronze weapons (they shun steel) and most are adept with magic scrolls and potions. The wang-liang has arranged a neat trap within this room with one of their members Polymorphed as a halfling and a few others acting as the “torturers” of the halfling. Five wang-liang are waiting in the hall under an Invisible spell waiting for the characters to pass them. The rest of the wang-liang are grouped around the perimeter of the room Invisible, waiting for the characters to enter the trap. When the characters enter the trap the wang-liang from the hallway close off any retreat and the halfling suddenly becomes a giant, 12’ tall ogre-like humanoid that grabs a broadsword from one of the creatures that were “torturing” him and joins the attack. 

Wang-Liang 6HD (Int. 15-16 Exceptionally intelligent; AL LE; AC 3 (Splint Armor); MV 12; HD 6+3; hp 38, 39, 40, 19, 2x27; THAC0 15; #AT 2 or 1; Damage 1d10 (x2)/or by weapon +6; SA See below; SD See below; SZ L; ML Elite (13-14); XP 1,400; long bows with serrated broadhead arrows; 25 arrows apiece; broadswords; one wields a diamond mace. 

Wang-Liang 7HD (Int. 15-16 Exceptionally intelligent; AL LE; AC 3 (Splint Armor); MV 12; HD 7+3; hp 34, 2x38, 28, 23, 21, 32, 41; THAC0 13; #AT 2 or 1; Damage 1d10 (x2)/or by weapon +6; SA See below; SD See below; SZ L; ML Elite (13-14); XP 2,000; double broadswords; daggers. 

Wang-Liang 8HD (Int. 15-16 Exceptionally intelligent; AL LE; AC 3 (Splint Armor); MV 12; HD 8+3; hp 36, 48, 42, 2x32, 29, 39, 46, 41, 35, 33, 30; THAC0 13; #AT 2 or 1; Damage 1d10 (x2)/or by weapon +6; SA See below; SD See below; SZ L; ML Elite (13-14); XP 3,000; two-handed swords (three +3). 
Wang-liang can regenerate 1 hit point per round. They can polymorph self at will into any human or humanoid form from 4’-12’ tall, and can detect invisibility at will. A 6+3 HD wang- liang can become invisible three times per day, as per the spell. A 7+3 HD wang-liang can become invisible at will. An 8+3 HD wang-liang can use improved invisibility at will, as per the spell. Wang-hang also uses a variety of magical devices in combat. Any encountered wang-liang has a 15% chance of possessing a magical item. Weapons resembling the Biwa of Calm, the Diamond Mace, and other magical items common to Kara-Tur may be used. In ordinary circumstances, however, a wang-liang will not use a magical item that has not been specially prepared by the Elder Circle. Only wang-liang can use these specially prepared magical items. Nonetheless, such items occasionally are stolen or otherwise acquired by members of other races. If this occurs, the wang-liang will always try to recover the missing items, persevering until successful. 

Originally, from Kara-Tur, these wang-liang have come north because of the higher concentration of humans in these locations. These wang-liang are part of a familial group that are seeking revenge for the slaying of an infant wang-liang. They have chosen to continue to hunt and attack humans until they have achieved 100 slain humans. 

 
38k. Empty room. 
Entering this large empty room reveals little other than a few scraps of rotting leather from the sole of a human-sized boot. The door posts on either side of the room bear the marks of where doors once rested but they were removed a long time ago and never replaced. 

 
38l. Missed opportunity. 
Stashed within this secret room is a large leather sack. Inside the sack is 450 gp in steel trade bars from Alaghon . These bars are worth only half their value elsewhere. Under the trade bars is a small wooden box that radiates magic and evil strongly. The cover of the box has a human skull mounted on the front and arcane runes that glow with an evil glow. Touching the box has no ill effects but opening the box releases the trapped wraith, which automatically attacks and strikes the character holding the box. 

Wraith: Intelligence 11-12 Very intelligent; AL LE; AC 4; MV 12, Fl 24(B); HD 5+3; hp 23; THAC0 15; #AT 1; Damage 1-6; SA Energy drain (lose 1 level per hit); SD Hit only by silver or +1 or better magical weapon, immune to sleep, charm, hold, death cold-based spells, poison & paralyzation; SZ M; ML Champion (15); XP 2,000. 

 
38m. Stashed pirated information. 
Entering this large room reveals that it is empty. Searching the room reveals nothing of interest but a secret door. This secret door is not locked not trapped and opens easily sliding into the floor with silent precision. Looking into the room reveals a small ledger, a map case, and a large leather-bound tome. Nothing radiates magic within the room. 
Examining the articles within the room reveals a ships deck log from a merchant sailing vessel “Estoner” and includes the notes from the last three ship’s masters. The last entry in the log describes the sacking of the vessel by a pair of married pirates named Leif and Kira Alltbeir Sharpfang and the subsequent wrecking of the destroyed vessel on the rocks. The sheer size of the tome gives plenty of room for the DM to insert adventure hooks, plot ideas, red herrings, and any other information suitable to the campaign. If the characters have not been to the city of Raven’s Bluff, this information might prompt them to explore the city and seek these retired pirates.
38n. Juggernaut on the loose. 
The door to this room bears a 27th-level Alarm spell and is Wizard Locked at the same level. The door is also mechanically locked and trapped with a poisonous needle trap (coated with type O poison). Entering this huge room reveals heavy scratches on the floor and that it is dimly lit by torches set in wall scones evenly spaced. In the murky depths of the room something huge slowly moves, this thing is roughly 40’ long, 30’ high and 20’ wide. 
This room is occupied by a juggernaut golem and its undead and living compliment. Hoarfrost (the white dragon) casts spells within the room that effect the undead (such as Enlarge Undead) and reducing the temperature within the room, which does not affect either him or the undead. He immediately drops the temperature (does not effect the undead or him and he cares little for the others) within the room, and causes howling winds so that he can cast spells such as Call Lightning indoors and underground. He prefers to keep the fact that he is a white dragon a secret unless forced to reveal himself do to the way that the battle progresses. His lair is deep in the lowest levels (in a natural cavern of ice), and has served the lich for centuries. Both the dragon and the lich are survivors of the ancient sorcerous battles at the end of the height of Netherel. The dragon is an unusually intelligent specimen of his race, and benefited from his association with the ancient wizardess. 

Golem, Juggernaut, Hulean: Intelligence 2-4 Semi-intelligent; AL N; AC 0; MV 9; HD 30; hp 138; THAC0 1; #AT 1; Damage 10d10; SA Crush; SD Spell Immunities, Special Saves; SZ G; ML Elite (13-14); XP 21,000. 

Ganoniolloles Hoarfrost (venerable white dragon Polymorphed as a Standard half-elf male) F8/C12/M11 Icepriest (specialty priest of Auril): (S 19/0, D 18, C 17, I 19, W 18, Ch 11); AL CE; AC -5; MV 12; hp 68; THAC0 13; XP 8000; Baldric, bandoleer (leather); Mace, throwing; Morning star +1; Sword, two-handed +3 Frost Brand; Belt - Belt pouch, large; Candle of Invocation (Chaotic-Evil); Oil of Elemental Invulnerability (Fire); Scroll of Protection from Fire; Dagger, Blade of Banishing ; Boots of Elvenkind; Bracers of the Blinding Strike ; Crossbow, Medium +3; Crossbow, Medium Quarrel x40; Full Armor, banded mail of Displacement; Mask of Magic ; Potion of Delusion; Potion of Fire Resistance; Potion of Growth x2; Potion of Human Control (Humanoids); Potion of Levitation x2; Potion of Poison; Potion of Sweet Water; Shield, medium +2; Ring of Wizardry 1st – 3rd Level; Ring of 
Priesthood 1st – 2nd ; Ring of Armor ; Scroll, Wizard – Teleport Without Error (can not be used within Undermountain); Spells: (Priest) Bless; Cause Light Wounds; Endure Cold/Endure Heat; Faerie Fire; Frost Fingers  (Auril); Putrefy Food and Drink; Regenerate Light Wounds; Shillelagh; Augury; Cause Moderate Wounds; Dust Devil; Frost Whip  (Auril); Mastery of Weapons; Silence, 15-foot Radius; Spiritual Hammer; Accelerate Healing; Call Lightning; Dispel Magic; Efficacious Monster Ward; Ice Spikes; Protection 
From Fire; Cause Serious Wounds; Control Temperature, 10-foot Radius; Ice Blade  (Auril); Valor's Deadly Strike; Control Winds; Flame Strike; Asphyxiate; Whirlwind; (Mage): Aura of Terror  (Dragon); Color Spray; Grease; Venom's Brambletangle; Breath Of Wind; Cutting Wind; Snow Cone; Waves Of Weariness; Clairvoyance; Ground Fog; Improved Sleep; Wraithform; Alpha's Flames of Falroth; Elemental Turning; Otto's Tin Soldiers; Cloak Of Winter; Enlarge Undead; Xult's Magical Doom. Dragon, White, venerable (Ganoniolloles Hoarfrost): Intelligence 5-7 Low intelligence; AL CE; AC -5; MV 12, Fl 40(C), Swim 12, Br 6; HD 17; hp 204; THAC0 5; #AT 3; Damage 1-6/1-6/2-16 (+10 damage); SA Breath weapon 1/3 rounds (10d6+10); SD Fear 40 yd radius (-2 save), MR 30%; SZ G; ML Champion (15-16); XP 17,000. 

Thoul (24): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 9; HD 3; hp 2x11, 2x13, 2x7, 3x10, 2x17, 3x12, 2x16, 14, 3x19, 5, 21, 8, 15; THAC0 15; #AT 2; Damage 1-3; SD Regenerate 1 hp per round; SZ M; ML Average (10); XP 270; wield maces and axes. 

Tiefling (3): Intelligence 11-12 Very intelligent; AL N; AC 1, 1; MV 12; HD 4+3; hp 37, 32, 31; THAC0 15; #AT 1 or by weapon; Damage 1d3 or by weapon; SA Spells, poison; SD Immunities; SZ M; ML Steady (11-12); XP 650; Sword, Seax +2; Broadsword +2; Double Mail +2; Splint Mail +3; Crossbow, Light Double +2; Crossbow Bolt, Light (40); Sword, Long +2; Medium Shield; Spells: Random Spell I ; Bigby’s Magic Fist ; Leadfoot  (cast); Firebrand (cast); Dancing Lightning ; Flamespin . All swords are the recipients of the 4th-level Wizard spell Firebrand , and when these tieflings close into melee, it will be with flaming swords. 

Tanar'ri, True - Vrock (2): Intelligence 13-14 Highly intelligent; AL CE; AC -5; MV 12, Fl 18(C); HD 8; hp 48, 31; THAC0 13; #AT 5; Damage Claw/claw/foot talon/foot talon/bite: 1d8/1d8/1d4/1d4/1d6; SA Spores, screech, first attack, dance of ruin; SD +2 or better to hit, never surprised; SZ L; ML Fanatic (17-18); XP 19,000. These demons, summoned by the lich to protect her home, and bound with foul spells, fight to the death to protect the door to the lich’s lair. 

Skeleton (30): Intelligence 0 Nonintelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 5x8, 5x6, 4x3, 4x2, 5x7, 3x4, 3x5, 1; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells & cold, 1/2 damage from P & S weapons; SZ M; ML Fearless (20); XP 65. These undead are protected by the 3rd-level Wizard spell Double Undead  with a turning trigger (see spell description). 

Slaad, Black: Intelligence 11-12 Very intelligent; AL CN; AC -3; MV 12; HD 12d10+4; hp 71; THAC0 7; #AT 3 or 2; Damage 2d6/2d6/2d8 or by weapon; SA See below, spell use; SD See below, Regeneration; SZ M; ML Fanatic (17-18); XP 20,000. 

Skeleton, Warrior: Intelligence 15-16 Exceptionally intelligent; AL NE; AC -1; MV 6; HD 9+2; hp 77; THAC0 11; #AT 1; Damage By weapon type (+3 to attack rolls); SA Flee in panic (creatures with less than 5HD); SD Only hit by magical weapons; SZ M; ML Champion (15); XP 4,000; wields a Broadsword, Human Slayer +3; Shield, Large +3. 


Skeleton, Giant (2): Intelligence 0 Nonintelligent or not ratable; AL N; AC 4; MV 12; HD 4+4; hp 23, 28; THAC0 15; #AT 1; Damage 1-12; SD immune to sleep, charm, hold spells and fire, ½ damage from P & S weapons & cold; SZ H; ML Fearless (20); XP 975. Each of these undead is protect by the 3rd-level Wizard spell Double Undead  with a spell trigger (see spell description). 

Zombie, Common (30): Intelligence 0 Nonintelligent or not ratable; AL N; AC 8; MV 6; HD 2+8; hp 2x11, 6x18, 4x22, 2x21, 3x17, 5x16, 3x15, 3x12, 6, 19; THAC0 19; #AT 1; Damage 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65. Each of these zombies was the recipient of the 2nd-level Wizard spell Embalm before animation, which grants them greater hp (+8 hp each). Each of these undead is also protect by the 3rd-level Wizard spell Double Undead  with a turning trigger (see spell description). 

Zombie, Ju-ju (12): Intelligence 5-7 Low intelligence; AL NE; AC 6; MV 9; HD 3+20; hp 44, 41, 2x39, 36, 2x29, 27, 2x24, 25, 34; THAC0 15; #AT 1; Damage 3-12; SD Spell immunity, +1 or better weapon to hit, B & P weapons do 1/2 damage; SZ M; ML Fearless (20); XP 975. Each of these zombies was the recipient of the 2nd-level Wizard spell Embalm  before animation, which grants them greater hp (+8 hp each). 

Ragnol the Red Tiefling male F12/M15: (S 19/0, D 18, C 17, I 17, W 11, Ch 9); AL CE; AC -2; MV 12; hp 86; THAC0 9; XP 9000; Composite long bow of Accuracy ; Arrow of Elemental Slaying; Belt; Belt pouch, large - Scroll of Protection from Elementals; Wand of Lighting Bolts (44 charges); Dagger of Blackflame  (contains 6d8 points of fire); Dart of Lighting ; Sai x2; Sword, long – Doomgiver  (+3 to hit and damage; wielder receives the effects of a Protection From Normal Missiles while the blade is drawn. The wielder is protected as if he were the recipient of a Spell Turning spell ((all spells are reflected upon the caster so long as the Sword is drawn)). The Sword will negate all the attacks of one particular creature per round, but the wielder is unable to attack that creature while doing do.); Full Armor, scale mail of Displacement; Quiver - Sheaf arrows, long bow x24; Quiver - serrated sheaf arrows, long bow +2 x13; Shield, medium +1; Spells: Cause Light Wounds ; Chill Touch; Protection ; Read Magic; Size Disguise ; Alter Self; Khelben's Tracer ; Murq's Mystic Missile ; Sense Shifting; Skeletal Hands ; Ball Lightning ; Bigby's Pugnacious Pugilist ; Grease Slick ; Protection From Normal Missiles (cast); Undead Control  (cast); Dzur's Dancing Daggers  x2; Fire Aura ; Leomund's Secure Shelter; Windshear ; Halaster's Grappling Hand ; Phantom Blade ; Reflection ; Shadow Head ; Vortex; Sword Of Darkness ; Watchware, 30' Radius ; Seven-Eyes.

38na.The lich’s room.

Entering this large room reveals the stench of death and foul decay. The room is littered with mounds of dead from all races of demihumans and animals. (The stench and foul air require a Constitution check from each character while in the room.) The room is dimly lit by a large fire in a glowing bronze kettle in the center of the room. Sitting on a large ornate bone and gold throne is an undead horror that you assume (correctly) is a lich. It points a skeletal finger that drips rotting strips of flesh at you and mutters a horrible word. At the same time, the throne sprouts skeletal legs and begins to walk towards you with a shambling gait similar to other undead. The following round the lich casts Fire Burst upon the fire in the kettle hoping to singe as many of the characters as she can. The lich orders the assembled undead and few living guards within the room to attack the characters.

Ghoul (12): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 9; HD 2; hp 9, 2x8, 10, 2x7, 3x13, 2x5, 14; THAC0 19; #AT 3; Damage 1-3/1-3/1-6; SA Paralyzation (3-8 turns); SD immune to sleep & charm; SZ M; ML Steady (11-12); XP 175.

