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1. Meeting Mencal, High Sorcerer of Meese.
Within this dimly lit passage at the bottom of the stairs is an odd sight. A richly robed, elderly human male wearing a gold circlet is astride what looks like a basilisk, but this one is a little smaller, has vestigial bat-like wings, and is almost black in color. The man’s back robes are embroidered with gold thread in glyphs and magical symbols. The mount has a thick gold and steel collar to which a pair of small steel chain reins is attached. Large blinders with prism lenses cover the eyes of the basilisk, preventing its gaze attack from working. Floating above the pair is a softly glowing white orb of glass.

Mencal is an evil mage trapped within Undermountain after getting sucked through a gate from an alternate Prime Material plane. His dracolisk mount, Berbal, is part black dragon and dumb as a box of rocks which makes him a somewhat ideal mount for an insane evil wizard. The dracolisk’s collar is mildly magical and a simple command word “gyrate” opens the lenses allowing the creature’s gaze attack to work. Mencal will offer a fine sweet confection called Turkish Delight (part one of a three part poison), some chilled dry white wine (contains part two), cold spiced peacock jerky (contains part three), and chilled passion fruit juice (no poison a diversionary tactic). The jerky is very spicy to cover the taste of the third part of the poison and characters have to roll a Constitution check or suffer mild discomfort for 1d4 rounds. Checking any of the three parts separately for poison fails because all three parts must be together for the poison to be created. However, magical devices will give a slight detection. Consuming all three parts of the poison causes it to take effect in four rounds. Mencal also eats all that he offers the characters (he has taken the antidote beforehand). Characters that consume the poison must successfully save versus poison at -4 or suffer 5d6 points of damage and be paralyzed for 1d8 rounds. Characters that successfully save suffer 3d6 points of damage.
Mencal’s robe is a Robe of Protection from Magic Missiles
 and he pulls a platinum wand from his robe (Wand of Fear 33 charges). His gold circlet is a Circlet of Spell Absorption (identical to the magical ring of similar name) and will absorb 44 more levels of spells before disintegrating. He wears a gold ring with a large opal (worth 300 gp) on his right hand (Ring of Intelligence
) and a silver ring (worth 30 gp) on his left hand. He lost most of his spells when he was sucked into this Prime Material, but he has gathered the following spells that he casts as an 18th-level Mage: Alarm, Wizard Mark, Bigby’s Interposing Hand, Lightning Storm
, Flaming Sphere, and Ice Storm.
Berbal, Basilisk, Dracolisk: Intelligence 5-7 Low intelligence; AL CE; AC 3; MV 9, Fl 15(E); HD 7+3; hp 58; THAC0 13; #AT 3; Dmg 1-6/1-6/3-12; SA Petrification gaze, acid spit (4d6, save for ½ damage, 3 times per day); SZ L; ML Champion (15); XP 3,000.

The basilisk’s collar is worth 300 gp, if you can find a buyer. Other treasure collected from the pair: a 1,400 gp ruby; 40 mp
 (Brightblade
 clan mint); two Healing spell scrolls; and a large chunk of azurite worth 10 gp.
2. Ancient tomb.

This room is dark and bare except for a large slab (9’ x 5’) of laen
 glass floating in the center. The slab is thickly covered in dust and natural spider webs. Clearing the glass reveals a large (7’ 10”) human male dressed in gold-inlaid plate mail. A large round shield inlaid with gold and silver hangs on his left arm. A pair of brown leather gloves covers each six fingered hand with the right hand resting on the hilt of black silver and black dagger, the left hand rests on a large bastard sword with an ivory and mother of pearl hilt. A necklace of sapphires encircles his neck. The man’s face is horribly scarred and his right eye is missing along with his lips and nose. His lower jaw has been replaced with a steel jaw with large serrated teeth. Lying beneath him is a black tabard with a large red dragon rampant on a field of blue. At his feet rests a large (blue) dragon skull. The glass has numerous nicks and marks where other explorers have attempted to shatter the block. The block is even scorched in areas where either spells or a large fire was attempted, probably both.
Only a Wish spell will shatter this large a block of laen and my players attempted some really creative ways of attempting to shatter the block. If your players do manage to shatter the block, then the DM gets to decide if the ancient king is really dead, and how much of the laen the characters are going to attempt to remove and how much they can sell it for. Dwarves, within my campaign, despise other races possessing laen, and should word travel faster than the characters that a large piece of laen is being sold in the market, several bands of thieves, cutthroats and assassins will descend upon the area.
2a. Trapped foyer.

The door to this foyer is trapped with a trap door above that drops a large hungry black pudding in front of the door.

Pudding, Deadly, Black: Intelligence 0 Non-intelligent or not ratable; AL N; AC 6; MV 6; HD 10; hp 57; THAC0 11; #AT 1; Dmg 3-24; SA corrosive acid (dissolves items including weapons and armor); SD immune to acid, cold and poison, lightning divides them; SZ L; ML Fearless (20); XP 2,000.
3. Empty foyer.
Entering this large narrow room reveals it to be empty with the exception of a simple stone pedestal upon which rests a large silver lantern. The shutters are tightly closed around the glass.

Casting Detect Magic reveals that the lantern is highly magical, but defies identification except by the most arduous examination. This lantern is a Shadow Lantern
.
4. Large chest in a large empty room.
Entering this large dark room reveals little other than a large, rusty iron-bound chest sitting on the floor in the middle of the room. The chest does not radiate magic, and can be moved by sliding it on the floor. The chest is quite heavy, but a few characters may lift the chest. Tipping the chest reveals a single large item inside that slides back and forth inside. The chest is not locked but the lock and hinges are so rusted that it effectively locks the chest.

Forcing open the chest, or smashing the chest open (requires 45 hp of damage) reveals a large iron cobra that strikes at the closest character. A Potion of Speed used in the construction of this iron cobra makes it unusually quick, giving it an extra attack per round. This iron cobra was a treasure guardian, but the treasure has been stolen a long time ago leaving the guardian still attacking all who disturb it.
Iron Cobra
: Intelligence 0 Non-intelligent or not ratable; AL N; AC 0; MV 12; HD 1; hp 8; THAC0 18; #AT 2; Dmg 1-3; SA none poison is empty; SD immune to mind-effecting spells, able to hide in shadows as an 8th-level Thief; SZ S; ML Fearless (20); XP 3,000.
5. Trapped foyer.
The door to this room is trapped with a small trap door above that drops a vial of Sneezing Powder. This harmless, practical-joke magical powder causes all who fail a save versus magic to sneeze for 1d8 rounds unceasingly. This sneezing is so violent that conversation is impossible, and all spell-casting of any spell requiring verbal components is impossible until sneezing ceases.

Searching for secret doors reveals a simple door that pushes open revealing a long 10’ wide hall that dead-ends.
6. Hall with a top in it.
Entering this long hallway reveals a simple stone pedestal at the end with a small, bejeweled silver top (like a child’s toy). This top radiates magic strongly, and if spun in a normal manner summons uncontrollable air elementals. This top is a Windor’s Whirlwind Top
 and is a rare and powerful magical item.

6a. What happened to him?

Entering this small room reveals the reek of recent death and decay. Splattered in the center of this room is what is left of a human male. From the condition of the body he looks like he fell from a great height, but with a roof height of only 10’, there is not enough distance for him to have reached terminal velocity and shatter like this upon hitting the floor. While the stone floor underneath the mess seems unaffected, his personal belongings did not fare so well. Most of his items were destroyed upon impact, but digging through the mess reveals a leather purse of 10 gp (recent Waterdeep mint) that have been fused all together, three sheets of blank parchment; and a left leather boot (has a 50 gp moonstone secreted in the toe).

7. Secret room.
Searching this area reveals a secret door cleverly hidden in the wall. Further investigation (or opening the door) reveals the door to be trapped with a Magic Mouth that casts 1d6 Magic Missiles in a fan pattern that strikes as a 5th-level Fighter. The Magic Mouth operates every four rounds once activated. Characters of small stature (Halflings, dwarves, etc.) suffer half the number of magic missile strikes as characters of medium and larger size. Casting Dispel Magic upon the door pauses the trap for 1d4 rounds.
Opening the door reveals a dark 10’ long room with a wooden chest at the far end. Searching the room and the chest reveals nothing other than the chest is firmly bolted to the floor, can not be moved, and is also locked. Searching the chest carefully reveals nothing. Picking the lock and opening the chest reveals a small leather bag inside the chest. Lifting the bag reveals it to contain coins and also releases 40 javelins from the roof that strike with THAC0 5 and each do 2d4 points of damage. The bag contains 40 gp (1322 DR Tilverton mint).
7a. Trapped foyer.
The door to this room is not trapped but the lock has a magical trap that sprays a contact poison coating all within five-feet of the door. Characters sprayed by the poison, must save versus poison or suffer 2d4 points of damage, characters that successfully save suffer no damage. Casting Dispel Magic upon the lock pauses the trap, and a thief may attempt to remove the poison from the trap, but suffers a -25% chance to his success due to the intricacies of the trap and its magical nature.
8. Fiery room.
Entering this large room reveals intense heat and fire in the center. A large circle of fire hovering mere inches off the floor appears to be the source of this heat. From this circle 13 creatures step into the room. Six of these creatures are astride large flightless bird-like creatures. The riding creatures look like large lizards wearing plate mail, wielding large polearms. The walking man-shaped creature appears to be of the same species as the riders, is a little larger although it is dressed in similar plate mail, but is wielding a large broadsword and carries a shield.
The portal to the Elemental Plane of Fire in the room can be closed by utilizing a Limited Wish, but its effects can be paused for 1d4 rounds by casting Dispel Magic.
Striders, Giant
 (6): Intelligence 1 (Animal); AL NE; AC 4; MV 15; HD 2; hp 19; THAC0 19; #AT 2; Dmg 1d8/1d10; SA Fireball; SD See below; MR +2, immune to magical fire; SZ L; ML Steady (11-12); XP 270.
Firenewts
 (6): Intelligence 3-5 Low; AL NE; AC 5; MV 9; HD 2+2; hp 22; THAC0 17; #AT 1; Dmg By weapon type; SA breathe fire once per turn, 5’-range, damage is 1d6 a successful save versus breath weapon reduces damage by half; SD immune to most fire-based attacks (saves at +3), all fire attacks that do affect them are reduced by one hit point per attack die; -3 to all saves versus cold-based attacks, all cold attacks that do affect them are increased by one hit point per attack die; SZ M; ML Elite (13); bills; swords; medium shields; spears.
Firenewt Captain: Intelligence 3-5 Low; AL NE; AC 3; MV 9; HD 3+3; hp 33; THAC0 16; #AT 1; Dmg By weapon type; SA breathe fire once per turn, 5’-range, damage is 1d6 a successful save versus breath weapon reduces damage by half; SD immune to most fire-based attacks (saves at +3), all fire attacks that do affect them are reduced by one hit point per attack die; -3 to all saves versus cold-based attacks-3 to all saves versus cold-based attacks, all cold attacks that do affect them are increased by one hit point per attack die; SZ M; ML Elite (13); Amulet of Stinking Cloud and Ice Storm
; wields a Broadsword +2, Slay Living (two charges left).
8a. Trapped foyer #2.
This foyer has a simple Silenced pit trap on the opposite side of the door with an Illusory floor covering the opening of the pit. Characters that fall in the pit are unable to call for help and fall into a shockingly cold pool of brackish water. Damage is 1d6 from falling and 1-2 points per round from the intense cold. Searching the pit reveals several skeletons, 11 sp (various recent mints); a silver dagger minus its wooden handle; and a silvery potion in a lead crystal vial (looks like mercury). The vial contains a Spectral Potion
 which affects the character for 1d6 turns. This potion makes the character identical in some aspects to spectral trolls, with sunlight affecting the character same way as it does a spectral troll. 
9. Undead guardians.
Opening the door to this room reveals the presence of many undead. In the center of the room is a large wooden casket with the lid propped open. A skeleton hand is draped over the rim of the casket. Surrounding the casket are a large group of undead, comprising mostly of skeletons, and zombies, there are also ghouls and ghasts within the group. Most of the undead have a small silver medallion hanging on a fine steel chain around the neck. These medallions protect the undead from turning (Medallion of Protection from Turning) as a 22nd-level evil vampire priest. 
Zombie, Common (13): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 2x4, 12, 4x10, 2x7, 11, 2x9, 15; THAC0 19; #AT 1; Dmg 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65, six of these are protected by medallions.

Skeleton (23): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 5x4, 2, 2x7, 8x5, 3x1, 2x8, 2x6; THAC0 19; #AT 1; Dmg 1-6 (weapon); SD immune to sleep, charm, hold spells and cold, ½ damage from P and S weapons; SZ M; ML Fearless (20); XP 65; 21 of these are protected by medallions.

Skeleton, Warrior (8): Intelligence 15-16  Exceptionally intelligent; AL NE; AC 2; MV 6; HD 9+2; hp 46, 44, 42, 40, 49 (x3), 45; THAC0 11; #AT 1; Dmg By weapon type (+3 to attack rolls); SA Flee in panic (creatures with less than 5 HD); SD Only hit by magical weapons; SZ M; ML Champion (15); XP 4,000; each of these are protected by medallions; Broadsword +2, +4 vs. Humans; Mace, Flanged +2; Sword, Great, Zwiehander +3; broadsword; lochaber axe; bill; bec-de-corbin.
Ghoul (9): Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 9; HD 2; hp 2x3, 2x12, 2x9, 5, 14, 4; THAC0 19; #AT 3; Dmg 1-3/1-3/1-6; SA Paralyzation (3-8 turns); SD immune to sleep & charm; SZ M; ML Steady (11-12); XP 175; four of these are protected by medallions.

Ghoul, Ghast (5): Intelligence 11-12 Very intelligent; AL CE; AC 4; MV 15; HD 4; hp 23, 18, 13, 22, 14; THAC0 17; #AT 3; Dmg 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; three of these are protected by medallions.

Zombie, Ju-ju (11): Intelligence 5-7 Low intelligence; AL NE; AC 6; MV 9; HD 3+12; hp 3x29, 27, 31, 26, 20, 30, 19, 25, 28; THAC0 15; #AT 1; Dmg 3-12; SD Spell immunity, +1 or better weapon to hit, B & P weapons do ½ damage; SZ M; ML Fearless (20); XP 975
The undead were once the servants of the dead vampire lying within the casket. A large wooden stake driven through the chest of the vampire killed him, removing this stake causes the vampire to revive within 1d4 days. Searching the casket for secret or hidden compartments reveals a simple drawer that reveals a small, brown leather purse that contains a pair of black leather slippers (Slippers of Spider Climbing
).
10. Large room.
(The access door to this room is trapped with a weighted javelin trap from the roof. The trap drops 16 javelins within a 10’ square area in front of the door. The javelins strike with THAC0 5 and does 1d4+3 points damage each.)

Approaching the access door to this room reveals a large white chalk “X” in the center of the door. Searching for traps reveals a simple pressure plate in front of the door which opens a trapdoor in the roof. However, this trap is double-triggered, triggering from both the pressure plate and a lever on the door frame. Failure to disarm both traps, results in the javelins falling from the roof.
Lizard Man, Advanced (14): Intelligence 11-12 Very intelligent; AL N; AC 5; MV 6, Sw 12; HD 2+1; hp 5, 3x8, 3x12, 2x6, 3x9, 4, 10; THAC0 19; #AT by weapon; Dmg darts, 1-4 damage or javelin, 1-6 damage, club 2-8 damage.; SZ M; ML Elite (14); XP 300.
Bero, Lizard Man, King: Intelligence 5-7 Low intelligence; AL N; AC 0; MV 9, Sw 5 (wearing armor); HD 8; hp 37; THAC0 13; #AT 1; Dmg giant trident (3d6+2); SA If attack roll is 5+ above needed to hit, damage is doubled (15 pts minimum); SZ L; ML Champion (16); XP 975; bronze half plate mail; Bec-de-corbin +3.
Lizard Man, shaman 7th (2): Intelligence 5-7 Low intelligence; AL N; AC 5; MV 6, Sw 12; HD 7+1; hp 26, 15; THAC0 13; #AT 3; Dmg 1-2/1-2/1-6; SA spells; SD spells; SZ M; ML Elite (14); XP 975; mace; shield; Spell Scroll, Priest: Restoration; Harm; Wall of Thorns; Calm Chaos; Dismiss Fire Elemental; Moment Reading; Straighten Wood; Spells Memorized: Free Action; Bless; Call Upon Holy Might; Courage; Light; Summon Insects; Glyph of Warding.
Lizard Man, sub-leader (4): Intelligence 5-7 Low intelligence; AL N; AC 5; MV 6, Sw 12; HD 4+1; hp 22, 21, 14, 17; THAC0 17; #AT 3; Dmg 1-2/1-2/1-6; SZ M; ML Elite (14); XP 120; broadsword; shield; darts (x4); infantry caltrops (x20); Spell Scroll, Wizard: Cone of Cold; Spirit Armor; Contingency; Solvent of Corrosion.

Bero and his entourage are smart enough to recognize the danger that the adventurers possess and all speak passable Common. Bero prefers to peacefully talk to the adventurers and separate in peace, so that he may continue his travels back to the surface and his home outside the Rat Hills. Bero spent the last three days climbing from the depths of Under Mountain, where he conducted business in Skullport (he will only tell the characters that he had a business meeting in Under Mountain). Bero is attempting to forge treaties with several of the other reptilian tribes in the area to force the human settlers from the surrounding hills. Unknown to Bero, several of the meetings actually took place with yuan-ti, who are more than willing to dupe Bero into attacking the human settlers and taking the blame while the yuan-ti work from the shadows to achieve their goal of fortifying the area for a yuan-ti nest.
10a. Garish scorpion room.
Entering this room reveals three large rusty steel chandeliers hanging from the roof. Large pieces of crystal hang within the chandeliers, and several of these emit a bright light, brightly illuminating the room. In the center of the room on the floor a large scorpion is painted. The painting is done is bright colors, with large streamers flying from the scorpions tail. The painting shows some wear and large areas of paint have been removed revealing bare stone floor. The scorpion radiates magic strongly.
Any character that step on to the scorpion causes four giant scorpions to appear that attack all within the room. Slaying one of the scorpions causes it to disappear. Each character that steps on the painted scorpion causes four more scorpions to appear so in the heat of battle, scorpions will appear and disappear. Casting Dispel Magic upon the painted scorpion pauses the summoning effect for 1d4 rounds. Causing the painted magical picture on the floor to be erased (Fireball) ceases the appearance of scorpions. However, a large explosion such as a Fireball shatters the crystal chandeliers, spraying the room in sharp shards. Any creature caught within the room suffers 2d8 points of damage.
Scorpion, Giant (4): Intelligence 0 Non-intelligent or not ratable; AL N; AC 3; MV 15; HD 5+5; hp 65; THAC0 15; #AT 3; Dmg 1-10/1-10/1-4; SA Poison sting (save or die); SZ M; ML Steady (11); XP 650.

10b. Trapped foyer.

Entering this 10’ square foyer reveals little other than a dark empty room. There is the usual litter of normal spider cobwebs and dust. Searching the room reveals a simple mechanical pressure plate in the center of the room that triggers a pair of concealed repeating crossbows in the walls. These crossbows are aimed at the center of the room and each fires six times; striking with THAC0 5. Characters caught within the barrage suffer 1d4 per bolt. Each crossbow dumps its barrage of six bolts and then rests for four rounds before resetting.
11. Swept under the rug.
Found within this apparently empty room is a rolled rug tied with a piece of red twine. Although dirty and a little stained, the rug would be worth 10 sp in the right market. Under the rug is a small piece of parchment, stained with blood. Carefully reading the parchment reveals a clue: “Third silver fish on the right, press once, and then pull the lever.” Unfortunately, this clue belongs in another dungeon and was carried here by a deceased adventurer. Of course the characters do not know this and may spend hours searching for the silver fish.
12. Skeletal guardians.
Entering this large room reveals a large group of undead skeletons surrounding a round brass-bound mahogany chest with an iron latch and padlock. The brass on the chest is slightly corroded indicating this chest has not been down here too long, and the undead appear fairly fresh with large patches and strips of rotting flesh still attached to the bones.
Skeleton, Warrior, Guardian (12): Intelligence 15-16  Exceptionally intelligent; AL NE; AC 2; MV 6; HD 9+2; hp 72, 77, 73, 78, 71, 74, 68, 69 (x3), 81, 66; THAC0 11; #AT 1; Dmg 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 5,000; all wield poisoned broadswords, with type D blade poison.
The locked mahogany chest has two traps, one magical (a 23rd-level Glyph of Insanity) the other mechanical - a poison spring needle trap coated with type D poison (save versus poison or be slain instantly; a successful save causes the victim to suffer 30 hp of damage). Carelessly opening the chest (or smashing it) releases a poisonous gas cloud that affects everything within 10’ of the chest. Creatures caught within the gas cloud must save versus poison of be paralyzed for 1d8 rounds; a successful saving throw causes the victim to suffer 15 hp of damage. The chest contains a plain leather quiver and belt. The quiver contains 10 beautifully white feather fletched arrows. Each of these arrows is +1 but because of the superb craftsmanship, strike as though the arrows are +2. Searching the chest for secret compartments reveals a false bottom. The false bottom is trapped with another poison gas cloud identical to the previous. The secret compartment contains a wax-sealed scroll tube. The rolled piece of parchment inside is a Wizard Spell Scroll with the following spells: Succor; Fear; Leomund's Tiny Hut; Monster Summoning II; Abi-Dalzim's Horrid Wilting; Water Breathing; Clairaudience. Underneath the scroll case are two glass phials containing an Oil of Elemental Invulnerability (Water) and a Potion of Vitality.
13. Leave what is at rest alone.
The door to this room bears a white chalk arrow pointing west and a short cryptic message stating “Do not disturb occupant, one real grouch, requires no food, water, company or medical attention. Just leave the bastard alone.”

Entering this large dark room reveals a simple stone slab covered with a bright red tapestry. A shape under the tapestry lying on top of the block of stone appears to be a large suit of field plate armor. The crested helm appears to be in the shape of a dragon with outstretched wings. The hands are crossed over the chest and there appears to be both a naked bastard sword and a round shield lying on top of the armor. 

Searching the room reveals nothing of interest and even pulling the tapestry from the armor does not cause a disturbance. Pulling the tapestry reveals a naked bastard sword and that the shield has a rampant black dragon and raven. The raven’s beak bears a large banner with a scratched and streaked motif within it. The characters can spend as long as they like within the room, and nothing will molest them (except for random encounters) as long as they do not touch the suit of armor. Casting spells such Detect Evil and Detect Undead will both generate affirmative answers on the suit of armor.  Touching the suit of armor causes the undead cavalier inside to rise from his stasis and attack all within the room. he attacks those characters that are Chaotic Good first, followed by Lawful and then Neutral Good characters. Chaotic Neutral and Lawful Neutral he will attack as time permits, but will attack evil characters at will when the good characters are either dead or have fled the room. Under the sway of a powerful Geas, the undead cavalier returns to stasis when all characters are either dead or have fled the room. He will not chase characters outside the room.
Undead Cavalier: Intelligence 20 Super Genius; AL LE; AC -4; MV 6; HD 19+8; hp 181; THAC0 1; #AT 1; Dmg By weapon type (+7 to attack rolls); SA 10’ fear radius; SD Only hit by magical weapons, immune to mind affecting spells, immune to cold-based spells, lightning and fire-based spells do half damage; SZ L; ML Fanatic (20); XP 15,000; Vampiric Sword +2, Nine Lives Stealer (three charges left); Shield, Medium +2/+4 vs. Normal Missiles.
14. Drow moving party.
Entering this large dark room reveals the presence of several (14) Drow elves just entering the same room on the other side. Four of the Drow carry a large smoked-glass table, with jade accents and a wrought gold frame. Upon seeing the characters, the Drow set the table down and cautiously watch the characters. Upon close inspection, all are armored and well armed and all appear to be male (correct). The one that appears to be the leader carries a large bow without a bow string that has gold and silver inlay with polished ram’s horn tips. The center and handle of the bow, carved in the likeness of a blue dragon with its mouth open, has a pair of pulsing large red gems for the dragon’s eyes. This Drow (Freaalthor Darkflight) approaches towards the characters, and talks peacefully wanting nothing more than to pass with his group so that they can deliver the gaudy table to their mistress. If asked his house or exact traveling plans, he becomes evasive and merely states his intent to pass peacefully. Too much direct questioning or too intense interest in his traveling plans causes him to command his troops to attack.
Freaalthor Darkflight Drow elf male F12: S17, D17, C18, I10, W11, Ch13; AL CE; AC -6; MV 6; hp 66; THAC0 9; XP 3765; Knife +2; Sword, Short of Quickness; Sextant; Bag of Holding, 250 lbs. - Manual of Gainful Exercise; silver pendant with a large silver-encrusted ruby (Protection +2); wide mithril herring bone necklace (Protection From Ageing
); Lightning Bow
 – fires once per round the equivalent of a 9th-level Lightning Bolt spell, or can be held for a maximum of two rounds which releases a chain bolt of lightning equivalent to a 12th-level Chain Lightning spell, has 26 charges left;
Gerolosinen Drow elf male F11: S13, D13, C7, I11, W13, Ch11; AL CE; AC 0; MV 8; hp 48; THAC0 10; XP 2000; Axe +2, Throwing; Knife +3; Full Armor, Brigandine +2; Shield, Large +1, +4 vs. Missiles.
Giannalotholas Drow elf male F12: S17, D17, C11, I14, W8, Ch8; ALCE; AC -3; MV 8; hp 78; THAC0 9; XP 4000; Full Armor, Chain Mail +1; Axe, Battle +3; Knife +1; Helm of Comprehending Languages and Reading Magic.
Goseiniath Drow elf male F11: S19, D14, C10, I13, W9, Ch12; AL CE; AC -4; MV 12; hp 51; THAC0 10; XP 3000; Full Armor, Bronze Plate Mail +3; Broadsword +2; Quiver - Short Bow, Flight Arrow of Slaying Elves (x9); Short Bow +1.
Laelloras Drow elf male F11/M12: S13, D12, C10, I19, W13, Ch11; AL CE; AC -5; MV 8; hp 45; THAC0 10; XP 6000; Shield, buckler +2; Wand of Lightning; Scroll of Protection from Petrification; Spells: Charm Person; Detect Secret Passages and Portals; Shield; Spider Climb; Moon Rune; Rope Trick; Spectral Hand; Strength; Fireball; Sepia Snake Sigil; Spectral Force; Wizard Sight; Contagion; Rary's Mnemonic Enhancer (x2); Solid Fog; Demi-shadow Monsters; Far Reaching III; Mind Fog; Shadow Magic; Guards and Wards.
Lleniatheiller Drow elf male F12: S15, D9, C14, I11, W9, Ch10; ALCE; AC -1; MV 8; hp 56; THAC0 9; XP 3000; Full Armor, Drow Chain +3; Composite Long Bow +1; Quiver - Composite Long Bow, Flight Arrow +1 (x6).
Nesath Drow elf male F12: S20, D9, C10, I11, W8, Ch14; AL CE; AC -1; MV 12; hp 60; THAC0 9; XP 3000; Full Armor, Drow Plate +1; Flail, horseman's; Cloak of Protection +1;  Shield, large +3.
Raereill Drow elf male F12/T6/M11 (S 16/0, D 14, C 15, I 16, W 9, Ch 8; AL Chaotic Evil; AC -4; MV 8; hp 46; THAC0 9; XP 6000; Sword, Long +2; Shield, Buckler +3; Thieves' picks; Bucknard's Everfull Purse (cp); Scroll of Protection from Possession; Cloak of Displacement; Spells: Detect Phase; Find Familiar; Fist of Stone; Nahal's Reckless Dweomer; Fool's Gold; Know Alignment; Protection From Cantrips; Ray of Enfeeblement; Feign Death; Fireflow; Illusionary Script; Tongues; Divination Enhancement; Magic Mirror; Thunder Staff; Invulnerability to Normal Weapons; Nightmare; Wall of Iron.
Theseilinaenan Drow elf male F10: S14, D7, C7, I9, W13, Ch10; AL CE; AC 1; MV 12, Fl 15; hp 60; THAC0 11; XP 1400; Full Armor, Field Plate +2; Shield, Medium +2; Cloak of the Bat; sword, long; Crossbow, heavy; Bolt case - Crossbow, Heavy Quarrel +1 (x5).
Thesithan Drow elf male F12: S16, D11, C6, I8, W12, Ch13; AL CE; AC 1; MV 12; hp 54; THAC0 9; XP 2000; Full Armor, Scale Mail +4; bolas (x11); Sword, Short +1, +4 vs. Reptiles; bolt case - Crossbow, Heavy Quarrel +1 (x5); Crossbow of Speed, Heavy.
Drow elf male F2/M2: S14, D12, C7, I13, W6, Ch14; AL CE; AC 3; MV 12; hp 17; THAC0 19; XP 120; Full Armor, Hide +2; Sling +1; Sling, Sling Bullet +1 (x16); Dagger, stiletto; Potion of Dragon Control (Bronze); Spells: Read Magic; Alarm; Fire Burst; Dancing Lights; Comprehend Languages; Confuse Languages.
Drow elf male T2/M2: S10, D15, C9, I11, W10, Ch8; AL CE; AC 7; MV 12; hp 11; THAC0 20; XP 65; Full Armor, Hide +2; Bolt case - Crossbow, Hand Quarrel +1 (x6); Crossbow, hand; Thieves' picks; Scroll of Protection from Possession; Spells: Read Magic; Alarm; Fire Burst; Dancing Lights; Comprehend Languages; Confuse Languages.
Each Drow elf carries a wooden frame backpack with the following contents: block and tackle; boots, soft; candle (x6); crampons; flint and steel; rations, standard (1 week); fishhook; fishing net (10’ square); flint and steel; grappling hook; oil, Greek fire (x4); honey leather; signal whistle; signet ring/house seal; thistledown; torch (x5); whetstone; wineskin; writing ink (per vial).
These soldiers are from House Baernorn
, a very minor house attempting to establish itself. Its Matron Mother, Athaterrya Venbyrela is a moderate within the church of Lloth, and is quickly rising in favor among the other houses and ruling council. She secretly worships Velsharoon and her house is filled with undead guardians. Her deceased grandmother, a lich, still actually runs the family with Athaterrya acting as her grandmother’s instrument.
14a. Another trapped hallway.

The entire length of this hallway is trapped with rebound-spear traps, one trap every three feet. Each trap, triggered by a simple stone trigger underneath releases a large spear striking with THAC0 13 (1d6+1 damage save versus Petrification or have neck or shoulder impaled). It falls with great velocity trailing a wire and promptly returns for the next attack. Impaled creatures are hauled aloft and must make a Strength check to pull free. Roll 1d4x10 to determine how many feet the victim falls. Victims pulling themselves from the spear suffer 1d4 points of damage plus 1d6 points of damage for every 10’ fallen.
15. Skipped Room.
Lurking inside this large dark room is a shattered stone statue. The statue once stood about eight-feet tall, and appears to have been in the likeness of an armored human male. The style of the statue is best described as Romanesque or Baroque. Searching the statue reveals nothing.

Searching the room reveals a small secret trap door that opens to reveal a small rotting brown leather bag. Lifting the bag causes it to rip open revealing its contents: two potions, a wax-sealed ceramic jar, and several wax-paper wrapped parcels. Both potions have clear labels; one potion is a Potion of Mermaid’s Breath
, the other potion is a Potion of Healing (mixed with a Brainflight
 potion). The wax-sealed ceramic jar’s label lists its contents as Firegel
. Sorting through the small wax paper-wrapped parcels reveals 20 packets divided into groups of ten. Ten of these packets are labeled as Healing Poultice Type I
; the other ten are labeled Healing Poultice Type II
.
15a. Trapped foyer.
Stepping through either of the doors within this room has the same effect as a Glyph of Insanity. Characters that pass through the doors must make a successful save versus spells to avoid the effects of the doors.
15b. Love and death kiss spawn.
Entering this large room reveals a solitary round blob that floats erratically within the room. it quickly floats towards the characters, attracted by their heat. This death kiss recently mated which resulted in a love match about a month ago, now almost dead because of the spawn eating its inside; the slightest physical blow causes it to explode open releasing the 48 spawn inside. The spawn immediately attack the characters.

Death Kiss Spawn
: Intelligence average; AL NE; AC 8; MV Fl 9 (C); HD 1; 5 hp each; THAC0 19; #AT 10; Dmg 1 (x10); SA blood drain (automatic 1d4/round, beginning on the round after 1 hp damage attachment); SZ T (8" diameter, tentacles to 2' long); ML 19; XP 120.
Searching the room reveals a small unlocked rotten wooden chest in a dark corner. Normal cobwebs cover the chest and the slightest touch causes it to crumple into pieces. Picking through the pieces reveals three wax paper-wrapped parcels each bears a label “Healing Poultice Type III
.” A small, softly-glowing two-inch diameter glass globe wrapped in a purple cloth embroidered with running wolves emits enough light (similar to a Light spell) within five feet to read. This globe is a Lunar Globe
 that has the effect of the full moon on all lycanthropes gazing at it, turning them into their were-form unless they save versus magic successfully.
15c. Defective trapped foyer.
Opening either of the doors to this room causes a mechanical delay device to count to one round and then opens a large trap door in the roof dumping 15 gallons of naphtha within the room. Characters within the room are immediately drenched, those standing within 5’ of an open door are splashed. Thankfully for the characters, the sparker to this trap is defective, and while they hear the rapid clicking in the roof, no sparks emit as the flint broke a long time ago. However, now that the characters are coated with naphtha, they are more susceptible to fire attacks.
15d. Guarded treasure.
Opening the door to this room reveals a large dark room with a thick musty smell. In the center of the room is a closed stone sarcophagus. Searching the room reveals 25 animated flying human finger bones; they do not molest the characters as long as they do not touch the sarcophagus. Once they have touched or opened the sarcophagus, the flying fingers attack.

Flying Fingers
 (25): Intelligence non-; AL N; AC 7; MV 9, Fl 14 (A); HD 1/2; 4 hp each; THAC0 20; #AT 1; Dmg 1d4 (targets with AC 8 or better) or 1d6 (targets with AC 9 or 10); SD immune to turning and holy water, edged weapons do them only half damage (magical weapons do only “normal” nonmagical damage to them, though attack bonuses still apply); MR 100% (they will turn back all spells cast at them as a Ring of Spell Turning does); SZ T (6" long or less); ML 20; XP 270.
Within the sarcophagus is a rotten Elven male skeleton dressed in clerical robes (Erevan Ilesere). If the character party includes an elf, that character may be reluctant to steal from the dead elf. Some careful study of the dead elf reveals that he was a High Elf, and from some of the artifacts found within the casket from Arabel. One his right hand is a gold ring inset with four aquamarine stones and four chysoberyl stones (a Ring of ESP
) worth 5,500 gp. Underneath the skeleton is a small rotten leather bag containing four Healing Potions, and a large Potion of Nullscent
.
15e. Den of the Aurumvorax.
In the center of this large room is a deep hole in which a pair of mated Aurumvorax has made their den. Characters that pass around the outside of the room avoiding coming too close to the mouth of the den, may pass quickly through the room.
Aurumvorax (2): Intelligence 1 Animal intelligence; AL N; AC 0; MV 9, Br 3; HD 12; hp 49, 58; THAC0 9; #AT 1; Dmg 2-8; SA 2-8 claws for 2-8 each; SD Immune to normal fires, poisons and gasses; ½ damage from B weapons and magical fires; SZ S; ML Fearless (19-20); XP 9,000. The aurumvorax charges any creature that enters its territory, causing a -3 to opponents' surprise rolls if attacking from its den. A female of the species receives a +2 bonus to attack rolls when guarding her young. The creature bites at its prey until it hits, clamping its massive jaws onto the victim and doing 2-8 hit points of damage. After it hits, the aurumvorax locks its jaws and hangs on, doing an additional 8 points of damage per round until either the aurumvorax or its enemy is dead. Only death will cause the aurumvorax to relax its grip. Once its jaws lock, the golden gorger also rakes its victim with 2-8 of its legs, causing 2-8 hit points of damage per additional hit. An opponent who is held by an aurumvorax receives no dexterity adjustment to Armor Class. Due to its incredibly dense hide and bones, the aurumvorax takes only half damage from blunt weapons. It is immune to the effects of small, normal fires and takes only half damage from magical fires. Neither poison nor gasses have any effect on the sturdy creature.
A small character may crawl within the den, and searching the den reveals: three Healing Potions (one is mixed with a Love Potion
), and a Potion of Elemental Control, (Air) (mixed with a Babblejuice
 potion).
15f. Trapped foyer.
The illusory floor within this room conceals a 35’ deep Silenced pit trap with spiked bottom. The bottom of the pit is also inhabited by a very hungry colony of green slime.

Ooze/Slime/Jelly, Green Slime: Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 2; hp 13; THAC0 19; #AT 0; Dmg 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 pit trap are 14 cp (1144 DR Eshpurta mint), and an iron pendant, set with a banded agate, worth 500 gp (Talisman of Turning
).
15g. Another trapped pit.
This room is identical to room #15f, except the green slime in the bottom of this pit has 15 hp. Searching the bottom of this pit reveals nothing of interest.

15h. Meeting the ogres.
Entering this large dark room reveals a group of large ogre-looking humanoids. This group is a professional adventuring band, usually found in Skullport. While they are not averse to killing the characters, they are in a hurry to reach Shradin’s Excellent Zombies
 within Skullport and do not wish any delays. If pressed, they will attack but will not offer any conversation other than the occasional grunt. 
Ogre, Half (4): Intelligence Semi to High (3-14); AL CE; AC 5; MV 12; HD 2+6; hp 12, 9, 19, 20; THAC0 17; #AT 1; Dmg 2-8 (by weapon) +2 damage; SZ L; ML Steady (12); XP 270; Mace, horseman's.
Tirplen Ogre, Half, Ogrillon: Intelligence 5-7 Low intelligence; AL CE; AC 6; MV 12; HD 2+4; hp 20; THAC0 17; #AT 2; Dmg 2-7/2-7; SZ M; ML Average (10); XP 175; Mace, horseman's.
Malela Ogre, Half-, Veteran: Intelligence Semi to High (3-14); AL CE; AC 4; MV 12; HD 5+3; hp 24; THAC0 15; #AT 1; Dmg 2-8 (+2 damage); SZ L; ML Steady (12); XP 270; Shield, Buckler +1; Fleeting Flail+4
.
Hesgen Ogre, Half-, Shaman: Intelligence Semi to High (3-14); AL CE; AC 2; MV 12; HD 5+3; hp 35; THAC0 14; #AT 1; Dmg 2-8; SA spells as 4th-level priest; SZ L; ML Steady (12); XP 270; Full Armor, Bone +1; Warhammer +1; Cleric Spell Scroll: Starflare
; Spells: Call Upon Faith; Cause Fear; Cause Light Wounds; Detect Magic; Light; Dust Devil; Heat Metal; Spiritual Hammer.
15ha. Working trap.

The trap within this foyer is identical to the one in room #15c, except within this trap the sparker works. Characters drenched in naphtha suffer 6d8 points of damage; those that are merely splashed suffer 3d8 points of fire damage.

15i. Argos.
Also traveling through Under Mountain is an argos, which is heading for the sewers of Waterdeep. An agent of the Jubilix cult, it is traveling to the sewers to arrange support for the cult. His renegade Drow escort is in room #15l, occupied with searching the remains of a small adventurer party that had the misfortune to encounter the Drow. Unless the characters take great pains to avoid causing a lot of noise, the noise of battle with the argos attracts the renegade Drow attacking the characters the following round that they arrive within the room.
Argos, 10 Hit Dice: Intelligence Low to High; AL NE; AC 0; MV 9, Fl 3(B); HD 10; hp 46; THAC0 11; #AT 3 per victim; Dmg 1-4; SA Pseudopod, swallow whole, eye powers; SD Eye powers; SZ G; ML Champion (16); XP 6,000; Sword, Long +4; Spells: Blindness, Burning Hands, Charm Monster, Clairvoyance, Confusion, Darkness, 15' Radius, Dispel Magic, Emotion, ESP, Fumble, Gaze Reflection, Hold Monster, Improved Phantasmal Force, Irritation, Light, Slow, Suggestion, Tongues, Flesh to Stone, Heat Metal. 
An argos can attack with one to three weapons or items, or it can enfold a victim in a pseudopod and attack with 1d3 mouths for 1d4 points of damage each. It may attack as many foes in this way as it can physically reach. If an argos rolls a natural 20 on an attack, it envelopes its victim, swallowing him whole. A swallowed victim suffers 2d8 points of damage each round from the creature's digestive juices. The victim may attempt to cut his way free from within, using only short cutting weapons. He must inflict 8 points of damage to break free. The eyes of an argos, like those of a beholder, have a variety of special powers. An argos can bring 1d10 of its smaller eyes to bear on any target. The large, central eye can focus only on targets that are in front of the creature (within 90 degrees of the ``straight-ahead point'' of the central eye). Though the creature has nearly 100 eyes, only 20 special powers have been noted; therefore a number of eyes must possess the same power. Each point of damage inflicted on an argos eliminates one eye; the DM decides which powers are reduced in the process. It is possible to target one particular eye by attacking with a -4 penalty to the attack roll. Each ability of an argos's eye is treated as a spell effect. Use the argos's Hit Dice as the caster level. Roll 1d20 and check the following table for a particular eye's power.

1. Blindness
                
11. Gaze Reflection


2. Burning Eyes (Hands)

12. Heat Metal


3. Charm Monster
               
13. Hold Monster


4. Clairvoyance
                
14. Imp. Phantasmal Force


5. Confusion
                
15. Irritation


6. Darkness, 15' rad.

16. Light


7. Dispel Magic
                
17. Slow


8. Emotion
                

18. Suggestion


9. ESP
                                
19. Tongues


10. Fumble
                
20. Turn Flesh to Stone
Secreted within the body of the argos is 4,720 gp worth of miscellaneous precious and semi-precious stones.
15j. Gate to the Lair of Maldred the Mighty
.

I intended to use the destination of this gate to expand my Realms campaign. I placed the Lair of Maldred the Mighty in the Nelanther (Pirate Islands) south of the Sword Coast, near the island Ioma; but the characters never discovered this gate. I wanted the characters to travel to Velen and then east to Murann, but never got a chance to expand my Realms campaign in that direction.
15k. Skipped trapped hallway
.

