
  

 
 

Foreword 

AD&D is a registered trademark of TSR, Inc. Use of a product name in this document without mention of its 
trademark status should not be construed as a challenge to such status. The inclusion of these product names 
in no way implies any approved usage or official licensing of the contents of this document with the 
aforementioned products. 

Although initially on a simple adventure in the mountains, this party of 4-6 characters of 2nd to 3rd experience 
levels has unknowingly been set upon a mission to save the northern lands from a growing threat from beneath 
the great peaks. The scenario can be used as an adventure for a party travelling across the land to a distant 
location, or as a change of pace at the end of an outdoor campaign. It could be helpful for the party to include a 
dwarf and a wizard. 

-Bob Hall, shaezyra@yahoo.com, 4/1/2000 

Dramatis Personae 

Aldar 

Barnard Sterns 

Dorrick Crede 

Elestra Durnham 

Garunthar 

Grundal 

Khuldark 

Pyr Lowbirn 

Sakar 

Shadara 

Thumbar I the Crafty 

Tristen Shalkie 

William d'Or 

Ylerien Silestra 

Shadara's Missing Husband 

Visiting Scholar 

Dwarf Warrior-Priest 

Earth Elementalist 

Dwarf Smithy 

Half-Orc Commander 

Powerful Fire Beast 

Fire Elementalist 

Orcish First Lieutenant 

Queen of the Saugathar 

Bandit Ruler of Guernfast 

Personal Servant 

Prisoner 

Elven Grand Magi 

Handouts 

The following optional handouts can be prepared in advance by the DM for the players: 

•  Dorrick's simple map in dwarf of the route from the Citadel (9) to the collapsed tunnel (24).  

•  Queen Shadara's partial map of the Saugathar caverns showing the main village, nearby Saugathar 
tribes, and the two known crystal sites (6 & 7).  

•  Aldar's crude map of the southern Saugathar caverns showing the sites of the other crystal sites.  



  

Background 

In ancient times an evil being of great power, known as Khuldark, rose to prominence among the mysterious 
civilizations that dwelled under the great northern mountain range. The number of his followers grew and 
proselytized until he gained the divine power needed to expand the mountain range with volcanoes and lava 
flows. The skies of the north regularly grew dark with the constant eruptions and burning forests. 

The growing menace to the neighboring sylvan forests prompted the high elven king to formulate a plan. He 
ordered his most powerful magi to create a spell that would forever bind Khuldark and prevent him from 
threatening the northern lands. The grand magi of the northern elves, Ylerien Silestra, labored for years with 
his assistants to perfect the required magic. It would indeed have to be a most powerful spell to contain this 
evil force. 

When the work of Ylierien was complete he journeyed beneath the mountains, braving the hosts of denizens 
who were sent to stop him. Finally he confronted Khuldark within his great burning cavern and cast the ritual 
of imprisonment. 

The moment before the cage closed to trap Khuldark, the being cast his own dark spell and the elven magi was 
turned into pure blue crystal. In the heat of the surrounding lava, this stone shattered into five pieces. The cage 
successfully trapped Khuldark, but the Elf would never witness the completion of his magic. 

The pieces of the elf were gathered up by the now powerless shamen of the underground tribes. After much 
thought they decided that dispersing the pieces of this enemy would gradually weaken the hold of the magic 
prison upon their god. The shamen carefully hid the pieces in several secure locations within the mountain, and 
waited for the cage to crumble. 

Alas they acted in vain, and the pieces of blue crystal were soon forgotten in the chaos that followed. The 
followers of Khuldark, dismayed that their deity had abandoned them, fell upon each other and quickly 
deteriorated into barbarism. 

Many ages later, a visitor from the surface discovered the prison of Khuldark. Influenced by the escaping 
thoughts of this demi-god, she crafted a plan that would release the deity. She was led to believe that doing so 
would allow her to wreak vengeance upon her bitter arch rival. 

For this plan to succeed, the visitor must repeatedly call upon powerful magical energies to batter the cage that 
holds the god. These energies would shake the entire mountain, causing earthquakes and upwelling of molten 
rock. If the visitor succeeds in breaking the prison, Khuldark will be unleashed to once again threaten the lands 
of the north. This time there will be no elven magic strong enough to stop it. 