Ghoul, Ghast (5): Intelligence 11-12 Very intelligent; AL CE; AC 4; MV 15; HD 4; hp 19, 24, 2x21, 23; THAC0 17; #AT 3; Damage 1-4/1-4/1-8; SA paralyzation (5-10 rounds), save versus stench (-2) or retching and nausea; SD immune to sleep & charm, take double damage from cold iron weapons; SZ M; ML Elite (13-14); XP 650.

Jarole Silvertip (Wolfwere 6th-Level Priest of Malar ((Beastheart
)): Intelligence High to Exceptional (13-16); AL CE; AC -2; MV 15; HD 6+1; hp 42; THAC0 15; #AT 1; Damage 2-12 and by weapon; SA Singing brings on lethargy; SD Iron or +1 or better weapon to hit; SZ M; ML Elite (14); XP 1,400; The Pulverizing Fist of Marr
; Double Mail +2; Shield +2; Potion of Climbing (x2); Potion of Super-Heroism; Oil of Etherealness; Spell Scroll, Priest - Goad of Misfortune
; Murk
; Sacrosanct; Spells: Detect Good; Endure Cold/Endure Heat; Protection from Silver; Regenerate Light Wounds; Spittle; Beast Claw
 (Malar) (cast); Chill Metal; Cure Moderate Wounds; Draw Upon Holy Might; Silence, 15-foot Radius; Cause Paralysis
; Protection From Fire.

 A native of these halls and the surrounding hills around Waterdeep, Jarole’s blood animal are the dread wolves. At the start of battle he casts Draw Upon Holy Might. He will go berserk if more than three of the dread wolves are slain.

Wolf, Dread (8): Intelligence 8-10 Average (human) intelligence; AL NE; AC 6; MV 18; HD 4+4; hp 2x19, 2x23, 18, 21, 2x20; THAC0 15; #AT 1; Damage 1d10; SA disease; SD regeneration, immunity, resistance to spells; SZ S; ML Fanatic (17-18); XP 650.

Gussonic of Netheril Co27: Lich Intelligence 19-20 Supra-genius; AL CE; AC 2; MV 6; HD 11; hp 89; THAC0 9; #AT 1; Damage 1-10; SA spells, fear, paralysis; SD +1 or better magical weapon to hit, magical immunities; SZ M; ML Fanatic (17-18); XP 20,000; Dart, Ice Fang; Rust Blade; Dart of the Hornets' Nest +2; Talisman of Grief
; Ring of Wizardry, 1st; Shrouding Talisman
; Cloak of Protection +3; Oil of Elemental Plane Invulnerability (Fire); Spell Scroll, Wizard: Abi-Dalzim's Horrid Wilting; Alamir's Fundamental Breakdown; Chain Lightning; Summon Lycanthrope; Vampiric Lash
; Zone of Despair
; Timeglass of the Mage
; Velvet Crown
; Wand of Wall of Ice
 (18 charges); two small leather pouches on her belt contain Crystal Sand
 and Rasping Sand
 along with its special glove; Spells: Acid Stream
; Frost’s Bite
; Last Image
; Read Magic (x2); Shadow Wrap
; Wardaway
; Empathic Shield
; Emrys' Spark
; Fire Burst; Greylock's Shadowshroud
; Whisper's Icicle Assault
; Hostile Images
; Jherek's Flaming Fist
; Mind Mantle
; Rainfire
; Ray of Enfeeblement; Silence, 15' Radius; Spectral Hand; Alacrity; Death Sight
; Dirge of Despondency
; Ghastly Hands
; Shadow Weave
; Snapping Teeth
; Wind Wall; Bone Seize
; Improved Spectral Hand
; Jherek's Heat Flesh
; Minor Globe of Invulnerability; Northwind
; Tongue Parasite
 (used on spell casters); Vitriolic Sphere; Blastcloak
; Bone Blight
; Caddelyn's Catastrophe
; Call Wind
; Conjure Fire Elemental; Decrease Maneuverability
; Emrys' Living Lightning Rod
 (cast when battle starts in the previous room); Invulnerability to Normal Weapons; Bladedeath
; Death Fog; Invulnerability to Magical Weapons (cast when the adventurers enter); Jonstal's Improved Double Wizardry
; Prismatic Shell
; Sobhrach's Vengeful Violet Viper
; Zala's Disruption
 (used on spell casters); Death Shade
; Dispel Greater Elemental
; Ice Blight
; Nerve Dance
; Prismatic Spray; Spelltrap
; Undead Summoning V
; Brain Spider
; Daimos' Death Watch
; Deathbolt
; Dehydrate
; Mystic Shield
; Power Word, Blind; Dragonshape
; Draindoom
; Mordenkainen's Instant Elemental Army
; Spellstrike
; Vaporize
; Wail of the Banshee. This lich has a dark power identical to the 8th-level Wizard spell Rusting Touch
.

Should the lich elect to touch a living creature, its aura of absolute cold will inflict 1-10 points of damage. Further, the victim must save vs. paralysis or be utterly unable to move. This paralysis lasts until dispelled in some manner. Liches can themselves be hit only by weapons of at least +1, by magical spells, or by monsters with 6 or more Hit Dice and/or magical properties. The magical nature of the lich and its undead state make it utterly immune to charm, sleep, enfeeblement, polymorph, cold, electricity, insanity, or death spells. Priests of at least 8th-level can attempt to turn a lich, as can paladins of no less than 10th-level. 

Within the throne in a secret compartment is a collection of seven clay jars filled with a highly flammable liquid created using the 1st-level Wizard spell Firewater
. The throne is highly magical, and worth about 12,000 gp in raw materials. The process that the lich uses to make the throne walk will be lost with her death and unless the characters have a way of reducing this large chair or shattering it, the chair will have to remain in this room. Alternatively, the throne can be carried by two very strong characters and offered to the card-playing liches in room #14d. The liches are aware of each other and might be willing to trade for some of the spell books as well.

A large iron-bound chest against the far wall on the dais, which contains several coins, is protected by a Triptych Glyph
 that contains the following spells: Spectral Hand, Fire Ball, and Jherek's Flaming Fist. 3,005 cp; 24 gp; 550 pp; 1,605 sp (these are Electrum Moons ((642 coins)) minted in Silverymoon in 1354 DR
); 6,767 gp worth of various gems. Under the coins and gems is a large long sword (Bulwark Crusher
); and a large Pickaxe +3. In the center of the dais floor is a secret compartment protected by another Triptych Glyph containing the following spells: Nybor's Gentle Reminder
, Whisper's Icicle Assault
, and Streams of Fire
. Within the secret compartment is the lich’s traveling spell books containing all of the spells memorized, plus those in the Triptych Glyphs.

Under the great dais is a secret room guarded by a trapped great mage ghul, a member of the lowest order of jann. The secret door to the room is protected by another Triptych Glyph containing the following spells: Streams of Fire, Shrapnel Shot
, and Thunderball
. The lich has fed the ghul Damethfora for centuries and trapped her in this small room as a guardian for her spell books. Unknown to the lich, the ghul mage was able to break the wards on the spell books and has gained immense power from the vile tomes. The ghul mage to hide her repulsive features has shaped-changed herself into the form of a beautiful human woman of around six-feet tall. She has doused herself with attar of orange and cloves to hide her repugnant smell. Damethfora will attempt to beguile the characters into thinking that she is harmless and needs help from the characters. Her familiar, a ghast utilizing a Spider Climb spell, is upon the roof invisible waiting to drop on the characters from above. Damethfora is not stupid and if the characters have defeated the lich above she will offer an alliance telling the characters where the lich’s phylactery is stored in exchange for her freedom. However she is treacherous and will betray the characters as soon as it is convenient to her and she has a chance to either slay or injure the majority of the characters while making good her escape.

Damethfora, Ghul, Great Mage 7th: Intelligence 13-14 Highly intelligent; AL NE; AC -5; MV 18, Br 3, Cl 12; HD 7; hp 52; THAC0 13; #AT 3; Damage 1d6/1d6/2d6; SA Magic Use, shape shifting; SD Spell Immunities, +1 or better to hit; SZ L; ML Average (8-10); XP 5,000; Full Armor, Hide +5; Spellblade
 (warded against Fireball); Dagger of Throwing II; Wand of Paralysis (11 charges); Potion of Undead Control (skeletons); Ring of Invisibility; Spell Scroll, Wizard - Otto's Tones of Forgetfulness
; Whirling Blade
; Spell Fangs
; Spells: Enlarge Skeleton
; Burning Hands; Ice Staff
; Lightning Serpent
; Dancing Fire
; Corruption
; Resist Silver (cast); Lightning Bolt; Scintillating Sphere
; Jherek's Evaporate Bodily Fluids
.

Ghoul, Ghast: Intelligence 11-12 Very intelligent; AL CE; AC 4; MV 15; HD 4; hp 32; THAC0 17; #AT 3; Damage 1-4/1-4/1-8; SA paralyzation (5-10 rounds), save vs. stench (-2) or retching & nausea; SD immune to sleep & charm, take double damage from cold iron weapons; SZ M; ML Elite (13-14); XP 650; Spells: Burning Hands; Chill Touch; Color Spray; Confuse Languages; Ray of Fatigue; Spider Climb(cast); Ring of Invisibility. This is the ghul mage’s familiar attracted through the spell Attract Ghoul
.

Within the room in a ruined secret compartment are the lich’s original spell books. Stored with the spell books are a large library of mundane books. Some of the mundane books have been ruined by the damp dungeon environment, but several are still intact. Some of the books are: History of the Dark Gods (contains a fairly accurate history of the evil deities with the Realms), Sodomy and the Pirate Life (a small pornographic novella with little historic interest, however it contains several passages that are used in a two book cipher
), Arygan Yarir the Blue's Lexicon of Demonology (fairly accurate descriptions of the minor daemons and includes notes on the Blood War), Alada's Grimoire of Undead Lore
 (excellent reference on the undead and ways to fight them), and Tome of Conjuring (excellent reference for Conjurers under 15th-level). The DM is free to add books as befitting the campaign.

Sealed under this room is another room, the trapdoor allowing access into the room is guarded by a Glyph of Insanity and Pain and also bears a 27th-level Wizard Lock. The trapdoor will have to be lifted by prying and hooking a block and tackle to the center. This process is difficult, dangerous, and time consuming. While the trapdoor is being lifted, the watchghost within the room attacks. The lich’s phylactery stored within this room resembles a priceless bone white porcelain vase with gold and mithril runes around the rim and body. The vase stands about 5’ tall.

38o. Another missed room.

I think my players intended to return and explore this room but they never did. It probably got lost in all the rooms and numerous versions of the maps that the players were attempting to keep.

Entering this large room reveals a room filled with the dead. Scattered around the room are the remains of several dwarves (mountain) and several humans. From the rusting remains of the weapons this battle occurred eons ago possibly when these halls were still an active dwarf hold. The dwarves fought to maintain the area and although they lost the battle with the evil humans, they managed to prevent them from obtaining their desired prize, the sword in room #38oa. Several of the dead human remains are deceased evil dragon slayers, but one has become a weak ghost that lingers in this area and when the characters enter the secret room and discover the sword it flees to find its old master. The ghost seeks for one of the few human survivors of the battle, now a twisted evil undead dragon slayer that thirsts for this weapon like an addict.

38oa. Missed secret room.

This room is a magical dead area, and entering this room has the same effect as all magic dead areas on spells memorized, and magic items.

In the center of this room is a large glass vial containing a single two-handed bastard sword with dwarven runes down the length of the blade. One edge on the double-edged blade is serrated while the other side is a plain edge that looks wickedly sharp. Walking around the sword reveals that while a rampant silver dragon adorns one side of the blade, a gold dragon adorns the other side. The handle is wrapped in mithril wire interspersed with blue shark skin and has a large ruby and a black pearl set in the mithril pommel. The quillons of the sword are a pair of real red dragon claws, while leading from the handle perpendicular to the quillons a pair of red dragon teeth dip into the fullers on both sides of the blade.

Breaking the glass or tipping it enough reveals that the glass is filled with a clear liquid. Shattering the glass releases the liquid that immediately flashes to a poisonous gas filling the room in 1d4 melee rounds. Characters caught within the room must make a successful saving throw versus poison or be slain immediately.

The runes spell out “Githeal” the name of this sword in Mountain Dwarf. A Vorpal Bastard Sword +2, +4 Versus Dragons the sword is relic left from the days of darkness. Although it currently lacks a sheath, when drawn all Invisible creatures and items within 15’ are immediately revealed. The sword grants it wielder a +15% resistance to all breath weapons of dragons,  immunity to dragon awe, and the ability to understand the language of all dragons.

38p1. Numerous gates.

This large area is full of numerous gates and is a commonly known location in these halls. There is a good chance while entering this area that the characters are going to encounter monsters and other adventuring groups utilizing these gates. Not all of the gates are attuned to the same location all the time and some shift their location on a set schedule while others are random. Several of the gates have fixed locations and these gates are used by intelligent monsters and adventuring parties to travel quickly. These gates are used by several nefarious groups to return to their home areas after conducting clandestine meetings either in the city above or within these halls. A large group of slavers also use these gates to return home after dropping off a load of slaves in Skullport.

A. This gate leads to the Temple beneath the Falls in Featherdale
.

B. This gate leads to the Ruined School of Wizardry near Neverwinter.

C. This gate leads to the secret catacombs underneath the home of the Senior Cloak, Thurndan Tallwand in Mulmaster. This gate is known to Tallwand and has been used by him a few times for meetings in Waterdeep
.

D. This gate leads to the Dungeon of Bloody Knives.

E. This gate lands the characters in the center of the labyrinth below Dragonspear Castle.

F. This gate leads to the semi-secret Palace of Sweet Pain
 in Zhentil Keep, a dungeon-like temple dedicated to Loviatar.

G. This gate leads to a secret room within the cellar of Ruvya’s Toys and Amusments in the city of Bezantur (#17 on the city map). There is a 15% chance that Ruvya will not be within her store and exploring the secret room reveals that Ruvya has been a naughty girl
. If the characters brazen their way through startling Ruvya while she is in her store, she may assume that they are more agents come through the gate (which she knows about) and will offer to help by giving them shelter. Of course it will not take long for Ruvya to discover that the characters are not Zhentarim agents and will attempt to alert the local Zhentarim cell to the presence of the adventurers.

H. This gate leads to the asteroid called Stardock, depositing travelers into the Rift on top of the Crevasse. If your campaign lacks a Spelljamming element, substitute another destination for this gate.

I. This gate leads to Sharmran Isle (Fishgut Isle) in the city of Mersember, Cormyr’s greatest port city on the Lake of Dragons (Dragonsmere). The gate deposits travelers in a secret underground cavern. These caverns are part of ancient ruins now buried by the modern city. Partially occupied by sahuagin, the flooded portions of these caverns contain a small army of these foul beasts where they prey on the citizens during the night. The characters discover this hidden den of evil, and a secret path to the city used only by the sahuagin.

J. This gate leads to the Drow city of Menzoberranzan depositing travelers next door to Tolkar’s Copper Door (#64 on the city map). Fortunately for the characters the occupants of this building are used to non-Drow creatures arriving in the midst of the building and do not raise the alarm. These rebel Drow are worshippers of Vahraun, and welcome the characters offering to sneak them through the city and into the Underdark.

K. This gate leads to the abandoned city of Settlestone depositing travelers in the center of the city square.

L. This gate leads to the catacombs underneath the ruined temple of Selune in the city of Sulasspryn on the Moonsea. The characters arrive at night while the city is stalked by hordes of undead lead by a failed lich, the equivalent of a super ghoul lord with some of the undead powers granted a lich from the Ravenloft campaign.

M. This gate leads to the city of Tantras depositing travelers in the caverns underneath the popular House of Twilight (#17 on the city map) a brothel and nightclub.

N. This gate leads to the city of Urmlaspyr, depositing travelers in a secret room underneath the Tattooed Troglodyte, a rough bar. The current owners of the bar are aware of the secret room and the gate which is usually used by Zhentarim agents.

O. This gate leads to Castle Waterdeep depositing travelers on the second floor of the castle. This arrival in the castle startles several of the guards who immediately arrest the characters and drag them to the dungeon, stripping them and incarcerating them until one of the Lords can interview them.

P. This gate leads to central Skullport on the third level. I intended this gate to become a common conduit for the characters to use to access the lower levels of Undermountain quickly. Designed to allow the characters to quickly descend on return trips while the campaign was to explore the lowest levels of Undermountain. Unfortunately, the campaign ended before this gate could be utilized or the lower levels explored.