I had intended a nasty surprise in this hallway for the characters but they skipped this hallway preferring to return through another room they had already explored. 
This long hallway is concave to the center and the floor is badly pockmarked. Opening either door to this hallway activates a time-release mechanism (four round delay) that releases a pair of large spiked rollers that roll into the center of the room. Because of the height of the spikes there is not enough room to leap over the rollers. Characters that are caught under either roller suffer 4d8 points of damage. Both rollers come to rest in the center of the room.
15l. Renegade Drow escort.
Within this room are 24 renegade Drow; all worshippers of Jubilix the Faceless Lord. While they are preoccupied within this room their escort duty (the argos) has continued into room #15i. Unless alerted to a battle with the argos, the renegade Drow will remain within this room for 2d4 rounds while they search the remains of a small band of adventurers; slain a few rounds ago after a short, one-sided battle.
Drow elf male F2 (myrmidon kit) (13): S9, D14, C7, I12, W9, Ch15; AL NE; AC 5; MV 8; hp 15, 13, 17, 12, 19, 10, 5, 3, 8, 9, 17, 16, 9; THAC0 19; XP 135; Axe, Hand/Throwing +1; Full Armor, Leather +1; Full Armor, Ring Mail +2; Full Armor, Elven Plate +1; Full armor, studded leather (x10); Oil, Greek fire (x4); Dart (x15); Backpack - Block and tackle; Flint and steel; Grappling hook; Rations, standard (1 week); Rope, Hemp 50’; Torch (x5); Whetstone; Wineskin (contains Highmoon Dark Beer
). 
Drow elf female M2 (mystic kit) (9): S15, D14, C9, I14, W13, Ch 14; AL LE; AC 2; MV 12; hp 5, 3, 3, 8, 8, 3, 5, 3, 6; THAC0 20; XP 220; Full Armor, Leather +1; Oil of Elemental Plane Invulnerability (Air); Scroll of Protection from Gas; Belt pouch, large (x2); Belt pouch, small – Maidenweed
; scented soap (lavender); Spells: Burning Hands (cast); Spider Climb (Drow); Wall of Fog.
Biathiosalal the Irreverent Drow elf male B10/M12: S13, D17, C13, I17, W14, Ch19; AL NE; AC 2; MV 12; hp 36; THAC0 16; XP 7000; Javelin (x5); Axe, hand/throwing; Axe, Hand/Throwing +1; Full Armor, Leather +2; Potion of Healing (mixed with a Potion of Incomprehensibility
); Spells: Bard: Color Spray; Fire Burst; Read Magic; Insatiable Thirst; Ray of Enfeeblement; Shatter (cast); Hold Person; Maximilian's Stony Grasp (cast); Magic Mirror; Mage: Fire Burst; Identify (cast); Protection From Good; Shocking Grasp; Bind; Detect Good; Flaming Sphere (cast); Wall of Gloom; Flame Arrow; Ixnoiz Punching
; Protection From Good, 10' Radius; Squaring the Circle; Contagion; Fire Charm; Ice Storm; Thunder Staff; Cone of Cold; Leomund's Lamentable Belaborment; Lower Resistance; Vile Venom; Bigby's Forceful Hand.
Leinnios Drow elf male M2 (mystic kit): S13, D16, C12, I16, W14, Ch8; AL NE; AC 3; MV 12; hp 7; THAC0 20; XP 520; Dagger, Bone +2; Full Armor, Wood +1; Belt pouch, large – Potion of Quiet Spell Casting
; Pouch of Accessibility; Backpack – Candle; Cloak of Healing
 (3 charges remaining); Dry rations (1 week); Flint and steel; Healer's bag; Paper (x3); Signal whistle, silver, engraved (worth 10 gp); Torch (x5); Wineskin (contains Winter Wine
); Writing ink; Spells: Fist of Stone; Nystul's Magical Aura; Phantasmal Force.
Within the room are four slain human adventurers; results of searching the dead humans depend upon whether the Drow were interrupted during their search or left the room. If the Drow left the room, then these dead humans have nothing of interest. If the Drow were interrupted, then the following is found on the dead humans: 14 gp; 13 sp; a gold ring, set with a carnelian (worth 700 gp); a sealed dark ceramic jar (contains four applications of Burnsalve Type III
); and a clear glass potion (labeled “Hair Restorer
, Friend of a Dwarf”).

15la. Drainage trap.

The floor of this room is illusory, with a 60’ deep pit underneath. Characters that fall to the bottom of the pit are then Gated to the otyugh lair within the first level of Under Mountain.
15m. Skipped secret gate to Olosul’s Tower
.
This gate deposits travelers within the entry foyer to Olosul’s Tower within the city of Archenbridge. This foyer is protected by a large flesh golem and the battle with the golem is likely to attract the attention of the ten soldiers in chain mail who are always on guard duty around the tower. Since the characters are trespassing, they are likely to be arrested by the guards and then taken to the city jail to await arraignment.
15n. A trollish meeting.
Led by a giant troll, there are eight trolls within this hallway; they attack the characters immediately. The giant troll has a magical ring, the Mirror Image Ring
; he activates the second power of the ring immediately, creating a single mirror image of himself that he projects immediately behind the characters.
Troll (7): Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 12; HD 6+6; hp 39, 2x31, 3x29, 34; THAC0 13; #AT 3; Dmg 5-8/5-8/5-12; SA severed limbs fight on; SD Regeneration (3 hp/round except fire damage); SZ L; ML Elite (14); XP 1,400.

Grung Troll, Giant: Intelligence 9-10 Average intelligence; AL CE; AC 4; MV 12; HD 8; hp 31; THAC0 13; #AT 1; Dmg club (2d6+7); SD Regeneration (2 hp/round except fire damage), takes at least 10 pts fire damage to kill; SZ L; ML Fanatic (17-18); XP 1,400; Mirror Image Ring.

Stashed within the smelly rags worn by the trolls are 3,774 gp worth of miscellaneous precious and semi-precious gems.
15o. Large dark room.
The door entering this room has a trapped ghost inside of it and any character touching the door is immediately affected by the ghost’s touch. Using gloves the characters can avoid the aging effect of the ghosts touch. Smashing the door, doing more than 40 hp of damage releases the ghost who attacks the nearest character.

Within the room is an unusually large invisible gelatinous cube. Somewhere in its travels within Under Mountain, the gelatinous cube must have ingested some magical items or the strange magical forces within Under Mountain have turned the creature permanently invisible. The creature blocks the room completely and unless the characters notice the small amount of coins and a ring that seem to “float” in the air, they may walk into the gelatinous cube by mistake. Of course when the cube realizes that a meal is within the room, it will slowly progress towards the characters to envelope the nearest character.
Ooze/Slime/Jelly, Gelatinous Cube: Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 8; hp 78; THAC0 12; #AT 1; Dmg 2-8; SA Paralyzation, surprise; SD Immune to electricity, fear, holds, paralyzation, polymorph, and sleep; SZ L; ML Average (10); XP 650.
Found within the body of the gelatinous cube are: 14 cp (miscellaneous mints), and a gold ring with a scroll-work band inset with eight small aquamarine stones (worth 500 gp).
15p. Skipped secret cache.
The door to this secret room is trapped with a Symbol of Discord and a spring blade trap that used to be poisoned, but the toxicity of the poison has elapsed. The spring blade does 2d4 points damage and can be disarmed in the usual manner by a thief.

Opening the door reveals a medium-sized wooden crate covered in an oil-soaked blanket. Within the crate, packed in straw and sawdust is a five-foot long spear with a large spade-like serrated head (Spear, +2 Returning).
15q. Horsing around.
As the characters enter this room, they swear they hear the sounds of a running horse; the ringing noise of horseshoes upon the stone is unmistakable. However entering the room reveals no horse and a dark apparently empty room.

Hiding in the far southwest corner of the room, Malegrance the Assassin waits while Invisible for the characters to pass. He possesses a rare magical item, a Band of Rhiannon 
 which allows him to assume the form of a large riding horse. He hopes the characters will pass by failing to notice him. He carries a secret message from Zhentil Keep to several spell-casting Zhentarim spies that are masquerading as Elturan dignitaries. His meeting is supposed to take place tonight at midnight within the Water Club
, a glass-enclosed barge anchored at the docks near Wharf Street. The Water Club is the place to be seen by Waterdhavian high society. If discovered Melegrance uses his Horn of Bubbles to blur the vision and then attempts to use his Ring of Haste and speed away; he will not remain for a prolonged battle with the characters. Once out of sight of the characters he will assume horse-form again and speed away to the stairs climbing to the first level of Under Mountain.
Melagrance the Assassin Human male F17/T14 (assassin kit): S16, D18, C16, I15, W13, Ch9; AL LE; AC -3; MV 12; hp 72; THAC0 14; XP 9000; Sword, Bastard +2 (specialist); Axe, Hand/Throwing +3; +1 Whip of Lightning
; Amulet of Proof Against Detection and Location; Boots of Elvenkind; Full Armor, Improved Mail of Blending +3; Horn of Bubbles; Ring of Haste; Ring of Invisibility; Band of Rhiannon; Backpack - Block and tackle; Candle (x5); Dry rations (1 week); Flint and steel; Torch (x4); Hemp Rope, 50'; Wineskin (contains Flounder Beer
); Winter blanket.
15qa. Meeting the gauth.
Hunting within this room is a Gauth, kin to a beholder.

Beholder/Beholder-kin, Gauth 9+9 HD: Intelligence 15-16 Exceptionally intelligent; AL NE; AC 0; MV 0, Fl 9(B); HD 9+9; hp 46; THAC0 11; #AT 1; Dmg 3-12; SA Magic; SD Regeneration; SZ L; ML Champion-Fanatic (15-18); XP 9,000.

The Gauth is a relative of the beholder that feeds on magic. Located in the center of the gauth's forward hemisphere is a large central eye surrounded by a ring of smaller eyes that are protected by ridges of tough flesh. These secondary body eyes provide the creature with normal vision in lighted areas and infravision to 90 feet. On the underside is the beast's fearsome mouth with its accompanying cluster of four feeding tendrils, while the top is adorned with a crown of six eye stalks. Attacks on the creature hit as follows:

Roll
Location
               AC
Hit Points


01-85
Body
                 0
As listed


86-90
Central Eye
  7
Part of Body


91-00
Eyestalk/Tendril
  2
6 hit points


When a gauth moves into combat, it begins to glow, much as if it were the object of a faerie fire spell, to attract the attention of its foes. A creature that meets the gaze of the central eye must roll a successful saving throw vs. spell, with a -2 penalty, or be affected as if the victim of a feeblemind spell.

If a gauth chooses to bite with its great maw, the sharp fangs inflict 3d4 points of damage. The four tendrils around the mouth can grab and hold victims as if they had a Strength of 18, but they can inflict no damage.
A gauth in combat can also employ its six eye stalks. These eyes have the following powers:
1. Cause serious wounds (as spell, 30-foot range).
2. Repulsion (as spell, 10-foot wide path, 40-foot range)
3. Cone of cold (as spell, inflicts 3d4 points of damage and has an area of effect 5 feet wide at the start, 50 feet long, and 20 feet wide at the base; this eye can be used only three times per day)
4. Lightning bolt (as spell, inflicts 4d4 damage with 80' range; this power can be used up to four times per day)
5. Paralyzation (as wand, 40-foot range, single target; only a dispel magic or the beholder's death can free the victim
6. Dweomer drain (see below)

Dweomer drain, permits the gauth to drain charges from magical items. It has a 40-foot range and can be targeted on one individual per round. In addition to preventing one object from functioning for the duration of that round, this power drains one charge from one charged object. Permanent objects, such as magical swords, are rendered powerless for one round by this ability. Artifacts are not affected by the dweomer drain. The eye has no effect on spells that have been memorized (but not yet cast) and it will not break the concentration of a wizard. It does neutralize any spell cast by its target that round, however.

A dispel magic spell cast on any of the gauth's eye stalks prevents its use for 1d4 rounds. The central eye, any fully retracted eye stalks, the body's ability to glow, and the gauth's natural levitation are not subject to injury by such a spell.

If a gauth is slain, its magical energy dissipates. Usually, this is a harmless event, but there is a 2% chance that it is catastrophic, inflicting 4d4 points of damage to all creatures within 10 feet (no saving throw). Gauth are immune to their own powers and to those of other gauth. They have an unusual physiology that enables them to regenerate 1 hit point every two turns.

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

15r. Trapped room.
The door to this room is trapped with a large trap door over the entrance which drops a large stun jelly covering all within five-feet of the door.

Ooze/Slime/Jelly, Stun-Jelly: Intelligence 1 Animal intelligence; AL N; AC 8; MV 4; HD 17; hp 79; THAC0 17; #AT 1; Dmg 2-8; SA Paralyzation; SZ L; ML Average (9); XP 420.

Opening the door reveals a dark 20’ square room. In the center of the room is shattered mirror with a gilt frame. Numerous pieces of silver-backed glass litter the floor of the room. Lying on the floor among the pieces of glass are a few rust-covered thieves tools. Inspecting the tools reveals that they are still in good condition despite the small amount of rust. The tools
 are: a small steel jimmy; a bradawl; a small brass-headed mallet; and five chisels (three wood, two mason) in a leather pouch.
15s. Secret door #1.
Although artfully concealed this normal-sized secret door
 is not difficult to locate, and characters searching for it gain a +1 to their chance of successfully locating the door. The wall on the side of the door bears numerous pock marks. The door is locked with a simple built-in padlock that may be picked in the normal manner. However, once an attempt is made to open the door, the door opens violently of its own accord striking the person opening the door doing 1d6 points of damage. A successful Dexterity check reduces the damage by half. After violently, opening the door just as violently slams shut locking itself. Characters have to successfully roll either a Dexterity and Strength check to catch the door when it is fully open; spiking it open or holding it with magic. Alternately, really strong characters (19+) could rip the door from its hinges.
Hidden within this room is a small, rusty iron chest. Although quite rusty the chest is still sound, but rusty enough that it is in effect welded shut. The chest requires at least ten rounds of work with heavy tools (or a vorpol weapon) to open the chest. The noise (unless the characters are careful) has a 65% chance of attracting wandering monsters. Alternatively, the characters could stuff the chest into a Bag of Holding or a Portable Hole and deal with the box later at their leisure. 

Within the chest nestled in deep purple velvet is a pair of glass vials that contain potions. One is a Potion of Special Memory
 the other appears to be a Potion of Haste but is actually a cursed Potion of Sluggishness
. The Potion of Sluggishness reduces the movement rate of the character to 1/16 of normal. Underneath the potions, in a wax-sealed rusty tin is a large chunk of smokey quartz stone. This stone radiates magic strongly and appears to be a Crystal of Commanding Ice Para-Elementals
 but is actually a Crystal of Frostbite
.
15t. Secret door #2.
The wall to the side of this door has suffered repeated damage from something and should give the nature of this door away to the characters. This door is similar to the previous trapped secret door, with a few notable differences. When this door is unlocked, its façade suddenly sprouts numerous spikes and when it strikes a character, damage done is 1d8+4 points of damage. The door does not return to the closed position but keeps the poor trapped character against the wall, and continues to grind its spikes into the character, the pinned character suffer 1d4 points of damage per round pinned by the door. A successful Bend Bars/Lift Gates roll is required for the pinned character to free them.

Found in the center of this room is an open wooden chest covered in normal spider cobwebs. Within the chest are numerous fragments of amber glass from a bottle shattered a long time ago. Searching the chest carefully reveals a false bottom that opens revealing a crumbling gray leather purse containing several coins, and a red wax-sealed ivory (mastodon) scroll tube engraved with intricate scrimshaw (worth 15 gp). A single piece of parchment within the scroll tube contains a single 2nd-level Wizard spell, Fire Missile
. The spell causes a single fiery missile (one per level of the caster, maximum 12) launched from the caster’s outstretched finger to fly unerringly; striking its target (similar to a Magic Missile). Damage done is 1d4, except to cold-based creatures who suffer 1d6 points of damage.
15u. Meeting the fire monkeys.
Wandering lost within this hallway are 25 small, black and tan, hairless monkey-like beings with large flame-red eyes and clawed hands. Licks of flame dance upon their legs and backs, but this seems natural to them. However they do seem to be in some distress and are frantically looking around the hallway.

These creatures are servants of the flame
 (AKA fire monkeys) who mistakenly Gated themselves within Under Mountain, when they sought to take a shortcut from the Elemental Plane of Fire to the Elemental Plane of Ice. They carry a message from the fire efreeti Ramuh to the ice efreeti Janghula and are in a mild panic because they are on the wrong plane. The fire monkey leader, Angi, has a tempered steel periapt, set with chrysoprases, worth 700 gp. This small token of appreciation from the fire efreeti to the ice efreeti, is a symbol of the two dissimilar efreeti trust and continued partnership. While Janghula’s token has taken an unfortunate detour, Ramuh’s token arrived safely and on time carried by several ice elementals. The back of the token is engraved with the desired wearer’s name and a loyalty pledge in the common efreeti language.
Angi, Servant of the Flame: Intelligence Low (3 – 5); AL LE; AC 4; HD 3d8+3; #AT 3; Dmg 1d4 (x2), 1d6 (claw/claw/bite); hp 28, AC 4; THAC0 16; SD Immune to fire-based attacks; SZ S; ML Average (10); MV 15; XP 150.
Emil, Servant of the Flame: Intelligence Low (3 – 5); AL LE; AC 4; HD 3d8+3; hp 26; #AT 3; Dmg 1d4 (x2), 1d6 (claw/claw/bite); AC 4; THAC0 16; SD Immune to fire-based attacks; SZ S; ML Average (10); MV 15; XP 150.
Servant of the Flame (23): Intelligence Low (3 – 5); AL LE; AC 4; HD 2d8+3; hp ; #AT 3; Dmg 1d4 (x2), 1d6 (claw/claw/bite); AC 4; THAC0 17; SD Immune to fire-based attacks; SZ S; ML Average (10); MV 15; XP 150.
15ua. Trapped Foyer.

Opening wither door to this room reveals a normal appearing room with an odd-looking floor. The floor of this room is silvery in color and appears to be covered with a gossamer sheen of small bubbles. Stepping upon the floor of this room crushes several of the small bubbles (a man-sized creature shatters seven to nine bubbles per step) which releases a cloud of noxious gas. For each step a man-sized creature makes within the room, he must successfully save versus poison or suffer 1d8 points of damage. Smaller characters suffer 1d6 points of damage and larger creatures suffer 1d10 points of damage. The floor heals itself in one round and all tracks disappear. Characters that leap through the room or transit it magically without touching the floor are not affected by the floor.
15v. Guarded treasure.
The secret door to this room is cold to the touch and trapped with a Spell Trigger containing a Flash
 spell. The door is also locked with a double buffered pair of locks and trapped with a mechanical trap that opens a trap door over the door releasing a large green slime that covers everything within five feet of the door.

Ooze/Slime/Jelly, Green Slime: Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 2; hp 16; THAC0 19; #AT 0; Dmg 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.

Opening the door reveals an ice-encrusted, dark room 10’ wide and 20’ long. Standing in front of a small silver and gold-banded ceramic chest (which is against the rear-most wall) is a large humanoid-shaped figure made of many pieces of jagged ice. Two small burning points of white light appear to be its eyes. It approaches menacingly and appears to be preparing to attack. The floor is very slick within the room because of the sheet of ice upon the floor and movement rates are reduced by half.
Ice Elemental
: Intelligence Low (3 – 5); AL N; AC 2; MV 6; HD 12; hp 92; THAC0 8; #AT 1; Dmg 4d10; SA There is a 1 in 6 chance that a chunk of ice remains in the wound doing an additional 1d4 points of damage per round for five rounds or until the chunk of ice is removed or melted; SD Immune to cold-based attacks; SZ L; ML Fanatic (20); XP 1,250.
The small ceramic gold and silver banded chest is both locked and trapped. The lock is mundane but the first magical trap is a Spell Trigger containing an Ice Missile
 spell cast by a 12th-level caster which when triggered releases 12 Ice Missiles unerringly striking the character directly in front of the chest; damage done is 1d4x12. The second magical trap is a 12th-level Symbol of Pain on the lock. Opening the chest reveals a pair of engraved lead crystal vials, each containing a pale blue, viscous liquid. Both of the vials radiate magic strongly, but there are no discerning marks to identify either potion; both vials are engraved exactly alike. One potion is a Howler Potion
; when opened the potion erupts from the vial in a great frothy spray followed by the distinct wail of a banshee which effects all creatures within hearing range. The banshee wail released by the Howler Potion has the same effect as the 8th-level Wizard spell Monster Summoning VI. Investigating the second potion very closely reveals several hidden magical runes revealed when spells such as Detect Magic are cast on the vial. Reading the runes reveals the supposed name of the potion inside the vial, Halaster’s Quaff
.
15x. Candle kite machine.
The roof of this large dark room is gently curved and rises to a point 55’ high. In the center of this rise is a large 10’ square opening. Directly underneath this opening is a throng of winged kobolds (urds) leaping about and gesturing towards the opening. On the far side of the room lying about in lazy piles are numerous leather-saddled worgs. Unless the characters attract attention to themselves, they can enter the room for a total of 15 feet before the worgs notice the intrusion. However if the characters delay a full turn or more observing the kobolds, a brightly lit small box kite with a glowing candle in the center drops from the opening and lazily floats around in the room with a pack of slavering kobolds attempting to grab the kite. Although the kobolds are quite dexterous in the air, the kite eludes them for a while until one finally grabs the kite or it gets smashed from the air, struck by a flying kobold.
Kobold, Urd (203): Intelligence 5-7 Low intelligence; AL NE; AC 8; MV 6, Fl 15(C); HD 2; hp 16x5, 25x6, 10x15, 22x7, 18x9, 28x10, 5x2, 19x8, 11x11, 14x13, 5x4, 15x12, 9x14, 2x16, 4x3; THAC0 19; #AT 1; Dmg 1-3 or 1-4 (by weapon); SA Rock bomb (2d4); SZ S; ML Unsteady (7); XP 35; Dagger of Quickness; Ring of Protection +2; Brown leather satchel containing 50 type-D poisoned cavalry caltrops (x25); each carries a crude iron dagger.
Wolf, Worg (ridden by urd) (45): Intelligence 5-7 Low intelligence; AL NE; AC 6; MV 18; HD 3+3; hp 4x20, 4x11, 3x19, 5x16, 14, 5x13, 2x10, 3x17, 24, 2x21, 6x18, 3x23, 12, 15, 3x22, 9; THAC0 17; #AT 1; Dmg 2-8; SZ S; ML Steady (11); XP 120.
The candle kites drop from the opening in the ceiling, one for every round. The candle within each of the kites last four turns and propels the kite as a small hot air balloon. On the odd chance that the candle strikes a pile of flammable material (like straw) the kite can set fire to the combustible material. However remote the possibility, within the dank confines of Under Mountain of setting something on fire; catching a candle kite and extinguishing the candle within (or replacing it with another small candle) would permit the candle kite to be used in other locations. At a distance, the candle kite may be mistaken for a will o the wisp.
15xa. Preserved cleric.

Cunningly hidden, the door to this secret room is covered with a 15th-level Illusory Wall. Searching the stone door reveals a 15th-level Symbol of Pain and a clever mechanical trap that releases a trap door in the roof that releases 12 fragile, quart-sized, clay pots of naphtha and a round later a Potion of Fiery Burning.

Within the center of the room, carefully arranged upon the floor is a middle-aged, human male cleric of Tyr dressed in older-style plate mail. His weapons and possessions are arranged beside him, but his backpack and leather sack have succumbed to the passage of time and have burst open spilling their contents on the stone floor. There is several silver trade bars spilled in a disorganized heap beside a large rotten leather sack. The cleric has an oily appearance and is grievously wounded. The cleric, preserved with several Oils of Preservation, is about out of time. His companions stashed him within this secret room utilizing the only magic they had to preserve his life intending to come back for him later. However, his companions died within Under Mountain after hiding the cleric. On the southern wall a simple date Nightal 22 1275 DR (Year of the Blade
) written in gray chalk indicates the year that the cleric was placed under the Oil of Preservation. The cleric is Cryszerayth Werebane-fist Righteous Scythe of Tyr from the Abbey of the Just Hammer
 in Tasseldale. 
There are no surviving clerics at the abbey that was alive when Crys served there, although there are a few Gray Elves in the nearby woods that remember him and offer some friendly companionship. If healed Crys asks to be escorted from Under Mountain quickly (especially when he learns the date) and travels to Tasseldale by the quickest method. Crys is a LG 15th-level Cleric/12th-level Rogue (Rogue of the Dales – Tasseldale
 kit) and was intended to be a tool for the DM to move the campaign into the Dales (again) for a brief period of time. Characters that burglarize Crys, stealing all of his possessions (actual material up to the DM) should suffer a loss of XP, and detrimental encounters later.
15y. Meeting Lord Helmut
.
Entering this 20’ long dimly-lit hallway reveals a large group of well-armed and armored bugbears surrounding a tall, red-lacquered plate mail wearing human male. Carrying a large naked broadsword in his left hand, and what appears to be a large morning star on his right hand, the human appears to be in command of the bugbears. The bugbears have a large bladed axe, a flanged mace, or a large broadsword with a medium shield. Several of the bugbears also carry cocked and locked medium dual crossbows with their sword, mace or axe sheathed on either the back or waist belt. Appearing well-used but in very good condition, the condition of the plate mail and weapons of these 28 bugbears is of unusual quality. Several of the bugbears also possess magical items common to very experienced adventurers. The demeanor of the bugbears attests to great experience gained through years of campaigning. 
Bugbears (25): Intelligence Low to Average (5-10); AL CE; AC 3 (plate mail armor); MV 9; HD 3+1; hp 4x10, 3x16, 19, 14, 2x11, 2x17, 4x12, 21, 5x15, 20, 13; THAC0 17; #AT 1; Dmg 2-8 or by weapon; SA Surprise gives them +2 to damage rolls; SZ L; ML Steady-Elite (11-13); XP 120; Full armor, banded mail; Keoghtom's Ointment (x2); Mace, footman's (x30); Dual Medium Crossbow (x15); Quarrels, medium crossbow (x45); Potion of Extra-Healing; Potion of Fire Breath; Potion of Healing; Potion of Heroism; Rations, iron (1 week) (x50).
Bugbear Shaman Acolytes of Grankhul (2): Intelligence Low to Average (5-10); AL CE; AC 3 (plate mail armor); MV 9; HD 4+1; hp 12, 16; THAC0 16; #AT 1; Dmg 2-8 or by weapon; SA Surprise, +2 to damage; SZ L; ML Steady-Elite (11-13); XP 175; Full armor, banded mail; Club +1 (x2); Rations, iron (1 week) (x4); Spells: Cause Fear, Cause Light Wounds, Create Water, Cure Light Wounds, Curse, Detect Good, Detect Magic, Entangle, Faerie Fire, Protection From Good, Shillelagh, Strength of Stone, Aid, Charm Person or Mammal, Chill Metal, Cure Moderate Wounds, Hold Person, Know Alignment, Obscurement, Silence, 15-foot Radius, Spiritual Hammer, Warp Wood.

Besyrwan Daggerbreaker of Grankhul Bugbear male Sh6 (Shaman of Grankhul): S19, D17, C15, I10, W13, Ch8; AL CE; AC 1; MV 9; hp 22; THAC0 18; XP 650; Backpack - Candle; Flint and steel; Holy item; Rations, iron (1 week) (x2); Torch (x2); Wineskin (contains Purple Dragon Ale "Suzale"
); Belt pouch, small - Potion of Healing (x2); Full Armor, Leather +1; Knife sheath; Dagger +1, +2 vs. Tiny or Small Creatures; Mace, Footman's +1; Scabbard, hanger, baldric - Sword, short; Shield, Large +2; Spells: Darkness; Faerie Fire; Silence; Strength of Stone; Sunscorch; Chant; Chaos Ward; Spiritual Hammer; Dispel Magic; Magical Vestment.
Lord Helmut Von Mavingchure Human male F16 (cavalier kit): S21, D17, C16, I14, W14, Ch8; AL CN (evil); AC -3; MV 12; hp 91; THAC0 5; XP 9,000; Morning Star +2 (grafted to the right arm, replacing right hand); Sword, Broad +2 Giant Slayer; Amulet of Magic Resistance; Backpack - Candle (x5); Flint and steel; Silent Grappling Hook, Folding
; Potion of Extra-Healing; Rations, iron (1 week) (x2); Rope, hemp (50’); Torch (x5); Wineskin (contains feywine
) ; Belt pouch, small - Keoghtom's Ointment; Potion of Healing; Boots of the North; Breeches, leather; Full Armor, Plate Mail +3; Good cloth cloak; Helmet, Open-Faced (AC 4); Shirt, silk; Lash of Servitude
; PSPs: 22; MTHAC0: 13; MAC: 10; Attacks: None; Defenses: None; Wild Talent; Devotions; Mind Over Body; 10/day/4; Touch; Individual; 8; 16 gp; 3 sp; Trade Bars, Sword Coast (x10) (250 gp total value).
Treasure: 79 cp; 161 gp; 32 pp; 41 sp.
15z. Skipped secret cache.
Protecting the secret door to this cache is a 17th-level Fire Trap spell centered upon the door; the spell explodes in a fiery five-foot diameter blast doing 1d4+17 points damage to all creatures caught within. Creatures that successfully save versus spells suffer half damage. A thief has a normal chance of discovering and disarming this trap.
Within the 10’ square room is a small wooden chest that appears relatively new; there is no dust or cobwebs upon it and the metalwork displays minimal corrosion. The chest is locked with a large iron padlock and bears no magical protections. Within the chest are four glass vials with neat white paper labels with black letters: Potion of Invulnerability (Cursed – making the imbiber end every sentence spoken with “as it states in the prophesy of Myrddin” for 1d8 days), Potion of Healing; Potion of Heroism; and a Potion of Climbing. Under the potions is a small gray leather purse with 12 cut, loose alestones
 (each worth 50 gp).
16. Against the evil adventurers.
Unknown to the characters within this room a large group of evil adventurers (the Tempests) have arranged an ambush. Alerted by the judicious use of an ESP spell, the Tempests intend to slay the character party. The evil adventurers have arranged themselves so that their spell casters can have maximum effect and so that there will be no mutual interference. The southern door from room #15z bears a 16th-level Von Gasik's Refusal spell cast by Eve Three Winds.
This huge room is deathly silent and utterly dark. Various piles of rubbish litter the room and a faint hint of smoke in the almost still air indicates some times this room is used as a campsite. Some of the rubbish has been burnt, some in a camp fire and others in what appears to be the aftermath of a spell. A winding path travels through the center of the room leading north. Along this path, a large sealed chest lies on its side, about in the center of the room. As the characters begin to inspect the closed chest (which is trapped with a unique mechanical trap), the assembled evil NPCs ready their attack. The chest is weighted to prevent the characters from turning it over easily but if the characters begin to dig for levers or use magic, the Tempests attack. The chest is locked and trapped with a large poisoned (type D) blade, damage done is 1d4 for the blade and immediate death unless a successful save versus poison is rolled which causes the character to suffer 25 hp damage. Unlocking the chest causes it to burst open with great force, scattering 120 cavalry caltrops, each poisoned with type D poison (see grenade-like dispersal in the DMG). The shooting caltrops each do 1d4 points of damage, plus the poison, and characters must save for each caltrop that strikes them. After the caltrops land, the Tempests attack from their hidden positions within the room. None of the Tempests desire to close in melee with the characters in the area that the caltrops are likely to have fallen, as they are as susceptible to the poison as the characters, but if the characters wade into the piles of debris and attack the Tempests throughout the room, individual melee breaks out.
Osmund, floating on an old shield (enchanted with a Float spell) near the roof is on point, and watches the characters approach. Osmund is not invisible and if the characters look up they will see the black-clad Thief/Cleric lying on a rusty shield near the roof. Once the battle starts, Osmund attacks from his vantage point and moves so that he can attack  from the best vantage point.

Geared and staffed for outdoor activities, the Tempests carry an unusual large number of evil rangers on their roster, the largest open collection of evil rangers in the North and call Waterdeep their home. The Tempests are on their way to a gate on the second level and use Under Mountain as a handy conduit to explore the Realms. 
Elise Nimbletoes of Tantras Human female T15 (cutpurse kit): S16, D18, C16, I14, W14, Ch10; AL LE; AC 0; MV 12; hp 66; THAC0 13; XP 7000; Short Bow +1; Backpack - Bag of Holding, 500 lbs. - Canoe, small; Crampons; Grappling hook; Housebreaker harness; Lantern, hooded; Magnifying glass; Scroll case – Cleric Spell Scroll Starflare
; Scroll case – Mage Spell Scroll Haste; Merchant's scale; Oil, lamp (x4); Rations, iron (1 week) (x4); Rope, silk (50’); Candle (x6); Flint and steel; Signal whistle; Thieves' picks; Torch (x4); Wineskin (contains Tantul's Dark
); Belt - Belt pouch, small - Dust of Sneezing and Choking; Potion of Extra-Healing (x2); Boots of Elvenkind; Full Armor, Studded Leather +3; Hood; Quiver - Short bow, flight arrow (x10); Short Bow, Flight Arrow +2 (x5); Short Bow, Flight Arrow of Slaying (x2); Scabbard, hanger, baldric - Knife, Throwing (x4); Sword, Short +1, +2 Vs. Magic-Using Creatures; 6 cp; 36 gp; 5 sp; CW65%; DN85%; FRT85%; HS75%; MS55%; OL65%; PP55%; RL45%.
Erian Bearkiller of Deep Forest Human male R15 (explorer kit): S16, D16, C17, I13, W17, Ch14; AL LE; AC 0; MV 12; hp 82; THAC0 6; XP 9000; Sword, Short +2 Nine Lives Stealer; Backpack - Flint and steel; Paper (x4); Rations, standard (1 week); Sextant; Torch; Wineskin (contains Clarry
); Writing ink (contains – fount India); Cloak of Arachnida; Full Armor, Ring Mail of Blending +3; Knife sheath - Dagger of Throwing +2; Scabbard, hanger, baldric; Shield, Small +1; Spells: Animal Friendship; Calm Animals; Entangle; Charm Person or Mammal; Messenger; Trip; Hold Animal; Spike Growth; 9 cp; 38 gp; 6 sp.
Erlend the Badger of Daggerdale Human male F14 (cavalier kit): S17, D17, C17, I13, W11, Ch11; AL LE; AC -4; MV 12; hp 88; THAC0 7; XP 6000; Crossbow, light; Crossbow, light quarrel (x20); Crossbow, Light Quarrel +1 (x4); Dagger +2; Knife, throwing (x2); Axe, Battle +2; Backpack - Block and tackle; Dry rations (1 week); Flint and steel; Paper (x4); Signet ring/personal seal; Torch; Wineskin (contains Westgate Ruby
); Writing ink (contains iron gall ink); Breeches, leather; Fine fur cloak; Full Armor, Scale Mail +2; Helm of Comprehending Languages and Reading Magic; Scabbard, hanger, baldric - Sword, falchion; Shield, Small +4; Shirt; 9 cp; 13 gp; 9 sp.
Eve Three Winds of Arabel Human female M16 (adventurer kit): S12, D15, C17, I17, W17, Ch7; AL LE; AC 1; MV 12; hp 54; THAC0 15; XP 9000; Dagger +2, Longtooth; Backpack - Curdled Death; Flint and steel; Glass bottle (contains Jeckyll’s Potion
); Hourglass of Fire and Ice; Magic Scroll – Shliff’s Silver Sphere
; Paper (x4); Rations, standard (1 week); Signal whistle; Torch (x6); Wineskin (contains Arabellan Dry
); Writing ink (smoke black); Belt; Belt pouch, large – Potion of Healing (x3); Full Armor, Spiked Leather +5; Knife sheath - Knife, Kris +1; Robe of Scintillating Colors; Spells: Acid Hands
; Hunting Hound; Read Magic; Shocking Grasp; Talonblade; Agra's Ambush
; Cat's Grace; ESP; Ray of Enfeeblement; Stinking Cloud; Bone Club; Haste; Lance of Disruption; Tongues; Whisper's Minor Screaming Meteor
; Acid Spray
; Polymorph Self; Rainbow Shield; Shliff’s Silver Sphere
; Vitriolic Sphere; X-Ray Vision
; Alpha's Shooting Stars
; Conjure Fire Elemental; Far Reaching III; Magic Jar; Von Gasik's Refusal (cast); Ensnarement; Monster Summoning IV; Otiluke's Freezing Sphere; Forcecage; Spell Shape; Prismatic Wall; 4 sp; 4 gp.
Gunnbjorn Staffthrower of Llorkh Human male F15 (cavalier kit): S21, D18, C16, I12, W12, Ch9; AL LE; AC -7; MV 12; hp 97; THAC0 6; XP 6000; Chain flail; Crossbow, light; Sword, Bastard +3 Frost Brand; Backpack - Dry rations (1 week); Flint and steel; Grappling hook; Torch (x2); Whetstone; Wineskin (contains slaker
); Bolt case - Crossbow, Light Quarrel +2 (x20); Boots of Elvenkind; Breeches, leather; Full Armor, Brigandine +4; Girdle of Frost Giant Strength; Shield, Medium +4; 6 cp; 15 gp. A pair of wooden tokens one carved with the likeness of a dog and the other the likeness of a horse is tucked within a secret slit in his backpack straps. These tokens, one for Royale’s Dog Boarding, and the other for Wayin’s Stables and Horseshoeing will redeem Gunnbjorn’s guard dog, Mars and his horse Nikarm. Unfortunately, the bearer of these tokens upon claiming the animals owes 15 gp to parole Mars and 115 gp to parole Nikarm.
Hedeon Tolenkaovich of Impiltur Human male R15 (explorer kit): S21, D17, C17, I13, W17, Ch11; AL LE; AC -3; MV 12, Fl 15; hp 95; THAC0 6; XP 9000; Crossbow of Speed, Light; Hornblade +2, Knife-sized; Backpack – Crampons; Flint and steel; Grappling hook; Paper (x4); Rations, standard (1 week); Torch (x3); Wineskin (contains Best Old Mintarn Whiskey
); Writing ink (contains fount India); Baldric, bandoleer (leather) - Sword, Short +3; Bolt case - Crossbow, Light Quarrel +2 (x13); Cloak of the Bat; Full Armor, Metal Lamellar +2; Knife sheath; Shield, Large +1; 6 cp; 38 gp; 8 sp; Spells: Animal Friendship; Entangle; Log of Everburning; Barkskin; Messenger; Trip; Snare; Spike Growth.
Ivar Thjodolfsen of High Forest Human male R15 (explorer kit): S17, D21, C17, I15, W17, Ch12; AL LE; AC -7; MV 12; hp 107; THAC0 6; XP 9000; Axe, Hand/Throwing +2; Backpack - Candle (x2); Crampons; Flint and steel; Grappling hook; Paper (x6); Rations, standard (1 week); Sextant; Torch (x5); Whetstone; Wineskin (contains Jalanthar Amber
); Writing ink (iron gall ink); Full Armor, Scale Mail +4; Knife sheath - Knife +3; Scabbard, hanger, baldric - Sword, Short Vorpol; Shield, Small +3; Spells: Allergy Field; Entangle; Shillelagh; Barkskin; Speak With Animals; Trip; Snare; Summon Insects; 37 gp; 3 sp.
James Greenwaters of Amn Human male R15/C12 (Gauntlet): S18/48, D18, C19, I12, W18, Ch8; AL LE; AC -8; MV 12; hp 118; THAC0 6; XP 8000; Polearm, fauchard-fork; Sword, Short +4 Defender; Backpack - Block and tackle; Fishhook; Fishing net (10 ft sq); Flint and steel; Holy item (Iyachtu Xvim); Jar of Preserving (contains Glue-Gems
 (x4)); Paper (x8); Rations, iron (1 week) (x2); Rope, hemp (50’); Torch (x5); Wineskin (contains Evermead
); Writing ink (midnight blue); Belt - Belt pouch, large - Sling, sling bullet (x40); Sling, sling stone (x5); Belt pouch, small - Gem of Seeing; Sling, Sling Bullet +2 (x7); Bow Case - Short bow, folding; Quiver - Short bow, flight arrow (x25); Sling; Boots, riding; Full Armor, Field Plate +2; Gauntlets of the Valorous
 (Pair); Scabbard, hanger, baldric - Mace, footman's; Shield, Small +3; 8 cp; 17 gp; 6 sp; Spells: Ranger - Allergy Field; Entangle; Shillelagh; Snake Charm; Trip; Warp Wood; Hold Animal; Summon Insects; Cleric - Attraction
; Battle Cry
; Bless; Call Upon Faith; Cause Light Wounds; Cure Light Wounds; Deflection; Painful Wounds
; Draw Upon Holy Might; Frost Blade
; Mace of Xvim
 (Iyachtu Xvim); Resist Fire/Resist Cold; Silence, 15-foot Radius; Spiritual Hammer; Spiritual Spear; Blackhand
; Call Lightning; Cause Blindness or Deafness; Protection From Amorphs
; Resist Acid
; Vylja's Vortex
; Battle Focus; Reaving Blades
 (Iyachtu Xvim); Vylja's Ball Lightning
; Winds of Pain
; Battletide
 (Iyachtu Xvim); Spiritual Mace
; Aerial Servant; Wall of Thorns.
Jarrod Thorgrimson of Tethyr Human male T14 (cutpurse kit): S16, D19, C14, I13, W13, Ch7; AL LE; AC 1; MV 12; hp 41; THAC0 14; XP 5000; Short bow; Sword, Long +3; Backpack - Flint and steel; Rations, standard (1 week); Thieves' picks; Torch; Wineskin (contains Tethyrian Distilled Dragonsblood
); Boots of Adhesion
; Full Armor, Leather +3; Quiver - Short Bow, Flight Arrow of Slaying (x8); Short bow, Flight arrow (x22); Ring of Invisibility; Scabbard, hanger, baldric; 9 cp; 35 gp; 6 sp; CW95%; DN95%; FRT95%; HS95%; MS74%; OL77%; PP87%; RL42%.
Kip Darkguard of Halruaa Human male R15/Stormlord of Talos 16 (explorer kit): S21, D17, C21, I15, W17, Ch8; AL LE; AC -6; MV 12; hp 133; THAC0 6; XP 9000; Crossbow, pellet bow; Backpack - Bag of Tricks C; Crampons; Fishhook; Fishing net (10 ft sq); Flint and steel; Grappling hook; Magic Eye
 (coin-sized, one use left); Scroll case – Cleric scroll: Starflare
; Sandblast
; Scroll case – Cleric scroll: Poison Weapon
; Paper (x4); Rations, standard (1 week); Torch (x4); Whetstone; Wineskin (contains Dragon's Breath Beer
); Writing ink (black iron gall); Baldric, bandoleer (leather) - Flail, Footman's +2; Belt; Belt pouch, large - Crossbow, pellet (x40); Potion of Healing; Potion of Speed; Belt pouch, small - Sling, Bullet of Piercing (x3); Sling, Sling Bullet +2 (x5); Bolas (x2); Net of Snaring; Sling of Seeking +2; Boots, riding; Full Armor, Brigandine of Blending +4; Ring of Free Action; Shield, Buckler +4; 4 cp; 36 gp; Spells – Ranger: Entangle; Invisibility to Animals; Revitalize Animal; Speak With Animals; Trip; Warp Wood; Hold Animal; Snare; Stormlord - Aranen's Divinial Armor
; Battle Cry
; Battlefate; Bleeding Touch
; Seek; Spittle
; Strength of Stone; Stunning Flash
; Wind Column; Augury (cast); Endure Electricity
; Heat Metal; Inaudibility
; Omen
 (cast); Produce Flame; Spiritual Hammer; Spiritual Spear
; Wind Lash (Talos); Continual Heat
; Cure Medium Wounds
; Protection From Winds
; Resist Electricity
; Spliff's Wonder Bubbles
; Storm Shield (Talos); That Art Thou
; Vylja's Thunderclap
; Cause Serious Wounds; Produce Fire; Protection From Lightning; Vylja's Ball Lightning
; Weather Stasis; Windborne; Air Walk; Flame Strike; Storm Cone (Talos); Wall of Fire; Aerial Servant; Holy Might; Sol's Searing Orb; Black Storm of Vengeance
.
Kurt Slickcuts of Sespech Human male T15 (cutpurse kit): S16, D18, C12, I13, W12, Ch11; AL LE; AC 1; MV 12; hp 39; THAC0 13; XP 6000; Sling; Dagger +2, Longtooth; Backpack - Flint and steel; Rations, standard (1 week); Thieves' picks; Torch (x3); Wineskin (contains Moonwine
); Belt - Belt pouch, small - Sling, sling bullet (x20); Sling, Sling Bullet +2 (x9); Full Armor, Studded Leather +2; Knife sheath; 9 cp; 38 gp; 3 sp; CW65%; DN85%; FRT85%; HS75%; MS55%; OL65%; PP55%; RL45%.
Osmund Tracestep of Calimshan Human male T16/C16 (Catfoot): S15, D19, C12, I11, W10, Ch10; AL LE; AC 1; MV 12; hp 43; THAC0 13; XP 6000; Warhammer +2; Magic Missile Amulet
; Backpack - Flint and steel; Pearl of Wisdom; Rations, standard (1 week); Thieves' picks; Torch (x4); Wineskin (contains mushroom wine
); Winter blanket; Belt - Belt pouch, large - Sling, sling bullet (x40); 150 gp in Sword Coast silver trade bars; Belt pouch, small - Potion of Diminution; Potion of Fiery Burning; Dagger (x2); Flail, footman's; Knife, throwing (x3); Boots of the North; Full Armor, Leather +3; Scabbard, hanger, baldric - Dart (x10); Sling; Sword, Short +3 Frost Brand; Spells: Bleeding Touch
; Cure Light Wounds; Darkness; Detect Good; Missile Flight
; Spittle; Stunning Flash
; Detect Invisibility, 15’ Radius
; Draw Upon Holy Might; Dust Devil; Hold Person; Resist Fire/Resist Cold; Silence, 15-foot Radius; Spiritual Hammer; Blackhand
; Cause Blindness or Deafness; Cause Disease; Continual Darkness; Dispel Magic; Etherealness
; Mass Bane
; Battle Focus
; Censure
; Cure Serious Wounds; Endurance; Spell Immunity (cast one round before the character party enters – Hold Person); Spiritual Flail
; Float
 (cast); Screaming Skull
; Slay Living; Spiritual Mace
; Striking Shadows
 (Mask); Vampiric Mist
; Wall of Thorns; Energy Drain; CW95%; DN95%; FRT95%; HS95%; MS95%; OL95%; PP95%; RL55%. Married to Raye and guards her fiercely due to her pregnancy. While Osmund will protect his wife from direct attack, he will not hesitate to attack the characters as long as his party is winning and will offer to parole both himself and Raye if they survive. He will trade some of their magical items and their money in exchange for their lives.
Raitin the Delirious Hand Human male F15 (Cavalier kit): S17, D16, C15, I10, W13, Ch15; AL LE; AC -7; MV 12; hp 92; THAC0 6; XP 6000; Pigeon, homing (Sveryl, hooded on left shoulder); Axe, Battle +1; Composite Long Bow +1; Backpack - Block and tackle; Caltrops, poisoned with Type E poison (x30); Cassock; Dry rations (1 week); Flint and steel; Paper (x5); Torch (x3); Wineskin (contains Saerloonian Glowfire
); Writing ink (silver flake Persian blue); Belt - Belt pouch, large - Caltrop (x25); Quiver - Composite long bow, sheaf arrow (x25); Composite Long Bow, Sheaf Arrow +2 (x3); Breeches, leather; Full Armor, Plate Mail of Blending +3; Scabbard, hanger, baldric - Sword, Bastard +2 Giant Slayer; Scarab of Protection; Shield, Medium +4; 4cp; 13 gp. Sveryl the homing pigeon is attuned to Turmish; however if released within Undermountain he will be quite lost and probably die. Raitin adventures with childhood friend Osmund Tracestep and his wife Raye Dark-Oaktree.
Raye Dark-Oaktree of Mask Human female C15/T13 (Nightrunner): S15, D16, C14, I12, W11, Ch8; AL LE; AC 0; MV 12; hp 64; THAC0 12; XP 5000; Pigeon, homing (Cosmic Creepus, attuned to Calimshan); Rod of Flailing (25 charges); Backpack - Dry rations (1 week); Flint and steel; Holy item (Mask); Housebreaker harness; Magnifying glass; Mirror, small metal; Paper (x3); Torch (x5); Wineskin (contains Black Grog Ale
); Writing ink (common black); Baldric, bandoleer (leather); Mace, Horseman's +3; Belt - Belt pouch, large - Oil, Greek fire (x3); Powder of the Black Veil (bone-white ceramic blow tube with a neat paper label); Scroll of Protection from Dragon Breath (Black); Belt pouch, small - Bag of Beans; Boots of Varied Tracks; Full Armor, Ring Mail +3; Ring of Protection From Undead (33 charges); Shield, Buckler +3; Shirt, Padded; Spells: Magical Stone; Orison; Shillelagh; Spark of Blinding; Spittle; Wind Column; Chill Metal; Clear Water; Draw Upon Holy Might; Hold Person; Iron Vigil; Wyvern Watch; Bestow Curse; Blackhand; Cause Disease; Continual Darkness; Dispel Magic; Smoke Cloud
; Cure Serious Wounds; Join With Astral Traveler; Protection From Evil, 10' Radius; Unfailing Endurance; Watching Shadow
 (Mask); Wave of Pain
; Blessed Abundance; Cure Critical Wounds; False Seeing; Flame Strike; Blade Barrier; Striking Shadows
 (Mask); Wither; CW25%; DN10%; FRT-3%; HS42%; MS25%; OL5%; PP0%; RL0%; 5 cp; 12 gp; 9 sp; Married to Osmund (whom she converted to the worship of Mask), grew up an orphan on the streets of Calimshan. Unkindly named Oaktree because of her unusual height and less-than-perfect looks, she has taken the name and made it one to fear in the dark alleys of Calimshan. Wears heavy ring mail right now (unusual for a thief) because she is three months pregnant, and does not wish to risk the child. Because of her pregnancy she will remain in the back farthest away from the combat, guarded by Osmund and their friend Raitin. 
Sorab of the Nine Shadows Human male M14 (adventurer kit): S12, D15, C16, I16, W14, Ch10; AL LE; AC -1; MV 12; hp 46; THAC0 16; XP 8000; Amulet of Extension; Backpack - Flint and steel; Paper (x4); Rations, standard (1 week); Torch (x3); Wineskin (contains Guldathen Nectar
); Winter blanket; Writing ink (common black); Belt - Belt pouch, small - Potion of Elemental Control, Water; Potion of Healing; Scroll of Protection from Undead; Boots of Elvenkind; Bracers of Defense AC 2; Ioun Stone, Clear Spindle; Knife sheath - Dagger +3; Ring of Protection +2; Spells: Protection from Good; Sleep; Tenser's Floating Disc; Weapon from Hand
; Wizard Mark; Accelerated Healing
; Cage of Fire
; Chaos Shield; Darkness, 15' Radius; Flaming Sphere; Far Reaching I; Fireflow; Infravision; Maximilian's Stony Grasp; Solvent of Corrosion; Illusionary Form
; Lesser Lich Touch; Monster Summoning II; Stoneskin; Enlarge Undead; Invisible Wall of Fire
; Lower Resistance; Postcognition
; Bloodstone's Spectral Steed; Dimensional Blade; Spell Turning (cast); 9 cp; 35 gp.
Searching this large room carefully may take days and infinite number of ability checks. Any treasure found is up to the DM but remaining in this room after what is sure to have been a very loud and messy battle is sure to generate several random encounters.
16a. Trapped hallway.
Opening this common secret door reveals an open, 9’ wide, and 45’ deep spiked pit trap. Dropping a torch down the pit reveals a few odd bones in the bottom among the rusty iron spikes. A narrow ledge on the opposite side of the room in front of the closed opposite door is smooth and may be just wide enough to land upon. Tossing coins on the opposite ledge reveals that it is solid. The pits lip is flush with secret door but around the perimeter of the room (with the exception of the base of the opposite door) a narrow three-inch wide ledge circles the pit. Unfortunately for characters that attempt to leap across or slide along the perimeter, the edges of the pit are made of plaster and balsa wood and will only support about three pounds of weight. Underneath the balsa and plaster façade, the stone sides of the pit are beveled and mirror-smooth.
16b. Unusual undead.
Once this door was a complicated trap but now it is broken and opens like a normal unlocked door. Inside the room, several undead mill about aimlessly; mostly skeletons with a few zombies scattered about. Towards the rear of the room a large cracked wooden chest lies on its side the top partially ajar; a slip of tar paper peeks out from the rim of the chest. The remains of several other undead litter this room; scars from magical spells mar the walls, proof that this room has been entered a few times at least.
Although the magical treasure they were created to protect has long been stolen, the undead still remain in this area protecting the chest. Among the undead are a few special zombies, these zombies’ chest and abdomen cavities contain a large leather bags of naphtha. Any piercing or violent explosive attack against these zombies causes them to burst open (grenade like effect from the DMG) spraying naphtha everywhere. If the characters utilize spells such as Fire Ball, the naphtha zombies explode in great balls of fire.
Skeleton (17): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 2x1, 2x5, 4x6, 4x4, 2, 8, 3x3; THAC0 19; #AT 1; Dmg 1-6 (weapon); SD immune to sleep, charm, hold spells and cold, ½ damage from P and S weapons; SZ M; ML Fearless (20); XP 65.