Into this crisis wanders a small band of heroes who have unknowingly been sent here by the gods to save the 
north from destruction. 

Introduction 

The scenario begins when the characters enter the tunnel system beginning in Act I below. The following are 
some suggestions for introducing the characters into this dwarven complex. 

1. The characters were adventuring in a bandit kingdom when one of their members slew an important 
individual, earning the wrath of the villainous ruler. They are relentlessly pursued into the mountains to 
the cave entrance. 

2. The cousin of Shadara decides to hire a team of adventurers to track down the location of her aunt. The 
only clues lead to a cave mouth deep within the mountains. 

3. The party has already made their way into the underground realms and is now seeking an egress. The 
tunnels eventually lead them to the cavern described in room 2 of Act I. 

4. A bounty has been placed on the head of a murderous half-orc named Grundal. His trail had grown cold 
over the last few years, but now he has been seen travelling with a group in the mountains. Trackers 
followed him into a complex cavern system but then lost the trail. 



  

Act I - Dwarf Ruins 

The natural caverns and passages that lie beneath the northern mountain range formed over many millennia 
due to the natural processes of water flows, mineral deposits, and shifting earth. The tunnels vary in size from 
passages large enough to hold a mounted man to narrow openings barely large enough for a small person to fit 
through sideways. The floor of these natural passages is rugged and difficult to move across. Heavy boots are 
required to avoid injuries to feet and ankles. Natural pools of cool water fill the tunnels in places, and in these 
spots the footwear will need to be removed to avoid soaking the leather or rusting iron. 

Many of the natural tunnels join large underground caverns. The largest of these caverns, naturally buttressed 
by rock formations, are home to forests of giant toadstools. The floors of these forests are covered in soft dirt 
and are easy to traverse. Unlike forests on the surface, there are no low-hanging branches to hinder movement 
or sight. However the giant toadstools are more difficult to climb and the caps will not support more than 25-
50 lbs. before they begin to fall apart. 

In places the natural openings have been supplemented and expanded by tunnels dug by the industrious 
dwarves and other races. These tunnels are typically well made and unlikely to collapse except under the most 
extreme conditions. With the exception of a few major passages, however, these dwarf tunnels are low enough 
to require a normal-sized man to stoop uncomfortably. Any characters that have not spent at least a week 
practicing will have their To Hit roll penalized by -1 when fighting in these low passages. 

Every one to two days a strong earthquake shakes the entire mountain range in the vicinity of great lava cavern 
on the fire level. This shaking operates much like the Earthquake spell in the College of Earth Magic. The 
earthquakes have caused all manner of disruptions and changes to the underground passages and caverns. 
There is only a 1 in 20 chance during each earthquake that some rocks will be dislodged that strikes one of the 
characters. 

1. Outer Cave 
When the characters start to enter this cave read the following to the players: 

A steady wind is blowing out from the opening, making a low moaning noise. Stooping to enter the rough 
passage, you see a dimly lit open area ahead. Once your eyes adjust to the low light level, you find a 
roughly circular cave with a sandy floor and a rocky perimeter. In the center you can just make out a circle 
of ashes and some burnt wood. A pile of what might be wood disks sits nearby. Around the ashes lay 
several small boulders in a semi-circle. The ceiling of this cave is very rough, and you can see a few brown 
bats peering back at you from inside small crevices. 

This cave has various animal bones lying about the area and small brown bats nest within openings in the 
ceiling. The ashes of many fires are piled in the center of the cave, and a stack of an odd, pulpy material lies 
near at hand to serve as fuel. (This is cut from giant toadstools in caverns within the mountain.) A careful 
search of the floor will turn up some flint tools including a spear tip. 

At the back of the cave, on top of a ledge, a passage continues deeper into the mountain. The passage appears 
natural, although it has obviously been widened in a few places. After a time it forks, with the larger passage 
leading to the left. The walls of the right passage are humid, and it descends continually to an underground 
pool chamber. This pool is a good place to bathe and fill water flasks. 



  

 
Map 1. Southern End of the Dwarf Ruins.  

2. Cavern of Heads 
Following the larger left passage, the party comes to a smaller cavern that is roughly twice as long as it is wide. 
Some objects mounted atop some poles can be seen in a pile of boulders at the center. Closer examination will 
reveal the decapitated heads of two Dwarves and several Ogres. These victims foolishly entered the cave 
system of the Vug and their heads were left as a warning to anybody else that wanders through. One of the 
dwarf heads is fresh and just starting to decay. 