Q. This gate leads to Mad Monkey Isle, where I intended to use the oriental adventure Mad Monkey versus Tiger Claw OA 7.

R. This gate leads to the Oasis of the White Palm where I intended to use several of the Desert of Desolation
 series and some of the Al Qadim material.

S. This gate leads to the Flame Fault on Tuern Island in the Trackless Sea. I intended to run the UK series of AD&D 2nd Edition adventures upon this island, making the island a short side campaign. However, one of the characters used a Wish spell to return to their previous location subverting my desires.

T. This gate leads to a small secluded glade not too far from Tangled Trees in Battledale.

U. This gate leads to the bluffs on the side of Shipwreck Cove on Viledel’s Isle within Moonshae. Characters arrive in an ancient ring of glowing stones that slowly fade as they stand there. The rocks are so ancient and weathered they are almost unnoticiable on the ground.

38q. Broken statues.

Entering this large, dark, cavernous room with a peaked roof 60’ high reveals eight shattered giant stone statues. These statues once stood 50’ tall apiece, faced each other in two rows of four, and were equally divided between men and women. The men hold a large thick-bladed spear with a sheathed sword while the women carry a large full body shield and a sheathed dagger. Both sexes are dressed in loose robes with greaves, bracers, and open faced helms. Exploring the statues more makes you wonder what shattered them, when were they made, and how did they get down here? 

If the characters have access to a source of ancient lore concerning Undermountain, it is usually believed that these were ancient kings flanked by their queens. Possibly dwarf work, these statues have confused explorers for hundreds of years. The area is also a little-known and under used area of Undermountain and only the more daring and bold adventurers ever discover the room.

38r. Hidden treasure.

The secret door to this room bears a rebounding man-catcher trap. This trap is the same as the usual rebounding spear trap (found on the Traps card from the boxed set) but this trap uses a large man-catcher instead. Damage for the man-catcher is the usual (?) but then the character unless they make two successful Strength checks at –4 are hoisted to the roof suffering 2d8 points of damage and hang there impaled upon the man-catcher.

Inside this room is a plain four-feet high stone pedestal upon which rests a red satin pillow. In the center of this pillow is a single plain banded platnium ring that glows with a faint light. The floor around the pedestal is mined with pressure plates that each release five javelins that shoot from the walls in a fan pattern striking with a THAC0 of 10. Each of the javelins do normal damage, however, each is also coated with type C poison causing the character to save versus poison or die immediately for each javelin that strikes them. A successful saving throw indicates the character suffers 2d10 points of damage instead. There are numerous plates in the room, and a character may safely maneuver through the room towards the pedestal with a successful Find/Remove Traps roll for every five feet the character moves. A character that thinks to mark the location of the pressure plates that he locates may reveal a safe path for the rest of the characters to follow. Reaching the pedestal and searching it reveals that the pedestal is not trapped and that the ring is very magical. A character that wears the ring is immune to Jar, Hold Person, ESP, Geas, and receives a 15% resistance to magic. The ring is fairly intelligent, has an ego of 11 and is named Countenance
. This ring was made by dwarves in antiquity, for their human allies during the Orc Wars. Lost eons ago, the ring has since passed into legend.

38s. Nets tangled with gnolls and hobgoblins.

Entering this large room reveals the lack of doors that would be normally filling the exits. Apparently the doors were removed in the ancient past, but the indentations in the stone walls are still clearly visible. The 40’ high roof is covered thick layers of webbing and dust but there appears to be no spiders present. Searching the room reveals it to be 30’ deep and 40’ long apparently empty and otherwise devoid of anything of interest with the exception of a poorly hidden brown leather bag in the center of the room. Carefully searching the room reveals a series of secret panels on the eastern wall but there does not appear to be a way to open them. Knock and similar spells have no effect upon these secret panels. Removing the leather bag from its poor hiding place causes the clink of coins to be heard inside it and a huge, 30’ square lead-weighted net to fall from the roof. The ropes of the net are reinforced with wire and a successful Bend Bars/Lift Gates roll is required to wrench free of the net. When the net drops the secret panels drop revealing 30 flinds several whom fire hand crossbows fitted with sleep bolts. From down the hallway the hammering of many shod feet is heard and into the room storm 100 hobgoblins who leap upon the characters with flails, clubs, and staves.

Gnolls (flinds) (20): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 12; HD 2+3; hp 15, 3x12, 5x11, 2x10, 2x13, 3x14, 6, 18, 5, 9; THAC0 17; #AT 1; Damage 1-6 or 1-4 (weapon); SA Disarm; SZ L; ML Steady (11-12); XP 120.

Gnoll, captain: Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 5; hp 40; THAC0 14; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Steady (11); XP 35; wields a Mace +2.
Gnoll, leader (5): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 2; hp 2x12, 10, 13; THAC0 19; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Steady (11); XP 35; each wields a flail.

Gnoll, sergeant (4): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 2; hp 12, 10, 2x6; THAC0 19; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Steady (11); XP 35; each wields a flind bar.

Hobgoblins (100): Intelligence Low to Average (5-10); AL CE; AC 5 (with armor), 10 (without armor); MV 9; HD 3+1; hp 8x19, 4x20, 11x17, 8x16, 6x15, 9x11, 10x18, 3x22, 6x12, 5x9, 23, 3x13, 5x10, 3x8, 4x6, 6x14, 6x21, 5; THAC0 17; #AT 1; Damage 2-8 (2d4) or by weapon; SA Suprise gives them +2 to damage rolls.; SZ L; ML Steady-Elite (11-13); XP 120.

Bogamour Thickfur Bugbear male C5: (S 17, D 15, C 16, I 12, W 17, Ch 9); AL LE; AC 0; MV 9; hp 34; THAC0 18; XP 650; Battle Hammer +2; Backpack - Bag of Lodging; Dry rations (1 week); Flint and steel; Holy item; Scroll of Xornform
; Signal whistle; Belt - Boomerang, non-returning x5; Belt pouch, large – Sling; Sling, bullet x15; Full Armor, Light Scale +3; Shield, Medium +2; Spells: Cause Fear; Cause Light Wounds; Darkness; Endure Cold/Endure Heat; Spittle
; Cause Moderate Wounds; Draw Upon Holy Might; Dust Devil; Flame Blade; Hold Person.
Reaver Skullface Gnoll female F5/Sh6 (Shaman of Yennoghu): (S 19/0, D 17, C 16, I 17, W 13, Ch 6); AL CE; AC -5; MV 12; hp 45; THAC0 16; XP 1400; Flail, Footman's +2; Belt - Belt pouch, large - Sling, Large Stone x10; Belt pouch, large - Sling, bullet x10; Bolas x10; Sling +2; Full Armor, Banded Mail +3; Shield, Small +2; Ring of Stone Giant Strength
; Spells: Battlefate; Call Upon Faith; Darkness; Spittle; Chant; Draw Upon Holy Might; Nocturne
; Dispel Magic; Resist Injury.

This large bunch is on a slave-grabbing expedition for the Illithid slave traders in Skullport. They want to kill as few of the characters as possible but will slay any mages and clerics outright because they are too much trouble to subdue. If the characters appear particularly resistant, the assembled gnolls and hobgoblins will pull bladed weapons, flind bars and pole arms and attack with a relish confident in their superior numbers.

38sa. Hidden pit trap.

Unless the characters discover this pit trap, and bypass the 10’ wide trap, characters fall 90’ into a fetid pool of murky water. Other than suffering 1d6x9, the character is otherwise unaffected and may be rescued by his companions.

38t. Another skipped room.

The players skipped this room as well, I think that it just got lost in all the rooms and was not intentionally neglected.

The door to this room is stuck closed and has to be forced open with a successful Bend Bars/Lift Gates roll. Entering this room reveals a large apparently empty dark room. Nothing stirs within the room and the air is stuffy like a room that has been closed for centuries. With the door open, a flow of fresh air into the room reveals a sticky, sweet cloying scent, like a cheap overpowering perfume. 

Searching the room reveals a small stone pedestal in the center of the room with a large clay urn upon its top. The cloying scent emits from the urn and all characters that close within 10’ of the urn must make a successful saving throw versus poison or fall asleep immediately for 1d6 rounds. Characters that fall asleep are susceptible to the attacks of the vampiric mists trapped within this room.

Mist, Vampiric (3): Intelligence 8-10 Average (human) intelligence; AL NE; AC 4; MV 12; HD 3; hp 21, 19, 18; THAC0 17; #AT 1; Damage 1-8 (blood drain); SA a hit 4 above needed to hit number means victim enveloped (auto hit each round); SD only hurt by magic weapons, spells which effect air, Magic Missile or Lightning Bolt (except after feeding); SZ M; ML Elite (13-14); XP 270.

Searching the room reveals a closed hatch door in the roof that can not be opened by normal means. Utilizing magic, a short passage that ends in the sewers of Waterdeep lies behind the trapdoor. Studying the tracks in the area and the carelessly discarded litter, the characters can deduce that someone has been feeding these vampiric mists. One piece of jewelry (the silver and gold woven necklace with the pendent that contains an oriental amethyst surrounded by two sapphires topped by a large spinel stone) is a family heirloom of the Worskenaer family of Waterdeep. It was last seen gracing the neck of the young niece of the family patriarch who has been missing for about seven years. Characters that attempt to pawn this article of jewelry at a reputable store are likely to get tossed out of the store and the Watch called upon them. Pawing the piece of jewelry at a disreputable store might get the characters a third of the true value of the necklace but the Watch will still learn of the character’s involvement and call upon them. The DM can insert other jewelry or other items easily associable with noble families in Waterdeep suitable to the campaign.

Treasure: 2,624 gp worth of miscellaneous coins; a gold and silver woven necklace (worth 4,500 gp but see above); a pouch of miscellaneous uncut semi-precious stones (worth 240 gp). Buried underneath the stone pedestal is a silver-rimmed drinking horn (worth about 3 sp). The silver end cap on the bottom of the horn screws off and if searched carefully reveals a secret compartment in which is hidden a 25 gp bloodstone (chalcedony) trade bar from ancient Damara. After the fall of Damara these trade bars were deemed worthless, but the nation may rise again (DM’s campaign allowing) restoring value to these trade bars. With the cap off the drinking horn, the horn functions as a listening horn as well as a decent drinking vessel with the cap attached.

38u. Ancient statue.

This ancient weathered statue is a common reference point in Undermountain, commonly used by experienced adventuring parties as a rallying or rendezvous point. The large statue is so weathered that only the rough outline of the vaguely-human shaped form can be discerned. The statue is covered in a large amount of overlapping graffiti, most of it ancient and of no use. However, some of the graffiti may be of use to the characters depending upon the DM’s desires. Red herrings, and adventure hooks placed here can further the campaign or take it in new directions. Searching the statue reveals several hidden secret caches all of which are empty (depending upon the DM’s desire). Attempting to move the statue proves fruitless but a small character (Halfling, small elf, etc.) can climb behind the statue and into a secret niche in which is stored a large brown leather satchel. Opening the satchel reveals 4 Potions of Healing, 2 Potions of Extra Healing, a Potion of Song
, and a Potion of Sweet Water.

38ua. Trapped foyer.

This small 10’ square foyer between rooms contains a simple pit trap with a tilting floor. The pit below is 40’ deep and does not contain any spikes or monsters. A curious character that drops to the bottom of the pit discovers apparently little. Searching the bottom of the pit reveals a small hidden compartment containing a Potion of Extra Healing, and a rotten leather purse containing 4 gp.

38v. Strange Undead.

Entering this large room (30’ deep and 70’ long) reveals a room that has been closed tightly for too long. The foul air reeks of death and decay. When the characters enter the room, a mob of undead within the center of the room rise to greet them. This mixture of undead has zombies, skeletons, and what appears to be a small group of liches.

Ghast, Underworld (10): Intelligence 17-18 Genius; AL CE; AC 5; MV 12; HD 10d10+2; hp 113, 2x107, 101, 92, 98, 91, 95, 93, 94; THAC0 10; #AT See below; Damage See below; SA Scream, spells; SD +1 or better to hit; SZ M; ML Elite (13-14); XP 10,000; Dagger +4 (poisoned with Type O poison); Staff of Power. A Staff of Power does 1d8 points of damage and hits as a +3 weapon. On command, it can fire a bolt of energy which does 1d10 points of damage on a successful attack roll. The Underworld Ghast can target anything within 100 feet. Underworld Ghasts, are utterly immune to charm, sleep, enfeeblement, polymorph, cold, electricity, insanity and death spells. Underworld Ghasts are turned as Specials. As well as their fighting prowess, Underworld Ghasts are noted for their powerful sorcery. All are 12th-level necromancers. Finally, an Underworld Ghast is able to emit a horrifying wail once per day. This wail is the equivalent of the psionic power Psionic Blast and affects all within earshot range. Spells: Confuse Languages; Dancing Lights; Enlarge Skeleton
; Fogbolt
; Protective Amulet
; Darazell's Noose
; Goblin Chaser
; Improved Chill Touch
; Improved Run
; Undead Mount
; Cold Shoulder
; Erik's Quills
; Grease Slick
; Lesion
 (cast upon their staffs); Scalding Spout
; Darkning Bolt
; Dzur's Dancing Daggers
; Firedart
; Phase Shift
; Undead Summoning II
; Drain
; Extension II; Lightning Lash
; Rip
; Throbbing Bones
; Keening
; Sword of Darkness
.

These powerful undead are recent visitors to these halls whose master is searching for a rumored magical item and dispatched these undead to search for it. Though their creator resides on another plane, these Ghasts are fanatically loyal to him and will fight to the death.

Zombie, Common (30): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2+8; hp 2x11, 6x18, 4x22, 2x21, 3x17, 5x16, 3x15, 3x12, 6, 19; THAC0 19; #AT 1; Damage 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65. 

Skeleton (30): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 5x8, 5x6, 4x3, 4x2, 5x7, 3x4, 3x5, 1; THAC0 19; #AT 1; Damage 1-6 (weapon); SD immune to sleep, charm, hold spells & cold, 1/2 damage from P & S weapons; SZ M; ML Fearless (20); XP 65.

38w. Lost casket.

Entering this large area reveals only a lonely stone sarcophagus. Scattered around the area are numerous empty healing potion bottles, iron ration wrappers, bloody bandages, and bits of crumbled scrolls. Lifting the stone lid of the sarcophagus reveals that it is empty but stained with blood.

This sarcophagus acts just like a Casket of Furyondy
 and placing a deceased character of the correct alignment within the sarcophagus preserves the body.
38wa. Trapped foyer.

Entering this small secreted trapped room reveals little. The floor is cunningly designed to look harmless to fool unwary and unsuspecting adventurers. Pressing on the floor reveals that the floor moves easily, and is hinged in the center dropping characters into a 90’ deep pit. Characters that fall in this pit never strike the bottom as they fall into a howling whirlwind filled with debris. The pit is under a Permanent Silence spell so the howling winds are not heard from above the pit. Characters that fall in the whirlwind are tossed around the pit in a disorientating speed that makes spell casting next to impossible and retaining any item requires a successful Strength check at a –4 penalty. The whirlwind spins in a clockwise direction and characters caught in the trap suffer 3d6 points of damage per melee round by being struck against the sides of the pit and the other debris within the whirlwind. Utilizing potent magic such as a Wish spell will eliminate the whirlwind (if the spell is worded correctly) dropping all characters and debris to the bottom of the pit. The DM should roll 8d10 to determine how many feet the characters drop when the whirlwind ceases. Falling characters suffer 3d6 points of damage per 10’ they fall. Within the pit (available once the whirlwind is removed) is: 3,863 gp, 12,765 cp, 159 ep, a Great sword +3, and a thick plain platinum ring (worth 5,000 gp). The ring
 is quite magical, unique, and gives a +5 AC bonus to the wearer, acts as a Ring of Free Action and allows the wearer to cast Mordenkainen’s Flaming Mount up to three times per day.

38w1. Lost Artifacts.

The DM has a few options with this encounter, the characters can loot the tomb and carry on, or the characters could pack up the dead warrior returning him to his tribal (clan) lands which would allow a DM with the Horde Campaign to utilize that material. Unfortunately, I can not tell you how the session with my players at the time went, because my players failed to locate this room and bypassed it.