Zombie, Common (11): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 9, 3x8, 13, 11, 5, 4, 2x10, 7; THAC0 19; #AT 1; Dmg 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65.
Zombie, Common, Naphtha
 (6): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 9, 3x8, 13, 11, 5, 4, 2x10, 7; THAC0 19; #AT 1; Dmg 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 165.

Skeleton, Heat
 (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 4; MV 12; HD 5; hp 17, 30, 23; THAC0 14; #AT 1; Dmg 1-6 (weapon); SA Cast 2nd-level Druid spell Heat Metal as a 3rd-level caster 5 times per day; SD immune to sleep, charm, hold spells and cold, ½ damage from P and S weapons; SZ M; ML Fearless (20); XP 175.
Unfortunately there is nothing of value within this room; any treasure was plundered a long time ago.
16c. Trollish meeting.
Coating this long dark room sides are numerous normal spider cobwebs and a thick layer of dust coats everything. A ruined, abandoned hand cart lies in the southwest corner; you can see the head and shoulders of a human skeleton draped over the rim of the cart. Standing near this handcart are 11 large creatures dressed in leather armor. By the pale green hue of their skin and the kinky-curled, greasy black ringlets of hair, you would swear these are trolls, but these carry weapons expertly, all wear armor and all have a disciplined aura about them.
Approaching closer you discern that these are indeed trolls and are they are well armed, armored and provisioned. Each carries a knapsack or large bag tied to its back. The group of trolls is intent on a discussion and gesture repeatedly towards the handcart; maybe they missed an easy meal?

The trolls are the surviving members of an evil human adventuring group that suffered a mass polymorph turning them all into large trolls. The skeleton in the cart is a dead member of their party before they stepped into a gate leaving this plane. The trolls did not realize how much time had passed on this plane while they were gone. Since they have been trolls long enough, they have lost what little humanity they had and now will gladly attack the characters. Decimating the trolls, might get a few survivors to beg for mercy, but one of the characters would have to speak troll or utilize magic.
Troll (11): Intelligence 8-10 Average intelligence; AL CE; AC 4; MV 12; HD 6+6; hp 23, 42, 38, 2x34, 2x30, 33, 31, 45, 27; THAC0 13; #AT 3; Dmg 5-8/5-8/5-12; SA severed limbs fight on; SD Regeneration (3hp/round except fire damage); SZ L; ML Elite (14); XP 1,400; Robe of Flames
; Talisman of Urdaeus (poisonous)
; mace, footman’s (x4); shield medium (x11); spear, hooked (x3); flanged mace (x5); partial armor, leather hauberk (x11); maul.
Treasure: 3,700 gp in various precious and semiprecious gems, miscellaneous coins, and small silver and copper trade bars.
16ca. Dubious treasure.

Finding this unusual secret door reveals that it is locked and trapped with a large kissing maiden attached to the roof. Both the lock and the trap are easily defeated; opening the door reveals a narrow, 10’ wide room that is 20’ deep. In the center of the room a large stone pedestal holds a pair of high-topped leather boots
. A faint layer of dust covers the pair of boots but it is obvious that they are of excellent quality. Grafted to the left boot is an external knife sheath with the handle of an ornately carved onyx dagger handle sticking out. Casting spells such as Detect Magic reveals that the boots and the knife are highly magical but no magic reveals what their properties are. Donning the boots reveals little other than that the boots can be removed easily; the dagger while magical does not appear to have any properties that are immediately apparent. As long as no one is wearing the boots, the dagger easily comes out of the sheath, however once the boots are worn and the character attempts to remove the dagger, it is stuck within the sheath and no amount of force can remove it. Worse the character’s hand is now permanently stuck the dagger’s hilt. Once the boots are removed from the characters feet, the dagger comes out of the sheath and the character can remove his hand from the dagger hilt.
16d. Hot room.
Characters sense a much greater temperature within this room than the surrounding rooms, this room is much warmer. Characters with heat-sensitive vision discern that the roof is much warmer than the surrounding walls. The roof is gently arched and pockmarked with numerous heat-discolored holes, similar to murder holes. The floor has an intricate rusty iron grating and a thick murky pool that shimmers underneath the grates. In the center of the room a large gold ring inset with several precious stones lies upon the rusty grating.

The ring is an illusion and any character may attempt to disbelieve it, causing it to disappear. The grating is quite rusty and with enough weight, it might collapse dumping the characters into the seeming bottomless pit of oil. The oil pit is 45’ deep and a thick layer of scum, mold, dirt, and bones floats on the surface. Characters that attempt to grasp the ring causes the trap to immediately dump several hundred gallons of boiling hot oil from the murder holes in the roof. At the same time, the oil pit level drops by the same amount. Damage done to the characters is 4d8 points of damage.  Characters that are thrashing in the oil pit may notice when the oil level drops after triggering the trap, a small secret door revealed by the lowering oil level. Characters that manage to locate and inspect this secret door determine that it is locked and trapped with a Magic Mouth that casts a Burning Hands spell which will ignite the pool of oil (unless already consumed by fire). Characters caught within the flaming pool suffer 15d8 points of fiery damage. The great smoke and heat created by the burning pool of oil attracts numerous monsters from around the area, including a few curious Drow raiding parties. Unlocking the secret door reveals a small lever, pulling the lever down turns this trap off. After the fire consumes the oil, a scorched, blackened hole in the floor is revealed. In the bottom of this hole is a mixture of melted silver, copper, gold, bronze, brass and very sparsely platinum. Lying amidst the melted precious metal are several ruined suits of armor, a few shields, and the heads of several miscellaneous large melee weapons. Collecting all this metal would be very time-consuming but could reward the characters with a monetary reward determined by the DM.
16e. Trapped room, AKA “Shooting From the Hip.”
Entering this large dark room reveals little other than a large, pair of polished bronze mirror permanently fixed to the northern and southern walls. Both mirrors radiate magic strongly as does a four-foot wide portion of the floor the width of the room (the traps trigger). No amount of force (other than a Wish or Limited Wish spell) removes either mirror and (depending on from which direction the characters entered the room) a series of hidden pressure in the center portion of the room causes a pair of programmed illusions to appear. These illusions are whatever the characters would deem a significant adversary; a pair of demons, a pair of any of the evil dragons (sized to fit within the room), etc. the DM is encouraged to use his imagination and knowing his players choose creatures that should trigger an instant unleashing of Mage ranged spells such as Fire Ball, Chain Lightning, Magic Missile, etc. Any ranged spell launched in this room towards either illusion (or both) passes through and strikes the mirrors, causing the spell to rebound immediately back on a reciprocal course. The illusions are not dispelled by the spells striking them and can be disbelieved in the normal manner. The smooth walls of the room are conductive to spells such as Chain Lighting rebounding around the room several times striking characters repeatedly.
16f. Empty room.
Entering this large dark reveals little other than several normal spider webs and various tracks in the dust upon the floor. Searching the room carefully reveals a small scrap of fur amid old bloodstains on the floor, directly over this bloodstain is a rusty iron spike driven in the wall. Underneath the scrap of fur, a golden talisman shaped in the form of an eye (Eye of Horus-Re
) missing its leather thong. The talisman radiates priestly magic and is good-aligned. This is a Talisman of the Eye
 and only good-aligned clerics may wear it. It may be hung from any chain or leather thong, but must not be buried under clothes or armor.
16fa. Trapped foyer.

Opening either door reveals a dark 10’ square room. Opening either door to this room also starts a silent mechanical timer in the roof. After one turn the roof springs open, and if the trap were loaded, would have dumped something on the characters. At the discretion of the DM, the trap could be loaded for repeat trips through this room. 
Within my campaign, the characters made several repeat trips through this room and ignored the opening roof without a glance up. A devious DM could conveniently reload the trap with heavy boulders, various species of puddings, numerous glass vials of lamp oil (or naphtha) followed by a vial of Oil of Fiery Burning, and any other kind of gravity trap the DM can think of applying.
16g. Mask of Medusa.
Traveling within this room is a small group led by a tall human male naked except for a loin cloth, a medium shield, a fur cloak and a hideously ugly pale-blue ceramic mask with stylized features, possibly Elven or female. A wig of long dark leathery strips sits on top of the mask. The leader is a Beast Cult member with a trio of mercenary escorts and has traveled from a secret concave meeting in Waterdeep and is heading towards a gate on the third level leading to Sembia. The other members of the group know of the power of the mask and stay well behind. Behind the nearly naked human male is an unusually tall half-elven female with a glorious mane of knee length red hair braided tightly; beside her a tall human dressed in similarly-colored armor drapes a large Lucern hammer protectively over the female half-elf. At the rear of the party is an obvious human mage.
Shadatr Talacane the Red Beastheart Human male C20 (Beastheart): S11, D13, C15, I12, W20, Ch 4; AL LE; AC -2; MV 12; hp 88; THAC0 8; XP 13000; Mask of Bachraeus
; Bracers of Defense AC 3; Shield, Medium +4; Mace, Horseman's +3; Portable Hole - Flint and steel; Holy item (Malar); Paper (x4); Rations, iron (1 week); Scroll of Xornform
; Sling of Seeking +2; Sling Bullet +2 (x19); Torch (x3); Wineskin (contains unholy water of Malar
); Writing ink (charcoal black); Ivory Scroll Tube (contains a fine parchment map detailing a portion of the second and third levels of Undermountain detailing a few gates and their destinations ((accuracy fair but up to the DM)); Spells: Animal Healing I
; Call Upon Faith; Cause Light Wounds; Create Earth
; Detect Magic; Detect Predator
; Divining Rod
; Protection From Good; Request Animal
; Sharpleaf
; Weapon Bless
; Wind Column; Beast Claw (Malar)
; Bubble Screen
; Chill Metal; Clay Beast
; Cloak of Winds
; Cure Moderate Wounds; Endure Air
; Silence, 15-foot Radius; Slow Poison
; Spiritual Hammer; Tracking
; Wyvern Watch; Cause Blindness or Deafness; Cause Disease; Continual Heat; Cure Disease; Detect Cursed Item
; Magical Vestment; Protection from Lycanthropes, 10-foot Radius
; Remove Paralysis; Starshine; That Art Thou; Vylja's Wings
; Cloak of Fear; Divination; Imbue With Spell Ability; Protection From Undead, 5' Radius; Remove Paralyzation
; Unfailing Endurance; Vamoose
; Vengeful Strike
; Wave of Pain
; Berserk
; Cause Insanity; Dimensional Translocation; Energy Strike
; Float
; Improved Forget
; Animal Summoning III; Death Touch
; Holy Vesting
; Omen III
; Protection from Undead
; Faithful Mount
 (Malar);
Kasar Yararyroth of Westport Human male F20 (Myrmidon): S18/55, D16, C17, I13, W13, Ch9; AL CN; AC 1; MV 12; hp 113; THAC0 1; XP 12000; Polearm, Lucern Hammer +2; Battle Axe of Speed +2
; Sword, Cutlass +3; Full Armor, Leather +5; Backpack - Block and tackle; Flint and steel; Rations, standard (1 week); Sextant; Torch (x6); Wineskin (contains Sluth
); Bag - Caltrop (x31); Belt - Belt pouch, large - Oil, Greek fire (x3); Belt pouch, small - Oil of Fiery Burning; Potion of Extra-healing; Potion of Fire Resistance; Boots of Elvenkind; PSPs: 26; MTHAC0: 11; MAC: 10; Attacks: None; Defenses: Thought Shield; Adrenaline Control; 5/2; 0; Personal; 6; All-Round Vision; 5/2; 0; Personal; 8.
Married to Dalitas (married 1368 DR) with whom he lives in Westport in a modest home; they make their living by hiring out as guards.
Dalitas the Red of Selgaunt Half-elf Female F16/B10 (Jongleur/Belly Dancer): S15, D17, C15, I17, W16, Ch18; AL CN; AC -5; MV 12; hp 59; THAC0 5; XP 10000; Musical instruments (small silver engraved tabla drum
, reque, and a rebaba) in a silk compartmentalized bag with gold thread embroidery; Composite Short Bow +1; Backpack - Block and tackle; Flint and steel; Paper (x4); Rations, iron (1 week); Torch (x6); Embroidered black silk, gold mini-coins and chains with ornate white lace belly dancing costume (Elven – worth 750 gp in the right market); Wineskin (contains Almond Brandy from Mintarn
); Plain turquoise belly dancing costume, cotton; Writing ink (vivid pink); Baldric, bandoleer (leather) - Sword, Short +3; Belt - Belt pouch, large – pair of silver ornately engraved and jewel-studded castanets (wrapped tightly with linen ((Elven made worth 150 gp)); Knife sheath - Dagger of Defiance
; Quiver - Composite short bow, flight arrow (x20); Quiver - Composite Short Bow, Flight Arrow +1 (x15); Boots, riding - Knife, silver-etched throwing (x2); Cloak of Protection +5; Full Armor, Splint Mail +3; Shield, Buckler +2; Spells: Acid Hands
; Catapult
; Light Bolt
; Bigby's Silencing Hand
; Continual Sparks
; Resist Cold
; Blink; Styrman's Fireform
; Improved Mirror Image
.
Dalitas’ tabla drum was made by Futhayalara Cyclonehands in 1233 DR, one of the greatest Elven belly dancer teachers in Chessenta whose school was in the Riders to the Sky. Retired in 1311 DR Futhayalara secluded herself within a small Elven village, where she befriended and eventually taught her last student, Dalitas. Outcast within her village because of her human Corsair parentage (from which she gets her flaming red hair and unusual height) Dalitas was a quick learner and soon became a master belly dancer. Unfortunately because of her parentage, she could not perform within the Elven community and upon the death of Futhayalara in 1311 DR left the hills of her homeland and after several years of slow northward journey settled for a time in Selgaunt where she learned the jongleur trade which compliments her belly dancing. While performing with a traveling troupe in Westport a few years later, Dalitas met Kasar and married him a few months later. On one of the several adventures with her husband, Dalitas found an ancient silver circlet
 etched with strange runes. Lacking any magical perception, she donned the circlet which bestowed upon her the ability to read and write Netherese. She still wears the circlet even though it is no longer magical (and she is no longer required to wear to gain its abilities) because it is pretty and holds her thick glorious mane of hair.
Alasdair Uigmuir Human male M18 (Presdigitator kit): S12, D14, C7, I18, W12, Ch10; AL CE; AC 1; MV 12; hp 28; THAC0 15; XP 11000; Dart of Homing (x5); Knife, Buckle +2; Robe of the Archmagi (Evil); Rod of Cancellation (17 charges); Backpack - Alchemy Jug; Candle (x6); Dry rations (1 week); Flint and steel; Paper (x3); Scroll of Protection from Dragon Breath (Blue); Staff of Raging Battle
; Torch (x5); Wineskin (contains a horse tonic of blackberry juice mixed with cheap red wine
); Writing ink (India blue); Spells: Read Magic; Shadow Wrap
; Oilskin
; Attract Evil Eye
; Know Class
; Shadow Trap
; Lohocla's Enchanted Bartender and Staff
; Glow
; Elmir's Acid Hands
; Flu
; Whisper's Hands of Darkness
; Wither
; Melt
; Erase; Harbald's Fire Arrow
; Strip
; Detect Thought
; Shadows Dancing
; Malta's Pattern Image
; Nature Call
; Burst
; Garinthrall's Hideous Leech
; Missile Shield
; Long Distance Telepathy
; Wakefulness
; Coin Toss
; Lower Resistance
; Improved Run
.
Not a highly experienced adventurer, more of a street performer and scholarly mage, Alasdair made a daring and stupid decision to boast of his “exploits” (most of which are within his head) while performing on the street when Dalitas and Kasar were within earshot. Needing a mage to complement their swords, the married couple offered the “great” mage the opportunity to travel with them guarding clients. Unable to back down because of the crowd Alasdair graciously accepted and is now deciding that he is totally out of his element. He is a competent mage and has a decent repertory of spells but lacks the courage and experience to use them in a deadly confrontation. Because of his inexperience he is likely to cast whatever deadly spell he can manage to get off, regardless of the effects of those around him.

16h. Trapped room with thin glass floor.
A stout, thick, brass-reinforced door bars the entry to this room. The door looks fairly new, compared to the surrounding area, and has little corrosion on the brass. In the center of the door is a brass placard that says: “Iuventus stultorum magister (youth is the teacher of fools). The inset iron lock has a faint patina of rust and a light residue of oil in the mechanics, and picks easily with little effort. Opening the door reveals a dark room 10’ wide and 20’ long with a thick layer of dust covering everything. The center of the room has three badly decomposed corpses lying in a jumbled heap. These corpses are hard to make out under the thick layer of mold and dust. The air in the room is thick and musty, with the cloying scent of death.
The floor of this room is comprised of moderately thin sheets of glass covering a 60’ deep spiked pit. Any character weighing more than 50 pounds will shatter the glass falling in to the pit below. Unfortunately the pit below is full of natural gas from a slight natural vent in the bottom of the pit and any exposed flame will ignite this flammable gas when the glass is broken as well as all the dry dust within the room. This huge explosion of flame and heat does 10d12 points of damage to all characters within the room and has a 60% chance of summoning wandering monsters. Characters standing on the edge of the room, such as in the foyer suffer half damage. The hint about youth means a young light person, so a halfling or slim elf may cross the room safely. Of course the room may be crossed utilizing magic such as a Fly spell, or a magical item such as Boots of Levitation. Casting such spells within the room as Fireball or Lightning Bolt has a chance determined by the DM to shatter the glass and ignite the dry dust and natural gas with damage done as stated above.
16ha. Sprung trap (magical dead room).
Inside this 10’ square foyer, a large stone block, obviously once a dead fall, partially blocks the room. The top of the block of stone is covered with thick normal cobwebs and a heavy layer of dust. Small characters such as Halflings and Gnomes are able to crawl over the block of stone and inspect the sides of the room not blocked by the deadfall. Underneath the stone deadfall, a human skeleton lies crushed; an outstretched skeletal hand clutches a rotting brown leather bag. On the other side of the stone, a closed wooden door bars entry to the next room. Glowing red runes (Glyph of Warding) upon the door illuminate a small, corroded brass plaque. The corrosion on the plaque is thick enough that a character is unable to read the inscription. Since this is a magic dead zone (area within the red square on the map), characters within the area will not be able to use magic. Characters can use magic on either side of the dead area. The stone is too heavy for most characters to move, if the characters manage to move the stone, the crushed human adventurer underneath has nothing of value.
Reaching the rotting leather bag requires a Dexterity check due to the narrow confines and awkward area. The bags contents have to be removed separately, since the leather bag is too rotten to hold the contents when lifted. Inside the bag is a wax-sealed scroll tube, a pair of glass phials, a lead crystal vial, and a three yellow citrine stones (worth 5 sp each). The scroll tube contains a single sheet of parchment upon which a single 2nd-level Wizard spell is inscribed – Rope Trick. The glass phials contain a Potion of Diminution, and a Potion of Heroism (Cursed to immediately half the drinker’s Strength for 1d8 rounds, all other aspects of the potion work as described in the DMG). The lead crystal vial (worth 5 gp) contains a Potion of Fire Resistance.
The door to the next room is protected by a 12th-level Glyph of Warding that causes a vertical five-foot thick column of fire to materialize five inches from the door. Characters caught within this flaming torrent must roll a successful saving throw versus spells or suffer 1d4x12 points of damage. A successful saving throw reduces the damage suffered by half.
Cleaning the corrosion off the brass plaque reveals it to read “In pace requiescat” (May he rest in peace). The door is not locked and opens easily revealing a large dark room.
16i. In pace requiescat (May he rest in peace).
Opening the door to this room reveals a large dark room with a shattered stone sarcophagus in the center. Half lying out of the sarcophagus is a dwarven skeleton. The skeleton and the sarcophagus have obviously been looted in the past. Lying around the skeleton are remnants of his clothing (Ironshield clan) and rusting armor. Searching the sarcophagus quickly reveals nothing, but a detailed search reveals a cleverly hidden secret cache. The cache is not trapped and opens to reveal a wooden box. Opening the box reveals it to contain 8,400 sp. However taking the silver causes the character to suffer a 24th-level Geas spell that causes the character to donate this silver and all other treasure gained to a temple of Abbathor. The DM can invent a whole campaign around this Geas and discovering a hidden temple of Abbathor in the Realms. Because of this Geas, the characters may get a negative reputation and become associated with some of the nefarious organizations as the characters attempts to gather money for Abbathor. The Harpers (and other good organizations) as well as the Zhentarim (and other evil organizations) may also hear of the character’s exploits in the service of the Dwarven god of Greed.
16ib. Trapped foyer. AKA The Trading Post Pincushion.
Entering this 10’ square room reveals an unusual room with a high ceiling. Floating lazily around eight feet in the air with the points and blades down are numerous weapons. There are many good-quality swords, axes, daggers, polearms, and any number and style of weapons determined by the DM’s campaign. Casting Detect Magic within the room reveals that the floor is magical but none of the weapons. Characters are able to grab any weapon but are unable to remove the weapon. By throwing a nonmagical weapon into the mass of weapons, the character is then able to remove one weapon of his choice (at the DM’s discretion). Magical weapons are rejected, and weapons that are damaged are slowly repaired at a rate of one hp per week. 
Casting Dispel Magic within the room causes the floor to vanish and the magical power holding the weapons in the air to cease, releasing the weapons. Characters fall into a 20’ deep pit with a spiked bottom quickly followed by all of the weapons that were floating within the room crashing down on the characters. Damage done is 3d8 points from the spiked pit and 10d6 points of damage from the falling weapons. During the time that the weapons are on the floor, all of the weapons may be grabbed without having to trade a weapon. After six rounds, all weapons that were floating (and are not yet claimed) are suddenly yanked from the spiked pit bottom to float as they did before and then the floor reappears in one round. At the DM’s option, characters that gain weapons in this manner may be also yanked off the floor to float among the other weapons.
This room is a well-known spot on the second level of Undermountain, and there is a 75% chance on repeat visits that this room will reveal it to be occupied. Several Drow slaver raiding bands from Skullport and the deeper levels (including some of the uncharted levels) use this room to restock arrows, daggers, caltrops, bolts, and replace the odd broken weapon. While these weapons may not be as good as the Drow weapons they replace, any weapon is better than no weapon. The crafty Drow know to cast Dispel Magic within the room and then float down to the bottom and collect their desired weapons. An unfortunate party would be in the bottom of the pit looking up at the weapons (or the suddenly solid bottom of the floor) and have the Drow release all of the weapons again. Between the weapons and the subsequent Drow attack (“fish in a bowl” scenario), the characters may not survive or become slaves of the Drow who take them to an uncharted area of Undermountain or deep into the Under Dark
.
16ic. Croc rampage.

Trapped within this room is a huge starving crocodile that attacks anything which enters the room. The sad result of an errant spell cast in haste, this crocodile has languished within this room for a week and is insane with hunger.
Crocodile, Giant: Intelligence 1 Animal intelligence; AL N; AC 4; MV 6, Sw 12; HD 7; hp 56; THAC0 13; #AT 2; Dmg 3-18/2-20; SA Surprise (-2 penalty to opponent's surprise roll); SZ H; ML Steady (11); XP 1,400.
16j. Room of four pillars. AKA Monkey Trap.
Casting spells such as Detect Magic and Find Traps within this room reveal that the four columns and the large ceramic vase in the center are magical and trapped.

Entering this room reveals a dark room 10’ wide and 15’ long with four 5’-thick stone columns. Resting on a low stone dais in the center of the columns is a large ceramic vase, 5’ tall with a very narrow, wax-sealed top. A heavy layer of dust coats the vase and the low dais. The ceramic vase is plain, does not have any handles, and although obviously very old, appears to be in good shape. An estimate of the amount of liquid that could be stored within the vase would be around six to eight gallons. Vases of this style and size are used to transport oil, wine, and other liquid cargos (think ancient Greece) within the Realms by both sea and land. 

Stepping within the columns and upon the low dais and touching the vase reveals nothing. Uncorking the vase reveals a small, triangular-shaped, tarnished brass talisman lying on the bottom (which will radiate magic) lacking a leather thong. Although small the brass talisman is too large to fit through the narrow neck of the vase. Likewise most characters hands are too large to fit through the narrow with the possible exception of a very petite female elf, halfling, gnome or human (DM’s discretion). However, once the brass talisman is grasped the character’s hand will not fit through the neck of the vase anymore. The vase is permanently mounted to the stone dais but can be broken easily.
Grasping the brass talisman within the vase within the center of the four pillars causes four thick, blue crackling bolts of lightning to strike the talisman (and the character holding it). Damage done is 6d6 points of damage, a successful saving throw versus magic reduces the damage by half. Because of the darkness of the room and the bright flash caused by the bolts of lightning, all characters within the room must make a Constitution check or be blinded for 1d4 rounds.

Breaking the vase and sliding the brass talisman from within the center of the pillars disables the trap and the talisman may be examined closely. The talisman is very old and covered in ancient Suelese text. When worn by a good-aligned Cleric, the talisman
 automatically bestows Neutralize Poison as the 4th-level Cleric spell and once per week bestows True Sight upon the wearer at his command as the 5th-level Cleric spell. Other classes of characters and those characters not good-aligned may wear the talisman but it does not bestow any beneficial effects upon the wearer.
Searching the room for secret doors reveals one on the eastern wall that is not trapped but is locked. A successful pick locks roll is sufficient to open the door revealing a dark, apparently empty room.
16ja. Once trapped foyer.

Entering this small 10’ square foyer reveals the stench of old death and decay. Lying pinned against the southern wall is the moldy, rotting corpse of a male goblin. Transfixing the goblin and holding him to the wall is a large rusty heavy crossbow bolt that struck him high in the chest.

Searching the room for traps reveals the presence of a large heavy crossbow in the roof that is out of arrows because of a defunct magical reloader mechanism. The goblin might have been the traps last victim. Searching the goblin’s corpse reveals nothing of value; time and other explorers have long stripped the corpse. However, removing the crossbow bolt which requires some tools and Strength (determined by the DM) or lifting the goblin off the wall and the bolt, reveals several small pieces of green jade, yellow laen, and gold (worth 150 gp) stuck in the crevice made by the crossbow bolt. The goblin must have worn something that contained these three elements that was broken by the crossbow bolt.
16jb. Empty foyer.
This 10’ square empty room (actually a foyer) is empty presently but has several small items dropped within it. There are several burnt-out torch stubs, a couple of shattered glass vials, and several iron ration wrappers (two have legible labels that indicate one was made in Port Kir by Olafper the Humble
 and the other in Mosstone within Tethyr by Verde Vidazerradas
.

Searching the room for secret doors reveals a secret door on the eastern wall that is both trapped and locked. A successful pick locks and remove trap roll is sufficient to safely open this door. The trap on this door releases seven large spiked morning stars that strike the character standing in front of the door. Damage done is 5d6 points; a successful Dexterity check reduces the damage by half. This trap has to manually reset by the goblins and once deactivated or sprung, will not endanger the characters again.
16k. Secret stash and goblin idol to Dagon.
Entering this large room reveals an idol made of yellow laen in the center of the room with the head and hands of an ugly humanoid (goblin-kin) and the tail of a fish. Lying on top of a small three-foot high stone pedestal, a large silver bowl engraved with runes around the rim is partially filled with gems, rings made of precious metals, and various coins. The room appears empty, but the cleanliness reveals that this room gets visited often, and the various tracks indicate the visitors are goblins. Some of these goblins are mounted on worgs, but most appear to be on foot, although there are the telltale wing sweep marks of urds on the floor.
Searching the stone pedestal reveals markings that indicate this idol is dedicated to Dagon the Lord of Storms. This small goblin tribe, the Flaming Cave
 is native to the uncharted deep levels of Undermountain in a volcanic active area near the ancient heart of Mount Waterdeep. These goblins trade with some of the human evil organizations from Waterdeep, and have a secret trade deal with the Unseen who in the guise of Drow duped the goblins.

The silver bowl is mildly magical (to prevent tarnishing), engraved with arcane symbols highlighted in black paint, and has a flat bottom. The bowl’s contents equate about 173 gp worth of goods in the right market and only one item within the bowl is a magical, a plain gold ring that radiates magic strongly. Characters observing the ring closely while moving it notice that the ring takes the appearance of the nearest ring to it, regardless of its nature or distance. Casting spells such as Detect Magic upon the ring reveals strong Alteration magic. A Detect Evil spell reveals a slight evil nature (Neutral-Evil) within the ring. Only spells such as Legend and Lore and Wish reveal the nature of the ring, which is a Bhumiya’s Ring
. Once placed upon a finger, the wearer’s sex immediately changes permanently. The only way to restore the wearer’s original sex is to locate another Bhumiya’s Ring and wear them both, which permanently occupies two fingers. These rings may not be removed except with the loss of finger which will not restore the wearer’s sex.
Lifting the silver bowl from the pedestal releases 36 Fireball Flies from a secreted hive inside the pedestal. These very rare monsters attack immediately.
Fireball Fly
: Intelligence 2; AC 7; MV 1/15 (MC B); HD 1 hp; #AT 1 bite; Dmg 1-2; SA Fireball burst; SD immune to fire, heat; AL N; SZ S (3 in. long); ML Fearless (19-20); XP 35; Fireball flies travel in small groups in warm wilderness areas. They initially attack victims by biting, doing 1-2 hp damage each. If a victim falls, the fireball flies will back away and wait to feed upon the body when it is left alone by any nearby comrades. They will only attack one person in a group at a time.

If one or more of an attacking swarm of fireball flies is slain, there is a 50% chance on each round thereafter that one to two fireball flies will dive on the victim in suicide attacks. Diving fireball flies will have a +3 bonus “to hit” and will explode on impact with a solid surface. The dying fireball fly will burst into a 3’ diameter ball of flame similar to a miniature fireball; the victim struck will suffer 3-12 hp damage per explosion unless he saves vs. spells (saving will only yield half damage). A victim who fails to save must have all of his equipment save vs. magical fire to keep it from being destroyed; clothing is included, of course.

When a fireball fly dives on a victim, the other fireball flies will move out of range of the fireball and will hover nearby to see if the explosion has disabled the victim. If this tactic fails, the fireball flies will not pursue a walking or guarded victim and will leave to find easier prey.

A fireball fly is immune to fire of all sorts, even red dragon breath or the heat from molten lava. If struck by any form of magical frost, including a Cone of Cold, Ice Storm, or even being touched by a Frostbrand Sword, the fireball fly will die instantly. If struck by a normal weapon (excluding hands or feet), there is a 25% chance that the fireball fly will explode at once; for this reason, missiles and hurled weapons are preferred means of dealing with them.

Return visits to this room has a 25% chance of encountering a large group of mixed goblins (goblins, urds, and worg-riders) who even if the characters did not destroy the idol, attack immediately with a +2 to morale.
16ka. Timely find.
(Note: if your campaign does not include such magical/mechanical items as this timepiece, you will need to remove this treasure and replace it with something suitable to your campaign.)
Entering this large foyer reveals it to be 20’ long, 10’ wide, and has a 15’ high roof. The roof has the remnants of three iron and brass candelabras that are in complete ruin. 

A cursory search of the remnants of the candelabras reveals nothing of interest. A detailed search of the candelabras lasting more than two rounds reveals a gold and brass watch hanging by its gold pocket chain from the center candelabra. (DM’s note: casting a spell such as Locate Magic would also reveal the location of the watch.) Because of the dust and verdigris that covers the watch, it is very difficult to see even from the roof and impossible to see from the floor. The clamshell-style pocket watch is very ornately engraved with both faces bearing intricate carvings of stags with magnificent horns dancing over thickly forested hills. Inspecting the watch closely reveals it is obviously Elven made and very old. The rim is studded with king’s tears set in mithril and the fine gold herringbone chain is attached with a delicate mithril clasp. The end of the fine herringbone chain is a large king’s tear gem set in a mithril setting; this large gem is worth easily 1,500 gp on the open market. It is highly magical and opening the watch reveals a luminous dial with four movements that indicate time of day (broken down by month), and position of each moon. This watch is obviously ancient and was made by the famous ancient Gnome horologist Stalburr of the Silver Wood. Crafted in 902 DR near Silverymoon before the first Troll War (932 DR) drove apart the peaceful community of Gnomes and Elves, this watch is a near priceless artifact. Taking this priceless timepiece to any reputable gem cutter (or another horologist) for cleaning results in the news spreading that one of these famous watches has been found. Gnomes, particularly those from surface, forest-dwelling clans will be very keen to acquire this timepiece. Nefarious groups will also strike an interest in the watch, and will send emissaries to acquire it by any means necessary. So called “good” organizations will also desire a look at the watch, and groups such as the Harpers and the Lord’s Alliance will also send their emissaries. Both the Simbul Witch-Queen of Aglarond and Lady Alustriel of Silverymoon will be most keen to inspect the watch and Lady Alustriel may demand the watch return to its native land.
Searching the room reveals a secret door in the southwestern corner of the room. Searching this door reveals that it is locked but not trapped.
16l. Room with two shocking pillars.
Entering this room reveals a pair of beautifully-carved rose marble columns, each 12’ high. The roof is arched to a peak of 15’ and these columns do not reach the roof. The room is dark, with a thick layer of dust upon the floor.

Casting Detect Magic within the room reveals that both pillars are highly magical and both radiate strong Alteration magic. Stepping between the two pillars causes an 18th-level Lightning Storm spell to erupt from both pillars striking all creatures within 15’ of the pillars.
16la. Lightning golem guardian.

This large plain room has a single occupant, a large golden statue with an aura of electricity that dances around the construction. Otherwise the room appears empty, other than a single closed wooden door in the southeastern corner. Searching the room is not going to possible because of the golem that will attack.