A somewhat larger passage branches off from the back of the cavern and leads up and to the right. It meanders 
a bit with narrow, dead-end tunnels branching off from the main. In places the floor is again sandy and the 
occasional footprint can be seen that are similar in shape and dimension to the one found at the entrance. The 
meandering nature of the passage quickly makes it difficult to gauge direction. 

During their passage down this narrow, twisting corridor, the characters experience the first of many 
earthquakes. Read the following description to the players.  

As you are working your way up the narrow, rough tunnel, you suddenly hear a low, deep groaning sound 
coming from all around you. The ground suddenly starts to move, swinging back and forth with gradually 
increasing strength. Clouds of choking dust and broken shards of rock rain down along the length of the 
corridor, and you are tossed back and forth against the walls. 

Just when you grew fearful that the entire tunnel is about to collapse, the waves of shaking gradually begin 
to subside. After several minutes the rocking motion finally fades away, and the party is able to recover 
their dignity. The entire experience was very unnerving, however. 

On a roll of 1 on a 1d20, a chunk of rock breaks loose from the ceiling and clobbers one of the characters, 
doing 1d6hp of damage. 

3. Cavern of Bodies 
As the characters near the entrance to this cavern, read the following to the players. (Assuming they have 
acquired a suitable light source.) 

The narrow, winding tunnel comes to a pitch black end just ahead. As you turn sidewise to squeeze through 
the opening, you find a large cavern obviously made by skilled miners and stone masons. The floor is 
covered with carefully fitted stone tiles that are now cracked with age, and has several chunks protruding 
upward. A number of shards of stone have fallen from the smooth, cracked ceiling and lie scattered about 
the floor. 

At the edge of your light you can see a heavy stone platform in the center of the cavern. There appears to be 
something large lying motionless on top. Beside the walls are piles of unknown objects. From the back of 
the cavern you can hear the faint but steady drip of water. The room is otherwise deathly quiet and still. 

The floor is ancient, but it was obviously made by a skilled stone mason. Three piles of debris can be found 
along the sides of the walls. In the center of the chamber is a large stone platform with a spread-eagled body on 
top. 



  

The body is that of the dwarf whose head was recently mounted in the previous chamber. The naked body has 
been eviscerated; the limbs severed by a rough tool; and the flesh is generally bloody and scraped raw. Crude 
ropes are still attached to each of the limbs and to sturdy iron rings along the base of the blood and ichor-
covered table. The table itself is well crafted from marble, with a band of dwarf runes wrapping around the 
base. Many dark stains from previous torture slayings mar the otherwise fine platform. 

The piles of debris contain the decayed corpses of a number of humanoid beings, along with their battered 
equipment and some supplies. By picking through these piles, the party can find some tools and equipment that 
they will need for their passage through the mountain. These include a battered lantern, several flasks of oil, 
and a number of torches. No weapons remain intact and the armor is wrent and torn. A suitable KS or 
Forensics skill roll will reveal that the corpses are mostly male Ogre, with two Dwarfs: one male and the other 
female. 

Along the back wall of the chamber is a small pool of clean water being fed by a steady drip from the ceiling. 
The pool is shallow enough to wade through, although doing so will stir up the muck and dirty the water. 

Leading out of the chamber are three other passages. One of these is a well-crafted tunnel leading straight 
away. The other two are merely cracks in the wall leading off into the mountain. However, these cracks appear 
passable and the floor is covered dirt, debris, and traces of creature passage. 

While the party is checking out each exit, the sound of a skittering rock can be heard coming from the crack 
along the right side. When somebody goes to check it out, more rock sounds can be heard along with a grunt 
and the sound of scuffing boots. This is Garunthar, a Dwarf who escaped death at by hiding in a side passage. 
He is in bad shape and has been living off the supplies in this room. 

Meeting and befriending Garunthar is an important step for the party, as he is the only one who can lead them 
safely through the mountain to the citadel. He is mute due to a deep gash he received to his throat, but can 
communicate through gestures and drawings in the dirty floor. Failure to befriend Garunthar could lead to dire 
consequences for the party, as they wander aimlessly through the tunnels with diminishing supplies and the 
constant threat of the native underground inhabitants at every turn. 