Within this large secret room, are three dead mules, a dead human skeleton and numerous goblin, and hobgoblin skulls stacked at the feet of the human skeleton. The skeleton, dressed in green, corroded bronze plate armor of ancient design, is resting peacefully on his back obviously arrayed for a funeral. From the artifacts left with the dead, you surmise that this is a burial of an ancient warrior (correct). 

A character with knowledge of the plains tribes (or a proficiency that the DM feels may aid the character), may know that this warrior is from the area know as the Horde Lands. 

38x. Phase fire beetle’s nest.

Entering this room reveals a thick miasma that floods into the access area. This stench reveals that this door has not been opened in a long time and little fresh air has circulated within the room. Entering the room reveals a large square room 70’ wide and 30’ deep. The room is dark, and littered with rubble. There is nothing apparent within the room.

Hidden among the rubble is a small colony of a unique species of giant fire beetle. These giant beetles are like their cousin in all aspects except that they have gained the ability to Phase like the spider.

Beetle, Giant, Fire Phase (8): Intelligence 1 Animal intelligence; AL N; AC 4; MV 12; HD 1+3; hp 10, 6, 3x9, 2x7; THAC0 18; #AT 1; Damage 2-8; SA phase behind victim (+4 to hit); SD Phasing, +3 bonus to initiative, if win initiative by 4 opponent cannot attack; SZ S; ML Steady (12); XP 120. The luminescent glands of the beetle can be removed, and will glow for 1d6 days after removal.

Searching the large room thoroughly takes several turns but reveals: 17cp, 37 gp, 4 sp, and 33 miscellaneous semi-precious stones (worth 120 gp total).

38x1. Foyer between forgotten rooms.

Opening this secret door reveals a small 10’ deep hidden compartment that contains a large iron-bound chest. Searching the chest reveals that it is trapped with a poisonous gas trap. Attempting to disarm the trap and failing causes the trap to release its poison. However, the poison is quite old and has lost most of its potency and will only sting the eyes a little.

Opening the chest reveals a carefully, leather wrapped object in the bottom. Removing the oil-soaked leather reveals a violin case containing an exquisite violin from Ignilor Cryther, a famous half-elven bard from Waterdeep’s golden past. There are only seven of these violins known to exist, and a look inside the violin reveals the master’s signature and the number nine beside it indicating this was the ninth violin made.

I designed this encounter for the half-Drow bard character within my campaign, but they never discovered these rooms. This violin is almost priceless and would be cherished by a bard character and may result in a few bonus points (at DM’s discretion) towards encounters in which this violin is played.

Searching the rear wall of the room reveals another secret door.

38y. Lost shrine of Bane.

Lost for many years inside this room is a large black altar to Bane. Scattered around the room are a few dead adventurers either worshippers or attackers, you can not tell from here. Scattered within the room are several withered black corpses. As you enter the room these withered corpses begin to stir from the floor.

Banedead (7): Intelligence 8-10 Average (human) intelligence; AL LE; AC 4; MV 12; HD 6; hp 2x24, 22, 32, 26, 28, 36; THAC0 15; #AT 2; Damage 1d6/2d6; SA Dexterity drain; SD +1 or better weapon to hit, spell immunities (same as all undead, immune to poison; SZ M; ML Fanatic (17-18); XP 2,000. Banedead attack with sharp fangs that cause 1d6 points of damage, and one clawed hand that causes 2d6 points of damage. Despite the fact that Banedead have two hands, only the twisted one is used for attack, symbolizing the black hand of Bane. Banedead derive their power from the Negative Energy Plane and from the clerical power of the ritual that created them. The touch of a Banedead (bite or claw) drains 2 points of Dexterity from the victim. If a victim's Dexterity reaches 0, the victim is paralyzed. Dexterity is regained at the rate of 1 point per turn; paralysis wears off when the first point is regained. Due to their origins as fanatics, Banedead always go out of their way to attack priests or paladins above all others. Any attempt by priests or paladins to turn Banedead results in their becoming a target of choice. Banedead also seem to have a remnant memory or unearthly knowledge of religious symbols. If there is more than one priest among available targets, a priest of a good-aligned deity takes precedence. The only exception to this order of preference is priests of Cyric. Banedead attack priests displaying the symbol of Cyric to the exclusion of anyone else in a group. Banedead are immune to sleep, charm, and hold spells, as well as all illusions and poisons. They can be hit only by magical weapons of +1 or greater enchantment. Banedead retain much of their mortal cunning. They use tactics and teamwork, much more so than most undead. Banedead are turned as wraiths. 

Searching the room reveals: 1,591 cp; 80 gp; 33 pp; 93 sp; Crossbow of Speed, Light; Elixir of Youth; Full Armor, Leather +1. Searching the altar reveals 6,246 gp worth of miscellaneous gems and semi-precious stones. Carefully searching the altar for secret compartments reveals a small niche that contains a Ring of Mind Shielding; and a Scroll of Protection from Undead.

38z. Old treasure.

Entering this large room reveals the remains of an ancient battle and the looting afterwards. Scattered around the room are several demihuman skeletons (mostly elves and dwarves) a shattered iron-bound chest and scattered refuse left behind by the survivors.

Searching the room reveals nothing of value, but carefully searching the ruined iron-bound chest reveals a false bottom. A cunning trap protects the secret compartment, if triggered it launches seven poisoned darts into the thief’s face. Disarming the trap requires unusual skill causing the thief to suffer a -25% chance of successfully disarming the trap. Luckily for the thief, the poison on the darts is old and has lost much of its potency, it is equivalent of type A poison now. The darts do 1d4 points damage apiece + poison damage.

Inside the secret compartment is a magical candle that appears to be a Candle of Blinking
 but is really a cursed Candle of Blinking that causes all other creatures within the area of effect but the one who lit the candle to Blink as the 3rd-level Wizard spell randomly.

40a. Hall of pillars.

Entering this large room reveals a long column of pillars down the center of the room. This room is dark and has a rich musty smell. The floor is moist and water seeps down several of the walls. Covering the walls and large portions of the floor is a light mold. Walking within this room is a little tricky and movements rates within the room are reduced by ½ or a Dexterity check must be rolled to prevent falling.

Unknown to the characters a small band of vaath inhabit this room. Their lair is at the top of the pillars where they have found a large open area. Led by a large female, these vaath drops on the characters for the first attack. The lead female will wait until she determines who the spell casters are so they can concentrate on killing them first. Native of the Outer Planes, vaath are thankfully exceedingly rare on Faerűn.

Vaath (8): Intelligence 8-10 Average (human) intelligence; AL NE; AC 3; MV 15; HD 4+2; hp 26, 22, 20, 18, 32, 25, 31, 16; THAC0 17; #AT 2; Damage 1d8/1d4; SA Poison, burrowing tentacle; SD Nil; SZ L; ML Steady (11-12); XP 975; the female leader has a Quaal's Feather Token, Fan and wears a Ring of Fire Resistance; one of the smaller males wears a Ring of Water Walking.

Stashed in their lair on the top of the pillars are several trophies such as severed heads, hands and arms from various species. Found within the lair is 7,211 cp; 13,997 gp; 1,279 pp; 2,950 sp; a Bag of Tricks Type A; Oil of Etherealness; Pick, Footman's +1; Potion of Poison; Sheet of Smallness; Sword, Long +1.

41aa. Empty closet.

Opening this closet reveals little other than a few moldy scraps of leather and a few burnt out torch stubs. Carefully searching the floor reveals several scratches where a secret door opens. This door is easy to open and discover and is not locked or trapped.

41ab. Lost stash.

Entering this room reveals two large, grotesque stone statues standing in the center of the room. Grasped within their hands is a large amethyst worth about 2,000 gp. The center of the amethyst stones are cloudy and appear to have some thing inside them much like amber some times contains trapped insects. Casting spells such as Detect Magic within the room reveals that the stone statues and the amethyst gems are very magical, radiating Alteration and Conjuration magic strongly. As the characters approach the two stone statues (guardgoyles) they spring to life, raise the gems over their heads and smash them to the floor releasing the trapped Osyluths inside. All four creatures immediately attack the characters unless they leave the room, in which only the demons will chase the characters.

Behind the two stone guardgoyles is a large iron-bound chest with a large pad lock. A neatly folded oil-soaked tarp lies on the floor beside the box. On top of the tarp lies a bundle of four torches.

Guardgoyle (2): Intelligence 5-7 Low intelligence; AL N; AC 4; MV 9, Fl 15(A); HD 1+1; hp 6, 5; THAC0 19; #AT 3; Damage 1-3/1-3/1-4; SA Surprise, poison bite; SD Shrieks, spell immunities; SZ S; ML Fearless (20); XP 975); 

Baatezu, Lesser - Osyluth (2): Intelligence 11-12 Very intelligent; AL LE; AC 3; MV 12; HD 5; hp 49, 42; THAC0 15; #AT 4; Damage 1d4/1d4/1d8/3d4; SA Fear, poison; SD +1 weapons to hit; SZ L; ML Steady (11-12); XP 7,000.

After destroying the guardgoyles and Osyluths, the characters can access the chest. The pad lock is relatively new (the back bears the name of the locksmith in Waterdeep who may remember the customer that he made it for) and gleams with fresh oil. After picking the lock the chest opens easily and is not trapped. Inside the chest is: 2,612 cp; 2,358 gp; 1,070 pp, and a carefully wrapped cloth staff. The staff radiates magic strongly and is a Staff of Flames
. This chest belongs to Naneetha Spellslayer and she will be very pissed off at the characters for looting one of her stashes. She may determine from the locksmith in the city who the characters are and will strive to ambush them sometime in the halls of Under Mountain.

A character that thinks to either catch the amethyst stones with magic, psionics, or diving inside the room will spare the adventurers the battle with demons. This character should be awarded with some extra XP for creativity in solving the room. The shards of the amethyst after shattering on the floor and releasing the Osyluth are valuable, and may net the characters as much as 100 gp.

41ac. The vaath’s stash.

Entering this room reveals the stench of death and decay. The vaath have used this room for the disposal of dead creatures. The vaath have trapped a gelatinous cube within the room as a handy garbage disposal. It will ignore the characters unless attacked.

Ooze/Slime/Jelly, Gelatinous Cube: Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 4; hp 20; THAC0 17; #AT 1; Damage 2-8; SA Paralyzation, surprise; SD Immune to electricity, fear, holds, paralyzation, polymorph, and sleep; SZ L; ML Average (10); XP 650.

Found amongst the slain are 675 gp worth of various precious and semi precious stones. Within the gelatinous cube is another 675 gp worth of gems.

41ad. Split passage.

This area obviously has not seen much traffic in recent years. The floor is littered with a thick layer of dust and natural cobwebs choke the halls.

41ae. Lost pick.

Searching this room carefully only reveals a silver ear-and-tooth pick adorned with a sea monster with red diamonds for eyes. This dandy’s item is found only in upscale shops catering to the very wealthy and is worth around 150 gp to the right buyer.

41a. Trapped fountain.

Entering this l-shaped room reveals a large stone fountain in the south-west corner of the room. The fountain is full of clear fresh water and appears to be replenished from a piped-in spring from elsewhere in Under Mountain.

This fountain has a Permanent Glamour spell that creates the sounds of numerous people in armor running at the fountain. This happens every time a character gets within 5’ of the fountain edge. This noise can be silenced by spells such as Silence 15’ Radius and has a 15% chance of summoning wandering monsters each time the Glamour is triggered.

41b. Missed room.

[For some reason my players missed this room.]
The door to this room is not locked nor is it trapped. Entering the room reveals a large empty space filled only with a large iron bound chest. The chest is not locked or trapped and contains a small purple felt bag. Inside the bag is a small, purple potion with Drow letters on the label. The label says “Thanatos
” which is the name of the unique potion within the glass. This potion, when consumed, lowers the body temperature to ambient room temperature for 1d8 rounds.

41c. Stashed goods.

The secret door to this room is not trapped and opens easily once discovered. Inside the room is a large pile of stockpiled supplies. The supplies include several lengths of hemp rope (50’, 100’, 150’, and 200’ lengths), a tub or rancid lard, three one gallon glass jugs of elderberry and gooseberry wine, three 3.5 gallons mini casks of cranberry beer, 4 bronze knives, a sealed, wax-lined box containing four pounds each of the following jerky (deer, goat, sheep, rabbit and beef) and three one pound glass jars of jelly (cranberry, boysenberry, and elderberry). A small unlocked chest contains four weeks of iron rations, and a Priest spell scroll containing three Heal spells.

41d. Estephan the Rakshasa’s stash.

The secret door to this room is buffered and has a kissing maiden hidden in the roof. This maiden will drop from the roof striking the character in front of the door doing 3d8 points of damage. 

Opening the door reveals a large dark room with a large iron-bound chest in the center of the room. Standing in the center of the room is a large stone humanoid. As the characters enter the room the stone golem asks a simple question “Speak my command word or die under my fists.” The command word to deactivate the stone golem is “Rakshasa” but the characters are not likely to guess it.

Golem, Greater, Stone: Intelligence 0 Non-intelligent or not ratable; AL N; AC 5; MV 6; HD 14; hp 57; THAC0 7; #AT 1; Damage 3-24 (3d8); SA Can cast Slow spell every other round; SD +2 weapon or better to hit, spell immunity except Rock to Mud (slows), Mud to Rock (heals), Flesh to Stone; SZ L; ML Fearless (19-20); XP 8,000.

Searching the chest reveals that it is not trapped, but does bear an Alarm spell. Fortunately for the characters, Estephan the Rakshasa is too occupied to respond in time to the Alarm spell. Opening the chest reveals a large protective oil-soaked tarp. Underneath the tarp is a large leather sack containing 2,231 cp; 10,483 gp; 6,529 pp; 1,677 sp. Underneath the sack is a suit of Dwarven-made armor for a human with gold embossing and silver highlights, this armor is a suit of Full Armor, Full Plate +1. Underneath the armor is an Iron Flask (contains an invisible stalker) and a Dwarf-sized Shield, Body +1; it matches the plate armor.

41e. Stashed goodies.

Entering this area reveals nothing immediately of interest. A careful search of the room reveals a large hidden compartment that contains a medium-sized iron-bound chest. The wood of the chest is very rotten and the iron corroded to the point where several bands snap when the box is moved. Opening the box requires the corroded lock to be snapped off and reveals a large assortment of trade bars. Counting the trade bars reveals 14,200 gp worth of trade bars from Shoon and 14,177 gp worth of trade bars from Asram. These ancient trade bars from lost empires may be worth only ¼ of their value on the market. Due to the scarcity of artifacts from these ancient empires, a collector may pay 1/3 of the value of the trade bars.

41f. Ogres meeting.

Entering this area reveals a large opening in the hall where the roof rises with a gentle arch to 15’ high. Standing within this area is a group of ogres in a heated discussion. The way they are stretching and bending the tight confines of the halls have not been kind to them.

Ogre, Half (2): Intelligence Semi to High (3-14); AL CE; AC 5; MV 12; HD 2+6; hp 10, 11; THAC0 17; #AT 1; Damage 2-8 (by weapon) +2 damage; SZ L; ML Steady (12); XP 270; chain mail, horned helm, great sword, mace.

Ogre, Half-, Veteran: Intelligence Semi to High (3-14); AL CE; AC 5; MV 12; HD 5+3; hp 29; THAC0 15; #AT 1; Damage 2-8 (+2 damage); SZ L; ML Steady (12); XP 270; chain mail, horned helm, Bardiche +2.

Ogre (4): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 4+1; hp 22, 15, 16, 26; THAC0 17; #AT 1; Damage 1-10 (or by weapon +6); SA +2 damage; SZ L; ML Steady (11-12); XP 270; clubs; 5 rocks a piece.

Veterans of the battles within Hellgate Keep, these ogres are confused because they thought they were still in Hellgate Keep until recently. The half-ogres will talk and parley with the adventurers but the ogres will just attack. Slaying the ogres yields 29 gp.

41g. Mulhorand remains.

Opening this door reveals the stench of death and decay. Scattered throughout the room are numerous dead skeletons. Towards the rear of the room is a ruined stone sarcophagus with a skeleton half in and half out of the open top. There is nothing alive within the room and searching the room reveals little of interest. The sarcophagus is of Mulhorand origin and contains an alabaster headrest (worth 250 gp). Searching the sarcophagus carefully reveals a hidden compartment in the base. The compartment is trapped with a 5th-level Wizard spell, Spell Trigger containing a 4th-level Wizard spell Melf’s Multiple Meteors
. Inside the compartment is a Priest spell scroll containing three Heal spells.