The Lightning Golem is under command to protect this room from people traveling through it unless they have the command word. It will wait until characters have closed within 15’ before attacking. A Magic Mouth upon the roof casts a 6th-Level Create Water spell within the room as soon as the Lightning Golem attacks. This deluge of water soaks all creatures within the room and adds an addition 4 HP of damage from the electricity.
Golem, Lightning: Intelligence 2-4 Semi-intelligent; AL N; AC 0; MV 12; HD 11; hp 46; THAC0 9; #AT 1; Dmg 4d8; SA See Below; SD See Below; SZ L; ML Fearless (19-20); XP 2,004; The lightning golem is an artificial being given animation, if not true life, by the infusion of an elemental spirit. It is created and controlled by powerful magics or with the aid of a Manual of Golem Construction (see the Dungeon Master’s Guide). Like other magically animated creations it is often employed as a guard or ward by those powerful enough to fashion them. Lightning golems are physically fairly simple. Their bodies are nothing more than a gold framework that is roughly humanoid in shape. The limbs of the creature are articulated, giving it the ability to move its arms and legs in much the same way that a man might. In fact, the “skeleton” of the creature has been likened to a mannequin or doll such as might be used by an artist in place of a model. What makes the construction unusual is the aura of electricity that constantly dances around it. Because of the energies used to empower the creature, it is alive with brush discharges, arcs of electricity, and a general haze of St. Elmo’s fire. The shape of this aura is surprisingly man-like. Lightning golems cannot speak, but obey simple commands given them by their creators. Their understanding is limited, however, making complex tasks beyond them.

The lightning golem moves much more quickly than one might expect an automaton to move. Because of this, it gains a +2 bonus to all initiative rolls that it is called upon to make. When in close combat, the lightning golem lashes out with its metallic arms, trying to strike its enemies. Anyone hit by the being suffers 4d8 points of damage from the blow and its associated electrical shock. Anyone making a successful saving throw vs. spells or with some immunity to electrical damage suffers only half damage. Persons who fail their saves may be required (at the DM’s option) to make saving throws for some or all of the items they are carrying. If possible, the golem begins combat by unleashing a powerful stroke of chain lightning at its enemies. This attack is similar to that of the sixth-level wizard spell of the same name and has a range of 50 yards. The stroke inflicts 6d6 points of damage to the first target that it strikes. Because of the inorganic nature of this being, the lightning golem is immune to all manner of life affecting magic or psionic powers. Thus, attempts to put it to sleep or cause disease fail. Spells and powers that influence the mind are similarly useless against this automaton. Attacks that depend upon heat or fire affect the golem normally, causing its golden skeleton to melt and deform. Those based on cold, ice, lightning, or electricity is ineffective. Spells and abilities that have power over metal, such as Crystalbrittle, have their normal effects upon the lightning golem. Lightning golems are considered greater golems, and are thus always under the control of their creator.
16lb. Melted floor.
Entering this room reveals little other than a small dark foyer, 10’ long with a floor that is strangely melted. The stone floor appears to have been the central focus of an immense amount of heat that melted the floor into a small depression.
16m. Phase Dragon’s encounter.
Within this room is a most rare dragon, Kyrawardsass Stalmas an ancient Phase Dragon, which will not immediately attack the adventurers, but will attempt to learn a little about them before revealing herself to them. Sass will attempt to determine the likely nature of the characters and their reaction should she suddenly come out of phase. She does not desire a fight, but she will not hesitate to counter attack either. Sass would like to talk to the adventurers and perhaps trade some of her knowledge of Undermountain for a nice jewel. Sass’ lair in the city of Waterdeep is within an ancient shadowtop tree and she travels into Undermountain occasionally to gain more gems and the occasional coin to expand her horde.
Kyrawardsass Stalmas, Dragon, Phase
: Intelligence Very 16-18; Al CN; AC 2; MV 6”/24” (MC: C); HD 5; hp 50; #AT 1 bite; Dmg 1-4; SA Breath weapon (10’ diameter cloud of white gas that causes all within it who fail a saving throw vs. breath weapon to become confused, as per the Druid spell Confusion); spell use; SD Phasing ability; see hidden/invisible objects; SZ S (3’ long); ML Steady; MR 30%; XP 8600; Talisman of Enlarge
; Fireball Amulet
; Portable Hole – contains: 3,450 gp in various gems; leather harness; Spells: Change Self; Darkness, 15-foot Radius; Magic Missile; Knock; Locate Object; Flaming Sphere; Protection From Cantrips; Improved Phantasmal Force.
The door to secret room #16ma is magically locked with an 18th-level Wizard Lock spell and magically trapped with a poisonous gas cloud that forces all within 10’ of the door to save vs. poison or die. The characters that successfully save vs. the poisonous gas suffer 30 hp of damage.

16ma. Skipped horde.
Stashed just inside the door of this room is a large rusty iron bound chest with a rusty iron pad lock. The only way to open the chest is to smash it open since it is so corroded. Opening the chest reveals four 150 gp platinum trade bars (Easthaven
 1211 DR mint); a silver and ivory engraved scroll tube (worth 45 gp) containing a single sheet of yellowed parchment upon which the 9th-level Wizard spell Animate Stone
 is written in magical blue ink; a plain smoked-glass scroll case containing a single sheet of yellowed parchment upon which the 9th-level Wizard spell Elemental Aura is written (this spell was incorrectly transcribed and every time the spell is cast, the spell functions normally but the resounding shriek of a shrieker ((the monster)) rips through the area with all the usual effects).
Found within this lost horde is a playing card deck on thick parchment with 48 cards which radiates magic quite strongly. This deck of cards rests in a beautiful mahogany box with engraved silver trim (worth 150 gp). These cards comprise part of a Deck of Illusions
 missing a few cards (determined by the DM) but are likely to be mistaken as a Deck of Many Things by experienced adventurers.
16mb. Trapped foyer.

Both of the doors attached to this room negates - as a Wand of Negation - all magic items borne through them, silently and invisibly, with the effects lasting for ld4 turns. Memorized spells, scrolls, spellbooks, and character spell casting abilities are unaffected.

16n. Fairies wear boots.
Opening the door to this room reveals a large dark room strewn with rock rubble. All surfaces within the room are cracked and fissured with deep crevices on the roof. This room obviously had a small collapse and the rubble from the collapse is strewn upon the floor. A meandering path winds through the rubble littered with the usual adventurer litter – used iron rations wrappers, empty potion bottles, burnt out torch stubs, etc. Inspecting a few of the refuse items reveals them to be from various locations within the Realms. 
Hiding within this room among the strewn rubble is Luxkhenimen Hapnedankh, a highly experienced Quickling adventurer recently returned to the Realms from Sigil. While the characters are inspecting the little bits of adventurer litter, he will strike to cause malicious mischief than to actual cause injury. He will not use the power of his boots (which double his movement rate) unless the characters prove unusually tough (immune to his dagger’s venom) or injure him for more than 15% of his hp.
Luxkhenimen Hapnedankh: Brownie, Quickling, Common: Intelligence High to Genius (13-18); AL CE; AC -3; MV 96 (192); HD 1+4; hp 14; THAC0 16; #AT 3; Dmg By weapons (S/M 1-3+7; L 1-2+7); SA Spells; SD Invisibility; save as Pr 19; SZ T; ML Elite (13-14); XP 2,000; Boots of Speed
; Dagger of Venom (contains type O poison
); Bag of Holding, 250 lbs; Girdle of Hill Giant Strength. Once per day quicklings may invoke the following powers: Ventriloquism, Forget, Levitate, Shatter, Dig, and Fire Charm. Luxkhenimen Hapnedankh carries within his Bag of Holding: a thin book with deer hide covers and loose vellum pages (Kacanelor’s Compendium on the Religions of Shanatar
); ten (worth 250 gp each) gold trade bars (Mossbridges
 1231 DR mint stolen from a caravan on the Mosstree Trail in 1324 DR); Poison Vial, Type O (x5); Antidote, Type O Poison (x2); Iron Rations (x16); Potion of Extra Healing (x3); 33 gp; 17 ep; 4 sp; 67 cp.
16na. Trapped foyer.

The doors attached to this room are identical to those in room #16mb.
16o. Utukku
.
Entering this large dark square room reveals little other than a room that appears to be empty. There are two doors within this room, one of which the characters used to enter this room. A cursory search of the room reveals little other than there is no secret or hidden doors. However standing very still and observing the characters is an invisible Utukku, a native of the great ash deserts of Tarterus who is on the Prime Material Plane for one year to gather more treasure to take home. He has amassed a fair amount of treasure during his stay on the Prime, which has been spent within Undermountain. He will not attack the characters and unless the characters detect him and attack, the characters and the Utukku will go their separate ways peacefully. Just detecting the Utukku does not cause a battle and the characters may talk to the Utukku who can be a mouthpiece for the DM to impart adventure hooks and red herrings.
Utukku: Intelligence Exceptional; AL CE; AC -2; MV 15”; HD 10+5; hp 95; THAC0 9; #AT 2; Dmg 4-16/4-16/3-12; SA spell use; SD +2 or better weapon to hit, spell immunities, poison resistance; MR 50%; SZ L; ML Elite (13-14); XP 4,000; Eye of Winking
; 14 gp; 29 pp; 3,070 gp of various precious gems and art; Philter of Stammering and Stuttering; Potion of Clairvoyance. An utukku may Detect Invisible Objects, Read Languages, Know Alignment, and Detect Magic. They have infravision to 120; and have a limited form of telepathy allowing them to communicate with any intelligent creature. Three times a day they may Teleport Without Error; carrying up to 5000 gp weight with them, Cause Fear (as a Wand of Fear), Create Darkness 30' Radius, and cast a 12d6 Lightning Bolt. Once per day, utukku may use a Symbol of Discord and Control Weather as an 18th-level magic-user. Utukku may also Cause Disease by touch and Polymorph Self into a human or humanoid form for a full day, but these two powers are only usable once per week. Utukku have some resistance to certain magical attack forms, due to the nature of their home environment. They only take half damage from lightning, fire, or poisonous gas if they fail a saving throw against one of those attack forms, and one-quarter damage if the save succeeds. They save vs. poison at +4. Other attacks function normally against them. Though they are psionic, utukku have no major or minor disciplines. Utukku are roughly humanoid in shape, standing at an average height of 12'. They have the head of a lion, with long quills radiating out in place of a mane, and a scaled humanoid body. They have great claws in their hands and feet, and use their hands to slash at opponents in battle rather than using a weapon. Though they value magical weapons quite highly, they have never been known to use them in battle. They are a dark brick-red in color over much of their bodies, their faces being a golden-red and their spines striped black and white. The claws and teeth are white. An utukku's eyes are bright yellow with catlike blue pupils.

16oa. Trapped foyer.

The doors attached to this room are identical to those in room #16mb.

16ob. Trapped foyer.
The two magical, Nadrun’s doors attached to this room cause every third creature passing through them to save vs. spell, or be blinded and Feeble- Minded for 2-5 rounds. At the end of this time, victims must save vs. 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.
16p. Hidden stash.
Opening the secret door reveals a dark 15’ long room. Lying on the floor in the center of the room is a brass-banded maple chest. A large iron padlock holds the lid closed, it is embossed with silver and has two moss agates cut in a pear shape set around the key hole. This chest is not trapped and opens easily. The chest does radiate magic strongly; inspecting this magic reveals charms to prevent corrosion.
Within this box is a pair of gold-rimmed spectacles, small brown leather bag (contains: 13 gp and 22 sp Maskyr’s Eye 1277 DR mint, 3 wooden die). Underneath the leather bag is a huge adamantium single point fish hook with 175’ of wire-reinforced hemp rope. Attached to the eye of the huge fish hook is three feet of heavy steel chain. The spectacles and the fish hook both radiate magic strongly. The fish hook has charms protecting it from rust. The spectacles are a pair of Eyes of the Eagle.
Searching the room for secret doors reveals one on the eastern wall. This secret door is not trapped or locked and may be pushed open easily. However a large hungry colony of mustard jelly is immediately dumped from a secret space in the door frame falling upon the first character through the door. This mechanical and magical trap is very difficult to disarm; a thief and a mage must work together. The mage must cast Dispel Magic while the thief attempts to disarm the trap with a -45% chance to his success due to the intricacies of the trap. The trap’s magical components save as an 18th-level mage, and failure on either the part of the thief or mage releases the mustard jelly. Because of the likely position of the thief while attempting to disarm this trap (standing next to the doorframe), he is going to receive the brunt of the jelly’s attack. Note that the jelly can not be released with the door closed, so the thief and mage will be working on the secret door with it partially open. A very small character (DM’s discretion) or one under the effects of a Potion of Diminution can slip through the cracked door without dumping the deadly jelly.
Ooze/Slime/Jelly, Mustard Jelly: Intelligence 8-10 average (human) intelligence; AL N; AC 4; MV 9; HD 7+14; hp 59; THAC0 13; #AT 1; Dmg 5-20; SA 10' radius vapor cloud (save vs. poison each round or lethargic); SD +1 or better weapon to hit, can divide at will, ½ damage from cold, immune to electrical; SZ L; ML Elite (13-14); XP 4,000.
16q. Calygraunt’s
 home.
Entering this large room reveals it to be 30’ wide and 25’ deep and is softly lit by several magical globes of glass floating about the roof. The floor is a patchwork of soft moss, medium-height grass and patches of mistletoe and mint bisected with a small freshwater stream that ends in a small pond. A small wooden bridge arches over the stream and several brightly colored koi can be seen swimming in both the pond and the stream. Several large stones dot this room some appear to be the perfect shape and size for lounging. There are a few trees within this room, mostly smaller (dwarf-sized) fruit-bearing trees like apple, cherry, apricot, and plum. Along the eastern wall is a large stack of honey bee boxes with numerous honey bees flying about.

This room is inhabited by a mated pair of very rare creatures, calygraunt which are also known as “fey stags.” The calygraunt gets its nickname from the stag-like, frond-branched horns which adorn its catlike head. It has a coat of dusty brown hair, and has two clawed forearms which can awkwardly (-1 to hit and on damage) wield one-handed weapons. A calygraunt can speak its alignment language, the common tongue, and the languages of creatures nearby. These creatures immediately sense the characters magical devices and are cautious until the character’s intent becomes apparent. 
The calygraunt are willing to Identify and inspect magical items brought to them in exchange for keeping a few magical items. The calygraunt are shrewd hagglers and desire unique and unusual magical items. The DM is free to expand this encounter making the calygraunt a great source for adventure hooks by Identifying magical items that will need further adventures to utilize. If the characters attack the calygraunt, they immediately attempt to cause carried magical devices such as rings and wands to discharge. During this confusion, the calygraunt will attempt to flee to their secret room (room #16qa) hoping that the protective wands will provide them a few rounds to escape. The calygraunt will toss what possessions they can grab into the gate and then jump in when the characters manage to breach the secret door.
Calygraunt (2): Intelligence High; AL CN; AC 7; MV 14; HD 2+4; hp 11, 9; THAC0 18; #AT 2; Dmg 1d4/1d4 or by weapon type (-1 penalty); SA control magic items; MR 70%; SZ M (4’ tall at shoulder); ML Elite (13-14); XP 7,000. A calygraunt can sense the dweomer emanating from enchanted items and can identify the type, specific functions, and strength (number of charges or spells remaining) of an item. This power has a 90% chance of success, modified as follows: -20% if a spell of any type has been cast upon the feystag: -60% if a confusion or feeblemind has taken effect on the feystag; or -40% if the creature is under psionic attack (these debits are not cumulative; choose the greatest loss in any multiple-attack situation), and +25 % if the calygraunt has observed any magical power or function of the item under study in use. A calygraunt may study only one item per round, but it may do so in addition to other physical, mental, and magical activity. A feystag free of confusion or feeblemind will instantly be able to detect all dweomers within a 60’ radius and rank them according to strength (energy or charges stored or held ready), seeing them as auras of differing luminosity. A calygraunt may learn enough from studying a magical item to be able to operate it. If the item is activated by command word only, the calygraunt will speak that word. If use of the item or power requires somatic gestures, a calygraunt cannot use it, but if an item can be activated by will or mental command, a calygraunt within 60’ may activate it. There is a 90% chance that any item can be so activated (providing the calygraunt has successfully identified it); this chance is modified in the same manner as the chance of identification. Unless the creature gains physical possession of an item, it will not be able to control the direction of the effects, but often the manner in which an item (such as a wand or ring) is worn or carried will cause it to harm the bearer or those nearby when "turned on" (e.g. a Ring of Shooting Stars could shoot at the wearer's foot). 

A calygraunt cannot activate or control an item it has not identified, nor can it attempt to identify a specific item more than once in any day (assuming the first attempt fails). The bearer of an item can wrest control from a feystag operating it from afar if the control method is physical (such as the studs upon a Rod of Lordly Might), or by speaking the proper command words, but if the item is customarily controlled by mental force, the bearer's combined Intelligence and Wisdom must be more than 32 to seize control. If the opponent's combined Intelligence and Wisdom scores are less than 29, then he must save vs. spells or be confused for 1-6 rounds. A calygraunt can never charm or force its will upon another through this sort of mental contest. 

A calygraunt can activate only one item once per round, although items such as a Sword of Dancing or certain Quaal's Feather Tokens that operate continuously for more than a round will do so even after the calygraunt, after activation, has turned its will to the control of something else. A feystag will not activate items without deliberate intent; its mere presence does nothing to awaken magical power. A calygraunt may repeatedly activate any item that is designed to operate only once.
A cursory search of the room reveals nothing. Searching the room very carefully reveals a light green glass vial containing a thick brown liquid (Potion of Double Duration
) and a large ivory statue (worth 5,000 gp).
The approach to the secret door is protected by a Wand of Frost and a Wand of Lightning each with 49 charges. The calygraunt know the secret command word to deactivate the wands. The wands are set so that they strike a point five feet in front of the door and both wands fire simultaneously unless either of the calygraunt has deactivated them or the wands have expended their charges. The secret door is locked but not trapped.

16qa. Calygraunt’s stash.

This large secret room appears much like the previous room only there are several chests and crates stashed about this room. searching all of the chests reveals (if the calygraunt escape remove the items from this list that they took): 21 gp; 97 pp; 10,435 gp of miscellaneous gems and art items; Elixir of Youth; Potion of Animal Control (mammal); Potion of Diminution; Oil of Acid Resistance (actually an Oil of Fumbling); Potion of Speed; Studded Leather Armor +1; Ring Mail Armor of Etherealness +3 (Ring Mail Armor -9
 ((Cursed so that once donned can not be removed except with a Remove Curse or Wish spell)); Ring of Shooting Stars; Rod of Cancellation (7 charges); Spell Scroll, Wizard – Slippery Skin
, Careen
, Spell Sense
, Gloom
, Slow Metabolism
, Disguise Undead
, Haste, Darkfire
.
To the rear of this secret room is small pool of water. This pool of water has a beautiful decorative rim carved with several magical runes. This gate deposits travelers within a small ruined Wizard’s tower within a lost Elven town in the Cormanthyr Forest north of the Elven Flow.
16r. Ruined shrine.
Entering this large dark room reveals little other than a large ruined shrine on the western wall and several scattered bones. There appears to have been a large battle here quite a few years ago and all the combatants were human. Some of these humans were apparently undead at the time of the battle. Searching the room reveals nothing of value; all the corpses have been stripped a long time ago. A cursory search of the shrine reveals little other than it was dedicated to an unknown deity. The shrine is crumbling and has been heavily damaged. A careful search of the shrine reveals a small secret compartment that is not trapped or locked. Within the secret compartment is a fine wooden box with silver hardware. The box radiates magic strongly (Charms of Protection from rot and corrosion) and is locked but not trapped. 
The inside of the box is lined in red velvet and is magical as well (acts the same as an Oil of Timelessness). Resting upon the red velvet is a very fine leather gauntlet cut in the style of a swordsman’s glove with reinforced cuffs and studded with adamantium studs. The glove radiates magic strongly and is alive and sentient; however it defies all attempts at Identifying the glove. A Legend Lore spell reveals that the creature is both vampiric in nature but beneficial as well; bestowing some benefits upon the wearer. The exact nature of the creature and the specifics of its vampirism and benefits will not be revealed except with the aid of such spells as Wish or the employment of a high level Sage.
This glove is a peltast
 an exceedingly rare creature molded permanently in the form of a swordsman’s gauntlet by an unknown Netherese mage. The exact nature of the magics employed to craft this glove-creature is not known but had to include a Permanency spell and a Potion of Timelessness as this peltast is immortal unlike others of its kind which live for about 60 years. The magic used in its creation rendered the peltast sterile and it can never change shape nor reproduce. Other peltasts sense the difference within this one and will avoid this peltast moving away at maximum movement rate. This creature is beneficial to a human but will not remain with a demihuman, and while sentient it is not able to communicate with its wearer and must be put on bare flesh. Now that the creature is free of its timeless prison it will seek a human to bond with.
Peltast: Intelligence Average; AL N; AC 7; MV 4; HD 1+6; hp 15; THAC0 19; #AT See below; Dmg See below; SA surprise feeding, poison water; SD Immune to poison and blunt weapons, mimicry, fire resistance; MR 7%; SZ S See below; ML Elite (13-14); XP 5,000 if worn, 20 XP if slain. When donned, a peltast exudes a liquid which serves as an anesthetic and a tissue softener; there is only a 1 % chance that the host will feel something amiss. The peltast is skilled in its surgery, using this liquid with pinpoint precision to open a small wound in its victim by dissolving the skin in a small, hidden area. Through this contact, it "feeds" on its victim, absorbing 1 hp of blood-borne nutrients every day. A healthy host will likely never notice the slight weakness this causes, and will never fall ill from the peltast's feeding since the body, with rest, will recuperate one hp each night. 

A peltast will leave a diseased host, but while attached it will neutralize any insinuated poisons in the bloodstream, feeding on the venom itself. The peltast has an interest in keeping its host alive; should the host be reduced to one hp or less and still live, the peltast will inject 3-6 hp of energy back into the host (it can do this only once per day) A peltast has a slight magic resistance, and this protection is extended to its host (being added to any natural or magically bestowed resistance possessed by the host). 

A peltast's skin can sense vibrations, distinguish scents with acute sensitivity, and can see up to 60’ both with infravision and normal vision through tiny, flat eyes which it can conceal entirely within its form or reveal through slits when in use. A peltast exudes any waste material from itself when ever immersed in water (thus staining and poisoning the water; anyone who drinks the same water must save vs. poison at +2 or become nauseated for 2-8 rounds, unable to attack or defend). 

A peltast's body is resilient; it gains +1 on all saving throws vs. fire and is unaffected by crushing blows or attacks by blunt weapons. All edged-weapon cuts do normal damage. A peltast will never fight another peltast, nor join a host already carrying one; peltasts can somehow sense each other from up to 40’ away.
16ra. Foyer with two doors.
The doors attached to this foyer are slightly magical (Charms of Protection against rot and corrosion) and are not locked or trapped. Given that the last few foyers have had trapped doors the adventurers are likely going to be very cautious when approaching these doors and may waste an inordinate amount of time examining them. During this time the DM is free to roll random encounters several times or create an encounter.

16s. Part one of trap.
Unbeknownst to the party, a large group of evil adventurers have heard of their great exploits and have obtained several articles of adventuring gear traded within Waterdeep. Using a Crystal Ball these evil adventurers have laid out a cunning trap for the characters. Part of this party is waiting within this room and the other part is waiting within room #16t. The evil adventurers are aware of the properties of the magical doors and will wait for the characters to enter room #16sa. They have arranged room #16sa for a two pronged attack; attacking from the front and rear while the characters are within room #16sa. The evil adventurers attack with ranged weapons, spells and magical items first (such as Dust of Mind Dulling and Nilrem's Incredible Uncontrollable Itching Powder) attempting to knock the spell casters out immediately before closing in melee.
Coradaira of Mirabar Human female F14 (Warrior of Mirabar): S19, D18, C17, I14, W10, Ch7; AL LE; AC -5; MV 12; hp 83; THAC0 7; XP 6000; Crossbow, hand; Spear +2; Backpack: Cassock; Flint and steel; Lantern, bulls-eye; Oil, lamp flask x2; Rations, iron (1 week) x3; Rope, hemp 50’; Torch x6; Wineskin (contains a very good peach mead); Baldric, bandoleer (leather) - Axe +2, Throwing; Sword, Short +2; Belt - Belt pouch, small: Potion of Extra-Healing; Wand of Flame Extinguishing (94 charges); Bolt case - Crossbow, hand quarrel x20; Bolt case - Crossbow, Hand Quarrel +2 x5; Crossbow, Hand Quarrel +3 x5; Knife sheath - Knife +3; Boots, riding; Full Armor, Scale Mail +3; Girdle of Hill Giant Strength; Shield, Medium +3.
Ferris Unkos  Human male F14 (Warrior of the Pirate Isles): S18/54, D17, C17, I13, W11, Ch13; AL LE; AC -5; MV 12; hp 82; THAC0 7; XP 6000; Long Bow +1; Polearm, Lucern Hammer +2; Sword, Bastard +1, +3 vs. Regenerating Creatures; Backpack: Flint and steel; Rations, iron (1 week); Torch x6; Whetstone; Wineskin (contains ); Baldric, bandoleer (leather) - Knife sheath: Dagger of Doomwarding
 (2 charges); Morning Star +1; Belt - Belt pouch, large: Chime of Interruption; Dart +1 x2; Potion of Water Elemental Invulnerability; Quiver - Long Bow, Sheaf Arrow +2 x20; Knife sheath - Dagger +3; Boots, riding; Full Armor, Chain Mail +3; Helm of Teleportation; Shield, Small +3.
Gaerla Shadelocks Human male M15: S16, D18, C17, I19, W15, Ch12; AL LE; AC -5; MV 12; hp 47; THAC0 16; XP 9000; Amulet of Sammaster
; burnished iron wood wand inset with a large turquoise (worth 1750 gp - Wand of Negation 16 charges); Knife, throwing; Backpack - Book, Metal Spellweaving
; Candle x6; Crystal Ball; Flint and steel; Paper x3; Rations, iron (1 week); Torch x5; Wineskin (contains Saerloonian Glowfire
); Winter blanket; Writing ink (Vosk Ink
 - bright purple with gold flakes); Belt - Belt pouch, small: Gem of Insight; Dust of Mind Dulling; Knife, throwing x2; Boots, soft; Bracers of Defense AC 2; Helm of Telepathy; Knife sheath - Knife +1; Ring of Protection +3; Robe of Eyes; Spells: Erven's Spell Shield
; Inaudibility
; Korel's Last Word
; Read Magic; Wall of Leaves
; Detect Good; Improved Magic Missiles
; Raztak's Target Spell
; Remove Disease
; Shark Bolt
; Alternate Reality; Babble; Kyle's Fetid Stench of the Ghast
; Noska Trades' Ghoul Arrow
; Pain Touch
; Arnvid's Unseen Limb
; Bigby's Battering Gauntlet
; Lightning Shield
; Missile Multiplication
; Vanquil's Backbiter
 (cast); Jamye's Armour Reversal
; Ludvick’s Luck
; Orb of Ineffable Effusion
; Remove Dweomer
; Scorpion Call
; Anti-magic Aura
; Wall of Magma
; Attack Other Planes
.
Matlor Orakelerl of Archendale Human male F13 (Warrior of Archendale): S20, D17, C17, I9, W9, Ch9; AL LE; AC -5; MV 12; hp 84; THAC0 8; XP 4000; Spear +3; Backpack: Flint and steel; Quiver: Composite Short Bow, Flight Arrow +1 x10; Rations, standard (1 week); Torch x3; Wineskin (contains White Snow Potato Brandy
); Baldric, bandoleer (leather) - Crossbow, heavy; Sword, Cutlass +3; Belt - Belt pouch, large: Potion of Flying; Potion of Rainbow Hues (in a tin flask 4 draughts left); Spell Scroll, Wizard (contains the spells Vampiric Touch; Passwall; Protection From Evil; Domination); Bolt case - Crossbow, heavy quarrel x16; Crossbow, Heavy Quarrel +3 x4; Boots, Riding; Gold ring inset with a large aventurine stone (worth 1230 gp Ring of Wishes ((2 wishes left)); Full Armor, Banded Mail +1; Shield, Large +4.
Rowaran Ignikosnos Human male F15 (Assassin): S15, D18, C15, I16, W13, Ch6; AL LE; AC -9; MV 12, Fl 15; hp 64; THAC0 6; XP 7000; Spear, Long +2; Sword, Cutlass +3; Backpack: Dry rations (1 week); Flint and steel; Grappling hook; Signal whistle; Torch x5; Weaponblack; Wineskin (contains a horridly-sweet merlot); Baldric, bandoleer (leather) - Knife, throwing x2; Belt - Belt pouch, large: Sap; Glass bottle (contains a magenta-colored thick liquid Potion of Healing); Belt pouch, small - Bag of Tricks C; Boots, riding; Cloak of the Bat; Full Armor, Improved Mail +2; Shield, Buckler +4.
Rowayara of Auril Human female C12 (Icepriest/Warrior of Zhentil Keep): S15, D16, C15, I16, W16, Ch9; AL LE; AC -6; MV 12; hp 60; THAC0 14; XP 6000; Sling - Sling, Sling Bullet +1; Backpack: Flint and steel; Holy item (Auril); Rations, iron (1 week); Torch x3; Wineskin (contains Mushroom Wine of Quarmall
); Baldric, bandoleer (leather) – Hammer; Mace, Footman's +3; Belt - Belt pouch, large: Oil of Acid Resistance; Scroll of Protection from Possession; Belt pouch, small - Sling, Sling Bullet +1 x17; Boots, riding; Bracers, Ice Manacles of Auril
; Full Armor, Studded Leather +4; Shield, Medium +3; Spells: Aranen's Divinial Armor
; Create Water; Cure Light Wounds; Endure Cold/Endure Heat; Frost Fingers (Auril); Heat
; Snow Boots
; Spittle; Cure Moderate Wounds
; Endure Ice
; Frost Blade
; Frost Whip (Auril); Resist Fire/Resist Cold; Spiritual Hammer; Withdraw; Call Lightning; Continual Faerie Fire
; Crown of Cold
; Resist Acid
; Snow Man
; Dweomerflow
; Ice Blade (Auril); Protection From Lightning; Cure Critical Wounds; Slay Living; Longevity
; Protection From Electricity, 10' Radius
.
Sayla Odiir Sharpfangs Human female F12 (Beast Rider): S16, D18, C17, I13, W12, Ch15; AL LE; AC -5; MV 12; hp 74; THAC0 9; XP 4000; Spear, Long +2; Sword, Short, Calathangas
; Amulet, Abuk (small golden snake symbol worth 150 gp); Backpack: Candle; Flint and steel; Portable Hole: 2,970 gp; Crampons; Grappling hook; Rations, standard (1 week); Wineskin (contains Old One Eye
); Winter blanket; Torch x6; Baldric, bandoleer (leather) -  Mace, horseman's; Belt - Belt pouch, large: Potion of Giant Strength (Stone); Boots, soft; Full Armor, Brigandine +3; Shield, Medium +3.
Tamara Faladuir Shiftingsands Human female F13 (Warrior of Anauroch): S17, D18, C17, I15, W15, Ch17; AL LE; AC -10; MV 12, Fl 17, Sw 12; hp 84; THAC0 8; XP 5000; Falcon, trained (Esemkhmten hooded on her left shoulder); Composite Short Bow +1; Sword, Cutlass +2; Backpack: Book, The Art of Weaponcrafting
; Candle x6; Cassock; Grappling hook; Rations, standard (1 week); Tenser's Portmanteau of Frugality; Torch x4; Whetstone; Wineskin (contains lavender water); Baldric, bandoleer (leather): Axe, Hand/Throwing +1; Dagger, jambiya; Dart x4; Belt - Belt pouch, large: Rod of Absorption (2/50 charges); Quiver - Composite short bow, flight arrow x24; Composite Short Bow, Flight Arrow +2 x5; Boots, riding; Dragonfang
; Cloak of the Manta Ray; Full Armor, Chain Mail of Blending +3; Shield, Small +3; Winged Mask
.
Zelgann Deepglade of Mirabar Human male F12 (Warrior of Mirabar): S18/88, D18, C17, I15, W13, Ch12; AL LE; AC -4; MV 12; hp 85; THAC0 9; XP 5000; Crossbow of Speed, Heavy; Javelin x4; Backpack: Block and tackle; Candle x6; Flint and steel; Rations, iron (1 week); Torch x3; Wineskin (Canteen of the Otyugh
); Baldric, bandoleer (leather) - Axe, Hand/Throwing +1 (Dwarf-made inset with a 250 gp frost agate); Sword, Bastard +3; Belt - Belt pouch, large - 16 Tethyrian moelans; 13 Mirabar Trade Bars (10 gp in Mirabar, 5 gp elsewhere); Belt pouch, small - Bolt case: Crossbow, Heavy Quarrel +1 x20; Boots, riding - Dagger; Full Armor, Plate Mail +3; Ring of Protection From Undead (48 charges); Shield, Buckler +3.
Zelhan Igniwug of Waterdeep Human male F12 (Warrior of Waterdeep- South and Dock Wards): S16, D15, C14, I12, W13, Ch6; AL LE; AC 0; MV 12; hp 51; THAC0 9; XP 3000; Long Bow +1 - Long Bow, Flight Arrow of Slaying Humans; Pick, horseman's; Backpack: Bag of Beans; Block and tackle; Flint and steel; Grappling hook; Oil, Greek fire x3; Rations, standard (1 week); Torch x6; Wineskin (contains a red wine mixed with human blood); Baldric, bandoleer (leather) - Sword, Short +1 Flame Tongue; Belt - Belt pouch, large: Glass bottle – contains a magenta-colored liquid (Agni Potion
); Glass bottle – contains a murky green colored liquid (Oil of Slipperiness); Quiver - Long Bow, Flight Arrow of Slaying Humans x2; Long bow, flight arrow x14; Boots, riding; Full Armor, Padded +2; Naga Crown
; Shield, Small +4.
16sa. Trapped foyer.

The doors attached to this room are identical to those in room #16mb.
16t. Part two of trap.
Ales Venetharen of Shar Human male C14 (Nightcloak): S17, D18, C17, I10, W19, Ch14; AL NE; AC -4; MV 8; hp 77; THAC0 12; XP 7000; Warhammer +2; Backpack: Bag of Transmuting, 1500 lbs.; Candle x2; Flint and steel; Holy item (Shar - made from a relic recovered from the Basilica of Night
); Rations, standard (1 week); Torch x4; Wineskin (contains Rollrum
); Baldric, bandoleer (leather) - Flail, Footman's +2; Belt - Belt pouch, large: Nilrem's Incredible Uncontrollable Itching Powder
; Scroll of Protection from Electricity; Sling, Bullet of Piercing x20; Sling; Boots, riding; Full Armor, Chain Mail of Blending +2; Shield, Small +2; Spells: Bless; Cure Light Wounds; Darkness; Empathy – GNPB; Endure Cold/Endure Heat; Holy Mace – GNPB; Invisibility to Undead; Mask Emotion; Shillelagh; Body Warmth – GNPB; Bubble Screen – GNPB; Chill Metal; Crocodile Tears - Old Empire; Omen (Old Empire); Resist Fire/Resist Cold; Silver Tongue – GNPB; Tracking; Armor of Darkness (Shar); Cause Disease; Chill - Old Empire; Choose Future (cast); See Through Darkness – GNPB; Speak With Dead; That Art Thou - Dragon Magazine; Whip of Shar (Shar); Creature of Darkness (Shar); Darkbolt (Shar); Free Action; Omniscient Eye; Spell Immunity; Undetectable Lie; Adaptation – PSC; Flame Strike; Impregnable Mind; Greater Creature of Darkness; Sol's Searing Orb; Energy Drain.
Belecith Damargann Human female F16 (Swashbuckler, Fighter): S18/89, D18, C17, I15, W10, Ch10; AL LE; AC -6; MV 12; hp 88; THAC0 5; XP 8000; Composite Short Bow +1; Amulet Versus Undead (5th-level); Backpack: Bag of Holding, 250 lbs. – Ale, large barrel (contains Luskan Black Ale
); Raft, wooden; Rope, hemp (50’); Flint and steel; Grappling hook; Rations, standard (1 week); Torch x2; Whetstone; Wineskin (contains Luskan Black Ale); Baldric, bandoleer (leather): Quiver: Composite short bow, flight arrow x24; Quiver: Composite Short Bow, Flight Arrow +2 x11; Belt: Belt pouch, large - Bolt case: Crossbow, hand quarrel x20; Bolt case: Crossbow, hand quarrel x20; Belt pouch, small - Potion of Extra-healing; Potion of Invulnerability; Crossbow, hand; Quiver: Composite Short Bow, Flight Arrow +3 x15; Boots of Elvenkind; Full Armor, Scale Mail +2; Fur of Warmth; Shield, Small +5.
Cordale Hadrazergith of Tassledale Human male F16 (Warrior of Tassledale): S17, D17, C16, I12, W15, Ch10; AL LE; AC -8; MV 12; hp 69; THAC0 5; XP 7000; Composite Long Bow +1; Backpack - Block and tackle; Bolt case: Crossbow, hand quarrel x20; Flint and steel; Rations, standard (1 week); Signal whistle; Torch; Whetstone; Wineskin (contains Flounder Beer
); Baldric, bandoleer (leather) - Axe, Hand/Throwing +1; Belt - Belt pouch, large: Potion of Healing (mixed with Oil of Slipperiness
); Quiver - Composite Long Bow, Flight Arrow x11; Composite Long Bow, Sheaf Arrow +2 x12; Boots of Striding and Springing; Full Armor, Plate Mail +3; Shield, Medium +3.
Frecagold Deepdale of Mirabar Human male F12 (Warrior of Mirabar): S18/88, D18, C17, I15, W12, Ch10; AL LE; AC -8; MV 12; hp 86; THAC0 9; XP 4000; Composite Long Bow +1; Backpack: Flint and steel; Grappling Hook, Folding Silenced
; Rations, iron (1 week); Rope, silk (50’); Sextant; Spear, Long +2 (Dwarf-made has a Mirror-Crystal
 inset in the butt); Torch; Wineskin (contains Golden Sands Orange
); Baldric, bandoleer (leather) - Flail, horseman's - Dwarf-made inset with a Mirror-Crystal; Sword, bastard - Dwarf-made inset with a Mirror-Crystal; Belt - Belt pouch, small: Glass bottle – contains a rose-colored liquid (Potion of Human Control); Scroll (Protection from Electricity); Weaponblack; Dagger x2; Net of Entrapment; Quiver; Composite Long Bow, Flight Arrow +3 x13; Boots of Elvenkind; Full Armor, Banded Mail +3; Shield, Small +4.
Léodbrand Banmyr Human male F15 (Warrior of Eversult): S20, D18, C17, I13, W10, Ch7; AL LE; AC -7; MV 12; hp 87; THAC0 6; XP 7000; Axe, Battle +3; Backpack: Block and tackle; Bolt case - Crossbow, hand quarrel x20; Bucknard's Everfull Purse (CP/EP/PP); Flint and steel; Rations, iron (1 week); Signal whistle (engraved silver set with a sardonyx stone worth 100 gp); Torch x2; Wineskin (contains Brown Bat Ale
); Baldric, bandoleer (leather) - Mace, Footman's +3; Sword, claymore; Belt - Belt pouch, large: Sling, Bullet of Piercing x15; black walnut-framed magnifying glass bejeweled with 4 scapra gemstones (worth 700 gp); Boots, riding; Full Armor, Improved Mail +3; Shield, Buckler +3.
Orauranos Darksilver Human male F14 (Warrior of Silverymoon): S17, D17, C16, I15, W10, Ch12; AL LE; AC -4; MV 12; hp 94; THAC0 7; XP 6000; Crossbow, light - Crossbow, Light Quarrel +1; Spear +1; Backpack: Block and tackle; Flint and steel; Oil, Greek fire x3; Rations, iron (1 week); Torch x2; Wineskin (contains ); Baldric, bandoleer (leather) - Axe, hand/throwing; Sword, Long of Dancing; Belt - Belt pouch, small: Dart x5 (wrapped in oiled sail cloth and poisoned with type I poison); Oil, Greek fire x3; Bolas x2; Scroll of Protection From Elementals; Bolt case - Crossbow, Light Quarrel +1 x15; Boots, riding – Dagger; Full Armor, Metal Lamellar +3; Ring of the Ram (8 charges); Robe of Blending; Shield, Buckler +3.
Selatyr Damarayth of Tasseldale Human male F13 (Warrior of Tassledale): S17, D 17, C 16, I 16, W 10, Ch 9; AL LE; AC -5; MV 12; hp 85; THAC0 8; XP 5000; Composite short bow; Sword, Long +2 Dragon Slayer, White; Glass bottle – contains a golden-colored liquid (Oil of Acid Resistance); Backpack: Flint and steel; Grappling hook; Oil, Greek fire x3; Rations, iron (1 week) x2; Torch x4; Wineskin (contains clove-spiced red wine); Baldric, bandoleer (leather); Belt - Belt pouch, large: small oak wand with carved bone head (Wand of Size Alteration ((75/81 charges)); hornbill ivory (worth 6 sp); Glass bottle – contains a cloudy apricot-colored liquid (Potion of Treasure Finding); Quiver - Composite short bow, flight arrow x19; Composite Short Bow, Flight Arrow +1 x5; Boots, riding; Dagger; Full Armor, Chain Mail +3; Scabbard, hanger, baldric; Shield, Medium +3.
Tirsol Kyrazarira Sharpknife Human male T15 (Cutpurse): S15, D19, C17, I15, W14, Ch13; AL LE; AC 0; MV 12; hp 65; THAC0 13; XP 7000; Short Bow +1; Backpack: Flint and steel; Heward's Handy Haversack: Quarterstaff, Magical +1; Composite Short Bow, Flight Arrow +2 x15; Potion of Extra Healing; Rations, standard (1 week); Sextant; Thieves' picks; Torch x5; Wineskin (contains ginger beer); Baldric, bandoleer (leather) - Crossbow, hand; Belt, Adventurer’s, leather - Belt pouch, large: null scent powder; scotch bonnet pepper powder; black pepper powder; cod liver oil; Bolt case: Crossbow, Hand Quarrel +1 x20; Quiver: Short Bow, Flight Arrow +1 x23; Full Armor, Leather +4; Boots, soft; Scroll, Wizard – Identify; Small bone chest (locked and trapped with a spring-loaded poisoned needle ((Type A)) contains – white powdered chalk, loaded iron dice x4, and a large cushion-cut obsidian gem inset on a mithril back with a large broach pin ((worth 2457 gp Amulet of Invulnerability
)); Glass bottle – contains an indigo-colored liquid (Type I poison); CW110%; DN95%; FRT105%; HS100%; MS75%; OL85%; PP75%; RL45%.
Unmyr Hagalburr of Shar Human male C14 (Nightcloak/Warrior Priest of the Barbarian Kingdoms): S18, D17, C15, I18, W18, Ch8; AL LE; AC -4; MV 12; hp 61; THAC0 12; XP 8000; Mace, Horseman's +2; Backpack: Candle x5; Flint and steel; Glass bottle – contains a luminous aquamarine-colored liquid (Potion of Levitation); Holy item (Shar); Rations, iron (1 week); Scroll of Protection from Electricity; Torch x3; Wineskin (contains Bitterroot Beer
); Belt pouch, small: Azurite gem (26 gp), 13 Cormyrian falcons, Scroll of Protection from Fire; Full Armor, Spiked Leather +3; Shield, Buckler +4; Spells: Battle Cry
; Bleeding Touch
; Create Water; Cure Light Wounds; Darkness; Dieme's Forcing Hand
; Elemental Bonding
; Spittle; Bubble Screen
; Cure Moderate Wounds
; Detect Invisibility, 15-foot Radius
; Flame Blade
; Heat Metal; Hold Person; Iron Vigil; Withdraw; Choose Future (cast); Continual Light; Dispel Magic; Haunting Notes
; Hold Undead
; Protection From Amorphs
; Sap Strength
; Battle Focus
; Body Clock; Cloak of Fear; Creature of Darkness
 (Shar); Touch of the Styx
; Winds of Pain
; Flame Strike; Mindshatter; Wrath's Form
; Greater Creature of Darkness
 (Shar); Sol's Searing Orb; Wither
.
Venetharen “Goultouch” Unnorino Human male M13: S13, D18, C16, I18, W16, Ch9; AL LE; AC -5; MV 12; hp 45; THAC0 16; XP 6000; Backpack: Candle x2; Scroll, Wizard (Cursed) – Energy Drain (this cursed scroll effects the caster only); Fishhook; Fishing net (10’ sq); Flint and steel; Glass bottle – contains a smoky violet-colored liquid (Potion of Growth); Magic Eye (full size 2 uses left)
; Paper x4; Torch x6; Wineskin (contains Black Grog Ale
); Writing ink (black iron gall); Wand made from onyx (Wand of Earth and Stone ((11/55 charges)); Bracers of Defense AC 2; Boots, soft - Dagger of Venom (Type D); Knife sheath - Speaking Dagger
; Ring of Protection +3; Gem of Ultravision
; Belt, Leather Ornate - Knife Sheath – Dagger, Bone +1 (this dagger has an ornate, leather wrapped hilt inset with a pair of Tiger Eye gems and bronze hilt carved in the shape of a pair of beavers); Spells: Deflection
; Erase; Mental Block
; Mist
; Read Magic; Blindness; Create Water
; Ice Missiles
; Sobhrach's Sparkspray
; Ultralight
; Ethelbert’s Elegant Explosions
; Mask Magic
; Paralyzing Touch
; Runes of Fire
; Sandspray
; Fistandantilus's Firequench
; Forked Lightning
; Sonoric's Animal Awareness
; Understanding
; Illumination Flare
; Lightning Curtain
; Sting
; Wall of Stone; Ball Lightning
; Nova Blast
.
16ta. Trapped foyer.