Garunthar is in serious need of medical attention before he can move. His right leg is badly injured and his 
sword hand mangled beyond recognition. (A serious blow to Garunthar because this was the hand he uses to 
handle his hammer back at the forge.) Despite his retched condition, Garunthar is a powerful dwarf and would 
be a dangerous foe when threatened. 

Garunthar, dwarf male F1: AC 9; MV 12; hp 2(12); THAC0 20; #AT 1; Dmg by weapon type; SD as dwarf; 
Str 17, Dex 13, Con 18, Int 11, Wis 11, Cha 8; SZ M; ML 11; AL LN; XP 35; pick. 

4. Main Tunnel 
As they move down the main tunnel, the party will encounter an armed group of Vug who are out searching for 
the Dwarf who escaped them earlier. While individually the Vug are less than impressive, when they work in 
large groups they can become a dangerous foe. The DM should feel free to make this group sufficiently large 
to challenge the party. This encounter is inevitable unless the heroes move back down the tunnels in the 
direction they originally came. If they dally in chamber 3, the encounter will take place there instead. 

Vug Warrior: AC 9; MV 6”; HD 1-1’ hp 6; THAC0 20; #AT 1; Dmg 1d4 (by weapon); SD mind link; SZ S; 
ML 9; AL LN; Int special; XP 15; sling, knife. 

At the end of this passage is a large pile of rocks left here when the Dwarven miners broke through into the 
large cavern beyond. Having found no useful ores, the Dwarves abandoned this tunnel. 

5. Village of the Vug 
This dark cavern contains a forest of giant toadstools. A dirt trail leads from the main tunnel into the center of 
a Vug village. The village is arranged in a circle of huts around a central fire pit. Most of the time the 53 Vug 
male warriors will be out in the mushroom forest hunting game, so a sighting of the approaching party will 
prompt most of the residents to flee. When they regroup, however, the Vug will be back with a vengeance. 
They will relentlessly pursue the intruders. Any captives will be bound and taken to the cavern of bodies. 
There they will be decapitated and their corpses added to the pile. The head of any slain heroes will greet 
future visitors from the top of a pole. 

From this large cavern, other rough passages branch out to other open areas beneath the mountain. These may 



  

lead to natural limestone caverns, or further forests of giant toadstools. Almost certainly more tribes of Vug 
and many other hazards lie in wait. Development of this complex of caverns and tunnels is left to the DM. The 
characters should eventually discover area 11 in the northern end of the dwarf ruins. 

6. Side Tunnel 
Garunthar will lead the adventurers along the main passage, then enter a side tunnel just short of the Vug 
village cavern. This tunnel is located some two meters above the floor and would probably be missed by 
somebody who did not know where to look. Carefully concealed handholds allow an ascent to the side tunnel. 

This side tunnel is obviously the work of skilled artisans, as it is nearly straight and the walls are smooth. The 
ceiling is too low for most humans, however, so most of the party will need to stoop. After about a hundred 
meters the party will arrive at a large niche where they can stand. This niche contains a cache of supplies, 
including well-preserved travel rations and barrels of water. The cache is covered in a heavy iron net to protect 
it from the underground denizens. 

The side tunnel leads onward until it joins with the long passage. See area 7. 

7. The Long Passage 
This long, straight passage runs almost the entire width of the mountain. It seems an excessive work as other 
tunnels can traverse the same passage. The true purpose of this long passage is lost to history. But a clue can be 
found from the stone benches that line both sides. At each end is a large chamber of unknown purpose. (See 
room 22 below.) 

 
Map 2. Northern End of the Dwarf Ruins.  

8. Inner Gate 
A wide set of stairs leads up to this open hall, the main entrance to the underground ruins. The double doors 
that once guarded this hall from the outside have long since been lost. Both walls of the long hall are decorated 



  

with a series of giant stone heads of dwarves that peer down ponderously on the floor below. As the party 
walks by these heads, the eyes almost seem to follow their every move. 

9. Guernfast 
The ruins of the ancient dwarf citadel of Guernfast stand on the northern slopes of this mountain range, set in 
the face of a sheer wall. Tunnels from the fortress spread throughout the mountain, joining caverns and 
dwarven structures still standing after many centuries. 