Note: Rooms #42a and #42b are detailed within the Campaign Guide to Undermountain on page?

42c. Strange smoke.

Entering this large room reveals a thick acrid smoke that hangs in the air limiting visibility to around five feet. Those with infravision can see the full length of their racial limit. Other than stinging the eyes and lungs, this smoke poses no threat. Searching the room reveals that it is littered with small debris. Burnt out torch stubs, iron ration wrappers (manufactured in various cities throughout the Realms), shattered potion vials, empty wine skins, and various bits of rotting leather are some of the items found in a search of the room. A careful search for a turn or more reveals an Eversmoking Bottle missing its lid. Another careful search of the room reveals the pieces of the lid in one corner. The character can take this bottle with them but there is no way of stopping the lid other than casting a Dispel Magic spell on the bottle which stops the smoke for 1d4 rounds.

42ca. Ruined hall.

Entering this winding hall reveals a foul stench and fetid air. The walls and floor are patchy with rough stone in spots revealing the hall has suffered some damage. The walls are moist and drip with condensation that highlights the mold that covers almost every surface. The floor thankfully is not slick because of its rough texture. The floor dips in the center of the room getting deeper with a higher roof. In the center of this depression is a large pile of refuse and dung. Swarming around this mound is a thick cloud of flies. This mound has numerous maggots crawling on its surface.

Within the center of the mound is a mated pair of otyugh. The male has struck a few deals with some of the neighboring monsters to receive their dung and refuse in exchange for guarding the entrance to the surrounding area. The male also has been charged with guarding a large clay jar that is waxed sealed. The lizardman that stole the jar and placed it here was slain but the otyugh does not know that and so keeps the jar.

Otyugh 7 HD (2): Intelligence Low to Average (5-10); AL N; AC 3; MV 6; HD 7; hp 30, 36; THAC0 13; #AT 3; Damage 1-8/1-8/2-5; SA Grab, disease; SD Never surprised; SZ L; ML Elite (14); XP 975.

The jar radiates magic strongly but there is no way of opening it without breaking the wax or the jar. Shaking the jar reveals little as whatever is inside is tightly packed. Breaking the jar open reveals it to contain a large amount of sand that shoots out in the direction the jar is facing. This magical sand was packed in the jar with an unknown process that allowed it to retain pressure and shoot out of the jar when opened. This magical sand is a Sand Cage
 which forms a sandy whirlwind in the shape of an invented cone roughly 8’ high and 4’ wide at the top. This whirlwind flies at the nearest living creature and envelopes it. The creature suffers 1d6 hp damage when enveloped. Once enveloped the victim can not attack or cast spells and suffers and additional one hp damage each round that he remains trapped. Under the sand is 1,750 gp worth of various cut precious stones.

42cb. Trapped foyer.

(This area is under the effects of localized, mutated and unique 6th-level Wizard spell Guards and Wards that affects the room only. Both the doors are Wizard Locked and will have to be opened before accessing this room.)

Entering this small foyer reveals a plain and featureless expanse of hallway that has a misty fog within it limiting visibility to 10’. The floor reveals that this area receives very little traffic. A thick layer of dust coats the floor and normal spider cobwebs lace across the room in a thick profusion (so thick acts like the 2nd-level Web spell, except that they regrow within one turn if destroyed).

As the characters cross this foyer, a modified Magic Mouth speaks a strange archaic word that causes the floor to disappear dropping the characters into a Gate below the floor. This Gate is tied into the waste disposing system dropping the characters in room #13e with the neo-otyugh. After the characters disappear the Magic Mouth speaks another archaic magical word that replaces the stone floor and within one round the room refills with the mist. Crossing this room while Invisible or hidden from plain sight (Plane Shift, etc) prevents the Magic Mouth from seeing the characters and speaking the archaic words. Casting Silence 15’-Radius also solves the dilemma of this room, as this also silences the Magic Mouth but will prevent spell casting within the room.

42d. Large body of “water”

Entering this large dark room reveals that it is dark and empty. A large stone sarcophagus stands in the center of a large body of dark stagnant water. The sarcophagus is ancient and chipped in places. There is faint ancient writing along the base of the stone but in the dark it is difficult to read.

Entering the water reveals it to be a rare deadly subterranean predator called an impersonator. Due to amount of time that has elapsed since this impersonator last ate a victim, it is too weak to assume any of the forms of its past victims. The impersonator has learned that curious adventurers will wade through it to get to the stone sarcophagus so it does not have to waste the energy transforming itself. It will wait until one of the characters wades into its body and then attempt to draw as much blood from the victim as possible.

Impersonator, Large
: Intelligence Semi (2 – 4); AL NE; AC 8; MV 3; HD 5+2; hp 42 (current 8); THAC0 15; #AT 1; Damage 1d4; SA poisonous paralyzing touch (save versus poison at +4 or be unable to move); SZ L; ML Average (8 - 10); XP 13,000.

The writing at the base of the stone sarcophagus says “Behold I am the most hedonistic of men, my fame was such that no brothel would admit me without a heavy bribe.” Opening the stone lid requires prying it from the stone box, revealing a dusty, emasculated human corpse dressed in ancient, corroded bronze armor. Casting spells such as Speak with Dead and Detect Undead reveal nothing since the corpse is just dead, and not much of a threat. However, the corpse has 27th-level Geas and Glamour spells cast upon it forcing the first character to touch the corpse (accompanied my maniacal laughter in the distance) to immediately save versus spells of fall under the effects of both spells. The Geas forces the character to enter into the nearest brothel and the Glamour spell causes the character to act in a manner best described as “pimp-like” and stereotypically haughty towards women. These spells affect only male characters; a female character is immune to the spells.

42da. Secret room.

(The secret door to this room is double buffered and trapped with a drop-javelin trap in the roof. This trap drops 25 medium barbed javelins from the 10’ high roof in a 5’-diameter area in front of the door. These javelins were once poisoned, but time has diluted the poison to the extent that it is now only an irritant.)

Lying within this room on its side is a small iron-bound chest, with badly corroded straps. Nearby a large human corpse, badly charred lies on its face. Scattered around the corpse are bits of clothing and leather, upon its back is the remains of a large back pack. The corpse does not appear disturbed since death and the stench of death in the room is muted with age indicating an old corpse. Nothing else appears to be of interest within the room.

Casting Detect Magic within the room reveals little, other than a Glyph of Insanity and a Symbol of Pain on the small chest if the character looks the right way, the symbols are facing towards the ground and a character may not see them glow. The chest is locked but not trapped but since the hinges are badly corroded, the top will have to be pried off with force. Unless the characters are careful too much force ripping off the lid may dislodge the books inside perhaps unfolding the Sheet of Smallness inside.

The chest, once open reveals three thin leather-bound tomes. Lifting the tomes to inspect the covers, lifts and opens the Sheet of Smallness that is tacked to the last books back cover with some white glue. Unfolding the Sheet of Smallness releases the Silversann automaton into the room. The automaton attacks any creature within the room; the spells controlling it have been corrupted over the centuries and there is no way short of destroying it to stop the machine.

Silversann: Intelligence 11-12 Very intelligent; AL N; AC 4; MV 18; HD 3; hp 23; THAC0 17; #AT 1; Damage 1d4; SA Nil; SD Nil; SZ S; ML Fearless (19-20); XP 640.

The book titles within the box are: Self-Immolation in Nine Easy Steps, Practical Candle Burning Rituals, and Witchcraft Theory and Practice (a Practical Street Guide). The candle book applies to Wizards, Clerics, and Witches (Druids) that use candles in their rituals. Reading this tome may increase a chance of a successful Divination or other ceremony suitable to the DM’s campaign. The witchcraft book is applicable to witches only (Druids if the DM determines it applies to them) and will either allow a character to dual-class as a Witch, or take the Witch kit suitable to the DM’s campaign. If Witches do not exist in your campaign, replace or remove this tome. The immolation book, authored by the Charred Flesh Society (a front for the Dragon Cult in my campaign) is a flashy way of committing suicide, and is more of a curiosity than a valuable tome and may sell for 50 gp in a reputable store. However, if the store clerk is a Dragon Cultist, then the book may fetch a higher price along with a bounty on the seller’s body. Several copies of this obscure tome are used by the cultist as part of a two-book cipher to encode and decode secret messages between members. Possessing one of these books may allow someone to break the cipher, threatening the cultist moles within various “good” organizations. The other two books although authored by anonymous writers are fairly valuable. The witchcraft book is much sought in Aglarand and Vaasa where the book can fetch 500 gp or more in a reputable store. Possession of such a tome may be illegal (such as in Vaasa, where the “dead” Witch Kings still hold power) in some parts of the Realms depending on the DM’s campaign. The candle book is exceedingly rare known to be written in the later days of the Raumathar Empire. A good copy of this book may fetch 1,500 gp in a reputable store within a large city. 

Searching the corpse reveals nothing of worth. However, disturbing the corpse unfolds another Sheet of Smallness tied to the body that releases a ferragam. This construct suffers the same corruption of its controlling spells as it too will attack everything in the room including the silversann if it is still functioning.

Ferragam: Intelligence 2-4 Semi-intelligent; AL N; AC 4; MV 6; HD 5; hp 20; THAC0 15; #AT 2 + special; Damage 1d3/1d4+1; SA Fire Jet; SD Immune to heat, half damage from edged weapons, immune to mind control; SZ M; ML Fanatic (17-18); XP 1,400.

42e. Strange dead.

Entering this small dark room reveals little other than several horribly twisted and charred skeletons on the floor. Covered by a thick layer of dust and mold, these have obviously been dead for a long time. All appear to have been human, any clothing or items they possessed have either rotted away or were stolen. 

Searching the room reveals a secret door that is both trapped and locked. The trap consists of 10’ wide by 15’ deep stake-lined pit whose lid suddenly drops open plunging characters standing within 10’ of the door into the pit. Characters falling suffer 1d8, roll a second 1d8 to see how many stakes strike the character and roll a 1d6 for each stake. One round after the pit has been triggered 12 falling clay pots of oil followed by a Potion of Fiery Burning fall into the pit. Characters within the pit suffer 2d8 points of fiery damage the first round, 1d8 the second, and 1d4 the third. Items within this concentrated inferno must save vs. normal fire or be consumed. After picking the lock and dealing with the traps, the secret door opens to reveal a small 10’ square room that contains a small stone pedestal in the center. Resting on this stone pedestal is a huge charred bejeweled dragon skull to be worn like a helmet. This skull is a Skull of Death
 and can only be worn by Wizards, Priests, and Druids of level 13 or greater. The wearer may mentally command any undead characters (up to three dice in number) at any visible range. Other powers imbued in the wearer are “Finger of Death” and “Animate Dead”, and these two powers may be used three times per day. The wearer will regenerate from combat damage at the rate of 5 points per turn, even if killed (unless beheaded).

42e1. Sirius trouble.

Entering this area reveals a large group of gnolls. These gnolls appear to be sick as they have thick foam dripping from their muzzles, red-rimmed eyes, and are constantly moving around. At the sight of the adventurers they attack immediately. These gnolls all have caught rabies and they will attack anything forsaking their weapons for claws and teeth. Any character bit must save versus disease or also catch rabies in 2d6 days.

Gnoll, Flind (10): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 12; HD 2+3; hp 4x7, 12, 2x9, 6, 17, 13; THAC0 17; #AT 1; Damage 1-6 or 1-4 (weapon); SA Disarm; SZ L; ML Fanatic (20 - rabid); XP 120); 

Gnoll (6): Intelligence 5-7 Low intelligence; AL CE; AC 5; MV 9; HD 2; hp 2, 2x6, 12, 16, 4; THAC0 19; #AT 1; Damage 2-8 (2d4) (weapon); SZ L; ML Fanatic (20 - rabid); XP 35; Sword, broad (x6).

Gnoll female F1 (10): Average Intelligence; AL CE; AC 7; MV 12; hp 10, 8, 10, 4, 6, 6, 9, 10, 6, 10, ; THAC0 20; XP 15; Full armor, padded (x10); Mace, throwing (x10); Shield, buckler (x10); Sword, broad (x10).

There is little treasure from the rabid gnolls that is worth taking the time to move it to the surface. Each wears a sturdy leather backpack that contains: a block and tackle; dry rations (1 week); flint and steel; grappling hook; lantern, hooded; oil, lamp (flask); and a wineskin. These gnolls were well-outfitted for a sustained underground sojourn and most of the items removed from the corpses have marks indicating Luskan, Waterdeep, Silverymoon, and Battle Dale as places of manufacture. A Ranger or Druid character that thinks to burn the bodies to prevent other creatures from eating the corpses and spreading the disease may receive some extra XP at the DM’s discretion. However, the smoke and stench may attract more wandering monsters.

42e2. Secret gate, poisoned door, and mathematical puzzle.

(The secret door to this room is poisoned with a gas-cloud trap that releases a large (15’-diameter) cloud of zygom mushroom
 spores. These alien mushroom spores infest the victim around the head, neck and back (spinal areas) and leads to the character suffering being controlled by these fungi as they possess his body. Carefully searching this door reveals a small brass plaque bearing the inscription 29X. The plaque is not magical and can be removed from the small secret compartment that it rests in.)

Entering this 30’ long and 10’ wide dark hallway reveal the walls to be made of large bricks each numbered 1-999. Pressing one of the bricks reveals that each stone is a switch but you have to figure out the correct pattern. Touching the incorrect stones ignites 18 jets of fire that turn the room into an inferno for one round. All creatures within the room must save versus fire (and their equipment too) or suffer 4d8 points of damage. A successful saving throw indicates the character has suffered half-damage. Clever characters in large groups will deduce that if all creatures within the room push a stone simultaneously, the correct stone can be deduced quickly by elimination. Utilizing magic or psionics to press stones removes the characters from the fiery fury but the heat and noise may attract wandering monsters. If the characters figure out the small plaque is the solution to the mathematical puzzle within the room and is actually 2X9 which equals 18. Pushing stone #18 opens the secret door to the gate. 

The gate leads to Arnrock, a large island within the Lake of Steam. This large rock is home to several dragons none of which will be happy to see adventurers on their island.

42f. Stone block and trapdoor.

Entering this 30’ wide by 20’ deep dark room reveals a small 5’ square stone block in the north east corner of the room. Searching the room reveals nothing of interest, however standing on the stone block and searching the roof reveals a secret trap door. A character searching the trap door reveals that it is not trapped and opens easily by pushing into the room above. Although the trap door is not trapped the door frame is and is quite magical. Casting a Detect Magic spell reveals the magical trap on the door frame. A character that attempts to climb through the trap door and touches more than one side of the door receives a nasty electrical shock for 6d6 points of damage. A successful saving throw versus magic reduces the damage by half. Casting a Dispel Magic spell on the frame holds the trap for one round per level of the caster.

Entering the small dark compartment above this room reveals a small iron-bound wooden chest. A thick layer of methane fills the room (and some is pouring into the room below) so any sources of ignition are going to create a large fireball and explosion. One round after the trap door is opened; the 5’ stone block rises from the roof and seals itself to the roof trapping the characters in the room. The chest is not trapped and contains several healing potions and a magical potion. The magical potion is a Potion of Haste. There are four Potions of Healing but these are of a size that is unusual to discover. Each of these potions is equal to two and a half standard potions and if drank in its entirety, would act as a Potion of Extra Healing plus 5 additional hp. However each of these potions is combined with an Oil of Slipperiness and is intended to use on constipated horses and mules. A human or demihuman drinking one or some of these potions finds themselves healed normally as the potion but also possessing a furious case of diarrhea for 1d6 days. The stone block retracts after 1d6 days or by speaking the command phrase “Ziprelagram.”

42fa.

42fb.

42f1. Rarely used stairs.

(Note: before running this scenario the DM should surreptitiously obtain copies of the character’s record sheets well in advance to prepare NPCs for this scenario. If the DM has to put the location of the simulacrum’s appearance far enough in advance ((like on the second-level)) of the character’s progress, then he may have enough time to prepare by the time the two groups interact. However, the players may never figure where the simulacrums originated if this encounter is weeks past and they do not lead a sage to the site.)