The doors attached to this room are identical to those in room #16mb.
16u. Misleading note.
Stuck fast to the ceiling is a human male impaled through the banded wooden shield on his back with a large barbed steel spear. Obviously caught in one of the many rebounding spear traps
, this apparently human fighter has been dead for some time and appears to have been stripped of any valuables. Casting a Speak With Dead spell reveals (determined by the DM) sketchy details of a mission to retrieve a suit of red magical field plate armor from the depths of Undermountain, and was given a Crystal of Location
 (really a Gem of Demon Imprisonment
 with the soul of Ghakhghakhbúk) to locate the suit of armor. Once the suit of magical armor is reunited with the magical gem, the characters must bring the suit of armor back to Gennedhis in Berdusk for their reward. Gennedhis is a cambion marquis employed by Ghakhghakhbúk to restore his body. Searching the corpse carefully reveals a hidden compartment within the ruined wooden shield that contains a partial map of one of the lost levels of Undermountain and marking that indicate where a gate is to get to this lost level and an approximate location of the suit of armor, which is Demonic Field Plate +5
. 
Unfortunately for the characters, reuniting the gem with the suit of armor (which is the demon’s skin), restores Ghakhghakhbúk on the Prime Material plane. It might attack the characters, attempting to summon some lesser demons like Type 1 and 2 or it might just decide to attempt to Gate the characters to Tarterus where it abandons them to suffer the wrath of the denizens.
16v. Narrow trapped hallway.
In the center of this room is a human skeleton bisected by a large rusty spear attached to a rusty chain that runs into the roof through an open trap door. The unfortunate human has been dead for some time, he is little more than bones and is dressed in old, outdated style of studded leather armor.

Characters that approach the skeleton carefully searching for traps on the floor will locate (with a successful Find/Remove Traps roll) several triggers in a five-foot perimeter around the skeleton. Each of these triggers is attached to the same trap above which drops 15 fragile one-gallon clay jars of naphtha followed by an Oil of Fiery Burning. The characters may attempt two Dexterity checks both of which must be successful to avoid (first) a direct hit and (second) a splash. A direct hit does 1d4 points of physical damage followed by 3d8 points of fiery damage the first round, 2d8 the second round and 1d8 the third round. A splash does 1d6 hp of fiery damage the first round and 1d4 the second; all flammable items must make a successful saving throw versus normal fire.
Searching the human skeleton (if not consumed in the fire) reveals nothing of interest. However, yanking upon the chain that the spear is attached to causes another trap door to open with the same results as above.

16x. One hot magic mouth.
Entering this large square room reveals a large iron crucible in the center of the room which (if checked) radiates magic strongly. The crucible rests on a large iron tripod and appears that both the crucible and tripod might not fit through the entrance. Scattered around the room are the remains of a few various humanoids, possibly adventurers, but they are badly charred and it is impossible to accurately guess a species.
Entering the room more than 10’ or touching the crucible causes a Magic Mouth upon the roof to utter the command phrase “thermo” which causes the crucible to radiate an incredible amount of heat. All creatures within 5’ to take 1d4 points of damage, per round, cumulative, i.e. 1d4 the first round, 2d8 the second round, 3d12 the third round, etc. The Crucible of Overwhelming Heat
 continues to increase its heat output until on the 5th round it effects those creatures between 5’ and 10’ as it did those creatures within five feet. On the 10th round it affects all within 10’ and 15’, and on the 15th round it affects all creatures within 20’ of the crucible. All attacks within the current area of affect are at -1. The crucible is AC 10 and is immune to magical and normal fire, takes half damage from electrical attacks, double damage from cold attacks and has 255 hp. Characters wishing to physically strike the crucible while it is hot must save vs. breath weapon at -4 to successfully attack the crucible with a melee weapon. The command word to cause the crucible to cease heating (not that the characters are likely to guess it) is hydro.

Unless the characters spiked it open, the entrance door locks behind the last character trapping the characters within the room. The opposing face (the one into the room) has several large sharp iron spikes preventing the characters from reaching the door and has no door handle or mechanics with which to open the door. The door radiates magic, is immune to normal and magical fire, takes half damage from electrical attacks, double damage from cold attacks and has 150 hp. 
After destroying the crucible, a cursory search of the room reveals nothing of interest. A secret door on the southern wall is locked, and has the same features as the entrance door but lacks the protective spikes. The secret door unlocks normally and does not lock in the closed position after the characters.
16xa. Missed secret stash.

Opening the secret door reveals a narrow hidden alcove; resting in the center is a dust and normal cobweb-covered, corroded iron-bound chest. The chest is so corroded that there is no other way to open it other than to smash it, which reveals several items wrapped in an a large oil cloth. Lifting the oil cloth reveals several weeks’ worth of ruined iron rations, a very fine set of leather and cloth bellows (Bellows of Commanding Dust Para-Elementals
), 15 sheets of mica (worth 15 sp each in the right market), 15 glass flasks of lamp oil, and 50’ of rotten hemp rope that terminates in a rusty grappling hook.
16y. Attack of scorpions.
Entering this very large room reveals it to be dimly lit by several floating glass globes near the 15’ high roof. Two rows of 15 pillars run perpendicular to the room’s axis, these columns do not support the roof and end about three feet below the roof. Each of these pillars is ornately engraved, obviously done in antiquity, judging from the damage and condition. These pillars are one of the mysteries of Undermountain, no one is sure what they say or who carved them. Ancient dwarven texts hint that perhaps the dwarves that carved these halls found these pillars in a cavern and left them in the room.
Hiding within the columns are four garishly-tattooed human men with shaved heads. By the manner of dress and their dusky skin a safe assumption would be that these men were originally from the Old Kingdoms, probably Mulhorand. Accompanying them are six scorpions, avatars of Serket
 a minor Mulhorandi immortal attempting to rise in power. The priest has some control over the scorpions and as long as the characters do not attack, this encounter can be peaceful. The group is lost and would appreciate directions either to a gate (preferably to Mulhorand) or to stairs leading to the first level.
Unnlos Human male C12: S18/56, D17, C15, I11, W17, Ch4; AL CN; AC -1; MV 8; hp 48; THAC0 11; XP 5000; Amulet of Stone Skin
 (20 charges left); Backpack: Dry rations (1 week); Flint and steel; Paper, sheet x3; Torch x3; Wineskin (contains Old Kingdom Beer
); Warhammer +2; Sling of Seeking +2; Sling, Sling Bullet +1 x15; Holy item, Serket; Full Armor, Scale Mail +4; Backpack: Jar of Preserving (a large empty, canopic jar); Boots, soft; Spells: Combine; Detect Magic; Detect Charm; Remove Fear; Sanctuary; Detect Lie; Aerial Servant; Spike Stones.
Ippamyr Human male M11: S11, D12, C9, I20, W6, Ch12; AL LE; AC 4; MV 12; hp 23; THAC0 17; XP 4000; Backpack: Dry rations (1 week); Flint and steel; Paper, sheet x3; Torch x3; Wineskin (contains lemon-flavored water); Writing ink, India Blue; Scroll, Protection from Magic Weapons
; Boots, soft; Necklace of Missiles (holds five 3d10 globes); Wand of Magic Missiles (34/55 charges); Spells: Color Spray; Corpselight
; Enlarge; Guilda's; Treacherous Tripwire
; Murdock's Feathery Flyer; Nystul's Magical Aura; Phantasmal Force; Read Magic; Swim
; Deeppockets (cast); Hypnotic Pattern; Improved Find Familiar
; Stinking Cloud; Feign Death; Haste; Lightning Bolt.
Bakmossa and Khekephis Human males F15 (2): S19, D16, C19, I13, W7, Ch9; AL LE; AC -10; MV 12; hp 76, 57, ; THAC0 6; XP 7000; Javelin, barbed (poisoned type D) x8; Halberd +3; Full Armor, Plate Mail +3; Shield +3; Amulet, Protection From Acid
; Sword, Bastard +3; Sword, Bastard +3 “Stalhisa” (Detect traps in a 10’ radius, Detect evil or good in a 10’ radius, Detect "elevator"/shifting rooms/walls in a 10’ radius); Boots, riding; Dagger x4.
Scorpion, Giant (4): Intelligence 0 Non-intelligent or not ratable; AL N; AC 3; MV 15; HD 5+5; hp 31, 27, 29, 22; THAC0 15; #AT 3; Dmg 1-10/1-10/1-4; SA Poison sting (save or die); SZ M; ML Steady (11); XP 650.
Scorpion, Large (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 5; MV 9; HD 2+2; hp 14, 17; THAC0 19; #AT 3; Dmg 1-4/1-4/1; SA Poison sting (save at +2 or die); SZ S; ML Average (8); XP 175.
16ya. Trapped hallway.
Opening the exit door from this room leading to room #17, without disarming the spiked-iron kissing maiden lurking behind a hidden compartment in roof causes the kissing maiden to drop striking the character in front of the door. Damage done is 4d8 points, but a successful Dexterity check reduces damage by half.

16yb. Hallway with diamond.
Entering this 15’ long hallway reveals little, other than an empty and bare hallway. A cursory search reveals nothing, but a careful search reveals a small white diamond imbedded in the eastern wall directly opposite the door on the western wall. The diamond does not radiate magic, and although not a superb specimen, it might fetch 40 gp in the right market. The diamond may be pried from the wall, which has the same effects as blowing a Horn of Fog (or the 2nd-level Wizard spell Fog Cloud) without the bugle-like sounds. Each round that the diamond is out of the wall, a thick bilious 10-cubit foot cloud of fog enters the room which will last for 2d4 rounds. For instance if the diamond is out of the wall for three rounds, the fog cloud will fill 30-cubit feet and last 6d4 rounds. The diamond may be replaced within the wall, or a plug crafted from a different material and hammered into place to seal the opening. The plug (or diamond) must be firmly replaced or fog will continue to pour into the room. While the fog is a mere nuisance, it may conceal the presence of wandering monsters entering the room, or an evil adventuring party attacking.
16yc. Stashed supplies.
Stacked in a neat pile against the southern wall 25’ within this room are four earthen clay jugs. Each jug is capped with a wax-sealed cork and appears to hold about 5 fluid gallons. Jugs #1 and #3 contain fresh water; jugs #2 and #4 contain lamp oil. Underneath the two 5-gallon jugs of oil a small cord attached to the floor triggers a mechanical trap in each jar which causes the jar to shatter, dousing the floor in oil (grenade-like effects from the DMG). The following round a secret trap door opens in the roof dropping an Oil of Fiery Burning. Characters that catch the falling potion by successfully making a Dexterity check prevent the trap from exploding in fire.
16yd. Wet hallway.
Entering this long hallway reveals a long wet hallway that run south. The walls drip moisture, and a heavy layer of green algae covers all surfaces. The air is very damp, still and obviously has not been disturbed in some time. Hiding within the normal algae are six large colonies of green slime.
Ooze/Slime/Jelly, Green Slime (6): Intelligence 0 Non-intelligent or not ratable; AL N; AC 9; MV 0; HD 2; hp 8, 2x9, 5, 7, 6; THAC0 19; #AT 0; Dmg Nil; SA Attaches to living flesh, victim becomes green slime in 1d4 rounds; SD Invulnerable except to cure disease and scraping; SZ L; ML Average (10); XP 65.

Searching the room carefully reveals 83 cp worth of miscellaneous semiprecious uncut stones.
16ye. Gate to the Bluetip Mountains.
This gate is always active and transports all creatures that step through it to an ancient, abandoned Dwarf refuge on the side of a large mountain within the Bluetip Mountains. This Dwarf refuge is a small alcove within a rocky outcropping and is little more than a single stone-walled room with no roof. While the characters are equipped for the cool depths of Undermountain, they may not have the gear required for alpine adventuring. The ruined Dwarf refuge sits within a rocky rubble field below a great glacier-covered peak at 12,500’ above sea level, well above the tree line and within the glacier area. Because of the rocky rubble field the glacier is forced around the Dwarf refuge, and most of the wind howls around the rocks above. 

Searching the single room within the ruined Dwarf refuge carefully reveals a secret door that is locked with a riddle (appropriate to the DM’s campaign). 

The Bluetip Mountains are infamous for being infested with hordes of giants and giant kin. If appropriate to the DM’s campaign, this would be a good place to run the G series of adventures; Against the Giants G-1-2-3 TSR #9058. You could also use the Giantcraft accessory FOR7 TSR #9487 for ideas.
16z. Secret broom closet.
Opening this secret door reveals a small 10’ deep closet that holds a variety of brooms, mops, buckets, cloth towels, tin pails (10), and other miscellaneous cleaning gear. Nothing appears special, however a Detect Magic spell reveals one of the brooms is magical. Identify reveals that the broom is a Broom of Flying (8/32 charges) whose command words is “Elevate Me” which must be spoke in a haughty and imperious manner.

Searching the small closet for secret doors reveals one on the southern wall. Inspecting the secret door reveals it to be magical and locked with an ancient riddle “What always ends everything?” The answer is the letter G which if spoken aloud causes the door to silently rise in to the roof. There are no other ways to open this door and it should resist all efforts of force.
16za. Weapon stash.
Within this room are a large number of good quality mundane weapons (suitable to the DM’s campaign). All weapons are packed in heavy grease or soaked in thick oil and so are free of rust. There are enough weapons to resupply all quivers, bolt cases, darts, plain daggers (throwing and melee) and other such mundane weapons as the characters may need. 

This room, designed as a boon for the characters gives them an opportunity to restock weapons, especially ranged melee weapons like arrows and bolts, without having to exit Undermountain (unless the DM wishes the characters to leave). At the DM’s discretion there may be a few special weapons (not magical) that may be placed here. On repeat trips, this room could be suddenly empty or occupied by an evil NPC adventuring band or a group of Drow. If the characters become too dependent upon this room, the DM is free to change its state.
16zb. Empty room.
Opening this door reveals a plain empty room that is lined with thick layers of normal cob webs. The heavy dust that lies on all surfaces reveals that this room has not been used in a long time. Unfortunately the cobwebs are attached to buckets of naphtha hidden in the walls and using a torch or a spell with fire like Fireball will ignite the cobwebs which are wicked into the naphtha buckets causing a large explosion
. Damage done is 20d8 with a 15% chance of causing a partial cave in within the room and will destroy both doors. The explosion has a 75% chance of attracting wandering monsters.
Searching the room very carefully reveals a cleverly hidden secret cache that is not locked or trapped. Opening the secret cache reveals four pair of steel manacles coated in thick oil (missing the keys), a fancy dagger with a steel blade shaped like a bolt of lightning, an engraved crystal bowl inlaid with gold and silver (worth 300 gp), a loose pile of paper (24 sheets of decent quality), a double-sided two compartment glass ink well with dual crystal stoppers (contains black and red iron gall ink worth 8 sp), four giant porcupine quills, a small ornate brass double-edged dagger with a bone handle (made from a human forearm), a large glass jar of loose white powder (talcum powder), a small broom made of horse hair, a glass potion containing a clear liquid labeled Potion of Fire (contains turpentine). A small, loose, folded piece of cloth black on one side and red on the other radiates Alteration magic strongly (Sheet of Smallness). Unfolding the paper reveals a small red-spotted green frog stone figurine. This is a minor Figurine of Power and speaking the command word (which is the frog’s true name) “Barani” turns the frog in to a real red-spotted green frog for 1d4 days. Barani is quite poisonous and any weapon that is rubbed upon his hide is coated with a toxin equal to type D poison. Small weapons such as arrow tips, daggers, and darts may be coated in one melee round, larger weapons like swords and pole arms takes one round to accomplish. This poison lasts for only one strike and must be reapplied every four days. Barani is quite intelligent and speaks both the common and Chaotic Neutral tongues. Barani is a product of lost Netheril, and may become a mouth piece for the DM to disperse adventure hooks. Over the centuries Barani has experienced several live times worth of experience which he may share with the adventurers.
16zc. Imbedded spear.
In the center of this room is rusty triangular-shaped iron spear point jammed in to the stone floor. Small cracks in the stone floor radiate from the point where the spear is imbedded in the floor. Inspecting the spear reveals little other than a plain, broad and assumed heavy iron spear head. The characters may hammer the spear point out of the floor with hammer blows to the side; however this noise has a 45% chance of attracting wandering monsters.
16zd. Owlbear encounter.

Within this hall are four owlbears (two adults and two almost full-grown juveniles) that have been trapped recently within this hall. The characters can open all the doors allowing the owlbears to escape which would be a good idea except these owlbears will still attack the characters and their baggage train. The only way to avoid fighting these owlbears immediately is to create a large pool of fresh water which they will run to since they are dying of thirst. Another option would be to sacrifice a mule or horse from the baggage train (if one exists). Of course after slaking their thirst (or hunger), the owlbears will then pursue and attack the characters.
Owlbears (4): Intelligence 5-7 Low intelligence; AL N; AC 5; MV 12; HD 5+2; hp 28, 27, 22, 15; THAC0 15; #AT 3; Dmg 1-6/1-6/2-12; SA If hit with 18 or better, victim is drawn into hug (2-16/round auto hit); SZ L; ML Steady (11-12); XP 420.
17. Goblins and “useless” wand.
Entering this room reveals 32 goblins grouped together in the center of the room, with the two central figures in a heated debate. One of these figures is slightly taller than the rest and wears a decent-looking suit of scale mail while the other goblin he is arguing with appears to have selected his clothing from a city refuse pile. This oddly-dressed goblin has various animal bones interwoven with his “clothing” and numerous small pouches and pockets from which various items erupt as he moves angrily about gesturing with his pencil-thin arms.
Goblin (24): Intelligence Low to Average (5-10); AL LE; AC 6; MV 6; HD 1; hp 3x8, 4x1, 4x7, 2x5, 3x2, 4x6, 2x3, 2x4; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15.

Goblin, Leader and assistant (4): Intelligence Low to Average (5-10); AL LE; AC 6; MV 6; HD 0+7; hp 4x7; THAC0 20; #AT 1; Dmg 1-6 (by weapon); SZ S; ML Average (10); XP 15.
Goblin, Sub-chief (2): Intelligence Low to Average (5-10); AL LE; AC 5; MV 6; HD 0+8; hp 2x8; THAC0 20; #AT 1; Dmg 1-8 (battle axe); SZ S; ML Average (10); XP 35; hazy blue-colored liquid in a clear glass bottle with a cork stopper (Potion of Gaseous Form).
Goblin, Witchdoctor: Intelligence Average (10); AL LE; AC 5; MV 6; HD 1+8; hp 9; THAC0 20; #AT 1; Dmg 1-4 (dagger); SZ S; ML Average (10); XP 80; black potion in a clear glass bottle with a cork stopper (Potion of Climbing) Spells: Audible Glamour; Alarm; Deeppockets; Sleep; Know Alignment; Hold Undead; Dispel Magic.
Goblin, Chief: Intelligence Average (10); AL LE; AC 2; MV 6; HD 1+8; hp 9; THAC0 19; #AT 1; Dmg 1-8 (battle axe); SZ S; ML Average (10); XP 35; Scale Mail +2; Wand of Water Depth Sounding (80/83 charges)
.
17a. Trapped foyer
.
Anyone passing through the entry door is followed by 1-3 exact duplicates. These images are non-corporeal illusions. They follow the real being, aping his actions, until they merge with the real being 2-5 rounds later. The real creature suffers 1-4 hp of electrical damage and 1-2 rounds of Confusion per merging image. The images cannot be dispelled or disbelieved out of existence. Though immaterial, they can be destroyed by dealing them 12 hp of damage through physical or magical attacks. For combat purposes, the images have an armor class of 2. The images can merge with and harm only the creature they mirror; they are harmless to others coming into contact with them. Ten percent of the time, this type of door acts as a Mirror of Opposition, creating 1-3 images that actively pursue and attack their real double. 
17b. Trapped tree murderer.
Entering this 15’ square room reveals (in daytime above) a brightly-lit room with a 25’ high ceiling nearly filled by a large fig tree heavy with fruit. Sunlight fills the room through a magical mirror upon the roof, the light strikes the large fig tree in the center of this room planted in a hole in the stone filled with soil. Nailed spread eagle to the tree is a naked, disemboweled human male whose intestines were nailed to the tree which he was forced to walk around wrapping his intestines around the trunk of the tree. Finally he was fastened to the tree with his back to the trunk using identical mithril nails. A thick, knotted mat of brown hair completely obscures his face. Rats and small birds nest within his hair and small harmless insects crawl over his body. He is alive and alert and informs the adventurers that each person may take one fig from the tree which will restore the eater to full health immediately. He cautions them not to take more than one fig or a dreaded permanent curse will befall the greedy person. Figs plucked the tree remain fresh until eaten, but if given to another being that did not pick the fruit, immediately rots. These figs can not be traded or sold, and must be consumed by the picker.
This convicted tree thief was sentenced to a half-life of quasi-immortality trapped between life and death. His fate is that of the tree as long as it is alive he remains alive; killing the fig tree also kills him. If the DM desires due to the extra-planar nature of this trapped tree thief he may also function as a minor oracle imparting adventure hooks and general mouth-piece of the DM. Upon repeat trips to this room, the thief will not speak to the characters and if they have already taken one fig, taking another fig affects them the same way by imparting a permanent curse. Cutting the thief’s hair so that he can see and bathing him could earn the characters either extra campaign experience points or another fig from the tree with out coming under a curse, determined by the DM. Feeding the trapped thief anything such as an iron ration and giving him some water should earn the characters some extra campaign experience points. Feeding the trapped thief one of the figs from the tree frees him, and restores him to normal life. The DM is free to use this situation as befits his campaign, and should earn the characters some extra campaign experience points. Although the thief knows that this is the only way to free him, his punishment prevents him from imparting this information to affect his parole. For curse ideas, take a look at Dragon Magazine #167 March 1991 page #28 “Curses are Divine.”
17c. Alistair Crawley’s gate.
The door to this secret room bears a simple cryptic note: “Splash Upon This Door That Beverage That the Immortal Alistair Crawley
 So Hates.” The Immortal Alistair Crawley hates beer, and splashing any kind of beer upon this door causes it rise silently into the roof, revealing an apparently empty and dark 10’ square foyer.
The exit door from this room is one of the magical, dreaded Nadrun’s doors that cause any creature passing through it to save vs. spell, or be blinded and Feebleminded as the 5th-level Wizard spell for 2-5 rounds. At the end of this time, victims must save vs. spell again, at +2. If successful, they recover; if they fail, one or both effects (determined by the DM) continue for another 2-5 rounds. These effects continue until the saving throw is successful.
The exit door from this room is locked and magically held by a 15th-level Wizard Lock spell. Breaking the spell holding the door shut reveals that the door will slide into the roof with some force where it will have to be either spiked in place or wedged so that it does not fall. The door weighs around 400 pounds, so most of the burly fighter-types should be able to hold the door open while another adventurer wedges or spikes the door open. A cursory inspection of the following room does not reveal any means of holding the door open. However, a character that falls unconscious while holding this door will have it come slamming down upon them doing 5d8 points damage.
17d. Guarded room.

All creatures that step through or into the frame of the door to this room must save versus wands or fall confused (6 rounds) or Feebleminded (as the 5th-level Wizard spell) or loses consciousness (2-8 rounds) immediately, in all cases with total spell loss if the affected character is a spell caster
.
Guarding this room is a pair of obsidian golem gargoyles. Crafted in a manner that appears to be part shark and part man, these gargoyles are made of the special dark volcanic obsidian stone favored by the sahuagin. They wait one round to see if the intruders utter the command phrase (By Halaster’s Cold Grasp) and then attack.

The room is quite large and dark, and has bits of various-sized rocks spread all over the room. Collecting several of these chunks of rock reveal them to be stone sahuagin obviously victims of the gargoyles. Whatever the sahuagin were after it appears that they may have gotten it, but at the loss of at least 20 sahuagin (a fair estimate). Should one of the characters possess some knowledge of the sahuagin then the characters might (with appropriate dice checks) might be able to determine that since the sahuagin do not tolerate being out of water for more than four hours, there must be a sea-water access nearby (room #17z).
Golem, Gargoyle (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 0; MV 9; HD 15; hp 77, 72; THAC0 5; #AT 2; Dmg 3d6/3d6; SA Hit causes save versus petrification or be turned to stone; SD Immune to mind-based attacks; SZ M; ML Fearless (20); XP 14,000. When a gargoyle golem attacks in melee combat, it does so with its two clawed fists. Each fist must attack the same target and will inflict 3d6 points of damage. Anyone hit by both attacks must save versus petrification or be turned to stone. On the round after a gargoyle golem has petrified a victim, it will attack that same target again. Any hit scored by the golem against such a foe indicates that the stone body has shattered and cannot be resurrected. Reincarnation, on the other hand, is still a viable option. Gargoyle golems are, like most golems, immune to almost every form of magical attack directed at them. They are, however, vulnerable to the effects of an Earthquake spell. If such a spell is targeted directly at a gargoyle golem, it instantly shatters the creature without affecting the surrounding area. The lesser Transmute Rock to Mud spell inflicts 2d10 points of damage to the creature while the reverse (Transmute Mud to Rock) heals a like amount of damage.
Found resting on a small, plain stone altar is: 13 gp; 46 pp; and 8,220 gp worth of miscellaneous semi-precious stones, small pieces of art work and small pieces of jewelry all of it with a nautical theme like what sahuagin often favor. If one of the characters can read sahuagin then they will discover that this small shrine is dedicated to Sekolah although it has probably been abandoned for several years. This shrine is quite crude and possibly made in a hurry.
17e. Lost stash.
Entering this square room reveals little other than a plain square room. The lack of dust upon the floor indicates this room receives heavy traffic. A cursory search of the room reveals the usual adventurer litter: empty, shattered glass potion bottles (various labels from around the Realms), empty iron ration wrappers (most have labels from shops in Waterdeep), and burnt out torch stubs. A careful search of the room reveals three pinkish-hued potions in extremely-thin glass bottles with smeared labels. The potions were placed carefully and wrapped in rags, and each has a pungent chemical smell. The only clear word upon the labels is shark; the rest of the label is ineligible. These three potions are Shark Repellent Potions; each potion if shattered underwater (either fresh or salt water) repels all sharks for 2d10 rounds keeping them 20’ away from the area the potion was dispensed. These potions have no effect if used out of water, even against such creatures as weresharks.
17ea. Spiky foyer.

This small 10’ square foyer appears empty and little used; a cursory inspection reveals nothing of interest. However, the floor is covered with over 800, permanently Invisible iron infantry caltrops, each poisoned with the 4th-level Clerical spell Create Poison (opposite of Neutralize Poison). Characters that step upon these caltrops suffer 1d4+1 points of damage and must save versus spell or immediately die; a successful saving throw indicates the character suffers only normal caltrop damage.
17f. Odd wall ornament.
Entering this 20’ x 20’ square room reveals little other than a large empty, dark room. A quick search reveals nothing other than a human skeletal arm stuck in the western wall about knee-high. This skeletal arm is buried in the solid stone wall up to the wrist and was shorn from the body by something very sharp, slicing cleanly through the radius and ulna. Casting Detect Magic reveals nothing within the room and pulling on the arm reveals nothing.
17g. Small stash.
In the center of this room is a small ruined shrine with a shattered glass idol on the top. The stone shrine has been thoroughly ransacked and displays several tool marks where someone searched for secret compartments in a rough manner. Searching the shrine and ruined idol reveals nothing. The idol is so smashed that there is no way to determine the deity that it was dedicated to; however the shrine bears runes that are definitely from the flind language.
Searching the room extremely carefully reveals a small loose stone in the floor. Underneath this stone is a small stone compartment that contains a small gray leather purse with red strings. Inside the purse is a single plain stone, which radiates magic strongly. The stone is a Silence Stone
 that carries Khelben’s Suspended Silence
.
17ga. Dead yeti in the hallway.
Opening either door to this hallway reveals the faint odor of burnt hair and ozone. Lying in the middle of this hallway is a large, dead, aboriginal white-furred humanoid (yeti). From the state of the body, it has not been dead very long (within 48 hours) and from the scorching suffered a lighting attack, most likely by magic. Casting Speak with Dead may reveal certain things (depending on the DM’s campaign) if the character can understand the yeti’s language. Speaking to the dead yeti reveals that he stepped through a gate somewhere and appeared in Undermountain. Searching the simple, rough-made cloth satchel over the yeti’s right shoulder, reveals some shiny quartz stones, and a dented tin tankard. The tankard was once quite a nice piece of work and any Dwarf will recognize it as Dwarf-made. The runes on the bottom indicate that it was made in the Mead Hall of the Northmen
, but whether the yeti found it or stole it is not known and the yeti does not remember.
17h. Curious encounter.
(DM’s Note: This room was originally titled “The Helmwatch” #45 on page #59 within the Campaign Guide found in the Ruins of Undermountain boxed set. I have heavily changed this encounter, making it far more deadly than originally planned to fit my campaign. I have changed the guardians, making them battle horrors.)

A sphere of bright white radiance hangs motionless at one end of this large chamber. Someone is floating, unmoving, within the sphere, but your view of whom or what is in the sphere is blocked by a ring of motionless figures, which stand all around the sphere facing outward. They are all men-or at least man-sized creatures clad in jet-black full plate armor. Each holds a naked, gleaming bastard sword with both hands; none has a scabbard or shield.
The center of this 60’ high chamber is the arrival area for The Ghost Gate a one-way gate from a chamber deep beneath an alley in Waterdeep (see The Ghost Knight adventure, in the Undermountain Adventures book in this set).
The arrival point for the gate (an unmarked 10’ radius circle, and the air in a hemisphere above it) and the area inside the ring of armored guards (an unmarked 20’ radius hemisphere containing the sphere of light) are the only locations in the room where magic works. The rest of the chamber is a magic-dead area; magic used within it, or directed into it from any normal area, instantly and harmlessly fails.
The armored guardians are 16 in number, and are really battle horrors. They are immune to Fireball, Lightning Bolt, and Magic Missile spells. They all animate and attack any intruders in the room if a horror is attacked; this response is initiated by any contact with the horrors from touching or trying to disarm, to bodily moving or brushing them aside. They also animate if the sphere of light is disturbed by reaching aids, missile attacks, spells of any sort, or the entry into it of any part of an intruder. The Horrors fight until destroyed, or until all intruders are dead or have fled the room; they do not pursue beings beyond its walls. Note that the horrors can fly; several soar up over the sphere of light from its other side to pounce on a PC breaching it from only one side.
Battle Horrors (16): Intelligence High; AL LE; AC 2; MV 12, Fl 12 (A); HD 4 HD + 36; hp 52; THAC0 12; #AT 1 + special; Dmg 1-4 (ramming) or by weapon; SA Dimension Door up to 60 yards, once/day; Blink for up to 1 turn, once/day (it cannot stop Blinking and start again, even if the full turn is not used up); and cast two Magic Missiles (2-5 points of damage) every 3 rounds (70 yard range); SD Spell immunities; MR 20; SZ M; ML 20; XP 4,000.
As long as the sphere and horrors are not touched, PCs can approach and examine the sphere closely. They can see that it is a spherical area of glowing air. Inside the sphere floats the translucent image of a beautiful Elven female, clad in a long, flowing green gown, and wearing a silvery, spired tiara, apparently asleep. In her arms she cradles a staff of polished, black-stained duskwood, bound with iron and set with silver rivets. Small, winking motes of light continually appear at these metal bands, and chase slowly down the length of the staff to its gleaming, silver-shod ends.
If the sphere is disturbed by PC action, she seems to awaken. If a PC is touching or obviously trying to get her tiara, she frowns, and that PC takes lightning damage (no saving throw) of 9d12 points, as the lighted sphere pours out its energy in nine crackling bolts, all focused on the offender. If there is more than one offender, the sphere splits its bolts evenly between the offenders so that each gets at least one bolt (if possible). The sphere’s light begins dwindling during the lightning strike until there is nothing left, the Elven lady, staff, light and all are gone.
If a PC is merely trying to enter the sphere, or touch the lady or the staff, the lady awakens, smiles, and holds out the staff, offering it. If a PC touches it or has hold of it at this point, the light and the lady fade away harmlessly, but the staff remains.
It is a Staff of Thunder and Lightning (described in the DMG), with 21 charges. The guardian battle horrors, if any remain at the time of the sphere’s dissolution, concentrate their attacks on any being holding the staff. At no time is the Elven lady solid. She does not speak, and she and the sphere are unaffected by spells or magical item attacks of any sort.

17ha. Hidden supplies.
Opening this secret door reveals a 30’ deep closet that contains various supplies suitable to underground exploration (suitable to the DM’s campaign). There are three 35 gallon wooden casks of fresh water, various lengths of hemp and iron wire-reinforced hemp rope, various styles and weights of grappling hooks, several bags of iron and bronze spikes with several hammers, and a few sacks of various iron chisels. 
Well buried within one of the various chests is a large bundle of rags wrapped with twine. Removing the bundle of rags reveals a glass potion bottle in the center with a label that says in common “Potion of Hasty Flight, mix contents well before drinking.” Inspecting the potions contents reveals two fluids inside similar to oil floating on water, which does radiate magic strongly. Strongly shaking the potion for one round mixes the two magical fluids which immediately explodes for 5d8 points of damage to everything within 10’; a successful save versus magic reduces damage by half. Lightly shaking the potion will not mix the two fluids sufficiently to cause an explosion and drinking this fluid will only cause the imbiber to save versus poison with a bonus of +3 or suffer slight nausea for 1d4 rounds.
17hb. More hidden goodies.
Stashed within this secret room is a small rotting brown leather satchel. Opening the leather satchel reveals several glass potions and one wax-sealed wooden scroll tube. According to the labels the potions are: Oil of Disenchantment; Oil of Dexterity
 (Oil of Fumbling); and Potion of Polymorph Self. The scroll tube contains a single piece of parchment that is a Scroll of Protection from Fire.
Well hidden within the binding on the strap is a gold ring inset with a pair of star sapphires (worth 800 gp). Inspecting the ring reveals it to be highly magical and a Ring of Protection +4 AC, +2 Strength.
17hc. Locked room with undead.
The door to this room bears a 15th-level Wizard Lock spell, as well as a normal iron lock. Once the Wizard Lock spell is removed, the iron lock can be picked normally. Cracking open the door reveals the stench of old death, inside are 24 decomposing human bodies lying on the bare stone floor. Most of these bodies appear to still retain their possessions; none appear to have been stripped of valuables. The position of the bodies indicates that all died in combat with each other; but it is unclear who locked the room, possibly a survivor.
Once the characters enter the room and start to search it, the undead strikes.

Radican Invermer Haunt: Intelligence 0 Non-intelligent or not ratable; AL N; AC 0; MV 6; HD 5; hp 21; THAC0 15; #AT 1; Dmg 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.
Skeleton, Warrior (6): Intelligence 15-16  Exceptionally intelligent; AL NE; AC 2; MV 6; HD 9+2; hp 34, 44, 40, 33, 38, 36; THAC0 11; #AT 1; Dmg 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.

Skeleton (8): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 2x8, 4, 2x6, 7, 1, 5; THAC0 19; #AT 1; Dmg 1-6 (weapon); SZ M; ML Fearless (20); XP 65.

Zombie, Common (9): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 2x11, 7, 2x5, 10, 2x9, 13; THAC0 19; #AT 1; Dmg 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65.
Radican Invermer an illegitimate son of Mather Wyrmshroud of Westgate died in -305 DR. He was accidentally Gated into Undermountain while exploring some ancient Elven ruins within the Forest Kingdom. On a quest bestowed upon him by his father to spy on the legions of black dragons slowly migrating across the Lake of Dragons, Radican died within Undermountain without ever reporting what he discovered about the black dragons. Of course, his information is many millennia out of date, but regardless of that, he still has the unending drive to complete his mission. This mission (a very strong Geas) will transfer to the recipient who will immediately drop everything to travel to Westgate and report the movement of the black dragons. Radican wears a golden Wyrmshroud family ring inset with several small spinel stones. While the Wyrmshroud family is long dead the ring would be worth more than its usual 400 gp value to a historian of Westgate. The current ruling class of Westgate may also demand the ring as a historical piece.
Searching the room reveals: 175 cp; 1,041 gp; 267 pp; 156 sp; Axe, Hand/Throwing +1; Flask of Curses; Full Armor, Brigandine +1; Oil of Etherealness; 1800 gp in miscellaneous gems.
17hd. Calling anyone.
Any creature coming within 10’ of this secret door must save versus spells or feel compelled to look for secret door in this general vicinity (the greater peltast inside the room calling for new hosts). Opening the secret door reveals a large room with a few (19) wandering zombies shambling about. The room otherwise appears typical of Undermountain, with a heavy layer of dust and normal cobwebs.

Zombie, Common (19): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 2x9, 2x12, 2x5, 11, 14, 6x8, 6, 10, 4, 13, 15; THAC0 19; #AT 1; Dmg 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65.

Searching the room and the remains of the zombies reveals a beautiful gold medallion with a lion motif; the lion’s mouth is inset with a large peridot (Medallion of Thought Projection, Controlled). This unique magical medallion is identical in all aspects to a Medallion of Thought Projection (described in the DMG) but the wearer of this medallion can control the projection of his thoughts and choose the recipient without rolling dice but must wear the medallion upon bare skin in order for it to function. One other aspect of this medallion which makes it so unique is that the peridot is actually a trapped greater peltast. This greater peltast drains a host, and gives benefits, exactly as its lesser cousins.

Peltast, Greater: Intelligence Exceptional; AL N; AC 3; MV 3; HD 2+6; hp 14; THAC0 17: #AT 1; Dmg Special; MR 33%; ML 14; XP 975.

17i. Lost purse.
In the corner near the door is a soft purple silk purse that contains 17 Symbian diamond blue eye coins of recent mint. The purse strings are intact so the owner might have just dropped the purse.
17j. Odd statue.

Opening the door to this room releases a thick, cold fog that rolls along the floor. The temperature of the room is definitely cooler than the surrounding area, the floor is slick with condensation and breath vapor floats from all party members. In the center of the room is a man-sized block of ice with something frozen in the center of the block. Approaching closer, reveals that the large block of ice contains the remains of a human male dressed in ancient bronze scale armor, with a curved bronze sword and a cracked and pitted bronze and wood shield. The man is standing within the block of ice in a manner that suggests he was caught unawares by the ice.
Casting Detect Magic within the room reveals that the block of ice is quite magical as are some of the items on the human male within the ice. Attacking the block of ice with tools and weapons has no effect upon the block and it should resist all efforts to shatter the block of ice. However, the noise the characters make attacking the block of ice is sure to attract attention and the DM should roll three times on the Random Encounters table.

17ja. Skipped foyer.
This empty foyer does not appear to be used very much. There are only a few old footprints (mostly booted footprints of the kind usually worn by adventurers) in the dust and the normal cobwebs have not been disturbed in a long while. A cursory search of the room reveals nothing of interest, but a very careful search reveals a small hidden stash that contains a single gold key (worth 5 gp). This key radiates magic strongly and is one of two Courier Keys
. There is only the most remote chance of the characters discovering the message that this pair of keys once held, but it should serve as a nice red herring for the campaign. 
17k. Meeting Saysass the sylph.
Entering this room reveals a very beautiful human-sized woman with silvery hair and butterfly wings dressed in diaphanous clothing floating in the center of the room. A small backpack rests between her wings its straps crossing over her chest. She regards the adventurers coolly and arches one silvery eyebrow her pale blue eyes inquisitive.
Saysass Elemental, Air Kin, Sylph: Intelligence 15-16  Exceptionally intelligent; AL NG; AC 9; MV 12, Fl 36(A); HD 3; hp 24; THAC0 17; #AT 0; Dmg 0; SA Spells as 7th-level wizard; SD can turn invisible at will, summon air elemental; SZ M; MR 50%; ML Elite (14); XP 2,000; Potion of Clairaudience; Potion of Healing; Potion of Etherealness; Potion of Polymorph Self; Spells: Acid Stream
; Empathy
; Read Magic; Venom's Brambletangle
 (Dragon); Agannazzar's Scorcher
; Magic Missile; Melf's Minute Meteors; Shadow Bolt
; Electric Shroud
.
Saysass is a very young sylph whose territory is encompassed by the territory of a venerable brass dragon known as Wyrclaw. The two have had a beneficial arrangement for many years and Wyrclaw has started sharing dragon magic and lore. Saysass is within Undermountain searching for scrolls and tomes that might entertain Wyrclaw and encourage the dragon to teach her more dragon magic and lore. She does not desire a fight (and will flee if they attack her) with the characters but is interested in them and their history. Saysass will note the adventurer’s history and will tell Wyrclaw when she returns home. She is quite talkative and having lived with a brass dragon for many years is used to long conversations that wander from topic to topic. She does not know much about Undermountain, but will share what she has explored.
Saysass and Wyrclaw’s territory was never exactly detailed within my campaign. I intended the characters to meet the dragon and sylph later within the campaign which never happened.