One of the descendents of the original rulers of Guernfast has returned to reclaim the ruins, though now he is 
little more than a leader of a bandit army. The ruins lie astride a well-traveled road that runs from east to west 
along the edge of the hills. The fortress ruins have allowed the bandits to raid the merchant caravans and 
escape with impunity. These rich pickings have in turn funded a dwarf construction project to rebuild the walls 
of the citadel. This labor is nearly complete and the walls are more than sufficient to withstand an attack. 

The dwarf leader, Thumbar I the Crafty, plans to carve out a small kingdom in the lands about the fortress. 
Dwarves in the north have been gathering around his banner. The ruler of the northern land responded to the 
banditry by bringing a force to besiege the citadel. The bandits and their new dwarf allies are now trapped in 
the fortress and are busy guarding the walls against assault. 

It is against this background that the heroes emerge from the underground ways into Guernfast. As they reach 
the stairs at the north end of area 8, read the following description aloud to the players.  

Ahead of you, where once hung a large stone door, an arched portal now stands open, allowing you a view 
of what lies beyond. The welcome sight of daylight illuminates an immense natural cavern filled with 
clusters of well crafted, but crumbling stone dwellings. There are two large arched openings into the 
outdoors, each barricaded by a massive stone wall. A single, huge outer gate is the only opening in this 
partially repaired barrier. 

As you reach the portal, a cool, refreshing breeze greets your face and swirls about scattered piles of debris. 
A wide staircase leads downward into the heart of this dwarf fortress. Several humans and dwarfs can be 
seen moving along the clean, narrow streets and patrolling the outer wall. Nobody appears especially 
interested in your sudden appearance. 

Initially they will be taken to the ruins of a Dwarf Inn known as the Bearded Wench Pub. This building is 
slowly being rebuilt and has several rooms ready for visitors. Matilda Flintedge, a middle-aged dwarf woman 
who recently lost her husband during a battle, runs the Pub. Business is very slow due the siege, and only a 
single guest is staying at the Inn. This is a disgruntled Dwarf merchant who became trapped here when the 
enemy army arrived. 

The presence of the party is soon requested at the headquarters to see Thumbar. He will present himself as the 
legitimate ruler of the fortress. Thumbar will claim that his northern rivals have unfairly attacked him. His 
forces have a noticeable rag-tag appearance about them, but he will insist that all his warriors will die before 
surrendering the citadel to his enemies. 

Initially the heroes may be taken in by this story, as Thumbar is a charismatic presence. They will be asked to 
join Thumbar's army and help guard the citadel. (Their only alternative is return through the tunnels from 
whence they came, for Thumbar will not allow them out through the gates. He is crafty enough to believe they 
will join the enemy and reveal some weakness in his defenses.) 

If the party chooses to stay and fight, they will soon uncover some discrepancies with Thumbar's tale. For one 
thing considerable booty has been gathered from the successful raids, and the bandits expend this material all 
too readily - drinking many fine wines and smashing perfectly good furniture for firewood. They will also hear 
drunken bandits brag about past raids against the rich merchant caravans. 

The old citadel once housed many thousands of dwarf families, and their are enough stone structures standing 
to serve many times the current number of residents. Among the decaying buildings are former homes, pubs, 
breweries, shops, stone masonries, weavers, warehouses, smithies, inns, meeting halls, gardens, shrines, and 
many other abandoned structures. Fine stone statues stand in niches along the walls, and stone gremlins stare 
down from the sides of every building. Most of the current residents now occupy the heart of the old business 
district, which lies close to the wall and the great gate. 

There are currently some 150 dwarven warriors within the citadel, mostly male. There are also about 40 human 
bandits who belong to Thumbar's original bandit army. An additional 50 residents, mostly women and 



  

children, are dependents and perform various support duties for the cause. Arms and armor vary considerably, 
depending on the means and origins of the defenders. There are few crossbows among the guards along the 
outer wall and these are passed along on each watch change. 

A careful count of the fires outside the citadel will reveal an enemy army of about 700. There are some 40 
mounted knights and 200 archers, with the remainder peasant militia and specialists. Construction of siege 
weapons is underway using wood from a nearby forest. The burnt remains of several previous siege weapons 
attest to a successful raid by Thumbar's forces. The knights are deployed nearby to forestall any further such 
raids. 