These stairs see little use and judging by the amount of normal cobwebs and dust that thickly covers all surfaces, it has been quite a while since anything passed through this hall. Searching the room (which raises a thick bilious cloud of dust limiting vision to less than five feet for 1d4 rounds) reveals little of interest other than an ancient free-standing, weathered stone arch 10’ from the door (metal detector-like and indicated on the map by a gray line). This ancient arch might be left from when these halls were a dwarf hold, or may have been relocated to this spot for some unknown reason. Ancient writing in an obscure mountain dwarf dialect faintly reads “What was one shall now be two.” The arch radiates magic strongly but seems to pose no immediate threat.

Each character that steps completely through the arch appears on the other side with no apparent injury. However (in a location chosen by the DM) an exact copy of the character including all items carried (with the exception of artifacts) appears. All simulacrums appear in the same place, unless decided otherwise by the DM to suit his campaign. After ten such copies are created the arch lies dormant for 14 days before activating again. The arch is also dormant during periods of full moon and on the summer and winter equinox. A character that passes through the arch numerous times, but less than 10 times will have multiple simulacrums made each one endeavoring to destroy the original. There are slight gaps in the very top corners where the curve of the arch angles away from the square juncture of roof and wall. A character utilizing magic or psionics that passes through either of these gaps is not affected by the arch. Similarly, characters that utilize spells such as Dimension Door, Passwall, Gaseous Form and Gate are also not effected by the arch. These simulacrums possess all the characters skills and abilities but are the exact opposite of the original character’s alignment. Clerics will worship a deity diametrically opposed to the original’s deity and will have an equal number of spells suitable to those bestowed by the deity. Kits will be the same except in noted instances and should be judged by the DM when necessary. These simulacrums intuitively know the direction of the original characters and seek to destroy them using any means necessary. These simulacrums comprise an intelligent cohesive force against the characters and seek to destroy them and all their friends and associates. After the destruction of the originals, the simulacrums either join the nearest crime syndicate or form one of their own becoming a major evil force in the Realms. This influence may be so great that the characters may return from the dead to correct this imbalance. Devious DMs can have some of the original characters replaced within the party by simulacrums leading the party to a prearranged trap. The simulacrums may also strike alliances with some of denizens of Undermountain, but will avoid ones such as the Unseen as they are too unreliable.

A relic of lost Oghrann, this arch would interest a dwarf sage or a sage that specializes in the dwarf culture. A sage such as Mellomir in Arabel may pay the characters to escort him to the arch and protect the elderly sage while he studies the arch. Such an endeavor may even reach the ears of a nearby dwarf hold that may send an expedition of their own including their own sage to study the arch. Meeting at the arch, these two groups of adventurers, soldiers, sages, and mercenaries may not necessarily be friendly to the idea of sharing the arch and a battle may ensue. Careful intervention by the characters as mediators of peace is the only thing to prevent a small pitched battle. A sage will determine the nature of the arch and will warn the characters the folly of passing through it without taking care to make sure its power will not affect the person passing through. He will look aghast at the characters if they tell them they have passed through the arch, and will call them fools and demand that they search for the simulacrums. This little scenario could patch a heated battle of words between the two groups, joining them in a united cause to eradicate the simulacrums before they do irreparable harm.

~42f2.

42f3. Glass storm.

(Note: this encounter is changed from that found within the CGtUM. I added a trap and a secret door over the area. The Gate destination within the room #42F3A ((originally marked “P”)) has been changed to suit my campaign. Change of modify this encounter to suit your campaign.)

Entering this dark room reveals a chest-high stone pedestal in the center of the room. The floor is covered with thousands of shards of broken glass (like broken window panes). On the top of the pedestal is a small badly corroded brass box.

Casting Detect Magic within the room reveals the pedestal to be very magical but the glass is not magical. Entering the room reveals nothing other than crunching glass underfoot. However, touching the brass box causes a strong gale to whip around the pedestal sweeping the glass into the air in a razor sharp cloud. Characters caught within this cloud of swirling glass (within 10’ of the pedestal) suffer 3d6 points of damage. Characters dressed in heavy armor (field plate, plate mail, etc.) suffer half damage from this glass cloud.

42f3a. Gate to the Vagrant Squid in Calaunt.

This gate will deposit travelers within the keg storage cellar below a nefarious bar within Calaunt called the Vagrant Squid. Better known to the locals and constabulary as the Fragrant Squid as most of the patrons are dock workers, long shore men, fish mongers, night soil collectors, street sweepers, sailors of the lowest sort, with a healthy mix of prostitutes (both male and female), all professions with a definite tendency towards infrequent bathing. The walls are deeply stained with decades of tar from candles, torches, lamps and tobacco, as most patrons smoke to cover the smell of the bar. The wooden floors have soaked up countless volumes of vomit, spilled cheap alcohol, and the frequent emptied bowels of unconscious patrons. There is no food served within the bar and choices of drink are limited to cheap-watered beer, bad wine and various liquors that taste like the water within them was either used for washing clothes or collected from the sewer. Esteemed travelers such as Marco Vollo will have not set foot within this sort of establishment for reasons detailed below. The owner is a short, hirsute, nail-thin human named Onious Haruspex. He hires a variety of slovenly human bar maids none of whom are lovely or bring into mind any of the feminine virtues. The only non-human employee is Red Ear Earthshaker, a Hill Dwarf of impressive dimensions that serves as bouncer and bar keep.

This bar is a carefully constructed lair of a pack of wererats led by Onious and Red Ear, formerly part of an evil adventuring band. Red Ear became infected first and then he spread the infection to Onious, a cleric of Malar. Onious took the lycanthropy as a blessing of his god and the two friends retired to Calaunt to open a bar and collect a large pack. They have slowly spread until the pack consists of 78 wererats, all human and all from the lowest tier of humanity. Onious typically watches down the streets, ready to use his clerical magic to subtly dissuade undesirable patrons from entering the bar. Neither Red Ear nor Onious know that gate from Under Mountain deposits travelers within their cellar and they both will be very surprised to see the adventurers appear within the bar.

**I will detail the remainder of this bar including maps and NPCs in a separate Zip file as it is an aside from the main adventure and was never ran before the campaign concluded.**

42g.

42g1.

42ga.

42gb.

42gc. Ruined hallway.

This small passage is chocked with refuse, mostly old broken furniture, scrap lumber, ruined boxes, barrels, and other debris. It is impossible to pass through the refuse and attempting to clear the room results in many wasted turns and may attract wandering monsters. Even setting the refuse on fire will not clear the room and increases the chances of attracting wandering monsters by 50% due to the smoke.

The characters still insisted on clearing this fruitless room and wasted many gaming hours despite the DM’s hints that they were wasting their time. Even when the wandering monsters encounters became far too frequent, the characters still insisted on clearing this room even setting it ablaze with a Fireball spell which increased the wandering monsters encounters.

42gd.

42ge.

42gf.

42gg.

42gh.

42h.

42i.

42j.

42k.

42l.
42l1. Trapped gate.

Entering this section of hall appears to be a dead end. The lack of any tracks and the heavy layer of dust on everything indicate that this area is used very infrequently. Searching the room reveals a 10’ wide stone secret door that is trapped with a billowing powder trap filled with Leech Dust
. Leech Dust forms a cloud of the same dimensions as a Cloudkill spell. Any living creature it contacts it will adhere to. The ominous name is derived from its ability to absorb blood, diffusing it out of the victim’s flesh, arteries, and even the very bone marrow. The moment of contact a creature will begin to grow weak; in two turns he will be unable to fight or use spells, in three he will be paralyzed, and after four turns he will die. This sadistic powder may only be removed by a sprinkling of holy water. If the victim is freed of the dust before death ensues, he will require a full week of rest to restore his health. Wearing plate armor in the dust cloud prolongs death for two turns.

This gate leads to?
� If you do not want the characters to learn about Skullport just yet, then omit this reference. Some of these questions can be quite legit and may result in other side adventures.


� I used a cavern map from Irony Game’s website for the Underdark.


� These rings are very rare and are especially prized by mages. They are a product of lost Netherel were their manufacture was a strict secret. Suggestions state that the Witch Kings might have possessed one of these rings. The rings boost the Intelligence of the wearer +3 if the wearer’s original Intelligence was below 9, +2 if below 11, and +1 for anything higher than 13.


� In my campaign, the number of spells that a mage can cast is called slots, so if a mage wears this ring it takes one of those slots in his highest casting level, preventing him from memorizing one spell in that level. The ring can be removed, and that spell slot returns, and the hit point loss stops. For game statistics, the hit point loss occurs at midnight when the new day starts.


� In my campaign, this trap opened into an uncharted ruined fort on a forested hill overlooking the Sea of Fallen Stars in-between Harrowdale Town and the Standing Stone. An advanced tribe of orogs, with a 6th-level shaman, and about 45 fighting members inhabited it, mustering for a raid on the nearest city. The door opened into the central hall where all of the raiding party was eating and planning their attack.


� One magnificent feature of the planes is the great tree Yggdrasil, the World Ash. Rising on the first layer of Ysgard, Yggdrasil's roots and branches extend into many other planes - DM’s Guide to the Planes.


� Gundarlun Island is the only island member of the Lord’s Alliance, organized into 15 holds, and ruled by King Olger Redaxe. Its largest settlement is Gundbarg, a city of 12,000. The Dragon Turtle Inn on the harbor is noted as an adventurers’ hangout and a place to find captains with ships for hire – Waterdeep and the North.


� FRS1 The Dalelands.


� DLR1 9278 Otherlands, by Haring, Bennie, Terra, pages 2 – 3, an area of Chorane on the world of Krynn.


� See the Planescape setting, Planewalker’s Handbook, and “A Handful of Keys,” Dragon Magazine Archive #1.


� As per the DAMAGE, this potion affects the mind of the character so that he believes the liquid is some other potion (healing, for example, is a good choice--damage is "restored'' by drinking it, and only death or rest after an adventure will reveal that the potion only caused the imbiber to believe that he was aided). If several individuals taste this potion, it is 90% probable that they will all agree it is the same potion (or whatever type the DM announces or hints at).


� This spell is much like the 3rd-level spell monster summoning I, except that this spell summons one or two 7th-level monsters that appear one round after the spell is cast, or one 8th-level monster that appears two rounds after the spell is cast.


� Greek fire is an alchemical mixture that readily bursts into flame and burns furiously. A Greek fire projector is a metal tube about six inches wide and five feet long. When uncapped, it acts like a flamethrower, spraying a line of flame one square wide and four squares long. The line begins at the projector’s mouth and extends directly away. Creatures within the area immediately suffer 3d10 points of damage unless they roll a successful saving throw vs. breath weapon for half of that. Targets suffer additional 1d10 points of damage during the next two rounds, regardless of the initial saving throw’s result.


� Gives the wearer +1 to luck and adds 5% to all dice rolls in the wearers favor. Any time that there is a draw, this necklace will tip the scales in favor of the wearer. This necklace if seen by clerics of Bas on a non-worshipper will cause the wearer to be attacked possibly by assassins. Also a cleric of Set seeing this necklace will also arrange for the demise of the wearer.


� Created by clerics of Set, can reach 10’, does 2d4 + 2d6 for poison save for half damage from poison.


� From the Ruins of Myth Drannor boxed set.


� From the Wizard’s Spell Compendium Volume #1.


� See Forgotten Realms DM’s Source Book pages 83 – 85.


� I quickly ran this extra planar adventure from the hip because the characters took an unexpected turn into a gate that I was not prepared for. My notes are a little difficult to read, but I will transcribe them some day and post them some where on the web most likely one of the Yahoo sites. I was kindly and placed a gate within the complex to a ruined manor house outside Mirabar, but you do not have to be so kind.


� Created by me for my campaign. These dragons are native to the Ethereal plane and are common in the Happy Hunting Grounds were they are summoned for battle. This is a small, young one they get a lot bigger.


� The ruined city of Wyneth is a city created by me from my campaign that I placed in an uncharted area of the Realms. A city of mages that sat on top of a giant lava spire (think of the badlands in New Mexico, Arizona and Utah, but much larger) that is 12,423’ tall, polished smooth as glass. Access to the city was through a series of caverns and switchbacks through the center of the spire, protected by gates manned with sentries, mages and monsters such as beholders. The outside of the spire could not be climbed because of the wyvern sentries, and flying mages. Today the city lies in ruins and could be accessed by climbing the spire with the right gear, or flying to the top. The whole city is a magical dead zone that is filled with numerous undead such as blast bones, undead beholders, ghosts, zombies, banshees, etc. In the center of the city in what was once the Hall of Lords (about the size of Madison Square Gardens) lives the elder blue dragon Edistodredarklin that will take a dim view to intruders in her city.


� A poisoner’s ring is a normal ring with a hollow spot for storing poisonous potions. These rings are usually quite large and gaudy in order to store a sufficient quantity of poison. These can be very valuable or may be of the cheapest costume jewelry, but all have subtle ways of opening the compartment. Usually employed by assassins, the wearer needs only to open the secret compartment to strike, and may even pass a physical inspection. Magical poisoner’s rings are extremely rare, as these rings are often ditched after the deed is accomplished to prevent suspicion. Sometimes these rings come in pairs, one a normal ring and the other a poisoner’s ring. After the poison is used the poisoner’s ring is discarded and the normal one replaces it so that observant guards will not notice the absence of a ring.


� Forged in the Abyss for use in the war between the demons, these tridents are a bane to spellcasters as a successful hit from one of these weapons causes the spellcaster to save versus magic or suffer the effects of a wild magic zone for 1d4 rounds. Clerics of either Azuth or Mystra receive a bonus XP award determined by the DM for destroying these weapons that corrode the stability of the weave. 


� These weapons and armor forged in the Abyss are of superior craftsmanship bestowing the benefits of a +1 magical device upon the wielder. When the demon carrying these devices die, the items are either returned to the Abyss or are destroyed (DM’s option). When worn by creatures that have the ability to fly, they lose one rank of flight (less agile) but are still able to fly, depending upon the physical aspects of the plane.


� Spikenard, is a very strong herb of the ginseng family with panicled umbels. In heavily concentrated powder form or oil, it causes creatures with an acute sense of smell to sneeze and will ruin their sent tracking ability for 1d6 rounds. In eastern lands the aromatic oil from this plant is used as a lotion for the entire body.


� The baron possesses an odd magical device unique to my campaign. The large golden torque has the ability to cast an illusion equal to a sixth-level caster, making all creatures in contact with the torque wearer appear as a Drow with equipment proper to their sex, but not to their class. Unfortunately, it only works when stationary and works all the time, regardless of the wearer’s desire. The torque is cursed to be irremovable, with the exception of slaying the previous wearer. Any time the torque wearer becomes stationary, he immediately appears as a Drow. This cursed item was crafted by the Fire Mountain Dwarves and can be removed by them. 


� Consult the RoUM1 DM’s cards “Nadrun’s Magical Doors.”


� ** This bottle and plea of help are taken from the adventure module X6 Quagmire written by Merle M. Rasmussen. I have placed the city of Quagmire on the jungle island of Chult in the Realms. I have modified the adventure from the published module, making the city ruins inhabited by dinosaurs, and other jungle dwelling monsters. In my campaign the plea for help is over a hundred years old and the city of Quagmire and its inhabitants either were killed or fled from the terrible storms. I have left the lizardmen and the remainder of the adventure as published, substituting the maps for the island of Chult. There is a teleporter in Undermountain that will send the characters to Chult, and if they remember its location the characters can get to there quite easily to rescue these poor people. If the DM lacks the X6 accessory, then substitute something appropriate. **





� CgtUM page #115


� Nadrun’s Magical Doors card side one


� RM1 “Roots of Evil;” TSR# 9413.


� Something like an ATM machine got the idea from the Basic DandD book “Wondrous Inventions.”


� Created by me from my campaign.


� GAZ 8 TSR #9232.


� Basic Dungeons and Dragons Rules Encyclopedia page 195.


� Lore of the Crypt, Book #1: Magical Treasures; pages 11 – 12; Underworld Publishing ©1991 ISBN #1-880206-00-5.


� Complete Book of Elves


* Al-Qadim


� Elves of Evermeet


� From the Tome of Magic


� GAZ1


� UMA page #7 “The Eye and The Hand.” Refer to level 3 core rooms now


� This magical item may only be used by warriors or priests (including multi-class and dual-class warriors or priest)


It is shaped like and works like a normal medium shield.  But the outside (the side that faces the enemy) is mirror-reflective and the inside (where the warrior's straps are) is crystal clear. To use the shield of medusae, the warrior holds it up before him, in front of his eyes, and looks through its clear surface. While he is doing so, he is immune to the stoning gazes of creatures such as the medusa and basilisk, and to magical items, which duplicate their gazes.  When the character carrying this sheild confronts a stoning creature, he reflects their images back at them, and it is they who must make saving throws vs. petrification or be turned to stone. Unlike ordinary shields, the shield of medusae has only two damage allotments before it shatters.  In other words, if it is hit twice, it is destroyed.