17l. Untimely end.
Entering this large room reveals the stench of death and decay. Littering the floor are several human and Elven corpses all in an advanced state of decay. A cursory inspection of the room reveals 24 corpses and it appears that they have been searched and stripped already. A careful search of the room requiring three turns reveals a few broken Drow hand quarrel bolts indicating these probable adventurers were most likely slain by Drow and a small glass potion vial containing a thin light green liquid. There is no label on the potion and it does not radiate magic. The vial contains Adder’s Tongue Ointment and if used in a poultice immediately heals 1-2 hp per day. There are 5 applications within the glass vial, which sells for around 4 sp in most cities.
17m. Lost spells.
Entering this length of dark hallway reveals nothing of interest other than numerous thick, mold and dust encrusted normal spider webs and a thick layer of dust upon all surfaces. Old tracks in the dust partially filled with dust indicate that this hallway is little used.
A cursory search of the room reveals a small yellowed bone scroll case with a rotting wax-sealed cork. Opening the scroll case reveals a single piece of parchment that contains the following Wizard spells: Wall of Paper, Gain Weight, Wake-up Call, Pelf's Rancid Arrow
, and Sculpt Features
.
17n. Drow graffiti.
This hallway is in about the same condition as the previous hallway. A cursory search reveals nothing of interest other than some Drow graffiti written in white chalk on the western wall that sates: L'alurl Faerbol Zhah Mrimm D'ssinss (the best magic item is a female lover). Underneath the graffiti is a rough drawing of the holy symbol of Vhaerun.
17o. Lost magical ring.
Entering this hallway reveals it to be in much the same condition as the previous hallways. A cursory search reveals nothing of interest. A very careful search reveals a small hidden compartment underneath some loose stone rubble (2d4 of which are suitable for use in a sling) on the southern wall. This hidden compartment contains a single gray cloth bag coated in a heavy layer of dust, tied shut with a red piece of silk. Opening the bag reveals a plain gold ring (worth 50 gp) that will radiate magic strongly if checked. This Ring of Spell Holding
 contains a single 9th-level Wizard spell Dismind
 that when cast will cause the ring to shatter.

17p. Lost behir.
This behir has an ornate gold and silver collar inset with several gems. Attached to the collar is a small length of broken chain that whips around its neck. The behir has been wounded on the right side of the face, blinding it in the right eye with blood pooling from its wounds. It swipes repeatedly at its right eye with its right front paw to attempt to clear the right eye. The floor of the room is littered with blood from the bleeding behir. 
This behir will not attack and will flee from battle (see below) attempting to avoid the characters. If approached with a friendly posture the behir will roll on its back and wag its tail in a very dog-like manner. The behir will attempt to lick the characters and rub against them and assumes a submissive posture.
Behir: Intelligence 5-7 Low intelligence; AL NE; AC 4 (outside), 7 (inside); MV 15; HD 12; hp 44 (65); THAC0 9; #AT 2 or 7; Dmg 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.
Due to its size the behir can not fit easily through any of the doors or hallways but will attempt to force itself through a door making a horrid amount of noise as it claws at the walls and floor and screams its frustration. The behir is maddened with hurt and hunger and will continue to attempt to force its way out of the room. This commotion is likely to attract attention and the DM should roll once on the random encounter tables. Judicious use of a Potion of Diminution and Silence spells reduces the chance of attracting unwanted attention while the behir makes its escape. A reduced, healed and fed behir may be led from the depths of Undermountain by its chain. 
The behir is an escaped pet, a Polymorphed Great Dane “Bowser” that escaped its Mage owner. Due to the fact that it still thinks it is a dog, the behir will not utilize any of its behir special attacks and will flee from combat. It is unlikely the characters will be able to return Bowser to his proper form, but with care makes a giant traveling companion if you care to travel with a Great Dane trapped in the body of a behir. The names upon the collar state the behir’s (dog’s) name and its owner: the Great Temple-Mage Esemathoruhireru Nebheri-Satnen of Unthalass, Chief Wizard at the Temple of Ramman
 Dedicated Artificer to the Mighty Anhur.
17q. Another odd statue.

Entering this large dark room reveals a small, stone bipedal and bat-winged statue in the center of the room standing upon a large round stone pedestal that grasps something that sparkles in the darkness. The statue is that of a small gargoyle with crystal eyes and it grasps in its hands a light-blue crystal through and around which small arcs of electricity race. The eyes of the gargoyle appear to be of a similar crystal but without the electrical discharges. The small arcs of electricity do not seem to affect the gargoyle statue and the electricity is limited to the crystal only. There is no pattern to the electrical arcs and it appears to be a random event. Casting Detect Magic upon the gargoyle statue reveals nothing, and touching the statue and crystal reveals nothing other than the electrical discharge is apparently harmless. The large crystal grasped within the gargoyles hands may be pried out and it might fetch 5 sp in the right market as a curiosity. Within two to four months another crystal identical to the one removed will have replaced the one taken within the gargoyles hands.
Searching the stone pedestal carefully reveals a small secret compartment. Within the compartment is a small sandalwood box with silver trim that contains a full bottle of Sundabar Twilight, a very expensive Elven-made (avariel) perfume in a gold and crystal bottle with pump sprayer wrapped in maroon cloth. This perfume is very ancient (late Netherese) and the secret to its manufacture was lost a long time ago. Samples of this ancient perfume may fetch 5,000 gp in the right market, particularly Sossal, where selling this perfume can cause all sorts of discomfort for the adventurers due to the fact that most Sossrim consider Mount Sundabar a holy place and are keenly interested in anything associated with the holy mount. The perfume is slightly magical and has a slight euphoric-effect on males that catch a whiff of the perfume. Any male that inhales this perfume must save versus magic or have a lasting image of the person that wore the perfume indelibly inscribed in their memory.
17r. Oh boy, another crypt.
Entering this large dark room reveals the scent of old death and decay. Scattered around the floor are several human corpses in an advanced state of decay, most are just skeletons with bits of flesh, all dressed in ancient bronze armor with bronze weapons lying nearby. The dead are scattered around a large ornate carved stone crypt in the center of the room. This crypt is unusual because the caricature of the deceased is not carved lying flat upon the crypt but as a small stone statue standing upright upon the center of the lid. This stone statue is of a bearded, male human dressed in plate armor with both hands resting upon a large two-handed sword. A gold circlet surrounds the statue’s head with a large diamond in the center of the forehead, perhaps the symbol of royalty? A quick count reveals 24 corpses within the room surrounding the crypt.

Casting Detect Undead within the room reveals that all 24 corpses are undead and are very likely to rise when the room is entered. Using spells such as Fireball to remove the undead before entering the room is likely to attract unwanted attention due to the noise such an explosion makes. This room is consecrated to an ancient barbarian goddess of wind and avian beings, causing a priest to be unable to turn these undead unless he is able to beseech his deity for direct intervention or performs a ritual to counter the previous consecration. A ritual that will counter the previous consecration may take as long as 8 turns (depending upon the DM’s campaign) and may rise the undead anyway in an attempt to protect the room and the crypt’s contents.
Skeleton, Warrior (24): Intelligence 15-16 Exceptionally intelligent; AL NE; AC 2; MV 6; HD 9+2; hp 2x50, 3x36, 46, 2x32, 26, 35, 2x34, 45, 53, 2x47, 42, 52, 37, 31, 3x48, 44; THAC0 11; #AT 1; Dmg By weapon type (+3 to attack rolls); SA Flee in panic (creatures with less than 5 HD); SD Only hit by magical weapons; SZ M; ML Champion (15); XP 4,000; Sword, Scimitar +5; Shield, Large +2; Bow, Composite Recurve +2; Ring of Haste; Axe, battle double-bit; medium crossbow x3; bolt, crossbow x54; sheaf head arrows x71; Sword, Zwiehander; Dust of Appearance x6 (hollow bone blow tubes can not be used by the undead); Potion of Speed; Spell Scroll, Priest: Faerie Fire, Cloud of Pestilence (Talona)
; Protection From Charm
; Spell Scroll, Priest: Commune With Lesser Spirit
; Beneficence
; Know Alignment; Spell Scroll, Wizard: Shift Glyph
 (Deneir), Circle of Protection from Spirits
.
Searching the crypt for traps reveals a gas trap within the lid that releases a large cloud of poisonous gas forcing all within 20’ of the crypt to save versus poison or suffer 8d8 points of damage. A successful save versus poison indicates that the character suffers no damage. The lid to the crypt has an ingenious opening mechanism triggered by grasping the sword handle from the statue and pushing down on the handle. This dwarven-style mechanism usually seen in ancient dwarven crypts causes the lid to tilt vertically revealing a human corpse dressed in rotting robes wearing a leather mask fashioned from sinew and delicate feathers and covers only the area around the eyes and nose. Lying beside the corpse are five glass potion bottles with faded paper labels with writing in an ancient tongue. Checking for undead again reveals that the corpse within the crypt is a very powerful form of undead that is lying in wait for a greedy adventurer to attempt to grasp something from the crypt.
Touching any of the items within the crypt causes the crypt thing to rise which immediately Teleports the adventurer attempting to steal the mask or the nearest adventurer. Because of the prevailing evil of the crypt thing, once it rises any consecration that may have been placed upon the room is cancelled and due to the strength of its evil nature, its Teleport powers work but only within this room. Due to the prevailing evil of the crypt thing, priests are unable to contact their deity and will only be able to cast the spells that they have memorized. 

Crypt Thing: Intelligence 11-12 Very intelligent; AL N; AC 3; MV 12; HD 6; hp 60; THAC0 15; #AT 1; Dmg 1-8; SA Teleport; SD Spell immunity (same as all undead), only damaged by magical weapons; SZ M; ML Fanatic (17-18); XP 975; Brooch of Shielding (101/101).

The mask known as Eyes of the Frentlin
 is one of the oldest natural magic items found and exceedingly rare. Dedicated to the ancient and near extinct Zephyrus barbarian cult that worshipped the west wind, these masks are coveted by shaman, rangers, and those that routinely work with avians. A boon to Wizards as well, if their familiar is avian, this mask would greatly expand a Wizard’s vision. Stashed within the crypt are several potions: Potion of Animal Control (avian); Potion of Growth; Potion of Healing; Potion of Heroism; Potion of Levitation.

17ra. Lost amulet better left alone.
Entering this foyer between two rooms reveals it to be in the same state as much of the halls within this area, choked with dust, normal spider cob webs and appears little used. A cursory search of the room reveals nothing of interest. A careful search of the room reveals a golden amulet inset with a large moonstone. The amulet is missing its leather thong and is worth approximately 200 gp. The amulet radiates magic strongly but defies any effort to determine its properties. This golden amulet contains a Jewel of Attacks as described in the DMG.
17s. Basin of Valkur.
Entering this large dark room reveals a large basin sculpted of precious metals. A spidery design composed of thousands of interwoven holy symbols adorns its silver base, while its copper bowl is smooth and reflective. Within the basin's bowl stands a tall gold statuette of a movanic deva with back arched and arms high) which pours water into the basin from a crystal vial held in its hands.  The water appears and drains away magically, and the basin is always full. The stone floor around the basin is badly scratched and marred, and there are several discarded broken stone working tools scattered about the room. There are also eleven goblin corpses scattered about the room, probably dead about a week.

The basin is a Basin of the Angel
 dedicated to Valkur. The basin’s alignment is Chaotic Good, and characters of that alignment may drink from the fountain and receive the benefits of doing so even though they might not worship Valkur. Characters that worship Valkur and pray at this basin on Ches 19 (Vernal Equinox), receive a boon from their god appropriate to the DM’s campaign. The basin is far too large and unwieldy to remove from the room and is permanently attached to the floor despite the best efforts of some to remove the basin. The basin does not affect neutral characters or creatures, but it comforts any good-aligned being that views it or touches it, providing a 5-30% morale bonus from the DM based on exact alignment, piety, and so forth of the viewer or toucher. Water from the basin tastes cool and refreshing to all good-aligned adventurers who drink from it. For drinkers of the same alignment of the basin, it Cures Disease and Cures Light Wounds with a single sip, once per week per person. A cleric of the basin's alignment who worships the basin's patron deity, may drink of its special waters and gain their benefits as often as he likes. All water taken from the basin becomes nonmagical unless drunk within three rounds.
A careful search of the room reveals a small secret compartment in the floor behind the basin that contains a small wooden scroll tube sealed with red wax. Opening the scroll tube reveals a single piece of yellowed parchment that contains a single 8th-level Priest spell Favor of Valkur
. A secret door in the center of the eastern wall is not trapped but is locked and protected with a 7th-level Symbol of Pain spell.
17s1. Dead wizard.
Opening this secret door reveals the stench of old death and decay within a dark 15’ long room that ends in a dead end. Lying sprawled in death in the center of this room is a dead human male that was once a Red Wizard you surmise by his chosen dress of red robes embroidered with astrological symbols and shaved head. By the disarray of his clothing he has probably been searched already and stripped of anything of value.

Casting Detect Undead within the room does not reveal the presence of undead and unfortunately the wizard has been dead far too long for a Speak with Dead spell to function reliably. An attempt may still be made to speak to the spirit of the dead wizard, but reaching it is going to be quite difficult and any information received from the shade will be most cryptic and difficult to decipher. A cursory search of the dead wizard reveals nothing of interest, but a careful detailed search reveals a small gold ring inset with a piece of rock crystal hidden in the toe of his right boot. This ring radiates magic strongly and is a Ring of Spell Storing containing the following spells: Magic Missile (cast); Lightning Bolt (cast); Familiar Enhancer III
 and Acid Hands
.
A secret door on the eastern wall is locked but not trapped but it is magical, being one of the dreaded Nadrun’s Doors
. This door affects every third being that passes through it that fails a save versus magic. Those that fail their saving throw are affected as a Ring of Contrariness for 1d4 turns.
17s2. Empty hallway with noisy secret door.
Opening the secret door reveals a dark room that is in the same condition as most of the other rooms that you have searched within the area. A heavy layer of dust covers everything including the normal cobwebs on the walls.

The secret door from this room is not locked or trapped but opens very slowly with a great amount of noise. This noise is unlikely to draw attention but the DM should roll a random encounters check to see if any nearby monsters are attracted by the noise. Judicious use of some lubricating oil silences the hinges and mitigates the chance of attracting unwanted company.
17s3. Phase spider’s lair.
Either secret door to this room, although not locked is a little stiff and requires some force to pull it open. The use of some oil on the hinges does not improve matters. The door may be opened with a normal Strength check by any character with Strength of 17 or higher.

Entering this large dark room reveals it to be filled with giant spider webs that crisscross the room. Unfortunately several of these web strands were also attached to the door that was just opened, so whatever spiders are in here are alerted to the presence of intruders. As the characters stand there they can see several of the webs vibrate within the room.
The phase spiders within this room are ancient residents of Undermountain and have learned to trade with the Drow and other races that infrequently visit the spiders which is more profitable than attacking them and possibly getting killed. Only one or two of the phase spiders will approach the adventurers and will speak in both the Drow tongue and the spider common tongue hoping to speak with the adventurers. The phase spiders are quite knowledgeable of the immediate area and have several potions and magic items (and some coins and gems as well), some of which they are willing to trade for some fresh food (live) or magical items that the spiders can utilize.

Spider, Phase (6): Intelligence 8-10 Average (human) intelligence; AL N; AC 7; MV 6, Wb 15; HD 5+5; hp 36, 2x28, 34, 22, 25; THAC0 15; #AT 1; Dmg 1-6; SA Poison (-2 penalty to save rolls), phase behind victim (+4 to hit),; SD Phasing, +3 bonus to initiative, if win initiative by 4 opponent cannot attack; SZ L; ML Champion (15); XP 1,400; Fireball Talisman
; Ring of Protection +2; Potion of Invulnerability; Potion of Undead Control (Ghosts).

Ghost (3): Intelligence 13-14 Highly intelligent; AL LE; AC 0; MV 9; HD 10; hp 53, 47, 35; THAC0 11; #AT 1; Dmg Age 10-40 years (touch); SA Magic jar; SD save or flee in panic at sight, only affected by spells from creatures in ethereal state; SZ M; ML Unreliable (2); XP 7,000.
The spiders are willing to trade the following items: Crossbow, Light Quarrel +1 x18; Long Bow, Flight Arrow +1 x11; Sword, Long +1; Shield, Large +2; Oil of Fiery Burning; Potion of Fire Breath x2; Potion of Rainbow Hues. The spiders also possess 20,488 gp worth of miscellaneous gems and pieces of valuable art and 2,066 gp in various coins that they are also willing to use to buy goods from the adventurers. The spiders are knowledgeable enough that the adventurers will not be able to fraud the spiders by inflating prices.
17s4. Baked corpse “toast.”
Entering this hallway reveals the stench of old decaying burnt flesh and a slight scent of ozone. Several areas of the walls are scorched (Chain Lighting rebounds) and lying face down in the center of the hallway is a badly burnt human corpse that was once a fighter you assume from the remains of his clothing. He is dressed in ruined burnt studded leather armor, and little else. The corpse appears to have been stripped of valuables already but there is something shiny around his neck.
A closer search of the corpse reveals a golden talisman hanging upon a leather thong around his neck. This talisman radiates magic strongly but will defy all but the most excruciating efforts to identify its properties. This talisman is an Amulet of Sacrifice
, a very rare magical item. If the bearer is struck by an area-affecting damage spell (or an identical effect from, say, a wand), the bearer's saving throw is made at -2. If the saving throw is made, then the amulet has no further effect. If the saving throw is failed, however, then the bearer will be the only one in the area of effect to take damage. Damage to the bearer is increased by one die (i.e., +1 point for a Burning Hands, +d6 for a Fireball, etc.), but others nearby will be completely unaffected. This item only works against spells that cause direct damage, and are aimed in the bearer's direction, such as Fireball, Cone of Cold, Flame Strike, etc. Spells such as Sleep, Holy Word, and Cloud Kill are completely unaffected.
17s5. Some old monster zombies.
Entering this dark hallway reveals the stench of death and decay; shambling about the center of the hallway are three bugbear zombies. Most of the armor and items the undead bugbears are dressed in is rotting and falling off the bodies. One of the three, the largest one that you surmise might have been the leader still carries a rotting and leather satchel over his right shoulder.

Zombie, Monster (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 6; MV 9; HD 6; hp 41, 24, 26; THAC0 15; #AT 1; Dmg 4-16; SD Spell immunity; SZ L; ML Fearless (20); XP 650.

Searching the undead bugbears reveals 3cp, 5 sp and two potions both labeled in common. One potion is a Philter of Persuasiveness and the other is a Healing Potion. The Philter of Persuasiveness is unremarkable but the Healing Potion contains some of the essence of Aesculapius
 the meddling leech, blended in by the apothecary when he made the potion. This causes the adventurer that drinks this Healing Potion to become very meddlesome, sticking his nose in everyone’s business and making a grand nuisance of himself for 1d4 days. An Atonement or Remove Curse spell ceases the side effects of this potion that otherwise acts as a normal Healing Potion as described in the DMG.
17s6. Gate to the Gulthmere Forest.
This gate deposits the adventurers within a sealed secret room in the basement of a small, ruined stone keep in the very center of the Gulthmere Forest.
17t. Winged snakes.
Entering this large semi-dark room reveals it to contain several dimly glowing glass globes that float lazily about the roof. Partially hanging from the roof is the bones of a large sperm whale, the rest of the bones are scattered throughout the room. A large rusty iron grate in the roof drips water making a small pool in the center of the room.

Four winged snakes have made their lair within this room. The rusty grate leads to a shaft that ends in the sewers of Waterdeep, and enough water drips from this grate to keep the snakes satisfied. While not overly intelligent, the snakes are cautious enough to avoid the adventurers and will observe them from hiding. If their nest on the southern wall is discovered they will protect the nest and the six young winged snakes within.
Snake, Winged (4): Intelligence 2-4 Semi-intelligent; AL N; AC 5; MV 12, Fl 18(D); HD 4+4; hp 26, 23, 22, 29; THAC0 15; #AT 1; Dmg 1-4 (bite); SA Poison bite (2d8 save for ½), spark shower (2d8 save for ½); SD Immune to electricity; SZ L; ML Average (9); XP 1,400.
17t1. Large bell.
Entering this large secret room reveals a dark room coated with a thick layer of dust and natural cobwebs. In the center of this room is a large cathedral-style bronze bell with several large cracks running along the sides. The bronze bell is heavily engraved with stylized pegasi flying over human and dwarven troops engaged in battle with hordes of goblins, trolls, and giants. The stone floor and roof lack any clues as to how this bell might have gotten to its current location. 

The bell is very heavy (3.5 tons) and can not be moved easily. By applying a large amount of leverage (up to the DM if the characters are successful), the bell may be tipped and lifted enough to slip a small character (halfling or gnome-sized) underneath the rim to explore inside. Underneath the bell is a small stash containing: 13 Symbian hawks (1244 DR mint), a scroll containing the following cleric spells: Dispel Evil, Plant Door, Plant Growth, Abjure, Pyrotechnics, Atonement (these spells may only be cast from the scroll and disappear from the parchment after being cast), a clear glass potion with a red-wax sealed cork containing a glutinous amber liquid (Elixir of Youth), a rotting brown leather bag (contains four applications of Dust of Illusion), a hazy bone-colored liquid in a silver flask with stopper (Potion of Invisibility), a layered olive and yellow-colored liquid in a clear glass bottle with a wax sealed stopper (Potion of Reptile/Amphibian/Fish Control), and a hickory oil-finished wand inset with a large chysoberyl stone at the tip (Wand of Conjuration ((6/68 charges)). 
The twin secret doors on the northern wall are double buffered and must be unlocked and opened simultaneously. Door #1 is a normal locked and trapped stone secret door that posses a spring-loaded trap that sprays brainflight
 in a 45 degree fan in front of the door coating everything within 10’ of the door. Door #2 is one of the most feared magical doors in Undermountain; Nadrun’s 12th type - a Dread Portal. This dreaded magical door contains an imprisoned wraith; anyone touching the door directly is drained of one life energy level each time (or one level per round for a prolonged, continuous contact).
17t1a. Hedge wizard’s stash.

Opening either of the doors reveals a large wooden crate tucked against the eastern wall. The crate is heavily coated in dust and bears a large rusty iron padlock. The padlock is so rusted that it can not be picked and will have to be cut off, or the characters can smash the crate open. Smashing the crate open has a 45% chance on destroying some of the contents within the crate, determined by the DM.
The crate contains several items crafted by an unknown Hedge Wizard, (a description of these items can be found in Dragon Magazine #163 November 1990 starting on page #19). The crate contains: four vials of Healing Poultice, four vials of Firegel, and four vials of Burnsalve. Carefully wrapped in rotting straw and bound with twine are six vials of Mermaid’s Breath. Underneath the Mermaid’s Breath are 16 carefully stacked ivory boxes of XYZ Balm. Hidden within a secret compartment in the lid is a wand made of oil-sealed shadowtop wood with an unnaturally large adamite (mineral) tip (Wand of Wonder Mark IV
).
17t2. Slick foyer.
This small square foyer has thick beads of perspiration and running water on all surfaces. The room is cool and is noticeably more humid than the previous room. A thick layer of moss covers the exit door; an inspection reveals that the door is normal and not locked.
17t3. Antechamber.
Entering this 20’ square room reveals a large pool of standing water that floats over a clogged storm drain in the center of this room. A steady stream of water pours from the northern exit door. The sound of pouring rain can be heard clearly within this room and it appears to come from the next room to the north. A cursory inspection of this room reveals nothing of interest but it appears the next room is lit as there is a fair amount of light leaking through underneath the door. The door is not locked and is not trapped but opens with a little difficulty because it is water swelled in the frame; a good tug (successful Strength check) is sufficient to open the door for a character with Strength of 16 or more.
17t4. Strange garden.
Wrenching the door open to this room reveals that the following room is overflowing with various large fungi; unfortunately six of these fungi were growing upon and against the door. The two shrieker fungi growing upon the door will immediately begin to shriek and the four violet fungi will fall at the character that opens the door, striking him as though he were AC 10. The character that opened the door (or the character in front of the door way) has a chance to avoid the falling fungi by rolling a successful Dexterity check with a -4 penalty. 
Fungus, Shrieker (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 1; HD 3; hp 14, 16; THAC0 17; #AT 0; Dmg Nil; SD Noise; SZ M; ML Steady (12); XP 120.
Fungus, Violet (4): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 1; HD 3; hp 2x15, 18, 16; THAC0 17; #AT 1-4; Dmg Special; SA Rot flesh in one round unless save vs. poison; SZ M; ML Steady (12); XP 175.

The large room is lit by a large crystal inset within the roof and small clouds pour a steady amount of rain within the room. The water is fresh and potable, so the characters can refresh their water supplies. There are besides the occasional shrieker and violet fungi, several edible species of fungi within this room that the characters may gather. A thick, sodden spongy loam covers the natural stone floor, searching the room requires digging tools and will take a very long time (8-12 turns) and reveals 13 cp.
17t5a. Secret door.

This secret door, hidden behind a false stone facade appears oil slick and has been polished to a high luster. Discovery and inspection of this secret door reveals that it is locked and trapped with two traps, one mechanical and one magical. The door slides up into the roof and does not have any hinges. A single door latch and inset lock is in the center of the door. The door radiates magic strongly.
The mechanical trap releases a cloud of methane gas from the roof that fills a 20’ square area in one melee round surrounding the door. The cloud of methane gas is followed in the next melee round by a falling Oil of Fiery Burning in a fragile clay jar from a trap door in the roof. Unless the characters have exposed flames (torches, lamps, etc) catching the falling potion (with a successful Dexterity check) prevents the mechanical trap from exploding. Characters caught within the methane gas cloud must save versus poison at +2 or suffer slight nausea for 1d4 rounds. Failing to catch the falling potion causes it to explode for 5d6 points of damage and 12d8 points for the methane gas, a successful save versus spells reduces the damage by half.
The magical traps pours Sovereign Glue from the locked key hole, which will ooze from around and within the locking mechanism, bonding and sealing it closed within one full round. A character attempting to pick the lock will become permanently attached to the door unless he pulls apart from the door before a full round lapses. This makes the lock picking a very short time period, and because of the thick viscous nature of the Sovereign Glue, lock picking is slowed to half speed and suffers a -45% penalty to success. Casting Dispel Magic upon the door delays the release of the Sovereign Glue by four melee rounds, but only delays the release one time.
17t5b. Trapped foyer.

The center of this 10’ square foyer is a covered pit, 45’ deep. The false floor collapses under more than 5 pounds of weight and dumps the character into the pit, the bottom of which contains three violet fungi and several human corpses. 
Fungus, Violet (3): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 1; HD 3; hp 19, 24, 21; THAC0 17; #AT 1-4; Dmg Special; SA Rot flesh in one round unless save vs. poison; SZ M; ML Steady (12); XP 175.

Searching the human corpses reveals: 7 gp (1145 DR Orlil mint bearing the likeness of the Halruaan archmage Ootheraum Deirin on one side and the dead dragon Thoklastees on the other
), a medium-sized gray leather silver-beaded pouch containing 1,000 various colored glass marbles (Merty's Marvelous Marbles
), Wand of Magic Missile Detection (58/72 charges)
, and 13 sp of various other nondescript coins and semiprecious stones.
17t5. Ravenloft flesh golem and undead.
Opening the secret door to this large dark room reveals the stench of old death. Within the room are 16 human bodies all cold like undead and the floor is strewn with human bones. However one of the human bodies moves with a purposeful gait that indicates Intelligence and from the appearance of this body it is obviously a flesh golem. This flesh golem is wearing a pair of silver-embossed bracers; a gold amulet inset with a large star sapphire on a silver herringbone chain encircles its neck, and a pale lavender ellipsoid floats around its head, obviously an Ioun Stone. A closed large stone sarcophagus lies at the back of the room covered in a skull and bone motif.
This carnivorous flesh golem originally from Ravenloft has been subsiding itself on the undead that it has assembled within the room over the centuries of its imprisonment. Rarely is its room discovered, and when it is usually the golem has managed to slay all of its visitors but never managed to escape its prison. The flesh golem will attack for the sheer joy of fresh meat and order the surviving undead to attack as well. However, the characters can strike a bargain with this golem, offering it some fresh meat and freedom in exchange for access to the treasure within the sarcophagus. The golem can not speak but will nod its acceptance of the deal, grab the offered meat and followed by its undead entourage, leave the room to explore Undermountain. At the DM’s discretion the golem can be a reoccurring event perhaps upon a deeper level. I intended the characters to meet the golem again in Skullport, but they missed this room.
Golem, Created, Flesh, Ravenloft
: Intelligence 10-14 Highly-intelligent (possess a Mage’s brain); AL N; AC 2; MV 8; HD 9; hp 78; THAC0 11; #AT 2; Dmg 2-16 (2d8)/2-16 (2d8); SA 19 strength, spell and magical item use as 16th-level Mage, ESP (90’ range), manticore tail, animate dead; SD Magical weapons to hit, Fire and cold-based spells slow, electrical spells heal, vulnerable to blessed pitchforks and spears, Constitution of 25 (regenerates 1 hit point per turn); SZ L; ML Fearless (19-20); XP 12,000; Spells: Magic Missile (1x per day); Amulet of Magic Resistance; Bracers of Defense AC 2; Ioun Stone, pale lavender ellipsoid; manticore tail possess six spikes, 180’ range 1d6 points per spike, usable once per day before the spikes regenerate.
Zombie, Common (15): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 9, 6, 4x10, 13, 2x3, 8, 2x7, 5, 12, 4; THAC0 19; #AT 1; Dmg 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65.
The sarcophagus is not locked nor trapped and opens easily by sliding the lid off revealing: a pair of fine ring mail gauntlets on horse hide leather (Gauntlets of Dexterity); a flecked citrine-colored liquid in an open-mouthed glass jar (Philter of Glibness); a cloudy golden-colored liquid in a slender twisted glass vial with green wax-sealed cork stopper (Oil of Impact); a black-colored liquid in a bone china bottle with a green wax-sealed lid (Potion of Climbing); six stamped sheets of silver on a silver ring each bearing a single cleric spell (when cast the sheet of silver disappears in a puff of smoke): Create Water, Slow Poison, Trip, Cure Critical Wounds, Transmute Rock to Mud, Animate Object.
17u. Meeting Freiherrlasterhafte the ogre achiever.

Entering this room reveals it to be occupied by two creatures; a large demihuman dressed in heavy studded leathers with a small Siamese cat wearing a blue collar with a silver bell perched on his shoulders. Sheathed upon his right hip is a large sword and the handle of a double-bit battle axe sticks out from the top of his wooden-framed backpack which appears full of papers and books. A long spear with a thick handle and large leaf-style blade rests against his left shoulder, point down. His thick calloused hands are ink stained, and he regards you over a large red leather bound tome that he holds. A small candle in a silver holder floats by his head; it gives off enough light to see the tome is not written in Common but in elaborate multi-colored runes (Jotun).

This is Freiherrlasterhafte a mountain giant Rune Lord that is adventuring within Undermountain. He has used his Rune Lore to reduce his size and that of his gear (the Siamese cat Peywacket is unaffected) so that he may move freely within Undermountain but still retains his great Strength. Freiherrlasterhafte is under a great curse from another Rune Lord that causes him to know everything he is not supposed to and nothing that he is supposed to know. For instance he can tell you the direct position of the moons, but can not tell you if he prefers chocolate or vanilla pudding. He knows the exact number of books, their titles and location held within the Font of Knowledge (where he has been a frequent visitor), but does not know his clan or family. 

Freiherrlasterhafte seeks lost lore that may help restore his lost memory even it costs him his great Intelligence and will gladly trade information with the adventurers in exchange for volumes of knowledge. The giant will trade for old books, maps, scrolls, and will answer questions (determined by the DM). Freiherrlasterhafte does not wish to adventure with the characters (bad experiences in the past) but will gladly see the characters in other locations such as the Yawning Portal (Waterdeep), Mother Gothal’s
 (Amphail), the Shining Serpent Inn
 (Neverwinter), etc.
Freiherrlasterhafte, Rune Lord, Giant, Mountain: Intelligence 25; AL CN; AC 4; MV 12; HD 15+3; hp 174; THAC0 5; #AT 1; Dmg 1-8 or by weapon (4d10 +10); SA Hurl rocks (2d10); SD Summon; SZ L (reduced usually H); ML Champion (15-16); XP 7,000; Axe, Battle +1; Sword, Rune +3; Cloak of Arachnida; Cube of Frost Resistance; Full Armor, Studded Leather +4; Potion of Delusion; Potion of Human Control (Elves/Half-Elves); Potion of Poison x2; Scroll of Protection from Lycanthropes; Scroll of Protection from Petrification; Scroll of Protection from Undead; Spear +3; Spell Scroll, Priest: Rally
; View Guarded Lands
; Muddy Water (reversed Cleanse Water); Spell Scroll, Wizard: Water Bomb
; 4,995 gp in various coins, gems and semi-precious stones.
17ua. Halaster’s deadly bowling alley.

Entering this long straight hallway, reveals a floor somewhat scuffed up with deep chips and scars in the smooth stone. The walls have seen some abuse as well, with long horizontal scratches down the length of the hall. A Dwarf character has normal chances to detect that the floor slopes slightly towards the center of the room where the most damage to the walls and floors is.
Unless the characters are careful they have triggered one of Halaster’s deadly traps. This trap drops a pair of spinning spiked iron ball just slightly smaller than the diameter of the hallway behind and in front of the characters. These two balls immediately begin to roll towards each other with the characters trapped in the middle. Damage done is 8d8 per character if the ball rolls over them and 15d8 if the character is caught between the two balls. Using magic such as Diminution, Gaseous Form, etc allows the character to escape the balls. Although a character under the influence of a Diminution spell may still suffer some slight damage. The balls move with movement rate 8 so the characters have precious little time to run to the center of the hallway and decide their next actions.
17ub. Secret passage.
Discovering this secret door reveals little other than a cleverly hidden door that opens easily. The door opens to reveal a musty and dusty 15’ long hallway that ends in a blank stone wall. The thick layer of dust upon the floor indicates that this room has not been entered in a long time and there are no tracks within the dust. Searching this room carefully reveals a pressure plate trap that if triggered releases a mist of poisonous spray that causes all within 10’ to save versus poison or suffer 30 hp of damage. A successful save indicates the character suffers no damage.

Carefully searching the room reveals another secret door on the western wall. This secret door radiates magic strongly and is one of the dreaded Nadrun’s doors that bears a permanent 28th-level Symbol of Pain. This symbol becomes active whenever any creature comes within 10’ of the door.
17uc. Dead adventurer.
Lying in the center of this large bare room is a dead human fighter lying in a fetal position on the floor. He wears shredded molding leather armor and appears to have been searched thoroughly judging by the scattered bags, pouches and shredded backpack lying strewn about the corpse. An extremely careful search of the corpse reveals a Portable Hole carefully folded in a secret pocket in his right boot. Within this Portable Hole is a beautifully-crafted slim bladed rapier with a blade made of an eog
 alloy. Obviously of Dwarven make, this rapier was made for a human-sized wielder which makes it a very rare weapon since rarely will a Dwarf smith deign to make a weapon for a human. Flowerily engraved writing down one side of the blade says “No me saques sin razon; no me envaines sin honor.” (Do not draw me without a good reason and do not sheathe me without honor.) This Rapier of Speed +3 has an ego of 13 and an Intelligence of 10 and is Lawful Good. It usually speaks to its wielder telepathically in the Common tongue but tends to lapse into Castilian Spanish when frustrated or excited. The rapier leaps into the hand of the wielder when called, bestowing the ability of First Strike upon the wielder; however the sword may refuse to come when called if it feels there is no honor to be gained in the battle. When the sword feels there is a definite lack of honor in a battle, it locks itself into the sheath and no amount of force short of a Wish spell can force it out. The sword is quite snobbish and stuck up, and will often remark how beautiful it is, and how lucky the wielder is to carry such a fine sword. If the sword feels slighted, it leaps into the wielder’s hand ready to slash at the offending cretin, and the wielder may be surprised by the sudden appearance of the sword in his hand, which can make a diplomatic situation tricky.
17ud. Trapped foyer.
The entry door to this 10’ square foyer has a cunning trap on the back of the door. A chain attached to the back of the door pulls taught when the door is opened, a character must make an Intelligence check to realize that some thing is attached to the back of the door. The door may be cracked open and a bar or a sword slid through to remove the chain from the back of the door (much like a modern door security chain). Failure to detect the chain causes it to release a large iron-spiked hammer-style kissing maiden that smashes into the door and characters doing 8d8 points crushing damage. 
Touching the exit door reveals it to be warm to the touch, and a faint smell of brimstone permeates the area around the door. The door bears a 15th-level Fire Trap spell, cast by the burnbones in the next room.
17ue. Magical mirror.

Opening the door reveals a hot, dimly-lit large, square room with a 10’-high arched ceiling, dominated in the center by a human-sized skeleton enshrouded in roaring flames that do not consume the skeleton. The flaming skeleton’s eyes are two fiery flickers that emanate a horrible evil Intelligence. The center of the flaming skeleton’s chest prominently displays the holy symbol of Bane. In the center of the room is a large flame-scorched altar to Bane, the top littered with various flame-kissed offerings. The flaming skeleton makes some gestures and with the clatter of old weapons and the gross sucking noise of rotting meat pulling from the floor, a large horde of human undead rise to the bidding of their flaming undead master. All of the skeletal undead in the room wear some form of jewelry, most a small bronze, silver or gold amulet, which is rather unusual for undead. All the skeletal undead within the room are also unusual in that they appear silvery, an almost metallic-color.
All of the skeletons within this room have been enchanted with the following spells: Transmute Bones to Steel
; Double Spell
 (trigger is Mage magic); and Undead Alacrity
. All of the zombies within this room have been enchanted with the spell Explosive Undead
; trigger set for Mage magic. All of the zombie’s chest cavities (except one which has four vials of Oil of Fiery Burning) have been stuffed with barrels of naphtha and bags of nails and tacks. All of the skeletons wear Amulets
 protecting them from Clerical turning. Each of these Amulets protects the undead as a 15th-level evil Cleric, and by either destroying the Amulet, removing it, or over powering its enchantment, these skeletons may be turned. Any new undead created by the Double Spell are not steel and lack the protective Amulet.
Tarastas Bereendur Grimgrip, Burnbones (former Zulkir of Necromancy) C15: AL NE; AC 3; MV 12; HD 10; hp 91; THAC0 11; #AT 1; Dmg 2-20; SA Searing touch, heat ayra, priest spells, cast spell and attack simultaneously; SD See below; SZ M; ML Fanatic (17-18); XP 20,000; Spells: Battle Cry
; Call Upon Faith; Cause Fear; Cause Light Wounds; Ebony Hand
; Portent
; Spark of Blinding
; Undead Alacrity (cast); Soap Bubble Screen
; Cause Moderate Wounds; Chill Metal; Draw Upon Holy Might; Dust Devil; Fire Trap (cast); Flame Blade; Spiritual Hammer; Animate Dead (cast); Bone Shape
; Cause Blindness or Deafness; Cause Disease; Continual Darkness; Dispel Magic; Smoke Cloud
; Babble; Battle Focus
; Cause Insanity
; Cause Serious Wounds; Dimensional Anchor; Elemental Control; Wave of Pain
; Cause Critical Wounds; Cause Insanity; Mystic Lash (Bane)
; Spectral Glue
; Azura’s Black Scythe
; Summon Undead
; Energy Drain.
A Burnbones causes 2d10 points of damage with its supernatural flaming touch, affecting even creatures or magical items that are immune to the harmful effects of fire or magical fire. Any one standing within 10 feet of the creature also suffers 1d3 points of heat damage; magical spells and items can prevent this damage. In addition to its fiery attack, a Burnbones can cast Priest spells as it did in life. The creature has the spell-casting abilities of a cleric of at least 12th-level. If the cleric was of higher level in life, it still retains its level for spell-casting purposes after the transformation. A Burnbones requires no verbal, somatic, or material components to cast spells; the creature simply points its finger and the spell issues forth. The casting time of the spell is unchanged for initiative purposes, and the spell (or another that the creature chooses of the same level) returns to its memory after a 24-hour period. A Burnbones may attack with one hand and cast a spell with another simultaneously. Because of the way in which a Burnbones casts a spell, it can never be interrupted during spell-casting and lose a spell. A Burnbones is immune to all forms of normal and magical fire and takes only a quarter of the normal damage from cold-based attacks. As an undead creature, the Burnbones is also immune to sleep, charm and other mind-affecting enchantments, hold spells, and all poisons. Curative spells that restore hit points such as Cure Light Wounds have the opposite effect on these creatures, while the reverse of these spells cures damage. All weapons must be of +2 enchantment or greater to have any chance of striking a Burnbones. Because a Burnbones is a skeletal creature, slashing and piercing weapons only inflict half damage. A Burnbones can only be turned by a cleric or priest of a lawful good faith. A Burnbones is turned as a ghost. Holy water obtained from a lawful good faith acts like strong acid against these beings, causing 2d10 points of damage per vial. Other holy water is ineffectual.

Skeleton (141): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 1; hp 17x5, 20x1, 11x7, 16x4, 24x3, 21x2, 13x6, 19x8; THAC0 19; #AT 1; Dmg 1-6 (weapon); SD immune to sleep, charm, hold spells and cold, ½ damage from P and S weapons; SZ M; ML Fearless (20); XP 65; one skeleton wears a thin braided gold ring inset with a small piece of jade (worth 450 gp) (Ring of Shocking Grasp); all are protected with Amulets (see above).
Zombie, Common (156): Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 2; hp 8x14, 14x11, 6x4, 7x5, 5x13, 17x8, 4x16, 17x7, 11x10, 13x12, 32x9, 10x6, 6x15, 5x3, 2; THAC0 19; #AT 1; Dmg 1-8; SD Spell immunity; SZ M; ML Fearless (20); XP 65; one zombie contains four vials of Oil of Fiery Burning within its chest cavity.
Hanging behind a rotting red velvet curtain is a large 8’-square mirror in a heavy gold embossed frame in a baroque style. The mirror’s frame has numerous bas-reliefs of rats, weasels, wolverines, foxes, hounds, and large ferrets all around the smoky-colored glass. This mirror radiates magic strongly and is a Mirrored Gate
. This Mirrored Gate (there are rumored to be several) works only on the Winter Solstice, should that night also have a Hunter’s Moon, this mirror becomes a gateway to an alternate demi-plane of the DM’s choice.
Searching the altar to Bane reveals: a copper wand inset with a large piece of onyx (Wand of Magic Detection) (68/77 charges); a silver jewel-encrusted box containing several feet of white rune inscribed muslin (Phylactery of Monstrous Attention); a small bronze compass (Stone of Weight); and a bent and somewhat dubious scruffy-looking wand made of platinum (Wand of Magic Missiles ((69/95 charges)). Carefully searching the altar for hidden and secret compartments reveals a large secret compartment on the back side of the altar protected with a 15th-level Fire Trap spell. Within this secret compartment is average sized book, with covers of heavy wood. The papyrus pages are bound and tied with a leather cord. In addition, there is a drawing of several men battling a ki-rin on the cover (Tome of Understanding).
Hidden under a secret flagstone is: Bucknard's Everfull Purse (SP/EP/GP); Holy item (Bane); Paper, sheet (x17); a flecked plum-colored liquid in a silver-embossed flask with diamond-encrusted silver stopper (worth 1575 gp) (Potion of Dragon Control (Brass)); Rations, standard (4 weeks); a pink-colored liquid in an etched glass decanter with red-wax sealed glass stopper (Potion of Glibness); a golden-colored liquid in a plain glass vial with a green wax-sealed cork stopper (Potion of Delusion); a flaxen-colored liquid in a brown glass flask with clear wax-sealed cork stopper (Potion of Growth); a inky-colored liquid in a blue glass vial with green wax-sealed cork stopper (Potion of Poison); Wineskin (contains Dragon's Breath Beer
); Writing ink (contains black iron gall ink); Full Armor, Metal Lamellar +3 (embossed with the holy symbol of Bane); Flint and steel; Holy item (Bane); gold ring with a thick rune-inscribed band inset with an imperial cut oriental topaz (worth 1,000 gp) (Ring of Free Action); Spear, Hooked +3; Warhammer +3; 3,247 cp; 3,891 gp; 1,116 sp. The coins are a mixture of several different mints from around the area surrounding Zhentil Keep and span the dates 1356 DR to 1360 DR.
17uf. Trapped hallway.
Only by the most careful observation will the adventurers deduce that the entrance door to this room activates a silent mechanical timer in the roof. This timer silently counts down from four rounds and when it reaches zero it opens a trap door in the roof dumping one very large and hungry gray ooze.