Anybody with knowledge of siege craft will know that, despite the odds, the dwarves are in a strong position 
and the citadel is unlikely to be stormed successfully. The walls are too strong and deep to be undermined by 
sappers, and the great gate is sheathed in bronze. The defenders are well stocked with provisions and can 
obtain further food supplies through the underground ways. Thumbar plans to hold out until winter arrives, at 
which point the enemy will be forced to withdraw to quarters and he can resume the bandit raids. At this time 
the characters will be free to leave. 

As an optional encounter, if members of the party go exploring the old citadel ruins they find a group of the 
bandits looting a hidden cache of dwarf silverware. If caught, the bandits will draw the wrath of the dwarves in 
the citadel (despite the loyalty of their leader Thumbar) and so will try to buy off the party. Failing that they 
attack with desperation and will take no prisoners. 

Bandits, 0-level human males: AC 7; MV 12”; hp 4 each; THAC0 20; #AT 1; Dmg by weapon type; SZ M; 
ML 9; INT average (8-10); AL CN; XP 15; leather armor, short sword, small shield. 

Temple of Chardin 
One of the first Dwarves to join Thumbar's cause is Dorrick Crede, a brave dwarf warrior-priest who has since 
become disenchanted with Thumbar and his lies. He will encounter the heroes at some point within the citadel 
and attempt to befriend them. (If there is a dwarf in the party, he will try to befriend the dwarf first.) He will at 
first appear eager for news of the outside world, but in fact has another motive. 

After some trust has been gained, Dorrick will take the party to a chamber within his humble temple where the 
upper crystalline body of an Elven Mage is on display. Over a good meal he will also tell the heroes of a grave 
portent he has received in the form of a dream. The citadel is in a danger more dire than the besieging army 
can pose and the crystal bust is closely connected to the hazard. 

Close examination of the bust will reveal that it was once attached to a much larger statue. The handiwork on 
the bust is exceedingly fine, better than even a dwarf or elven master craftsmen can achieve. The material of 
which the bust is made is also unusual. It is a transparent blue material that Dorrick can not identify. Strange 
streaks of lighter material appear within the bust, and radiate as if from a single point. 

The portent Dorrick received from his god showed a powerful hero fighting alongside the dwarves against a 
mighty foe. He thinks this bust can be used to summon this hero, but believes he needs to find where the 
remainder of the statue is mounted. (A check by a mage will reveal that the torso radiates powerful magic, but 
no amount of inspection will reveal how this can be activated.) He asks the heroes to find the base of the 
statue, and suspects it must lie close at hand for his god to send him such a portent. 

He wants the heroes to search the unexplored portions of the underground tunnels to find the remainder of the 
statue. Dorrick must stay behind and support the dwarf defenders, but will lend the party what aid he can. The 
bandits are too busy guarding the citadel to waste time on such a search, and Dorrick doesn't trust Thumbar 
enough to ask for such aid. 

Dorrick first acquired the bust from one of the dwarf explorers who traveled into the depths of the mountain 
prior to the siege. This dwarf is now dead, but he did leave Dorrick a map to the original location of the bust. 
This map will lead the party to a newly formed tunnel that connects the dwarf ruins with an ancient tunnel 
complex further beneath the mountain. (Route marked in red on map 2.) 

Dorrick Crede, dwarf male P3: AC 8; MV 12; hp 2(12); THAC0 20; #AT 1; Dmg by weapon type; SD as 
dwarf; Str 14, Dex 14, Con 15, Int 12, Wis 13, Cha 9; SZ M; ML 12; AL LN; XP 120; Spells: 1st-Cure Light 
Wounds, Light, Pass Without Trace; 2nd-Hold Person; mace, +1 shield, potion of extra-healing. 

All artisans within the citadel are fully dedicated to the defense of the walls, and so the heroes will not be able 
to purchase most supplies and equipment directly. However there is a thriving black market among the human 



  

bandits and certain restricted goods can be obtained for an outrageous price. Arms and armor will cost up to 
ten times normal, and other equipment is two to three times the regular cost. Food is also expensive, but booze 
is cheap. (Thumbar likes to keep his garrison happy with alcoholic beverages.) 