� Unique magical item from my campaign, an earring that triples the number of Magic Missiles a mage is able to cast once per day.


� Wizard’s Spell Compendium Volume #4, page1012.


� In my campaign I used Mystaran orcs from Basic DandD, and made them as smart and powerful as a mid level group of adventurers.


� Basic Dungeons and Dragons Rules Encyclopedia page 206.


� In the land of Veldorn, Old Empires and Empires of the South.


*  These spells are from the Unearthed Arcana.


� Written before the Chult adventure was published, you might want to substitute that module here. This is a good place to set the X series of modules or any adventure set in a jungle environment.


� Raises the wearers Intelligence to 19, will absorb 60 levels of spells and does the following after absorbing 60 spell levels: allows  the  bearer  to do one of the following;  invisibility/inaudibility, blink, fly, feather fall, or pass through walls once. Each spell-like function uses the 60 levels and another 60 spell levels must be absorbed before the ring's bearer can change operation. The chief has the ring set on invisibility/inaudibility.


� Created by me and taken from a Monty Haul campaign.


� Unearthed Arcana page 96.


� Rolemaster Companion IV #1800 by I.C.E.; “Foul Changes” page 65 converted in my campaign to ADandD 2E.


� Rolemaster Companion IV #1800 by I.C.E.; “Foul Changes” page 65 converted in my campaign to ADandD 2E.


� Rolemaster Companion IV #1800 by I.C.E.; “Foul Changes” page 65 converted in my campaign to ADandD 2E.


� A magical combination of two rings, which functions the same as the separate rings found in the DAMAGE.


� An akonda is a charm from Dahomey folklore that when worn raises the wearer's Strength score by three points for eight hours per week. The charm appears as a circlet of woven raffia palm to which are attached hairs from the neck of a ram. As the akonda is fastened around the upper left arm the strength and fortitude of the ram are invoked in ritual sayings. If the charm is cut or damaged it loses all powers - Fantastic Treasures by Role Aids page 13.


� Encyclopedia Magica Volume 1.


� Mentioned in Volo’s Guide to All Things Magical TSR #9535, on page 14.


� LE, HM, T8: An agent of Luskan, posed as a gems-dealer. Once tried to set up a smuggling ring in the city by gaining control of the upper levels of the sewers, but was caught and banished from Waterdeep. Recently returned in disguise as the Luskanite ambassador to the city.


� The Savage Frontier


� A juju arrowhead is a modern mechanical arrowhead comprised of three narrow folding spring-loaded blades held closed with a rubber band. When shot in the closed position the narrow profile of the arrowhead allows the arrow to travel at greater speed with less resistance than a typical broad head arrow. Upon impact the rubber band is broken allowing the blades to swing out under spring and inertia pressure slicing a large wound cavity. A tungsten chisel point ensures penetration through tough hide (armor) and by barbing the rear portion of the arrowhead, removal is difficult and painful.


� Lore of the Crypt Book 1: Magical Treasures; Underworld Publishing, page #68. Embodied with the life force of a guardian demon, these shields take on a life of their own, levitating around the character protecting him as though it were a shield +1.


� Not sure where this wand came from, perhaps one that I made up or got from someone.


� Encyclopedia Magica Volume #1.


� Keltar is one of the independent city-states of Calimshan, each that mint their own coins – Empire of the Sands sourcebook.


� “Suffocate" probably taken from the Tome of Magic and later updated in the Wizard’s Spell Compendium, but both list the spell as a 7th-level spell, so I am not sure if this is something that I made up or not. Thank you to Varl and Darkechilde from the REALMS_L for their research into this spell.


� Unique magical item from my campaign, see the Yahoo FRDMing web site for details. 


� Dragon Magazine #169, or Magical Encyclopedia Volume #1.


� Unique sword from my campaign, written long before the popular series of fantasy books with a sword of the same name, see the Yahoo FRDMing site for details.


� Unique magical item, derived from a silly magical item in the Book of Wondrous Inventions, but a little more useful. I devised this magical item as something lost from a long time ago.


� Used by clerics to increase chances of success when casting either Augury or Divination spells; chance of success increases by 20% for Augury and 30% for Divination. When used with a Divination, the salt allows the cleric to see and hear what has happened in his area of study in the near past, up to one day for each level. Each use of the salt requires a full pound. Fantastic Treasures, by Role Aids, page 61.


� I found this document on line several years ago and incorporated it into my campaign, it is (1996 Christopher M. Dwinell and Sheila Wherry.


� Within my campaign I used the Advanced Dungeons and Dragons® Unofficial Player’s Option ™ Rulebook net book supplement Psychic Journey by Michael Lloyd Morris. Although I did not care for most of the Player’s Option material, this was a gem and I used in my campaign. I also use the Dark Sun accessory The Will and the Way, which does an excellent job of making sense of psionics.


� 1st DAMAGE page 164 – 165.


� Member of a poisonous group of plants, related to monkshood, the poison is effective for one strike - Fantastic Treasures by Role Aids page 10.


�CE, HF, W [In] 13 A wild, crazed Zhentarim agent who haunts the sewers of Waterdeep. She emerges into the city above to slay minor magelings and steal their magic. At one time allied with the doppelgangers of the Unseen.


� Dragon Magazine #179 pg #18; “Magic by Candlelight”, by Greg Chamberlain. This candle burns normally for one round after being lit, then apparently goes out. During the second round, aerial fireworks shoot out of the candle’s end like the spell pyrotechnics, with the same blinding effect on creatures within a 10’ area of effect. The candle does not perform the second function of the pyrotechnics spell (i.e., obscuring smoke).


� Dragon Magazine #179 pg #18; “Magic by Candlelight”, by Greg Chamberlain. This candle burns normally for one round. During the next round, a 3’-long tongue of flame erupts from the wick, similar to the spell flame blade. Damage is as per the spell, and the candle may be used as a hand weapon while lit.


� Has the same head as the polearm but as a mace.


� Same as the normal magical item in all respects, but emits a poisonous gas.


� From Dragon Magazine #73 or the Encyclopedia Magica Volume #1 page 25.


� From Dragon Magazine #17 or the Encyclopedia Magica Volume #1 page 415.


� From the Drow of the Underdark page 79 – 80.


� My campaign took place before the Time of Troubles, so Ibrandul is alive and well, and has not been subverted by Shar yet.


� Although published after the canon Time of Troubles, my campaign in Undermountain took place in 1368 DR. Convert the banners and shrines to fit your campaign.


� Fantastic Treasures #2, by Role Aids, page 23.


� Mentioned in Dragon Magazine #216, on page 100.


� Lore of the Crypt, Book #1 “Magical Treasure”, by Underworld Publishing page 39.


� Maces of reaving are unique magical maces from my campaign and each are designed to strip or rob from the victim a particular trait. In this case this mace is designed to strip away Strength and each time the mace strikes the victim must successfully save versus wands, or loses 1d4 points of Strength. The lost Strength points are not transferred to the wielder. The lost Strength points return with complete rest at a rate of one point per day; magical healing can not restore the lost Strength points. A Poition of Strength or a similar spell can reverse the loss, but when the magical effects wear off, the character still suffers the loss of the Strength points.


� See Forgotten Realms Adventures TSR #2106 pages 80 – 81 for a complete description of the city of Calaunt.


� See Volo’s Guide to the Sword Coast TSR #9460 page 155.


� Pools of Radiance page 92; depending upon when you campaign is set, this could be an active temple to Tyr, and the clerics would be most surprised at sudden visitors.


� Streams of Silver page 232.


� Unique tome of magic spells from my campaign.


� Unknown 


� Found in The Great Glacier FR14.


� All ancient names for the goddess of justice.


� No adventurer can avoid the dust and grime of the road, the sweat and blood of battle, and the rank odors of going without a bath for months at a time. The potion of spotlessness cleans the consumer of all exterior impurities, from bugs and oil on hair follicles to mud on the face. The potion also cleans and mends light wounds, healing 1d4 points of damage. The consumer will look, feel, and smell as if recently bathed thoroughly with soap and water, although the wearer will not actually become wet. The potion of spotlessness will not affect tattoos, equipment, or clothes (although dirt beneath the wearer's clothing is removed), and the consumer is not shaved or groomed. The cleaned-off dirt, grime, bugs, oils, and so on appear at the foot of the consumer in a small pile or pool.


� The brazen bull of Phalaris. Perillos, a brass-founder of Athens, proposed to Phalaris, Tyrant of Agrigentum, to invent for him a new species of punishment; accordingly, he cast a brazen bull, with a door in the side. The victim was shut up in the bull and roasted to death, but the throat of the engine was so contrived that the groans of the sufferer resembled the bellowings of a mad bull. Phalaris commended the invention, and ordered its merits to be tested by Perillos himself.


   The epistles of Phalaris. Certain letters said to have been written by Phalaris, Tyrant of Agrigentum, in Sicily. Boyle maintained them to be genuine, Bentley affirmed that they were forgeries. No doubt Bentley is right. New World Encyclopedia.





c.570–c.554 B.C., tyrant of Agrigentum, Sicily, notorious for his cruelties. He burned his victims alive in a brazen bull (making his first experiment upon Perillus, its inventor), the cries representing the bellowing of the bull. Richard Bentley proved the forgery of 148 Greek letters signed by Phalaris that represented him as a gentle ruler and a patron of the arts. Columbia Encyclopedia, 6th ED.





Tyrant of Acragas (Agrigentum) in Sicily, c. 570— 554 B.c. He was entrusted with the building of the temple of Zeus Atabyrius in the citadel, and took advantage of his position to make himself despot (Aristotle, Politics, v. 10). Under his rule Agrigentum seems to have attained considerable prosperity. He supplied the city with water, adorned it with fine buildings, and strengthened it with walls. On the northern coast of the island the people of Himera elected him general with absolute power, in spite of the warnings of the poet Stesichorus (Aristotle, Rhetoric, ii. 20). According to SuIdas he succeeded in making himself master of the whole of the island. He was at las,t overthrown in a general rising headed by Telemachus, the ancestor of Theron (tyrant c. 488—472), and burned in his brazen bull. World Book Encyclopedia.


� The Ring of Ogier is said to cure the wearer of all infirmities and to restore youth to the aged.


� The Stone of Tongues, when placed in one's mouth, allows the possessor to speak and understand all languages.  According to Dwarven lore, it was mined by the Dwarf Helduch, and stolen from him.  The Dwarven race generally has a blood oath to recover the Stone of Tongues from any non-Dwarven possessor.


� On Brokenbit Lane, The City of Ravens Bluff, page #14


� The Chatelaine of Kalat-Sajan, a unique magical item from my campaign once owned by a very possessive NPC who may desire its return.


� These extremely rare arrows are similar to normal sheaf arrows in size and weapon characteristics but have a broad grass leaf for the head of the arrow. These arrows weigh about half as much as a normal arrow. These arrows are made of blades of jutte grass by the nomadic tribes that travel upon the Sea of Grass. These arrows are taken from a friend’s campaign world, which I created to add to his campaign. When his camapaign folded I used these and other items in my own campaigns. In combat, these arrows work just like regular arrows unless they strike very hard armor or surfaces. They will shatter upon striking field or plate armor and upon striking brick walls or stones. They are very effective against unarmored opponents. Although they will shatter against armor, the strike of the shaft is still enough to do 1-2 points of damage and disrupt spell casting or another activity requiring concentration. These arrows fetch a high price in the open markets, usually about 1-4 sp more than normal arrows.


� Typically carried by priests of Talos. This NPC killed a character in another group with the same players and kept the staff as a momento.


� Armor of grounding is invariably of the metal sort (e.g., chain, plate, etc.0, and it always conveys a magical AC bonus of +2. When armor of grounding is worn, it gives its wearer a unique protection from lightning- and electricity- based effects, including lightning bolts, lightning breath weapons, electrical shocks, and so forth.  When such effects make contact with the armor (or its wearer), they are immediately absorbed into the armor and scattered harmlessly into the surrounding environment as static electricity.  Note that some creatures (e.g., shockers) collect static electricity in order to perform certain attack modes, and scattering electricity in this fashion allows such creatures to collect the energy twice as quickly.  The wearer of armor of grounding has no choice but to allow electrical discharges to be scattered in this manner.  (From Dragon Magazine #233, page #84)


�  Against a golem, this weapon gains a +2 bonus to attack rolls and inflicts 2d8 points of damage, plus any other bonuses applicable. In addition, if the attack roll is a natural 19 or 20, a second attack may be made during the same round. It is otherwise a normal dagger +1. As written in Encyclopedia Magica vol. 1, p. 363. As taken from Mordenkainen's Fantastic Adventure WG5 #9112.


� Unique magic item, allows her to quickly drop her metallic armor so she can cast spells. Removes her armor in one round piling at her feet where she can retrieve it later.


� Magical Encyclopedia Vol. 1, pg. #364 and Dungeon Magazine #18.


� Taken from Dragon Magazine #256.


� From Wizard’s Spell Compendium Volume #1.


� From Encyclopedia Magica Volume #1.


�  This double-edged axe (damage 1d10) can discharge a bolt of lighting, either forked or straight like the wizard spell Lightning Bolt, to cause 6d6 points of damage; saving throw is applicable. The weapon has an initiative modifier of +2. Each use consumes one charge; the axe has 2d10+10 charges when found. Taken from Dragon’s Rest, and also found in Encyclopedia Magica vol. 1, page #115.


� Wizards Spell Compendium Volume #1


� From Encyclopedia Magica Volume #1.


� From Encyclopedia Magica Volume #1.


� From Encyclopedia Magica Volume #1.


� A custom 6th-level spell by D. Park.


� ICE Spell Law page #29.


� ICE Spell Law page #29.


� This magical item, usable by all classes, is a powerful weapon. Once every three rounds (up to three times a day), the wearer may point at a single target and fire a strong burst of electricity that automatically strikes. This burst inflicts 8d6 points of damage (a successful saving throw vs. wands cuts this in half). Gloves of lightning cannot be worn with gauntlets; both gloves are necessary to fire the lightning. 


� Created for use by the tyrants of Aerdy (who had good reason to fear assassination), this magical goblet appears to be a normal drinking vessel made of polished oak. However, the goblet automatically neutralizes all venoms and poisonous liquids that are stored in it for at least one round.


� Small javelins to be used from an atlatl.


� The wearer of a single spray of this perfume, usually found with 1d6 doses, gains ÷1 bonus to Charisma with regard to all humanoids of the same sex (with the exception of dwarves, who consider the scent hostile and might feel provoked to attack). The recipient of the perfume also has a Charisma score of 16-or a +1 bonus to Charisma if she already possesses a score of 16 or higher-to all humanoids of the opposite gender (again with the exception of dwarves). The perfume's magical scent automatically dissipates after 1 hour. However, the perfume is milk-based, so after 2 hours, the wearer might begin to stink like sour milk, resulting in a -2 penalty to natural Charisma until the perfume is washed off.


� These alchemical masterpieces are hollow pots filled with a special powder that explodes with a loud noise and brilliant flash of light when coming into contact with the open air. (The mixture is dumped into the pots while still hot and then sealed up, as the effect takes place only after it's cooled off.) To blind an enemy or merely to create a diversion, dash one of these bombs against the floor or some other hard surface, making certain to look away. The blinding effect lasts for 1 round to those who fail a saving throw vs. breath weapon.


� These thin-shelled seeds are harvested from the late-season goldenseed flowers of Furyondy's Gold County. They possess a salty flavor that serves to keep one from excessive thirst during long travels or simply to sate hunger between meals.


� This very powerful item is usable only by an elven wizard or priest. Typically, the pendant is a silver disc inscribed with an oak tree or some other nature symbol. By concentrating on the magical energies of the pendant, an elven priest or wizard draws strength from his surroundings to augment his own magical powers to their fullest potential. The first spell cast by the priest or wizard after activation of the pendant always has maximum possible duration, damage, and effect. For example, a Cure Critical  Wounds spell would automatically restore 27 hit points, and a Fireball cast by a 5th-level wizard would inflict 30 points of damage (saving throws still apply). Furthermore, the spell is always successfully cast. The wizard or priest's concentration is absolute for this casting, and an attack on his person does not prevent it from taking effect (unless the spell-caster dies or is knocked unconscious before completing the casting). The pendant may be used twice per day. Dragon Magazine #214.