Ooze/Slime/Jelly, Gray Ooze: Intelligence 1 Animal intelligence; AL N; AC 8; MV 1; HD 3+3; hp 27; THAC0 17; #AT 1; Dmg 2-16; SA Corrodes metal; SD Immune to spells, and cold and fire-based attacks; SZ L; ML Average (10); XP 270.
17ug. Dark room.
Entering this large dark room reveals it to be empty except for a large stone (basalt) non-load bearing column in the center of the room that does not touch the roof. Searching the room reveals a heavy layer of dust upon all surfaces and some of the usual adventurer litter such as empty iron ration wrappers (from a store in Priapurl made in 1329 DR), several shattered potion bottles, and numerous burnt out torch stubs. Searching the stone column reveals an ancient riddle cut into the stone, the letters are hard to discern and with a successful Intelligence check the studying adventurer discerns that this column is weathered and the letters of the riddle have almost disappeared. Perhaps this column was moved here, but at one time it suffered the effects of weather enough to almost wipe the riddle from its face. Enterprising adventurers can make a charcoal rubbing of the riddle, this makes it easier read than on the dark stone, and (determined by the DM) might give a slight advantage to solving the riddle. The riddle reads in the Common tongue:


What is it that’s blind with an eye in its head,



But the race of mankind its use cannot spare;



Spends all of its life clothing the dead,



But always itself is naked and bare
?



Answer: needle

Answering the riddle correctly causes a secret panel to open revealing a large very ornate spear with a broad leaf blade that appears to be a giant shark tooth (megalodon). The spear may be removed without danger (there are no traps) but possessing this spear may be hazardous as it is considered a lost relic by the sahuagin and once they learn the characters possess this spear will do anything to reclaim it. The spear is a Spear +4 with a coral, gem and semi-precious stone-studded handle (snowflake obsidian, red diamonds, black pearls and tiger iron
) and a megalodon tooth for a blade, has the ability to detect sloping passages in a 10-foot radius, locate object in a 120-foot radius; Alignment: CE; Communication: Empathy; Intelligence: 13.
17uga. Foyer to the Mulhorandi room.

Entering this short dark foyer reveals the thick cloying smell of garlic. The exit door is literally wreathed in whole cloves of garlic. The garlic surrounds a large silver ankh hanging in the center of the door. The ankh has runes engraved along its sides and edges. A silver door handle, carved in the likeness of a lion rests in the center of the door underneath the ankh; it has two small yellow eyes, possibly gems.
The silver and garlic decorations are misleading and may cause the adventurers to prepare for a vampiric encounter, which will not happen. Taking the silver items nets the characters approximately 430 gp but the noise of doing so may cause the flinds in the following room to attack. The silver ankh is a holy device and has a detrimental effect upon unholy undead such as vampires.

17uh. The Mulhorandi room.

Entering this large well lit room reveals a definite Old Empire decoration. Several non-load bearing pillars, carved in the likeness of lilies fronds and brightly painted, encircle the center of the room. A non-load bearing arch just inside the door is flanked by a pair of marble statues dressed in ancient plate armor, with a pair of curved swords. It is impossible to enter the room without stepping through the archway in-between the two statues. Just behind the arch is a trio of trolls wearing studded leather vests, wielding spiked maces and each carries a medium shield. 

The trolls will wait for the Caryatid columns to deal with the characters before entering melee with the characters. The trolls are aware of the safety word for the columns but will not speak it where the adventurers can hear. The room is filled with a large flind colony originally from Mulhorand. They eagerly attack the adventurers looking for a tasty snack that screams well.
Golem, Caryatid Column (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 5; MV 6; HD 5; hp 16, 34; THAC0 15; #AT 1; Dmg 2-8; SD Magical weapon to hit (magical plusses ignored); SZ M; ML Fearless (20); XP 420.
Troll, Desert (3): Intelligence 8-10 Average (human) intelligence; AL CE; AC 2; MV 12; HD 7+7; hp 46, 39, 43; THAC0 13; #AT 3; Dmg 3-6/2-6/3-10; SA Surprise, severed limbs fight on; SD Regeneration (3 hp/round except water damage), immune to normal fire, heat and cold; SZ L; ML Fanatic (17-18); XP 1,400; Potion of Extra Healing (x3); studded leather vest, spiked mace, medium shield.

Gnoll, Flind (60): Intelligence 8-10 Average (human) intelligence; AL LE; AC 5; MV 12; HD 2+3; hp 6x7, 6x15, 3x10, 6x12, 5x16, 5x14, 9x9, 5x8, 17, 4x13, 6x11, 3x5, 6; THAC0 17; #AT 1; Dmg 1-6 or 1-4 (weapon); SA Disarm; SZ L; ML Steady (11-12); XP 120; Potion of Climbing (x3); Potion of Healing (x18); Potion of Storm Giant Strength; Potion of Fire Breath (x10); Potion of Growth; Potion of Flying (x5); Potion of Clairvoyance; Dart of Striding and Leaping
; Scroll, Wizard: Dispel Magic, Flaming Sphere, Improved Invisibility; flind bars; daggers.
17ui. The Royal Vizier.

Resting on a low coach within this secret room is the flind leader and his body guard, when battle commences with the adventurers they will come out sealing the secret door behind them and join in the melee.

Flind female F2 (4): S11, D10, C9, I5, W9, Ch13; AL NE; AC 3; MV 6; hp 6, 17, 9, 16, ; THAC0 19; XP 35; medium shield; Full Armor, Splint Mail +2; Potion of Extra Healing (x4); Create Cold Fog Potion
.
Yig'oor Earpuller of Talona Flind male C8 (Fang): S18, D16, C17, I16, W16, Ch6; AL NE; AC -2; MV 12; hp 65; THAC0 16; XP 2,000; Warhammer +1; Fanged Mask
; Full Armor, Splint Mail +2; Ring of Spell Storing (contains the Wizard spells: Cage of Fire
; Shockwave
; Sovereign Glue and shatters once emptied); Holy item (Talona); Shield, Buckler +1; Spells: Aranen's Divinial Armor
; Call Upon Faith; Cure Light Wounds; Painful Wounds
; Trance
; Flame Blade
; Hold Person; Poison Touch (Talona)
; Silence, 15-foot Radius; Specialization
; Cause Blindness or Deafness; Dispel Magic; Vylja's Aurora Borealis
; Cloak of Shifting Shadows
; Cloud of Pestilence (Talona)
.
Searching this room reveals: a small cedar box with silver hinges and lock (locked and trapped with an 18th-level Fire Trap spell, contains a Pearl of Wisdom); 2,378 gp worth of gems and semi-precious stones; 1,259 gp; an iron wand inset with brecciated red jasper (Wand of Illusion ((63/89 charges)).
17v. Beating the dead horses.
Opening any of the doors to this large room releases a cloud of black flies and reveals the nauseating stench of old death. Looking in the room you can see that it is littered with 14 corpses of horses and mules in an advanced stage of decay. Most have been partially consumed, they lie on the rotting, and blood soaked maggot-infested straw covering the floor. Clouds of black flies swarm the room eating on the decay. Two large worm or centipede-like monsters in the far eastern corner are eating horse carcasses; they seem oblivious to your presence.

Carrion Crawler (2): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 12; HD 3+1; hp 2x16; THAC0 17; #AT 1 or 8; Dmg Either bite for 1-2 or 8 tentacle attacks for paralysis.; SA Paralysis; SZ L; ML Fearless (20); XP 420.

As long as the adventurers leave the carrion crawlers alone, they will not attack the party. However, the other occupants of this room, dining on the buffet are likely to attack the adventurers no matter what they do; four giant trolls are hiding in one corner attempting to gain surprise on the adventurers. If the adventurers enter the room intent solely on the carrion crawlers, they may miss the giant trolls until they attack.

Troll, Giant (4): Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 12; HD 8; hp 36, 31, 38, 33; THAC0 13; #AT 1; Dmg iron-spiked club (2d8+9); SD Regeneration (2hp/round except fire damage), takes at least 10 points fire damage to kill; SZ L; ML Fanatic (17-18); XP 1,400.
17va. Missed stash.

Opening either secret door into this small closet reveals bundles of dried heather, gorse, sage, and 24 large pancakes made of pressed, dried blackberries. Three small one gallon wooden barrels contain molasses, and a small square wooden box that contains bear fat mixed with tallow (slightly rancid). Mixed in with all of this material are the necessary tools and materials to repair horse tack.

17x. Secret stash.
Locating this secret door reveals it to be locked with two locks on either side of the door. Carefully inspecting the locking mechanism reveals that it is double buffered and two thieves will have to work in tandem to pick the lock. 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. But, if no other character with the Open Locks skill is available to assist, the non-thief assistant must make a Dexterity check once every 3 rounds that the lock is held.
Opening the door reveals that this room has not been entered in a long time; a heavy layer of dust covers the floor, and a large mound to the rear of the room. Nothing appears to be within the room, and a cursory search reveals no inhabitants. The large mound is a rotten-blanket covered oak chest with a large rusty iron pad lock. Inspecting the pad lock reveals no traps, but the locking mechanism is jammed with a few broken lock picks and is not able to be picked open. Smashing the lock open and opening the chest reveals a few items tucked under an oil-soaked tarp. The chest contains: 14 ingots of eog; 5 small pieces of onyx (worth 10 gp each); two brass-hilted iron daggers each inset with a white pearl in the pommel (+3/+4 versus elves); a small yellow cotton purse (contains 20 gp, 10 cp, and 4 pieces of raw tourmaline ((worth one sp each)). A Priest spell scroll in a sealed bronze tube holds the following spells: Hold Person, Resist Fire, Locate Object, and Insect Plague.
17y. Broken door.
The entry door to this room is broken and barely hangs on its hinges. A great force smashed the door open from inside the room, shattering the door. Judging by the rot upon the exposed parts of the door, this damage was done some time ago, possibly within the last five years. A cursory glance through the shattered door reveals little other than a large empty room. Nothing moves within the room, and a thick layer of dust lies on the floor.

Lurking within this room is a terrible monster that is usually only found within the sewers below Zhentil Keep, a scarlet dancer mist. How these dreaded hunters of the living came to Undermountain is not known, but these creatures are a fearsome hunter.
Mist, Scarlet Dancer, 50 Cluster: Intelligence 2-4 Semi-intelligent; AL N; AC 1, 8 ((After feeding)); MV 0, Fl 24(A); HD 5; hp 22; THAC0 16; #AT 1; Dmg 5-15; SA Blood Drain; SD Nil; SZ T; ML Champion (15-16); XP 270.

Searching the room very carefully reveals a small hematite stone worth 10 gp. A careful search also reveals a secret door on the northern wall which is locked with an ancient riddle: “Release the name of the most remarkable formorian ruler.” This cryptic note requires one to speak the name “Riastradh”, who was an ancient powerful formorian king. Within our campaign one of the rangers had acquired a reference book on formorian history, and was able to deduce the correct response. If this riddle is too cryptic for your players, you might consider replacing it with another tailored to your campaign.
17ya. Guarded foyer.
Creatures passing through the entry door receive a vivid mental image of a scene (action, characters, and background), being, or item, for up to 12 rounds duration. The subject of the scene is chosen by the creator or activator of the door (Halaster favors teasing images of treasure, laughing liches, and beautiful, winking and kiss-blowing females of his acquaintance)
.

17z. Access to the sea.
(DM’s Note: This room was originally labeled #43 Pillars of Society found within the level two core rooms on page #58 in the Ruins of Undermountain adventure booklet. I changed the encounter somewhat removing the petrified giant spider, adding a pool that leads to the ocean and an encounter with a large sahuagin raiding party. Most of this encounter, with the exception of the sahuagin is cut and pasted from the Ruins of Undermountain booklet.)

This room seems warmer than nearby areas that you’ve traveled through. Eerie green-white glows illuminate it, coming from irregular, unmoving patches on the walls. Two stout yellowish-grey pillars divide the room into two halves; partially hidden behind the pillars, you see a dark, circular pool of water. The smell of saltwater permeates the room and you realize that the pool must contain saltwater (it is actually tied to the ocean).
This room’s ceiling is only 10’ high. It is warm, slightly damp, and has a yeast-like, growing, smell to its air. These conditions and the phosphorescent glows are both due to harmless molds growing on the walls (they die, losing their glow immediately, if scraped off the veins of rock they are anchored to, and feeding on).

An examination of the two pillars in the room reveals that one of them has no less than six rectangular seams or cracks in it; perhaps the outlines of closed, curved storage doors! The other pillar’s surface seems plain.
The plain pillar seems slightly warm to the touch, but the merest touch (of flesh or leather glove or clothing) upon the pillar of the doors causes the being touching it to stick fast, caught by a powerful glue!
There is actually no glue on the pillar at all; its stickiness is the result of a special spell developed by Halaster. The spell bonds flesh, hide (and once-living hide, such as leathers) firmly to whatever surface it is cast upon. This spell is permanent until triggered, and can be cast months or even years before being needed. Once activated, it remains dangerous for 1 turn/level of the caster (in Halaster’s case, 29 turns or nearly five hours!). The number of beings that can be affected by the spell is limited only by how many can actually get to the sticky area (in this case, the entire pillar). 
A Dispel Magic spell ends the effect, and creatures able to tear free of stuck leather garments without touching the pillar (Dexterity Check to avoid) can also win free. Those with bare flesh stuck to the pillar are immobilized until the spell wears out, unless they wish to sacrifice the adhered portion of their anatomy.
Trapped creatures are subject to the dangers of wandering monsters, and to a more immediate danger: the other pillar, which is really a roper. It can easily reach glued characters, but prefers to attack PCs milling around trying to help a stuck character, saving the stuck prey for later. Note that a roper tugging on a stuck character can harm it by rending muscles and joints, typically doing 1d4+1 damage per strand, per round. 
This roper is smart and experienced enough to try to grab weapons, including magical wands, rods, and staves. It already has a Wand of Wonder with 16 charges that it can and does wield against the party, hissing the command word (“Olorm”) under its breath!
The roper’s six strands cause the victim to suffer 2d4 turns of a 50% Strength loss unless a saving throw vs. poison is made. The strands also drag victims 10’ per round closer to the roper. Strands can be yanked off (Open Doors roll) or cut by doing one 6 hit points of edged damage in a single attack. Ropers are unaffected by lightning, take half damage from cold, but save against fire at -4. 
Roper: Intelligence Exceptional; AL CE; AC 0; MV 3; HD 11; hp 72; THAC0 9; #AT 1 strand +1 bite; Dmg Special/5-20 (5d4); SA Strength drain; SD Special; MR 80%; SZ L; ML 15; XP 7,000.
This roper’s horlobb (gizzard-like organ) contains 9 gp, 6 pp, and 2 emeralds (crown cut, large, and brilliant green; each worth 6,000 gp). If a party manages to destroy the adhesive pillar and examine the pillar’s doors, they can all be readily opened with the point of a blade, and all open into small storage cavities - all empty, except for one, which contains a scrap of parchment bearing the word (in Thorass): “Erendar”. This word means whatever the DM wants it to; perhaps it is the command word of an item that is elsewhere in the dungeon.
There is a 55% chance that a large sahuagin raiding party enters the room as the characters are battling the roper. These sahuagin have struck a treaty with the roper and will come to the aid of their “ally” whom they consider their door guard. The sahuagin feed and water the roper each time they come through this room (2-3 times per week) and will be irritated to discover the roper dead.
Sahuagin, heavy crossbow and dagger (13): Intelligence 13-14  Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 2+2; hp 17, 2x14, 8, 3x10, 2x12, 5, 15, 11, 13; THAC0 19; #AT 1; Dmg 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, Spear and dagger (12): Intelligence 13-14  Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 2+2; hp 6x11, 2x16, 6, 9, 8, 12; THAC0 19; #AT 1; Dmg 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 (22): Intelligence 13-14  Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 2+2; hp 3x17, 12, 5x11, 3x14, 4x13, 4, 2x9, 16, 8, 10; THAC0 19; #AT 1; Dmg 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. 

Sahuagin, Lieutenant: Intelligence 13-14  Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 3+3; hp 19; THAC0 17; #AT 1; Dmg 1-2/1-2/1-4/1-4/1-4 or weapon; SZ M; ML Steady (12); XP 270.
Sahuagin, Priestess: Intelligence 13-14  Highly intelligent; AL LE; AC 5; MV 12, Sw 24; HD 4+4; hp 32; THAC0 15; #AT 1; Dmg 1-2/1-2/1-4/1-4/1-4 or weapon; SA Spells as 5th-level cleric; SZ L; ML Steady (12); XP 650; Mace +3, Frost Brand, +6 vs. Fire-Using/Dwelling Creatures
; Shield of Reflecting
; Spells: Call Upon Faith; Cause Fear; Cause Light Wounds; Stunning Flash
; Tracker
; Aid; Bubble Screen
; Draw Upon Holy Might; Hold Person; Silence, 15-foot Radius; Dispel Magic; Protection From Fire.
17za. Trapped foyer.
Unless the adventures are very careful, they will not discover that opening either door to this small foyer sets off a mechanical and magical trap in the roof that has a timer set for three rounds. At the end of three rounds the trap opens a large trap door in the roof that drops a large amount (about 75 gallons) of a thick green gooey slime coating the floor and the characters within the room. It does no damage, but it is slightly caustic and causes some discomfort with itching and stinging. Experienced adventures are likely to assume that the green gooey slime is the monster of the same name, and apply fire to remove it. However, this green gooey slime is a alchemical concoction that is highly flammable and any character coated with this material suffer 4d8 points of damage the first round, 3d8 the second round, and 1d8 the third round. Scraping does not reduce the damage and the material can not be extinguished with water, but requires either magic or dry chemical fire extinguisher.
17zb. Cultists of Gulkulath
 stash.
Entering this room reveal little other than a large dark room filled with dust and giant spider cob webs. Underneath the spider cobwebs are several skeletons, most wrapped in rotting remains of giant spider webbing. A cursory look within the room from the door way does not reveal any spiders (two spiders are hiding directly above the door way and both are Invisible).
This room is the lair of seven hunting spiders.
Spider, Giant, Flying (Hunting Spider) (7): Intelligence 5-7 Low intelligence; AL CE; AC 4; MV 9, Fl 9(D); HD 3+3; hp 24, 22, 2x23, 21, 26, 25; THAC0 17; #AT 1; Dmg 1-8; SA Type A Poison; SZ L; ML Elite (13); XP 650; Ring of Invisibility (x2); Potion of Gaseous Form; Brooch of Shielding (78 points remaining); Wand of Polymorphing (71 / 99 charges).
Searching the room very carefully reveals a large secret compartment in the floor of the room; it is locked and trapped with two traps, one mechanical and one magical. The mechanical trap consists of four iron spiked kissing maidens concealed within the roof that drop simultaneously causing 3d8 points of damage per maiden. The mechanical trap can be disarmed by spiking the maidens in the roof. The magical trap releases a large cloud of poisonous gas that fills a 20’ area centered on the secret compartment. Characters caught within the area of gas must save versus poison or die; those that successfully save versus poison suffer 20 points of damage. This magical trap can be disarmed by casting a Dispel Magic spell upon the trap or a thief can attempt to pick it with a 45% penalty to success.
Opening the secret compartment reveals: a large tan leather bag containing 185 cp, 865 gp, 50 pp, 322 sp (various Realms mints span the dates 1344 DR – 1358 DR); a cloudy aquamarine-colored liquid in a clear glass vial with clear wax-sealed cork stopper (Oil of Impact); a brown-colored liquid in a clear glass vial with a yellow wax sealed glass stopper (Oil of Slipperiness); a coral-colored liquid in a clear glass vial with blue wax sealed cork stopper (Potion of Super-heroism). Underneath the potions and bag of coins is an average sized book, with covers of polished metal, and an average lock. The thin wood sheets pages are bound, and the whole book is wrapped with a grimy piece of red silk. Opening this book reveals it to contain notes and minutes from the Cultists of Gulkulath. These notes should be consistent with the DM’s campaign, or the Cultists of Gulkulath could be replaced with another cult suitable to the DM’s campaign such as the Cult of the Dragon.
17zc. Another trapped foyer.
Entering this foyer reveals a 10’ square foyer with an eight-foot high roof. The roof has an open trap door that has normal spider cobwebs and a light layer of dust. Neither door is locked or trapped, and searching the room reveals nothing of interest. Searching the area above the room through the trap door reveals a dark and apparently empty compartment.

Lying within the compartment above this room is a crystal ooze that will attack curious adventurers that explore the area or drop upon the trail end of the party as they pass into the next room.

Ooze/Slime/Jelly, Crystal Ooze: Intelligence 1 Animal intelligence; AL N; AC 8; MV 1, Sw 3; HD 4; hp 34; THAC0 17; #AT 1; Dmg 4-16; SA Poison; SD 75% invisible, immune to acid, cold and heat/fire, weapons do one damage per hit; SZ L; ML Average (10); XP 420.
17zd. Cube and hands.
Entering this large 25’ wide dark room reveals a deep impenetrable darkness within the room centered in the center of the room. This darkness seems to suck all light into it but may be entered and exited normally without apparent harm. The room has a thin layer of dust with numerous odd scratching tracks and some of the usual adventurer litter. 

The area of darkness covers a 15’ wide circle in the dead center of the room. Casting spells such as Light and Dispel Magic has no effect upon the darkness and (unless the DM rules otherwise) the characters are not able to remove the darkness.
Within the darkness is a gelatinous cube that has learned to sit still in the darkness. Characters that walk into the darkness have a 60% chance of walking into one of the sides of the gelatinous cube. 

Ooze/Slime/Jelly, Gelatinous Cube: Intelligence 0 Non-intelligent or not ratable; AL N; AC 8; MV 6; HD 4; hp 17; THAC0 17; #AT 1; Dmg 2-8; SA Paralyzation, surprise; SD Immune to electricity, fear, holds, paralyzation, polymorph, and sleep; SZ L; ML Average (10); XP 650.

Crawling upon the roof are numerous crawling claws attempting to get within range to leap upon the characters from the roof. Each of these crawling claws has been mutated by the odd magical forces within Undermountain (or the Mad Mage himself); all possess the permanent ability the Spider Climb as the spell. When these crawling claws leap to attack, they leap from the roof adding a +1 to their attack and surprise rolls.
Crawling Claw 4hp (15): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 9; HD 0+4; hp 15x4; THAC0 20; #AT 1; Damage 1-4 (armored foes) or 1-6 (unarmored foes); SA Leap; SD Magic immunities and resistances, ½ damage from non-magical edged weapons; SZ T; ML Fearless (19-20); XP 135.

Crawling Claw 2hp (17): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 9; HD 0+2; hp 17x2; THAC0 20; #AT 1; Damage 1-4 (armored foes) or 1-6 (unarmored foes); SA Leap; SD Magic immunities and resistances, ½ damage from non-magical edged weapons; SZ T; ML Fearless (19-20); XP 135.

Crawling Claw 3hp (13): Intelligence 0 Non-intelligent or not ratable; AL N; AC 7; MV 9; HD 0+3; hp 13x3; THAC0 20; #AT 1; Damage 1-4 (armored foes) or 1-6 (unarmored foes); SA Leap; SD Magic immunities and resistances, ½ damage from non-magical edged weapons; SZ T; ML Fearless (19-20); XP 135.

Cleverly hidden in a roof vault is a large stash of material: 228 cp; 88 gp; 61 pp; 314 sp; a apricot-colored thick liquid in a green glass flask with a blue wax-sealed stopper (Elixir of Youth); Full Armor, Double Chain Mail +2; a hazy black-colored liquid in a bottle with out stopper (Potion of Climbing); Mace, Horseman's +1; a cloudy rose-colored liquid in a clear glass bottle with red wax-sealed stopper (Potion of Growth mixed with pyrotoxin
); and a smoky blue-colored liquid in a flat silver vial with a crystal stopper (worth 20 gp)(Potion of Vitality).
17ze. Trapped foyer #3.
Littering the floor of this foyer are over 400 Invisible poisoned cavalry caltrops each poisoned with type D poison. Each adventurer must roll a save versus poison for each caltrop that they step on. Damage done is 1d4+1 with an additional 30 hp of poison damage per caltrop unless a successful save was made versus poison which indicates the adventurer suffers 2d6 points of poison damage. These caltrops can be removed by sweeping them with a broom or spells such as Gust of Wind.
17zf. Mystical statue.
Entering this room reveals a large dark room with a light layer of dust upon all surfaces and normal spider cob webs chocked with dust. Some normal adventurer littler is scattered around the room, empty iron ration wrappers, burnt out torch stubs, empty lamp oil flasks, smashed, cracked and empty healing potion bottles, and a few odd bits of ruined equipment. Standing in the center of this room is a large stone statue of a human male fighter in plate armor with a bare head. The statue holds a naked sword skyward at the end of its outstretched left arm. In the center of the statue’s chest is a medallion with an oval-cut sparkling blue star sapphire in the center (worth 3,000 gp).

The statue and the gem stone radiate magic strongly, but both defy any sort of magical identification, even Legend Lore. The statue will answer any question asked of it that contains the word what, it ignores any other question. The statue will answer six questions for each adventurer, and then falls silent. This statue is a mouthpiece for the DM to impart hints, adventure hooks, and red herrings. 
Touching the amulet with the gem stone causes the statue to slide back revealing a secret space underneath containing: a silver ring inset with several pieces of hornbill ivory worth 400 gp (Ring of Djinni Summoning); a small tan leather bag filled with sand (contains six applications of Sand of Mirages
); and a pair a very fine black leather gloves (Gloves of Light-Fingeredness +1
). 
Attempting to steal the gem within the amulet causes the stone statue to animate as a stone golem which attacks the offending adventurer only, ignoring all others unless multiple adventurers attempted to steal the gem. Adventures that successfully steal the gem find that it has turned to plain granite in their hand. Adventures that successfully steal the gem several times discover the stone remains an oval-cut sparkling blue star sapphire but becomes magical and eats all the other characters monetary treasure, becomes a monster-summoning beacon, a Stone of Weight, or any other variation the DM applies.
Golem, Greater, Stone: Intelligence 0 Non-intelligent or not ratable; AL N; AC 5; MV 6; HD 14; hp 85; THAC0 7; #AT 1; Dmg 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.

The adventurers should not get any experience points even if they destroy this statue, and even if completely destroyed it will reappear in one month. However, the statue will not answer questions from adventurers that attempted to steal its gem. Alternatively the statue could immediately animate and attack those adventurers that have previously attempted to steal the gem.
Searching the room for secret doors reveals one on the northern wall that is not locked but trapped with another trap door that dumps the flammable green slime concoction (same as room 17za) upon all creatures within 10’ of the door. 

17zg. Little used passage.
Opening the secret door to this room reveals little other than a room choked in thick layers of dust and normal spider cobwebs also choked with dust. Very little adventurer litter lies about within the passage, mostly very old and brittle iron ration wrappers, smashed purple glass healing potion vials, and a few burnt out torch stubs. Most of the iron rations are from Waterdeep above, a few are from Ravens Bluff, and two are from Phlan. The few healing potion wrappers that are legible reveal their origin as Saradush.
17zh. Second little used passage.
This long dark passage is much like the previous room with less adventurer litter and thicker dust-choked normal spider cobwebs. The air is dank with a thick moldy smell and has that shut a long time smell and feel. Searching the room reveals nothing of interest other than a handful of burnt out torch stubs, a couple of crumbling iron ration wrappers too old to read, and a couple of smashed glass bottles, might have been healing potions or other potions usually carried by adventurers but the labels are too rotten to read. 
~17zh1. Long trapped hallway.

At either end of this long dark hallway that is filled with normal spider cobwebs and some of the usual adventurer litter (nothing of interest) there is a large pressure plate the width of the passage that triggers a magical repeating ballista trap that fires six bolts a waist height straight down the hallway. Adventurers that are caught unawares are considered AC 10 and even those that have high Dexterity (16 plus) can attempt a dodge at -4 penalty to success. Damage done is 3d10 per bolt that strikes an adventurer with a d12 chance of knockdown. A thief that discovers a pressure plate may attempt to disarm them with a normal chance of success to his Disarm Traps roll.
17zi. Lost mephit.
Entering this room reveals a large dark room, covered in a light coat of dust and decorated with a few normal spider cobwebs. Searching the room reveals a pair of platinum pieces (1128 DR Aglarond mint has the likeness of Brindor on each side), a small stone pedestal at the back of the room upon which rests a large glass jar. This glass jar is filled with a thick impenetrable mist.
Trapped inside this jar is a mist mephit that if freed will attempt to befriend the adventurers and bide its time until it can either attach itself to a more powerful ally (like a fiend) or leave to escape Undermountain either through a gate or with somebody that is heading for the surface. Alternatively it will steal a map from an adventurer and leave by itself to reach the surface. 
Imp, Mephit, Mist: Intelligence 8-10 Average (human) intelligence; AL ; AC 7; MV 12, Fl 24(B); HD 3+2; hp 24; THAC0 17; #AT 2; Dmg 1/1; SA breath weapon (save versus poison or 1d4+1 dmg plus blinded for 1d4 rounds); SD gate, spells; SZ M; ML Average (8-10); XP 420. Mist mephits may breathe a sickly, green ball of mist, every other round, up to three times an hour. This ball automatically envelopes one victim within 10’ of the breathing mephit. The victim must roll a successful saving throw vs. poison or suffer ld4+1 points of choking damage and be blinded for ld4 rounds. In addition to the breath weapon, mist mephits can create a Wall of Fog (as the spell) once per day (at a 3rd-level ability). They can also assume Gaseous Form once per day and often use this ability to spy on others or escape combat. Once per hour a mist mephit may attempt to gate in 1-2 other mephits. The chance of success is 20%. If two mephits arrive, they are of the same type (either ice or mist, equal probability).

17zj. Trapped statue.
Entering this large room reveals a dark and dank room covered with a layer of dust. Normal spider cobwebs choked in dust cover the corners and a large stone statue in the very center of the room. This large statue is of another human fighter and is similar to the statue found in room #17zf, but this statue is nonmagical and does not animate. However this statue has a silver talisman hanging on a silver herringbone chain around its neck and a pair of dark-tinted silver-framed spectacles upon its face. Both of the items worn by the statue radiate magic strongly.
Hidden by an Illusory Floor spell, a 15’ wide Silenced pit trap surrounds the statue which rests on a large pedestal from the center of the pit trap. Adventurers that fall through the Illusory Floor do not dispel it, and they can not be heard as they fall 65’ to the bottom. The bottom of the pit has several human and demihuman corpses and a large colony of pyrofungi. An adventurer that lands in the pit has a 75% chance of landing on 2d6 pyrofungi. These fungi when shattered explode in a natural fireball each doing 3d8 points damage. Each pyrofungi creates a methane-powered fireball five-foot in diameter and has a 15% chance of setting off a chain reaction igniting all of the pyrofungi in the pit. Adventurers within the pit when a chain reaction ignites suffer a maximum of 15d8 points of damage. Adventurers that survive the fall and explosive landing may either climb out or be rescued by their comrades.
Searching the bottom of the pit reveals: a beautiful red cedar wand inset with a small white howlite egg at the tip Wand of Fireballs (63 charges disintegrates when emptied); a silver scroll tube case with an ulexite-studded stopper (worth 15 gp) contains the following Mage spells: Forcecage, Mislead, and Animate Dead.
The magical items upon the statue are a pair of dark-tinted spectacles with a silver frame and glass lenses (Dwarven Goggles of Enhanced Infravision +3
) and a silver talisman hanging on a silver herringbone chain. The talisman is inset with rhodochrosite and chalcedony (worth 300 gp) (enables the wearer to cast the 3rd-level Mage spell Protection from Normal Missiles three times per day
). 

17zj1. Trapped short hallway.

This hallway has an illusory floor with a 65’ deep pit much like the previous room. This pit is also occupied by pyrofungi (some adventurers dragged the spores from the previous pit) with similar results if an adventurer falls in the pit.
17zk. The hall of the black helm.
DM’s note: This room is found within the Level 2 Core Rooms within the campaign guide as room #44 on page #58 – 59. I have modified it somewhat to fit my campaign making it more difficult than originally published. I have expanded the spells that the animated items cast, raised the XP value of each, and reduced the treasure found within this room.
This large, dark chamber is covered with many faded and rotting tapestries depicting plate-armored knights on pegasi hunting flying dragons above vast, gnarled forests and many-spired castles. Only one piece of furniture stands in the otherwise bare room: a plain stone chair. Gems and other riches gleam and sparkle on its seat, and a tall black blade leans against it. As you look more closely, you can see a black, close-visored war helm floating in midair, well above the chair. It hangs motionless, seeming to stare at you. The helm turns to follow moving characters with its gaze, but takes no other action unless it is attacked, or any of the treasure about the throne disturbed.
This room has a high ceiling (80’ up, and heavily cobwebbed), and its center (close to the stone seat) is the arrival area of a gate from Room #15C (of the Level One Core Rooms). The tapestries are harmless, and conceal nothing.
The helm and the two-handed sword leaning against the throne are all that is left of a battle horror, a special sort of helmed horror (see the Monster Guide in the Undermountain Adventures book). Sent by a priest of Bane desiring to plunder Undermountain from a safe distance, it fought and was nearly destroyed long ago by Halaster. Intrigued by it, the Mad Wizard modified it and set it here as a guardian, to entertain him. It is immune to all effects of Fireball, Lightning Bolt, and Magic Missile spells. It has the following spells: Dimension Door up to 60 yards distant, once per day, Blink for up to one turn, once per day, and the ability to cast two Magic Missiles II
 every three rounds. The two-handed sword animates if it or the treasure is touched, or the helm is attacked, and fights separately from the helm. It is also immune to all effects of Fireball, Lightning Bolt, and Magic Missile spells, and has the following spells and abilities: Poison Blade
 three times per day; Magic Jar once per day, Dispel Magic three times per day, Fire Storm
 two times per day, and Ball Lightning
 once per day. It counts as a + 3 magical weapon for purposes of determining what it can strike, but, in fact, has no bonuses. These animated menaces can be killed only by doing them damage; destroying one has no effect on the other. Dispel Magic spells act as Hold spells on these items, lasting three rounds per spell; any attacks on them during this time automatically hit. When killed, these items lose all their magic. They can sense and attack creatures within 120’, even if targets are invisible or changed in form or appearance by magic. They cannot strike ethereal creatures. 
Helm: Intelligence High; AL LE; AC 2; MV 12, Fl 12 (A); HD 2; hp 16; THAC0 12; #AT 1; Dmg 1-4 (flying ram or blow) or by spell; SD Special; SZ S; ML 20; XP 1,420. 
Animate sword: Intelligence High; AL LE; AC 3; MV Fl 12 (A); HD 4; hp 26; THAC0 12; #AT 2; Dmg 1-10 x 2; SD Special; SZ M; ML 20; XP 2,650. 
Searching the room reveals: a string of forty large white matched pearls (each worth 100 gp; the string, intact, is worth 4,200 gp); 16 bloodstones (dark grey with red flecks, eight cut; each worth 50 gp); 5 citrines (pale yellow-brown, scissors cut; each worth 50 gp); 3 rubies (clear red, brilliant full cut; each worth 5,000 gp); 3 star sapphires (translucent blue with white star highlights, pear-shaped cut; each worth 5,000 gp); 3 opals (pale blue with green and gold mottling, oval cut; each worth 1,000 gp); 2 peridots (large, olive green, cabochon cut; each worth 600 gp); 1 black opal (very large, the size of a child’s fist, dark green with black mottling and golden flecks, uncut but polished; worth 3,330 gp).
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� Raises Intelligence to a maximum of 18, unique magical item from my campaign.


� Wizard's Spell Compendium, Vol. #2, page #520. Originally from the world of Greyhawk.


� A mithril piece is an exceedingly rare coin from my campaign, crafted in some of the ancient, lost, Dwarven kingdoms. Each one is worth 100 gp, but far more to a collector of ancient coins. A Dwarf seeing this coin will immediately desire to possess it, especially if his clan has ties to some of the ancient lost kingdoms.


� Volo's Guide to the Dalelands their descendents live in Anathar's Dale. Also mentioned in FRQ3 The Doom of Daggerdale, but incorrectly called Bladebright.


� Taken from the Roll Master© campaign world by ICE. 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 enchantments 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.


� Unearthed Arcana, page #102.


� Fiend Folio, TSR #2012, pages #52-53.


� The Book of Artifacts, Dragon Tree Press, page #7.


� Monstrous Compendium Annual #3, Forgotten Realms (MC3), Fiend Folio


� Fiend Folio, TSR #2012, page #36.


� White Dwarf #29 February/March 1982, page #28.


� Unique potion from my campaign, the character that found this potion never drank it before the campaign ended so I did not get to test this potion. My wife tells me that the video game Diablo has a potion of this name, but I do not know what the difference is between them.


� Unearthed Arcana, page #103.


� This Dwarven magical item protects the wearer from the ageing effects of certain undead. A unique magical device from my campaign.


� Each time the bow is fired per round it drains one charge, holding the bow for two rounds drains three charges; it can be recharged by a mage of 16th-level or higher using the spells Chain Lightning and Lighting Bolt. I think this is a unique magical device from my campaign but I am not sure.


� Drow house name that I created before I acquired the Menzoberranzan boxed set.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� White Dwarf #26 August/September 1981, page #22.


� Ruins of Under Mountain boxed set's adventures booklet “Monster Guide" section.


� Dragon Magazine #? December 1992, page #34.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� White Dwarf #35 November 1982, page #28.


� Dragon Magazine #172 August 1991, page #12.


� Dragon Magazine #? December 1992, page #34.


� Custom spell by Tony Figueroa; Net Prayer Book Vol. #6.


� White Dwarf #24 April/May 1981.


� Based on “Lowrie’s Logroller” from the Handbook of Traps and Tricks Dragon Tree Press, page #36.


� Volo's Guide to the Dalelands page #108.


� Dragon Magazine #163 November 1990, page #21.


� White Dwarf #26 August/September 1981, page #22.


� Custom spell by Tony Figueroa; from the Complete Net Spell Book Vol. #6.


� White Dwarf #26 August/September 1981, page #22.


� Dragon Magazine #188 December 1992, page #34.


� Aurora's Whole Realms Catalogue, page #131.


� Dragon Magazine #163 November 1990, page #21.


� Dragon Magazine #163 November 1990, page #21.


� Volo’s Guide to the Dalelands TSR #9524, page #26.


� Unique magical item from my campaign.


� Unique magical item from my campaign.


� My campaign uses select ships and locations detailed by AJA within his FR campaign www.geocities.com/TimesSquare/Castle/2566/.


� White Dwarf #35 November 1982, page #16.


� Volo's Guide to Waterdeep, page #201.


� From a list found in White Dwarf #45 September 1983, page #17.


� Taken from The Handbook of Traps and Tricks, Dragon Tree Press #81-002, page #41.


� Monstrous Civilizations of Delos, Dragon Tree Press #82-012, page #31.


� Unique magical item from my campaign.


� White Dwarf #45 September 1983, page #34.


� White Dwarf #45 September 1983, page #34.


� The Dragon Tree Spell Book, Dragon Tree Press #81-003, page #48. Modified for my campaign.


� White Dwarf #45 September 1983, page #32.


� White Dwarf #21, October/November 1980.


� White Dwarf #45 September 1983, page #33. Modified for my campaign.


� The Dragon Tree Spell Book, Dragon Tree Press #81-003, page #50.


� Unique magical item from my campaign.


� Volo’s Guide to all Things Magical TSR #9535, pages #85 – 86. Within my campaign, the ingredients for this potion are carved within the floor of a room on the fourth level of Under Mountain.


� My campaign was set in 1368 DR; an Oil of Preservation only lasts for 100 years.


� Volo’s Guide to the Dalelands TSR #9524, page #202.


� Wizards and Rogues of the Realms FOR9 TSR #9492, pages #84 – 87.


� An import from my Karameikos TSR #2500 campaign, converted to AD&D 2E.


� Aurora's Whole Realms Catalogue, page #128 and Volo's Guide to the Dalelands page #63.


� Unique magical items from my campaign, just like their mundane cousins, with the exception that these grappling hooks are enchanted to be completely silent, with the same properties as a Silence 10’-radius spell.


� Stolen from a group of half-Silver elves from Yuirwood in Aglarond; discovered while exploring an ancient ruin. During the subsequent battle with Elven Rangers, a small cask of feywine abandoned centuries ago was discovered and looted by Lord Helmut and his bugbears; this wineskin is all that remains.


� White Dwarf #35 November 1982, pages #16 – 17.


� Volo’s Guide to all Things Magical TSR #9535, page #126.


� Great Net Prayer Book Vol. #5, custom spell by Tony Figueroa; modified for my campaign.


� Volo's Guide to the Dalelands, page #58.


� Aurora's Whole Realms Catalogue, page #130.


� Aurora's Whole Realms Catalogue, page #131.


� White Dwarf #28 December/January 1981/1982, page #25.


� Great Net Spell Book Vol. #6, custom spell by Tony Figueroa.


� Aurora's Whole Realms Catalogue, page #129.


� Great Net Spell Book Vol. #6, author unknown.


� Wizard's Spell Compendium Vol. #1, page #27.


� 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 Paul D. Walker � HYPERLINK "mailto:pdwalker@hk.super.net" ��pdwalker@hk.super.net�.


� Great Net Spell Book Vol. #6, custom spell by Tony Figueroa.


� Great Net Spell Book Vol. #6, custom spell by Kenneth C. Jenks � HYPERLINK "mailto:kjenks@gothamcity.jsc.nasa.gov" ��kjenks@gothamcity.jsc.nasa.gov�.