10. Silver Mine 
Here a labyrinth of mines that once followed a vein of puresilver. The mine played itself out and now lies 
abandoned and flooded. Only the top level of the mine is above water, and the bits and pieces various 
implements can be found on the floor, corroded and covered in dust. A partially covered shaft provides a 
dangerous hazard for the unwary. 

Living on the debris back in the mine is a pack of brown rats. These will be heard squeaking from time to time. 

40 Rats, Common: AC 7; MV 15”; HD ¼; hp 2 each; THAC0 20; #AT 1; Dmg 1; SA disease; SZ T; ML 2-4; 
AL N; XP 7. 

11. Great Chasm 
Once a great arched bridge crossed this chasm, leading to the remainder of the underground caverns. Now the 
bridge lies in ruins at the bottom of the depths. An eerie red glow illuminates an open cavern far below, which 
is filled with a forest of giant toadstools. Crossing this chasm without the aid of magic is a difficult and 
hazardous undertaking, as a skilled rock climber must navigate the perimeter of the chasm. Such a 
circumnavigation will require nearly an hour. 

12. Hall of Heroes 
This ancient hall is home to many larger than life stone statues of ancient dwarf heroes. A plaque is mounted 
on the pedestal of each hero, describing the deeds of the champion. Among the statues is a lone elven warrior, 
said to be the descendent of an ancient elven hero who forever banished a mighty evil to the depths of the 
earth. No name of this ancient champion is listed. Some of the statues have been defaced over the ages and one 
has been completely smashed to rubble. 

A patch of russet mold is growing around one of the undisturbed statues. Characters performing a careful 
search are likely to disturb it. 

Russet Mold: AC 9; MV 0”; HD -; hp -; THAC0 15; #AT 0; Dmg 0; SA spores; SD immune to weapons, 
cold, fire; S M; ML -; AL Nil; XP nil. 

13. Hall of Shields 
This long hall displays the heraldry of the old dwarf clans. A shield belonging to each of the clans is mounted 
in niches along the sides. Many of these are now unrecognizable. Only four of the old clans still exist in these 
lands. The shield of the clan to which Thumbar belongs has been cleaned of dirt and given a touch of new 
paint. This new decoration is noticeably sloppy in comparison to the skills of the old craftsmen. A gully runs 
down the center of this hall for some reason, leading to a now completely plugged drain. 

A Cave Fisher has wandered its way into this cave and is waiting for prey to appear. Food is scarce in this part 
of the caverns, however, so it will move away after a few days. 

Cave Fisher: AC 4; MV 1; HD 3; hp 15; THAC0 17 or 15; #AT 2; Dmg 2d4/2d4; SA adhesive trapline; SD 
special; SZ M; ML 11-12; AL N; XP 175. 

14. Temple of Thyax 
This cathedral-like cavern is the site of the old temple of Thyax, the dwarf god of the forge and hammer. An 
immense chunk of rock has fallen from the ceiling far above and impaled itself in the center of the floor. This 
is the only feature that mars a magnificent floor that is decorated in elaborate tile motifs. Rows of circular pits 
lie in a row along each wall where burning oil was once used to illuminate murals. These cracked and faded 
paintings told fables of the dwarf god. Two rows of stone benches run nearly the length of the temple facing 
the front, but there is no sign of the old altar. 



  

15. Throne Hall 
This is the ancient throne hall where the kings of the old citadel would rule. Parallel rows of immense pillars 
support a vaulted ceiling, leading up to the steps before the throne. Mounds of decaying bones and garb lie 
about the floor, mute witness to a terrible final battle that once took place here. All fabric decorations in this 
chamber have long since decayed into ruin. Off to the side of the room, passage ways lead into the royal 
chambers. Despite the quality of the workmanship, these passages have collapsed as a result of the steady 
earthquakes. 

Although this chamber was cleared out by the Dwarves, a nest of hungry Stirges has been built on the ledges 
near the ceiling. 

7 Stirges: AC 8; MV 3”, Fl 18” C; HD 1+1; hp 3 each; THAC0 17; #AT 1; Dmg 1d3; SA blood drain; SZ S; 
ML 8; AL Nil; Int 1; XP 175. 