� Wizard’s Spell Compendium Vol. #1 TSR #2165 page #24.


� Wizard’s Spell Compendium Vol. #3 TSR # page #773.


� Wizard’s Spell Compendium Vol. #3 TSR # page #776.


� Wizard’s Spell Compendium Vol. #1 TSR #2165 page #54, and Dragon Magazine #69.


� Wizard’s Spell Compendium Vol. #4 TSR #2177 page #932.


� Wizard’s Spell Compendium Vol. #1 TSR #2165 page #30.


� Sword of the Roele, page #61.


� Wizard’s Spell Compendium Vol. #4 TSR # page #1012.


� Pirates of the Fallen Stars FOR3 TSR #9346.


� Wizard’s Spell Compendium Vol. #1 TSR #2165 page #79.


� Wizard’s Spell Compendium Vol. #3 TSR # page #729.


� Faiths and Avatars, TSR # page #122.


� Faiths and Avatars, TSR # page #122.


� Dungeons and Dragons Rules Encyclopedia, and Encyclopedia Magica Vol. #1, pg. #95.


� Faiths and Avatars, TSR # page #74.


� Faiths and Avatars, TSR # page #74


� Campaign Guide to Undermountain, TSR # page #?


� Ruins of Undermountain, boxed set. This single-use item is a spherical white stone about an inch in diameter. Whenever crushed, it activates its power, and can thus be unintentionally activated by a fall or attack. A stone of shielding causes a sparkling, winking aura to spring into being around the creature who crushed it. This aura lasts for three rounds, boosting the armor class of the affected being by a - 6 bonus on the first round, a -3 on the second round, and -1 on the third round, during which it flickers before finally winking out. Therefore, a mage of AC 6 crushes a stone of shielding and gains an armor class of 0 the next round. This reduces to AC 3 at the end of the following round, and AC 5 after that.


� As written in Encyclopedia Magica Vol. 1, pg. #369; As taken from Cardmaster Adventure Design Deck.


� Created to protect a powerful wizard against malevolent warriors, this magical garment is made of red silk strewn with golden flakes. It is enchanted to give a +3 armor-class bonus against swords of any type, though other weapons are unaffected.


� Faiths and Avatars, page #107.


� Faiths and Avatars, page #108.


� Faiths and Avatars, page #108.


� Based upon the obsidian golem from the Dark Sun© setting, using laen instead of obsidian, a hard volcanic glass from ICE’s Rolemaster© FRPG.


� Spell Law, ICE page #126.


� Sword of the Roele, TSR #?, pg. 23.


� Dragon Magazine #?


� Wizard’s Spell Compendium Vol. #1 TSR #2165, pg. #22, reverse of the spell Accuracy.


� Dragon Magazine #239 September 1997, pg. #58; replaces another similar spell that I thought I made up that mirrored almost exactly this official spell.


� Wizard’s Spell Compendium Vol. #3 TSR #, pg. #615, stolen from the Watch-Wizards in the city of Waterdeep.


� Wizard’s Spell Compendium Vol. #2 TSR #, pg. #394, stolen from the Watch-Wizards in the city of Waterdeep.


� Custom spell by D. Park.


� Wizard’s Spell Compendium Vol. #3 TSR #, pg. #624, a spell from the World of Greyhawk©.


� ICE Spell Law, page #81.


� Within my campaign the ability to use a shield is a proficiency, and with further slots dedicated to the proficiency, the better the characters AC is with a shield because of their skill at using a shield well.


� Within my campaign, I ruled that due to the depths of Undermountain and its wild occupants, that it is not considered a rural environment. I also ruled that special craetures like Jarole could take this kit and worship Malar. In this light Jarole is able to go berserk according to his kit. When in battle, a beastheart can go into a special berserker rage. The beastheart attacks twice per round with a +2 bonus to attack and damage rolls. The berserk priest can fight into negative hit points, one point per level, to a maximum of -9 hit points. Thus, a 3rd-level beastheart can fight until he reaches -3 hit points and then he falls unconscious. The rage lasts for one round per level.


� From Spell Law by ICE, page #118, modified for my AD&D campaign. This large footman’s mace crafted by ancient dwarven smiths was intended for use in the battle against the demon hordes in Hellgate Keep. How Jarole came to posses this weapon is unknown. This +3 steel weapon delivers a stunning concussion with a roll of a natural 20. When used against demons of either species, the mace is +5. All four flanges on the face of the mace are covered with intricate dwarven runes, a dwarf with an ancient lore proficiency that sees this weapon has a chance equal to his proficiency score to know its history.


� Usually granted by Beshaba, but I have given this spell to Auril as well.


� Restricted to sahuagin, uncommon for them.


� From Faiths and Avatars.


� Although a Shukenja spell, this is far too good a spell to limit from the rest of the Realms.


� This unique minor artifact from my campaign is what binds the Great Mage Ghul to the lich. Taking this into the Great Mage’s room and smashing it or handing it to the ghul frees the ghul who will immediately leave. Of course if the characters realize that this talisman gives them power over the ghul, they may attempt to coerce the ghul into any number of actions. The results of this coercion is up to the DM.


� From Spell Law by ICE, page #113, modified for my AD&D campaign. This talisman adds +25% magical resistance to spells that attempt to reveal wearer’s true form and /or powers. It also adds +1 to all “luck” based rolls. The talisman is a bronzed, shrunken monkey skeleton suspended from a steel-link chain. Clutched in the animal’s maw is a flawless pearl worth 500 gp.


� From the Ruins of Myth Drannor.


� Van Richten’s Guide to the Lich, 


� From the Greyhawk© setting.


� Ruins of Undermountain boxed set.


� This demonic item contains a trapped Osyluth and functions as the spell of the same name. Shattering this wand releases the trapped demon who most likely will attack the owner of the wand.


� Source?


� Source?


� Great Net Spell Book, Vol. #6, unknown author.


� Source?


� Source?


� Dragon Magazine Annual, Issue #2 (1997), page #14.


� Wizard's Spell Compendium, Vol. #4, page #994.


� Wizard's Spell Compendium, Vol. #2, page #309.


� Great Net Spell Book, Vol. #6, spell by Frank Myres III.


� White Dwarf Magazine, Issue #22, page #51.


� Great Net Spell Book, Vol. #6, by Robert Johan Enters � HYPERLINK "mailto:whisper@wpi.edu" ��whisper@wpi.edu�.


� Dragon Magazine, Issue #242 (December 1997), page #78.


� Great Net Spell Book, Vol. #6, by Tony Garcia.


� Ruins of Myth Drannor.


� Wizard's Spell Compendium, Vol. #3, page #724.


� Van Richten's Guide to the Lich by TSR #9412 page #87 - errated version from Wizard's Spell Compendium Vol #1 by TSR #2165 pages #216 – 217.


� Dragon Magazine, Issue #242 (December 1997), page #79.


� Wizard's Spell Compendium, Vol. #2, page #401.


� Dragon Magazine, Issue #261 (July 1999), page #63.


� Wizard's Spell Compendium, Vol. #3, page #832.


� Van Richten's Guide to the Lich by TSR #9412, page #88.


� Great Net Spell Book, Vol. #6, by Frank Myres III


� Great Net Spell Book, Vol. #6, by Tony Garcia.


� Dragon Magazine Annual, Issue #1, page #29.


� Dragon Magazine, Issue #249 (July 1998), page #44.


� Ruins of Myth Drannor.


� Wizard's Spell Compendium, Vol. #1, page #105.


� Wizard's Spell Compendium, Vol. #1, page #116.


� Dragon Magazine, Issue #235 (November 1996), page #56.


� Wizard's Spell Compendium, Vol. #2, page #317. I used an alternate rule to apply this to flying creatures.


� Polyhedron Magazine, Issue #50 (November 1989), page #19.


� Great Net Spell Book, Vol. #6, by Frank Myres III.


� Wizard's Spell Compendium, Vol. #2, page #476.


� Dragon Magazine, Issue #242 (December 1997), page #80.


� Great Net Spell Book, Vol. #6, by Charles Crook.


� Wizard's Spell Compendium, Vol. #4, page #1043.


� Dragon Magazine, Issue #261 (July 1999), page #65.


� Wizard's Spell Compendium, Vol. #1, page #167.


� Wizard's Spell Compendium, Vol. #2, page #443.


� Wizard's Spell Compendium, Vol. #3, page #614.


� Wizard's Spell Compendium, Vol. #3, page #852.


� Wizard's Spell Compendium, Vol. #4, page #969.


� Wizard's Spell Compendium, Vol. #1, page #108.


� Great Net Spell Book, Vol. #6, by Charles Crook.


� Wizard's Spell Compendium, Vol. #1, page #221.


� College of Wizardry, page #84.


� Ruins of Myth Drannor.


� Wizard's Spell Compendium, Vol. #1, page #270.


� Ruins of Myth Drannor.


� Wizard's Spell Compendium, Vol. #1, page #55.


� Wizard's Spell Compendium, Vol. #3, page #851.


� Wizard's Spell Compendium, Vol. #4, page #976.


� Wizard's Spell Compendium, Vol. #3, page #759.


� Wizard's Spell Compendium, Vol. #2, page #370.


� Source?


� If these coins are taken to Silverymoon and Alustriel, she will find the tale of how some coins from her lands arrived in a lich’s lair very interesting. This could lead to futher adventures in the area seeking the lich’s accomplice in the area. These coins are worth only 2.5 sp outside Alustriel’s lands but within are worth 1 gp each.


� This minor artifact is an unusually large Long Sword +1/+3 Versus Giants and Giant Kin requires a Lawful Good wielder with a Strength of at least 19. If given a choice, the sword prefers Paladins but will join a Fighter. The sword has the ability to detect invisible objects in a 10-foot radius whenever the blade is drawn, and detect sloping passages in a 10-foot radius three times per day. On a roll of a natural 20 when fighting giants and their kin or smashing doors and other structures, the sword delivers a crushing blow of 5d8 points of damage. Alignment: Lawful good. Communication: Speech. Intelligence: 14; Languages: Common, High Elven. A unique sword from my campaign.


� Wizard's Spell Compendium, Vol. #3, page #622. Stolen from the Red Wizards of Thay centuries ago.


� Great Net Spell Book, Vol. #6, custom spell by Robert Johan Enters � HYPERLINK "mailto:whisper@wpi.edu" ��whisper@wpi.edu�.


� Great Net Spell Book, Vol. #6, custom spell by Peter Gourlay � HYPERLINK "mailto:gourlay@slais.ubc.ca" ��gourlay@slais.ubc.ca�.


� Great Net Spell Book, Vol. #6, custom spell by Benjamin C. Ford � HYPERLINK "mailto:benford@wpi.edu" ��benford@wpi.edu�.


� Wizard's Spell Compendium, Vol. #4, page #937.


� From the Ruins of Undermountain Boxed set.


� Wizard's Spell Compendium, Vol. #3, page #648, from the World of Greyhawk setting.


� From the Ruins of Undermountain boxed set.


� From the Ruins of Myth Drannor boxed set.


� From Cult of The Dragon, page #65.


� Custom spell by � HYPERLINK "mailto:nburgoin@chat.carleton.ca" ��nburgoin@chat.carleton.ca� from the Great Net Spellbook ver #5.


� Do not know where this spell is from.


� From the Ruins of Myth Drannor boxed set.


� From Van Richten’s Guide to the Lich and Wizard’s Spell Compendium, I used the errated version in the WSC.


� Wizard's Spell Compendium, Vol. #3, page #773. Common in the Halruua region of the Forgotten Realms setting (the Shining South).


� Custom spell from the Great Net Spellbook ver. #5, spell by Tony Garcia.


� Wizard's Compendium 1 by TSR, page #59.


� This was a planned adventure hook that I never got to use.


� At the DM’s discretion this book could increase combat skill against undead.


� Volo’s Guide to the North, page #125.


� Polyhedron Newzine #63, page #7, “The Everwinking Eye,” by Ed Greenwood “Who’s Who in Mulmaster.”


� My campaign was set pre-1368 DR and the scenarios and ideas put forth in Cloak and Dagger and the Cyrinishad never occurred in my campaign. This temple is #65 on the map TSR #3590.


� Within my campaign Ruvya is a Zhentarim agent and a master of espionage.


� I3 Pharaoh (TSR# 9052), I4 Oasis of the White Palm (TSR# 9053) and I5 Lost Tomb of Martek (TSR# 9053).


� A unique magical ring from my campaign.


� This Harper magical item he stole from a Harper agent slain in the lower depths of Undermountain. Bogamour does not know how to make the scroll work


� This spell from the World of Greyhawk is normally granted by Iuz the Evil, but in my Realms campaign it is granted by most of the evil gods. This spell is just too cool not to have it in my campaign.


� Same as the magical girdle, but in the form of a ring.


� From Dragon Magazine #256.


� From Code of the Harpers by TSR, page #104.


� From Cult of The Dragon page #65.


� From the Ruins of Myth Drannor boxed set.


� Wizard's Spell Compendium, Vol. #3, page #714. Each of these Ghasts has made an individual amulet, protecting each of the Ghasts from a specific spell. While not every ghast is protected from all spells, the most common offensive spells that are common to adventurer are covered.


� Dragon Magazine, Issue #243 (January 1998), page #92.


� Dragon Magazine, Issue #227 (March 1996), page #94.


� Wizard's Spell Compendium, Vol. #2, page #452. From the Ravenloft© setting, but in my campaign most super powerful undead have access to spells, powers and magical items from that campaign world.


� Wizard's Spell Compendium, Vol. #3, page #757. An Old Empires spell.


� Wizard's Spell Compendium, Vol. #4, page #967. Uncommon for necromancers; otherwise, very rare. Known to be in Tidings of Conflict and Woe and possibly other necromantic volumes of ancient origin.


� Dragon Magazine Annual, Issue #1, page #28.


� Wizard's Spell Compendium, Vol. #2, page #324. Uncommon or rare spell in Cerilia, the Birthright© setting; virtually unknown elsewhere.


� Wizard's Spell Compendium, Vol. #2, page #413.


� Dragon Magazine, Issue #252 (October 1998), page #39.


� Wizard's Spell Compendium, Vol. #3, page #770. Common in the Mystara© setting; otherwise, very rare. In the Mystara setting, this spell is known as "Spout of Scalding Wrath."


� Wizard's Spell Compendium, Vol. #1, page #210. Uncommon for shadow mages; otherwise very rare. (Updated from Dungeon Magazine.)


� From the Great Net Spellbook, Ver. #5; custom spell by Frank Myres III.


� Dragon Magazine, Issue #238 (August 1997), page #47.


� Wizard's Spell Compendium, Vol. #3, page #664.


� Wizard's Spell Compendium, Vol. #4, page #968.


� From the Great Net Spellbook Ver. #5, spell by Frank Myres III. The reverse of Vitalize, Drain removes one hit point per round until the target creature is dead, the duration expires, or until a Dispel Magic, Limited Wish, Heal, or similar magics is cast. The casting of Drain allows a saving throw at -2.


� Wizard's Spell Compendium, Vol. #2, page #517. Very rare spell, originally from the Forgotten Realms© setting. (Updated from Polyhedron Newszine.)


� Wizard's Spell Compendium, Vol. #3, page #753. Very rare spell. (Updated from Dragon Magazine.)


� Wizard's Spell Compendium, Vol. #4, page #935.


� Dragon Magazine, Issue #256 (February 1999), page #87.


� Wizard's Spell Compendium, Vol. #4, page #911. 


� From the Greyhawk© campaign setting.


� A unique magical ring from my campaign that no one ever managed to acquire and that I did not bother to develop further.


� Dragon Magazine #179, page #17.


� Dragon Magazine #179, page #72.


� A unique Drow potion from my campaign.


� Great Net Spell Book, Vol. #6, spell by Frank Myres III.


� Dragon Magazine #226 (February 1996), page #80, from the Al-Qadim© setting.


� Based on a monster from the Ravenloft Monstrous Compendium.


� From The Dragon, #5 (March 1977), page #7, mmodified slightly for AD&D 2E and my campaign.


� From the Greyhawk© setting.


� From The Dragon, #5 (March 1977), page #7.
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