� Great Net Spell Book Vol. #6, custom spell by Jason Nelson � HYPERLINK "mailto:tjaden@blake.acs.washington.edu" ��tjaden@blake.acs.washington.edu�.


� Volo’s Guide to the North TSR #9393 page #18.


� Volo’s Guide to Waterdeep TSR #9379, page #153.


� Volo’s Guide to the North TSR #9393 page #206.


� Grimtooth’s Traps Too Flying Buffalo Inc., page #45.


�Aurora's Whole Realms Catalogue page #130.


� Ruins of Myth Drannor boxed set TSR #1084.


� A Shukenja spell that I allow for all clerics.


� Great Net Prayer Book Vol. #6, custom spell by Dan Alexander Thompson � HYPERLINK "mailto:dant@cs.utexas.edu" ��dant@cs.utexas.edu�.


� Great Net Prayer Book Vol. #6, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� Great Net Prayer Book Vol. #6, custom spell by Teh S. Cheng � HYPERLINK "mailto:tsc0265@rigel.tamu.edu" ��tsc0265@rigel.tamu.edu�.


� Faiths and Avatars TSR #9516.


� Granted by Iuz the Evil from Greyhawk; a spell that I integrated into my Realms campaign for evil clerics.


� This is a priest version of the spell from PO:SM.


� Great Net Prayer Book Vol. #6, custom spell by Kai Rottenbacher � HYPERLINK "mailto:uwagner@orville.zdv.uni-mainz.de" ��uwagner@orville.zdv.uni-mainz.de�.


� Great Net Prayer Book Vol. #6, custom spell by Ezra van Everbroeck � HYPERLINK "mailto:ezra@anthraciet.arts.kuleuven.ac.be" ��ezra@anthraciet.arts.kuleuven.ac.be�.


� Faiths and Avatars TSR #9516.


� Great Net Prayer Book Vol. #6, custom spell by Ezra van Everbroeck � HYPERLINK "mailto:ezra@anthraciet.arts.kuleuven.ac.be" ��ezra@anthraciet.arts.kuleuven.ac.be�.


�Great Net Prayer Book Vol. #6, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� Faiths and Avatars TSR #9516.


� Great Net Prayer Book Vol. #6, custom spell by Joe Colleran � HYPERLINK "mailto:jnc4p@uva.pcmail.virginia.edu" ��jnc4p@uva.pcmail.virginia.edu�.


� Volo's Guide to Waterdeep page #153.


� White Dwarf #28 December/January 1981/1982, page #25.


� Ruins of Undermountain boxed set.


� Great Net Prayer Book Vol. #6, custom spell by Tony Figueroa.


� Great Net Prayer Book Vol. #6, custom spell by Tony Figueroa.


� Great Net Prayer Book Vol. #6, custom spell by Tony Figueroa.


� Aurora's Whole Realms Catalogue TSR #9358 page #127 and Volo’s Guide to the Dalelands TSR #9535 page #63.


� Priest’s Spell Compendium, Vol. #1, page #39. Updated from Dragon Magazine #?


� Great Net Prayer Book Vol. #6, custom spell by Dan Alexander Thompson � HYPERLINK "mailto:dant@cs.utexas.edu" ��dant@cs.utexas.edu�.


� Great Net Prayer Book Vol. #6, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� From Greyhawk granted by Iuz the Evil, but in my campaign this is a general evil priest spell.


� Great Net Prayer Book Vol. #6, custom spell by Francáois Menneteau � HYPERLINK "mailto:mennetea@acri.fr" ��mennetea@acri.fr�.


� Great Net Prayer Book Vol. #6, custom spell by Kai Rottenbacher � HYPERLINK "mailto:uwagner@orville.zdv.uni-mainz.de" ��uwagner@orville.zdv.uni-mainz.de�.


� Great Net Prayer Book Vol. #6, custom spell; author unknown.


� Prayers from the Faithful Forgotten Realms TSR Inc.


� Great Net Prayer Book Vol. #6, custom spell by Tim Rightnour � HYPERLINK "mailto:garbled@indirect.com" ��garbled@indirect.com�.


� Great Net Prayer Book Vol. #6, custom spell by Rob McNeur � HYPERLINK "mailto:rob@ccc.govt.nz" ��rob@ccc.govt.nz�.


� Great Net Prayer Book Vol. #6, custom spell by Paul D. Walker � HYPERLINK "mailto:pdwalker@hk.super.net" ��pdwalker@hk.super.net�.


� Priest’s Spell Compendium Vol. #2, page #473, originally from the Planescape setting.


� Great Net Prayer Book Vol. #6, custom spell by Joe Colleran � HYPERLINK "mailto:jnc4p@uva.pcmail.virginia.edu" ��jnc4p@uva.pcmail.virginia.edu�.


� Priest’s Spell Compendium Vol. #3, page #592. Updated from Polyhedron Magazine.


� Priest’s Spell Compendium Vol. #3, page #640. Updated from Dragon Magazine. A Vedic (Native American) spell that I allow within my campaign as a general Cleric spell.


� Great Net Prayer Book Vol. #6, custom spell by Ezra van Everbroeck � HYPERLINK "mailto:ezra@anthraciet.arts.kuleuven.ac.be" ��ezra@anthraciet.arts.kuleuven.ac.be�.


� Great Net Prayer Book Vol. #6, custom spell by Ezra van Everbroeck � HYPERLINK "mailto:ezra@anthraciet.arts.kuleuven.ac.be" ��ezra@anthraciet.arts.kuleuven.ac.be�.


� Great Net Prayer Book Vol. #6, custom spell by Dan Alexander Thompson � HYPERLINK "mailto:dant@cs.utexas.edu" ��dant@cs.utexas.edu�.


� Volo's Guide to Waterdeep page #24.


� White Dwarf #29 February/March 1982, page #28; provides protection from Magic Missiles, rendering Osmund immune to the 1st-level Wizard spell.


� Volo’s Guide to the North page #18.


� Great Net Prayer Book Vol. #6, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� Elemental Net Book.


� Great Net Prayer Book Vol. #6, custom spell by Francáois Menneteau � HYPERLINK "mailto:mennetea@acri.fr" ��mennetea@acri.fr�.


� Great Net Prayer Book Vol. #6, custom spell by unknown author.


� Priest’s Spell Compendium Vol. #1, page #70. Spell granted by Iuz the Evil from Greyhawk, used by evil clerics in my campaign. Iuz is a minor deity within my campaign, allied with Talona.


� Great Net Prayer Book Vol. #6, custom spell by Charles Anthony Leone � HYPERLINK "mailto:clg2+@andrew.cmu.edu" ��clg2+@andrew.cmu.edu�.


� Great Net Prayer Book Vol. #6, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� Dragon Magazine #248 June 1998, page #94. Replaces another spell unique to my campaign that was removed due to its excessive destructive potential.


� Priest’s Spell Compendium Vol. #1, page #101. From the Realms product Prayers from the Faithful.


� Great Net Prayer Book Vol. #6, custom spell by Joe Colleran � HYPERLINK "mailto:jnc4p@uva.pcmail.virginia.edu" ��jnc4p@uva.pcmail.virginia.edu�.


� Priest’s Spell Compendium Vol. #1, page #277. From the Realms product Prayers from the Faithful.


� Spell granted by Iuz the Evil from Greyhawk, used by evil clerics in my campaign.


� Great Net Prayer Book Vol. #6, custom spell by Joe Colleran � HYPERLINK "mailto:jnc4p@uva.pcmail.virginia.edu" ��jnc4p@uva.pcmail.virginia.edu�.


� Faiths & Avatars TSR #9516.


� Spell granted by Iuz the Evil from Greyhawk, used by evil clerics in my campaign.


� Aurora's Whole Realms Catalogue TSR #9358 page #130; Volo's Guide to the North TSR #9393 page #68; Volo's Guide to the Sword Coast TSR #9460 page #46.


� Volo's Guide to Waterdeep TSR #9379 page #39.


� Great Net Prayer Book Vol. #6, custom spell by Tim Rightnour � HYPERLINK "mailto:garbled@indirect.com" ��garbled@indirect.com�.


� Faiths & Avatars TSR #9516.


� Great Net Prayer Book Vol. #6, custom spell by Thomas Huijer � HYPERLINK "mailto:v912451@morrien.si.hhs.nl" ��v912451@morrien.si.hhs.nl�.


� Faiths & Avatars TSR #9516.


� Volo’s Guide to Waterdeep page #24.


� Lore of the Crypt, Book III: Spells Underworld Publishing, page #26.


� Lore of the Crypt, Book III: Spells Underworld Publishing, page #27.


� Lore of the Crypt, Book III: Spells Underworld Publishing, page #30.


� Lore of the Crypt, Book III: Spells Underworld Publishing, page #47.


� Lore of the Crypt, Book III: Spells Underworld Publishing, page #53.


� Lore of the Crypt, Book III: Spells Underworld Publishing, page #54.


� Based upon the “flaming zombie” idea by Nicholas Rutherford from White Dwarf #35 November 1982 page #28.


� White Dwarf #17 February/March 1980, page #9.


� White Dwarf #35 November 1982, page #28.


� White Dwarf #31 June/July 1982, page #24.


� Based upon “They Cried With their Boots On” from Grimtooth’s Traps Too page #44.


� From Empires of the South. Characters that have exposure to Southern magic and deities are likely to identify the talisman’s shape.


� White Dwarf #31 June/July 1982, page #24, modified for my campaign.


� Dungeons & Dragons Rules Encyclopedia TSR #1071, page #249.


� The Code of the Harpers TSR #9390 FOR4, stolen from a group of slain Harpers that had the misfortune of crossing paths with the Beast Cult members.


� This Unholy water places the drinker into a state identical to berserk fury (See Berserker Kit for details). Usable by anyone.


� The Great Net Prayerbook sixth edition, custom spell by Kai Rottenbacher � HYPERLINK "mailto:uwagner@orville.zdv.uni-mainz.de" ��uwagner@orville.zdv.uni-mainz.de�.


� The Great Net Prayerbook sixth edition, custom spell by unknown author.


� Dragon?


� Shukenja spell I allow for certain clerics.


� The Great Net Prayerbook sixth edition, custom spell by unknown author.


� The Great Net Prayerbook sixth edition, custom spell by Teh S. Cheng � HYPERLINK "mailto:tsc0265@rigel.tamu.edu" ��tsc0265@rigel.tamu.edu�.


� Shukenja spell I allow for certain clerics.


� Faiths and Avatars TSR #9516.


� The Great Net Prayerbook sixth edition, custom spell by Steve Bartell � HYPERLINK "mailto:stevebar@wordperfect.com" ��stevebar@wordperfect.com�.


� The Great Net Prayerbook sixth edition, custom spell by Tim Rightnour � HYPERLINK "mailto:garbled@indirect.com" ��garbled@indirect.com�.


� The Great Net Prayerbook sixth edition, custom spell by unknown.


� The Great Net Prayerbook sixth edition, custom spell by Kai Rottenbacher � HYPERLINK "mailto:uwagner@orville.zdv.uni-mainz.de" ��uwagner@orville.zdv.uni-mainz.de�.


� Shukenja spell I allow for certain priests.


� The Great Net Prayerbook sixth edition, custom spell by Teh S. Cheng � HYPERLINK "mailto:tsc0265@rigel.tamu.edu" ��tsc0265@rigel.tamu.edu�.


� Dragon Magazine TSR.


� The Great Net Prayerbook sixth edition, custom spell by Charles Anthony Leone � HYPERLINK "mailto:clg2+@andrew.cmu.edu" ��clg2+@andrew.cmu.edu�.


� The Great Net Prayerbook sixth edition, custom spell by Ezra van Everbroeck � HYPERLINK "mailto:ezra@anthraciet.arts.kuleuven.ac.be" ��ezra@anthraciet.arts.kuleuven.ac.be�.


� White Dwarf #21October/November 1980.


� The Great Net Prayerbook sixth edition, custom spell by Jim Vassilakos � HYPERLINK "mailto:jimv@ucrmath.ucr.edu" ��jimv@ucrmath.ucr.edu�.


� Warriors of Heaven TSR, page #28.


� The Great Net Prayerbook sixth edition, custom spell by Thomas Huijer � HYPERLINK "mailto:v912451@morrien.si.hhs.nl" ��v912451@morrien.si.hhs.nl�.


� Usually restricted to Norse clerics, but I allow this spell for certain types of clerics.


� The Great Net Prayerbook sixth edition, custom spell by Samuli Mattila � HYPERLINK "mailto:zam@vinkku.hut.fi" ��zam@vinkku.hut.fi�.


� Prayers from the Faithful TSR #9545.


� The Great Net Prayerbook sixth edition, custom spell by Jim Vassilakos � HYPERLINK "mailto:jimv@ucrmath.ucr.edu" ��jimv@ucrmath.ucr.edu�.


� Granted by Iuz the Evil from Greyhawk; allowed for evil clerics in my campaign.


� Very rare spell from the Forgotten Realms setting, recorded by Volo.


� Dragon Magazine TSR.


� The Great Net Prayerbook sixth edition, custom spell by unknown author.


� Faiths and Avatars TSR #9516.


� Serpent Islands North Pole Publications Inc ©1983, page #6.


� Volo’s Guide to Waterdeep page #152.


� Also known as a dumbek, used to accompany a belly dancer. 


� Volo’s Guide to Waterdeep page #113.


� Ruins of Myth Drannor TSR.


� From Great Net Spellbook #6, author unknown.


� From Great Net Spellbook #6, author Perry Horner � HYPERLINK "mailto:aopch@acvax.inre.asu.edu" ��aopch@acvax.inre.asu.edu�.


� Elemental Netbook


� Wizard's Spell Compendium, Vol. #1, page #84.


� From Great Net Spellbook #6, author Max Becherer � HYPERLINK "mailto:becherer@suna0.cs.uiuc.edu" ��becherer@suna0.cs.uiuc.edu�.


� From Great Net Spellbook #6, author unknown.


� From Great Net Spellbook #6, author Styrman � HYPERLINK "mailto:maurin@leland.stanford.edu" ��maurin@leland.stanford.edu�.


� Wizard's Spell Compendium, Vol. 2, page #455.


� Unique magical item from my campaign.


� The Code of the Harpers TSR #9390 FOR4, stolen from a group of slain Harpers that had the misfortune of crossing paths with the Beast Cult members.


� An herbal tonic given to horses to de-worm them and soothe their nerves. Alasdair has no experiences with horses and does not realize this “wine” is not intended for human consumption and drinking it will give him the runs like few other things making him (or another drinker) miserable for 1d4 hours with severe intestinal cramping. Made by hedge wizards in my campaign this tonic is worth 15 sp and highly prized by any culture with strong ties to horses such as nomadic horse tribes.


� Dragon Magazine Annual #2 1997, page #14. This spell is sometimes mistakenly called “Shadow Cloak.”


� Wizard's Spell Compendium Vol. #3, page #634. Uncommon for Sea Mages, otherwise a very rare spell.


� Wizard's Spell Compendium Vol. #1, page #63. Common in Arabian (Al Qadim within my campaign) settings; otherwise very rare.


� Great Net Spell Book Vol. #6, custom spell by Al Singleton (Quasi Nogum) � HYPERLINK "mailto:eaay@catcc.bitnet" ��eaay@catcc.bitnet�.


� Great Net Spell Book Vol. #6, custom spell by Frank Myres III.


� Great Net Spell Book Vol. #6, custom spell by Reid Bluebaugh � HYPERLINK "mailto:c2mxblue@fre.fsu.umd.edu" ��c2mxblue@fre.fsu.umd.edu�.


� Great Net Spell Book Vol. #6, custom spell by August Neverman � HYPERLINK "mailto:gitzlaff@uxa.cso.uiuc.edu" ��gitzlaff@uxa.cso.uiuc.edu�.


� Great Net Spell Book Vol. #6, custom spell by unknown.


� Great Net Spell Book Vol. #6, custom spell by August Neverman � HYPERLINK "mailto:gitzlaff@uxa.cso.uiuc.edu" ��gitzlaff@uxa.cso.uiuc.edu�.


� 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 Geoffrey Edward Fagan � HYPERLINK "mailto:gefagan@uokmax.ecn.uoknor.edu" ��gefagan@uokmax.ecn.uoknor.edu�.


� Wizard's Spell Compendium Vol. #2, page #557. Common in oriental and arctic settings; otherwise very rare. Within my campaign this spell is common within the Frozenfar. 


� Great Net Spell Book Vol. #6, custom spell by Paul Ferron � HYPERLINK "mailto:paulf@solist.htsa.aha.nl" ��paulf@solist.htsa.aha.nl�.


� Dragon Magazine #235 November 1996, page #36.


� The Ruins of Myth Drannor TSR #1048.


� Dragon Magazine #261 July 1999, page #61.


� Great Net Spell Book Vol. #6, custom spell by Dean Dretske � HYPERLINK "mailto:deand@intermec.com" ��deand@intermec.com�.


� Wizard's Spell Compendium Vol. #3, page #610.


� Lore of the Crypt Book III: Spells Underworld Publishing, page #46.


� Great Net Spell Book Vol. #6, custom spell by Garinthrall � HYPERLINK "mailto:alvalent@husc.edu" ��alvalent@husc.edu�.


� Lore of the Crypt Book III: Spells Underworld Publishing, page #49.


� Lore of the Crypt Book III: Spells Underworld Publishing, page #54.


� Wizard's Spell Compendium, Vol. #4, page #985. Originally from the Dark Sun© setting.


� Great Net Spell Book Vol. #6, custom spell by Joseph Delisle � HYPERLINK "mailto:jdelisle@loyola.edu" ��jdelisle@loyola.edu�.


� Lore of the Crypt Book III: Spells Underworld Publishing, page #61.


� Wizard's Spell Compendium, Vol. #3, page #757. Originally from the Old Empires within the Forgotten Realms; initial exposure requires a mentor or a Read Southern Magic spell.


� This would be a good place to use D1-3, Against the Drow, and expand it with Dungeon #70 “The Kingdom of the Ghouls” with support from Dragon #252 – Eric L Boyd � HYPERLINK "mailto:EricLBoyd@aol.com" ��EricLBoyd@aol.com�.


� White Dwarf #29 February/March 1982, page #28.


� A good NPC and secret Harper agent within my home campaign, proprietor of Olafper the Humbles’ Magic Shop.


� Another NPC taken from my home campaign. A renegade male human Crypt Guardian Ranger 14/Bard 9 from Valtreth, wanted in Tethyr for a number of malicious mischief actions including mooning King Alemander IV, urinating upon Crown Prince Haedrak’s entourage, and other acts of mischief.


� A goblin tribe that I designed for my campaign, in order to make a more challenging encounter from a common monster. These goblin have 3HD each, with leaders having 5HD. Fully 20% of the tribe is comprised of Urds, and breeding between the two species is common.


� Fantastic Treasure Role Aids #719, page #27, from ancient Native American folk lore. Within my campaign these rings were crafted by Manabozho (a powerful avatar of Loki).


� Dragon Magazine #94 February 1985 “Creature Catalog II”, pages #46 – 47.


� Dragon Magazine #94 February 1985 “Creature Catalog II”, page #46.


� White Dwarf #29 February/March 1982, page #28.


� White Dwarf #29 February/March 1982, page #28.


� In the Ten Towns region of Icewind Dale.


� Unique spell to my campaign, created by me.


� Dungeonland EX1 TSR #9072.


� Unique magical item from my campaign, same powers and effects as the magical potion. The powers of these unique boots is useable once per day, and ages the wearer one year per use.


� Dungeon Master’s Guide table #51.


� Dwarves Deep FR11 TSR #9300, the only known lost Dwarven kingdom in the South. Worth 375 gp in the right market, more to a scholar that specializes in Dwarves.


� Within the Vast, just north of Raven’s Bluff.


� Dragon Magazine #89 September 1984 “Creature Catalog”, pages C17 - C18.


� Ruins of Undermountain boxed set.


� Dragon Magazine #89 September 1984 “Creature Catalog”, pages C5 – C6.


� The Book of Magecraft (Birthright), page #66.


� Unique cursed magical armor from my campaign.


� Dragon Magazine Annual #4 1999, page #71.


� Gazetteer #9 Minrothad Guilds, page #19.


� Wizard's Spell Compendium Vol. #3, page #847. Originally from the Mystara setting where this spell is quite common.


� Wizard's Spell Compendium Vol. #2, page #409. Originally from Polyhedron Magazine.


� Wizard's Spell Compendium Vol. #3, page #828. Within my campaign I do not restrict this spell to chronomancers only; in your campaign if you do not have chronomancers or restrict this spell replace this spell with another one suitable to your campaign.


� Wizard's Spell Compendium Vol. #1, page #251. Taken from the tome Studies in Death, by the lich Kyristan.


� Great Net Spell Book Vol. #6, custom spell by D. Park.


� Dragon Magazine #89 September 1984 “Creature Catalog”, pages C13 – C14. This adaptation of the creature is unique to my campaign.


� Ruins of Myth Drannor boxed set.


� Unique talisman from my campaign which gives the wearer +15% resistance to all attacks of a dracolich, and +5% resistance to all other types of dragon attacks. These talismans are exceedingly rare and prized by the Cult of the Dragon who will slay any non-Cult member found in possession of an Amulet of Sammaster.


� The Sword of the Dales Forgotten Realms module TSR, page #19.


� Aurora's Whole Realms Catalogue page #130; Volo's Guide to the North page #68; and Volo's Guide to the Sword Coast page #46.


� This slightly magical ink unique to my campaign is formulated for writing in magical tomes and spell scrolls. Using this ink increases the mage’s chance of successfully transcribing the spell by 5%. Vosk Ink does not fade with time and indelible on most porous surfaces. Vosk Ink cost 150 gp per four ounce vial and is only found in major cities with large resident populations of spell casters.


� Great Net Spell Book Vol. #6, source unknown.


� Great Net Spell Book Vol. #6, custom spell by Thomas Watson � HYPERLINK "mailto:gitzlaff@uxa.cso.uiuc.edu" ��gitzlaff@uxa.cso.uiuc.edu�.


� Great Net Spell Book Vol. #6, custom spell by Edward Keyes � HYPERLINK "mailto:keyesea@ctrvax.vanderbilt.edu" ��keyesea@ctrvax.vanderbilt.edu�.


� Dragon Magazine #265, November 1999, page #76.


� Great Net Spell Book Vol. #6, custom spell by Max Becherer � HYPERLINK "mailto:becherer@suna0.cs.uiuc.edu" ��becherer@suna0.cs.uiuc.edu�.


� Great Net Spell Book Vol. #6, custom spell by Kris � HYPERLINK "mailto:simonis@stpc.wi.leidenuniv.nl" ��simonis@stpc.wi.leidenuniv.nl�.


� Wizard's Spell Compendium Vol. #3, page #742.


� Wizard's Spell Compendium Vol. #3, page #806.


� Great Net Spell Book Vol. #6, custom spell by Arthur P Lucchesi � HYPERLINK "mailto:uther@voicenet.com" ��uther@voicenet.com�.


� Great Net Spell Book Vol. #6, custom spell by Noska Trades.


� Wizard's Spell Compendium Vol. #3, page #651. I do not restrict this spell to necromancers only, but allow any evil spell caster to employ this spell.


� Wizard's Spell Compendium Vol. #1, page #56.


� Wizard's Spell Compendium Vol. #1, page #79.


� Wizard's Spell Compendium Vol. #2, page #519.


� Great Net Spell Book Vol. #6, custom spell by Ally's Spellbook � HYPERLINK "mailto:knudsenm@wpsmtp.ohsu.edu" ��knudsenm@wpsmtp.ohsu.edu�.


� Great Net Spell Book Vol. #6, custom spell by Joseph Delisle � HYPERLINK "mailto:jdelisle@loyola.edu" ��jdelisle@loyola.edu�.


� Great Net Spell Book Vol. #6, custom spell by D.J. McCarthy � HYPERLINK "mailto:dmccart@modl01.intel.com" ��dmccart@modl01.intel.com�.


� The Dragon Tree Spell Book Dragon Tree Press, page #81.


� The Dragon Tree Spell Book Dragon Tree Press, page #82.


� Great Net Spell Book Vol. #6, custom spell by Frank Myres III.


� Great Net Spell Book Vol. #6, custom spell by Peter Gourlay � HYPERLINK "mailto:gourlay@slais.ubc.ca" ��gourlay@slais.ubc.ca�. Stolen from a tribe of Manscorpions, very rare spell within my campaign.


� Wizard's Spell Compendium Vol. #1, page #51.


� Elemental Net Book.


� The Dragon Tree Spell Book Dragon Tree Press, page #95.


� From the Nehwon setting, mentioned in the various Lankhmar books by Fritz Leiber and from Fafhrd's snow-clan. 


� From the Nehwon setting, mentioned in the various Lankhmar books by Fritz Leiber. This wine is a hallucinogenic and gives vision (pertinent to the DM’s campaign) and is a great source for adventure hooks.


� The ice wrist manacles are magical, and bestow AC 7 protection as well as the abilities of a Ring of Warmth.


� Dragon Magazine.


� The Great Net Prayerbook 6th-Edition, custom spell by Rob McNeur � HYPERLINK "mailto:rob@ccc.govt.nz" ��rob@ccc.govt.nz�.


� Faiths and Avatars TSR.


� The Great Net Prayerbook 6th-Edition, custom spell by Paul D. Walker � HYPERLINK "mailto:pdwalker@hk.super.net" ��pdwalker@hk.super.net�.


� The Great Net Prayerbook 6th-Edition, custom spell by Kai Rottenbacher � HYPERLINK "mailto:uwagner@orville.zdv.uni-mainz.de" ��uwagner@orville.zdv.uni-mainz.de�.


� The Great Net Prayerbook 6th-Edition, custom spell by Teh S. Cheng � HYPERLINK "mailto:tsc0265@rigel.tamu.edu" ��tsc0265@rigel.tamu.edu�.


� Prayers from the Faithful Forgotten Realms Accessory TSR Inc.


� Warriors of Heaven, pages #25-26. Stolen from an Archon.


� The Great Net Prayerbook 6th-Edition, custom spell by Kai Rottenbacher � HYPERLINK "mailto:uwagner@orville.zdv.uni-mainz.de" ��uwagner@orville.zdv.uni-mainz.de�.


� The Great Net Prayerbook 6th-Edition, custom spell by Tim Rightnour � HYPERLINK "mailto:garbled@indirect.com" ��garbled@indirect.com�.


� Very rare spell from the Forgotten Realms setting.


� Oriental Adventures, TSR. I do not restrict this spell to Shukenja only in my campaign.


� Priest's Spell Compendium Vol. #2, page #464.


� Dragon Magazine #188 and Encyclopedia Magica Vol. #4, page #1349.


� Aurora's Whole Realms Catalogue, page #128.


� The Sword of the Dales adventure, page #19.


� Ruins of Myth Drannor boxed set.


� Ruins of Myth Drannor boxed set.


� Complete Nik Nak Handbook, page #6.


� GURPS Fantasy, page #49.


� Ruins of Undermountain boxed set TSR.


� In Calimport, destroyed in -373 DR Year of Whispering Stones during a battle with Talona’s forces. The bulk of the temple's wealth and reliquaries are moved into their new home within an ancient temple in the Undercity, soon to be called the Temple of Old Night.


� Volo's Guide to the Sword Coast, page #18.


�Taken from an idea found within the Great Net Prayer Book Vol. #5, custom spell by The Avangion of Delphi � HYPERLINK "mailto:syrek@delphi.com" ��syrek@delphi.com�.


� Volo's Guide to the North, page #127.


� Volo's Guide to Waterdeep, page #201.


� This potion heals normally but also gives the imbiber one hell of a case of the runs, for 3d8 rounds. During this time the character is struck with intense intestinal cramping, bloating, and a requirement to use the latrine frequently.


� A minor magical item from my campaign; these folding grappling appear normal in all aspects except that they will radiate magic strongly. Each grappling hook has a Permanent Silence 3’ Radius spell cast upon it which activates when the tines are unfolded.


� The Dragon #5 1977, page #28.


� Aurora's Whole Realms Catalogue, page #127.


� From my Skullport campaign, served in some of the seedier establishments and named after the supposed taste.


� This unique amulet utilizes charges to function; one charge is used per day of protection. The amulet has eight charges left, may not be recharged and shatters when all charges are expended.


� Volo's Guide to the Sword Coast, page #38.


� The Great Net Prayerbook 6th-Edition, custom spell by Dan Alexander Thompson � HYPERLINK "mailto:dant@cs.utexas.edu" ��dant@cs.utexas.edu�.


� The Great Net Prayerbook 6th-Edition, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� The Great Net Prayerbook 6th-Edition, custom spell by Dieme.


� From the Dark Sun setting, TSR.


� The Great Net Prayerbook 6th-Edition, custom spell by Steve Bartell � HYPERLINK "mailto:stevebar@wordperfect.com" ��stevebar@wordperfect.com�.


� The Great Net Prayerbook 6th-Edition, custom spell by Paul D. Walker � HYPERLINK "mailto:pdwalker@hk.super.net" ��pdwalker@hk.super.net�.


� The Great Net Prayerbook 6th-Edition, custom spell by Unknown.


� The Great Net Prayerbook 6th-Edition, custom spell by Teh S. Cheng � HYPERLINK "mailto:tsc0265@rigel.tamu.edu" ��tsc0265@rigel.tamu.edu�.


� I do not restrict this spell to shamans within my campaign.


� Dragon Magazine #140, page #22.


� Player’s Option: Spells and Magic, TSR.


� The Great Net Prayerbook 6th-Edition, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� Dragon Magazine #248, page #94.


� Faiths and Avatars, TSR.


� From the Planescape© setting, TSR.


� The Great Net Prayerbook 6th-Edition, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� The Great Net Prayerbook 6th-Edition, custom spell by Jim Vassilakos � HYPERLINK "mailto:jimv@ucrmath.ucr.edu" ��jimv@ucrmath.ucr.edu�.


� Faiths and Avatars, TSR.


� A Shukenja spell that I allow for all clerics within my campaign.


� Ruins of Undermountain boxed set, TSR.


� Volo's Guide to Waterdeep, page #39.


� Ruins of Myth Drannor boxed set, TSR.


� Custom magical item from my campaign. When peered through, this gem bestows Ultravision upon the user as per the spell.


� Ruins of Myth Drannor boxed set TSR. Note that there is a similar spell found within the Wizard’s Spell Compendium Vol. #1 that is limited to alhoon casters.


� Wizard's Spell Compendium, Vol. #2, page #559.


� Great Net Spell Book Vol. #6 custom spell by Joseph Delisle � HYPERLINK "mailto:jdelisle@loyola.edu" ��jdelisle@loyola.edu�.


� Wizard's Spell Compendium, Vol. #1, page #197.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #50.


� Great Net Spell Book Vol. #6, custom spell by Charles Crook.


� Great Net Spell Book Vol. #6, custom spell by Frank Myres III.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #57.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #60.


� Wizard's Spell Compendium, Vol. #3, page #653. Uncommon for necromancers from the Forgotten Realms setting; otherwise, rare. Known to be in Myrl's Text.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #61.


� Wizard's Spell Compendium, Vol. #3, page #768. 


� Wizard's Spell Compendium, Vol. #2, page #372. Stolen from a slain apprentice of Fistandantilus.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #70.


� Great Net Spell Book Vol. #6 custom spell by Tim Prestero � HYPERLINK "mailto:ez003387@george.ucdavis.edu" ��ez003387@george.ucdavis.edu�.


� Great Net Spell Book Vol. #6 custom spell by Joseph Delisle � HYPERLINK "mailto:jdelisle@loyola.edu" ��jdelisle@loyola.edu�.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #80.


� Wizard's Spell Compendium, Vol. #2, page #517. Stolen from a slain apprentice of Naz.


� Great Net Spell Book Vol. #6 custom spell by Neil Rabideau � HYPERLINK "mailto:gitzlaff@uxa.cso.uiuc.edu" ��gitzlaff@uxa.cso.uiuc.edu�.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #87.


� The Dragon Tree Spell Book, Dragon Tree Press, Page #92.


� Undermountain boxed set card.


� Unique magical item from my campaign.


� Unique magical item from my campaign.


� Unique magical item from my campaign. This suit of armor if foolishly worn by a character immediately seals itself to the character’s skin and may not be removed except by a Remove Curse spell followed by a Bless spell. The suit permanently changes the character’s Alignment to Chaotic Evil and gives the character’s aura a thick shade of demonic taint. The suit when worn smells faintly of sulphur and brimstone and is warm to the touch. The suit renders the character immune to <immunities of demon>.


� White Dwarf #45 September 1983, page #34, modified for my campaign.


� White Dwarf #45 September 1983, page #34.


� An Egyptian scorpion-goddess, and an early a tutelary deity of the Egyptian monarchs.


� A unique amulet inspired by the article in White Dwarf #29 page #28, which will shatter after the remaining 20 Stone Skins are cast.


� A historically correct reproduction of beer made during Egypt’s Old Kingdom period 2650-2180 B.C. using bread as a starter.


� A unique magical scroll from my campaign, that protects the reader from sustaining damage from all magical weapons for 3d8 rounds.


� Wizard's Spell Compendium, Vol. #1, page #187.


� Great Net Spellbook Vol. #6, custom spell by Colin Roald � HYPERLINK "mailto:hobbit@ac.dal.ca" ��hobbit@ac.dal.ca�


� Wizard's Spell Compendium, Vol. #4, page #910.


� Great Net Spellbook Vol. #6, custom spell by unknown.


� Unique magical item from my campaign that protects the wearer and his belongings from all forms of acid.


� Based upon an idea found within Grimtooth’s Traps Too Flying Buffalo, page #53.


� Unique magical item from my campaign, that would have come in vary handy on the third  and deeper levels. Unfortunately my boneheaded players decided this wand was useless and traded it away before realizing how handy it would have been. As the name implies this wand for every charge expended determines the depth of any body of water, accuracy +/- 10’. This wand must be touched to the body of water and its command word is “determine” which must be spoken aloud. This wand may be recharged by any wizard of 12th-level or higher and does not shatter when all charges are expended.


� Nadrun's Magical Doors card, Ruins of Undermountain boxed set, TSR.


� An import from my Blackmoor campaign. I used Alistair Crawley as a very minor immortal in my Blackmoor campaign and as one of the patron immortals of the Society of Sensation (The Planewalker’s Handbook TSR #2620, page #64) in my Realms and Planescape campaigns.


� Dragon Magazine #77 September 1983, page #18 “Curses! Twenty Good Ideas for Bad Tidings” by Ed Greenwood.


� Undermountain Treasure Table card side one; Ruins of Undermountain boxed set.


� Campaign Guide to Undermountain; Undermountain Boxed set.


� Within the Utter East.


� Unique magical potion from my campaign which raises Dexterity by 4 points for 1d4 rounds.


� Dragon Magazine #200, Bazaar of the Bizarre “Fourteen Keys to Adventure By”, Johnathan M. Richards.


� Great Net Spellbook Vol. #6, custom spell by unknown.


� Wizard's Spell Compendium, Vol. #2, page #309.


� Cult of the Dragon, page #51.


� Wizard's Spell Compendium, Vol. #1, page #26.


� Wizard's Spell Compendium, Vol. #3, page #792.


� Great Net Spellbook Vol. #6, custom spell by Ally's Spellbook � HYPERLINK "mailto:knudsenm@wpsmtp.ohsu.edu" ��knudsenm@wpsmtp.ohsu.edu�.


� Dragon Magazine #204 April '94, page 24.


� Dungeon July/August 1994 issue #48, page 45.


� Unique magical item to my campaign, identical in most aspects to a Ring of Spell Storing (from the DMG), but these are one use items that shatter once all spells are cast out of them and may not be recharged.


� Forgotten Realms Adventures hardback book.


� See Old Empires FR10 TSR #9274.


� Faiths & Avatars TSR, page #154 – 155.


� Polyhedron Magazine


� ?


� ?


� ?


� ?


� Dragon Magazine #224 December 1995, page #54


� Dragon Magazine #145, May 1989 “Bazaar of the Bizarre,” page #37 – 38.


� ?


� Dragon Magazine #181 May 1992 “That’s Certainly Unfamiliar.”


� Great Net Spellbook Vol. #6, custom spell by unknown.


� This Nadrun’s door is a creation of mine, unique to my campaign.


� This magical talisman unique to my campaign bestows a +4 saving throw bonus versus the spell Fireball.


� Created by Darren S A George (� HYPERLINK "mailto:Darren_George@Ualberta.ca" ��Darren_George@Ualberta.ca�) and taken from the Wanderer’s web site @1996 maintained by Sylvain Robert.


� The Golden Bough, page #52.


� Dragon Magazine #163 November 1990, page #21.


� Created by Stephen P King and modified for my campaign.


� See “A Grand History of the Realms”


� Dragon Magazine #168 “A Magnificent Menagerie Of Mischievous Magic” by Robin C. Ashmore and Michele Batter.


� Unique magical device from my campaign that sounds a chime and extracts a charge every time the owner is struck by a Magic Missile.


� Van Richten’s Guide to the Created, TSR #9417 ©1994


� Volo’s Guide to the North, TSR #9393, page #22.


� Volo’s Guide to the North, TSR #9393, page #140.


� The Great Net Prayerbook sixth edition; custom spell by the Drow priestess Tas'Vinct Sharessaban � HYPERLINK "mailto:knudsenm@wpsmtp.ohsu.edu" ��knudsenm@wpsmtp.ohsu.edu�.


� Great Net Prayer Book sixth edition; custom spell by Dimitris Xanthakis � HYPERLINK "mailto:dxanth@leon.nrcps.ariadne-t.gr" ��dxanth@leon.nrcps.ariadne-t.gr�.


� Wizard's Spell Compendium, Vol. #4, page #1000. Spell from the World of Greyhawk.


� Iron Crown Enterprises Spell Law, page #89. Within my campaign I used this metal as a dwarven metal in-between mithril and adamantium in hardness.


� Dragon Magazine #167 March 1991, page #38.


� Dragon Magazine #188 December 1992, page #32.


� Necromancers Handbook, TSR ©1999.


� Dragon Magazine #167 March 1991, page #38.


� White Dwarf #29 February/March 1982, page #28.


� The Great Net Prayerbook 6th-edition, custom spell by Dan Alexander Thompson � HYPERLINK "mailto:dant@cs.utexas.edu" ��dant@cs.utexas.edu�.


� Necromancers Handbook, TSR ©1999.


� Updated from Unearthed Arcana, © TSR.


� From the Dark Sun setting, © TSR.


� Spell unique to my campaign that fills a 30’ area with thick soap bubbles, causing all within the area to suffer a -4 to hit the caster and limits all vision to 3”.


� The Great Net Prayerbook 6th-edition, custom spell by Bill Hincks � HYPERLINK "mailto:whin3560@uriacc.uri.edu" ��whin3560@uriacc.uri.edu�.


� The Great Net Prayerbook 6th-edition, custom spell by Tim Rightnour � HYPERLINK "mailto:garbled@indirect.com" ��garbled@indirect.com�.


�  Dragon Magazine #248, page #94; used in place of another spell that was removed from my campaign that proved unworkable.


� Necromancers Handbook © 1999 TSR.


� Great Net Prayerbook 6th-edition, custom spell by Thomas Huijer � HYPERLINK "mailto:v912451@morrien.si.hhs.nl" ��v912451@morrien.si.hhs.nl�.


� Faiths & Avatars © 1996, page #40.


� Dragon Tree Spell Book, Dragon Tree Press #81-003, page #84.


� The Adept’s Spellbook, custom spell by Jonathan Salazar. This was originally designed as a Wizard spell by the author, but I converted it to a Cleric spell for my campaign since I had plenty of Mage spells but needed more Cleric prayers.


� Necromancers Handbook 1999 © TSR.


� GURPS Horror Steve Jackson Games ©1987, page #25.


� Aurora's Whole Realms Catalog page #127 and Volo's Guide to the Dalelands, page #63.


� Moses ibn Ezra from the Cuzari or Al-Khazari.


� A banded mineral comprised of tiger eye, hematite and red jasper found only in Australia.


� Unique magical item from my campaign. This dart causes those struck by it to save versus magic or suffer the same consequences as the cursed boots of the same name. This dart returns to the owner after each throw.


� This vial when smashed on the ground causes a 30’ square impenetrable cold fog to appear that lasts 1d8 rounds. Based upon a potion from Griswald Grimm’s Little Shop of Poisons and Potions by Bob Liddil.


� Ruins of Myth Drannor boxed set.


� Lore of the Crypt Book #3: Spells, page #30.


� Lore of the Crypt Book #3: Spells, page #44 - 45.


� Dragon Magazine and Priest’s Spell Compendium.


� Great Net Prayerbook 6th-edition, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� Great Net Prayerbook 6th-edition, custom spell by unknown.


� Great Net Prayerbook 6th-edition, custom spell by Teh S. Cheng � HYPERLINK "mailto:tsc0265@rigel.tamu.edu" ��tsc0265@rigel.tamu.edu�.


� Faiths & Avatars ©TSR, page #154.


� Great Net Prayerbook 6th-edition, custom spell by Paul D. Walker � HYPERLINK "mailto:pdwalker@hk.super.net" ��pdwalker@hk.super.net�.


� Great Net Prayerbook 6th-edition, custom spell by Ezra van Everbroeck � HYPERLINK "mailto:ezra@anthraciet.arts.kuleuven.ac.be" ��ezra@anthraciet.arts.kuleuven.ac.be�.


� Great Net Prayerbook 6th-edition, custom spell by Robert A. Howard � HYPERLINK "mailto:ssa94isa06@rcnvms.rcn.mass.edu" ��ssa94isa06@rcnvms.rcn.mass.edu�.


� Faiths & Avatars ©TSR, pages 154 - 155.


� Nadrun’s Doors, Ruins of Undermountain boxed set.


� Identical to the magical sword of the same name.


� Functions as a Ring of Spell Turning twice/day. From The Sword of Roele, page #23.


� The Great Net Prayerbook 6th-edition, custom spell by Francáois Menneteau � HYPERLINK "mailto:mennetea@acri.fr" ��mennetea@acri.fr�.


� The Great Net Prayerbook 6th-edition, custom spell by unknown.


� The Great Net Prayerbook 6th-edition, custom spell by Steve Bartell � HYPERLINK "mailto:stevebar@wordperfect.com" ��stevebar@wordperfect.com�.


� Undermountain Campaign Guide, page #126.


� Griswald Grimm’s Little Shop of Poisons and Potions by Bob Liddil, page #23.


� Dragon Magazine #226 February 1996, page #80.


� Dragon Magazine #229 May 1996, page #75.


� Dragon Magazine #229 May 1996, page #75.


� White Dwarf Magazine #28 February/March 1982, page #28.


� The Dragon #18 September 1978, page #13.


� Lore of the Crypt Book #3 Spells, pages #42 – 43.


� Great Net Spell Book, custom spell by unknown.


� Great Net Spell Book, custom spell by Max Becherer � HYPERLINK "mailto:becherer@suna0.cs.uiuc.edu" ��becherer@suna0.cs.uiuc.edu�.


� Polyhedron #134 January 1999 Elminster’s Never Winking Eye, page #8.
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