A careful search through the debris will turn up 485 cp, 264 sp, 43 gp, and a small brass case with two potions 
(climbing, elixir of health). 

16. Hall of Audiences 

This long, elegant hall is designed to host parties for visiting dignitaries. A grand staircase at one end leads up 
to a balcony that overlooks the entire hall. Overhead, great arches of stone support a wide ceiling that has yet 
to collapse from the constant earthquakes. 

Consuming a dwarf on the balcony is a Slithering Tracker. It will not bother with the party unless they rest 
here overnight. 

Slithering Tracker: AC 5; MV 12”; HD 5; hp 28; THAC0 20; #AT 0; Dmg nil; SA paralyzation; SD 
transparency; SZ S; ML 15; AL N; Int 8-10; XP 975. 

A search of the corpse will turn up a gem (57gp) and a potion (healing). 

17. Oratory Hall 
This auditorium is a wonder of engineering and craftsmanship. The room is pear-shaped, with circular rows of 
seats rising from the round stage in the center. The acoustics in this chamber are so well crafted that a whisper 
on the stage can be heard from every bench in the hall. 

18. Crypt Hall 
This is the crypt where the old dwarves buried their dead. The main mausoleum harbors the rulers of the old 
ruins, while five passages leading out from the mausoleum harbor the remains of other residents. Some fine 
weapons can be discovered among the sarcophagi of the kings. However, breaking into the sealed burial 
chambers will draw the wrath of the guardians of this place. 

2 Mummy Guardians: AC 3; MV 6”; HD 6+3; hp 39, 23; THAC0 13; #AT 1; Dmg 1d12; SA fear, disease; 
SD special; SZ M; ML 15; AL LE; Int 5-7; XP 3,000. 

6 Skeletons: AC 7; MV 12”; HD 1; hp 4, 5, 5, 3, 4, 5; THAC0 19; #AT 1; Dmg 1d6; SD special; SZ M; ML 
special; AL N; Int nil; XP 65. 

A careful search of the tombs will reveal a total of 1,802 gp, 1 gem (10gp), and 3 long swords. 

19. Great Forge Hall 
It was in this vast hall where the great works of this ancient dwarf city were created. Now it lies cold and 
abandoned. The forges have not been worked in centuries and the mechanisms are either frozen together or 
crumbling to the touch. Many ingots of iron lie stacked about in readiness for a renewal of the work. Piles of 
dust-covered coal still sit next to the furnaces. A new inner door was being forged here for use at the main 
gate. The door now lies covered in dust. 

A group of dwarves is digging their way through the rubbish in this room, certain that some small treasure lays 
abandoned here. They will be wary of the adventurers and will jealously guard their meager finds thus far. 



  

9 Dwarves: AC 8; MV 6”; HD 1; hp 7, 6, 3, 5, 3, 1, 4, 4, 7; THAC0 20; #AT 1; Dmg by weapon; SA as dwarf; 
SD as dwarf; SZ M; ML 13; AL LN; Int 11; XP 175; battle axe, leather armor, 7gp. 

20. Lower Mines 
These mines contained rich quantities of coal for use in the forge hall. An old rail track runs from the mines to 
the great forge hall, and decaying wheeled bins still stand in readiness for another load. Old mining 
implements lie scattered about, crumbling and covered in dust. The lower half of the mine is now flooded and 
the pumps are broken beyond repair. 

A group of Giant Centipedes is dwelling among the debris. 

7 Giant Centipedes: AC 9; MV 15”; HD 2 hp; THAC0 20; #AT 1; Dmg nil; SA poison; AL N; ML 5-7; Int 0; 
XP 35. 

21. Pool of Eternity 
This ancient underground pool was discovered when a dwarf shaft broke through the upper wall of a limestone 
cavern. The pool has since lain undisturbed and is home to many pale, sightless water snakes and fish. The 
water is cool, but not uncomfortable. Should the characters choose to travel across the water they will find 
little else of interest. 

Barely surviving in the pool is clutch of water spiders. 

4 Giant Water Spiders: AC 5; MV 15”; HD 3+3; hp 14, 15, 20, 19; THAC0 17; #AT 1; Dmg 1d4; SA 
Poison; AL N; ML 12; Int 2-4; XP 420. 

22. Mysterious Chambers 
The purpose of this chamber has been lost to time, as the structures and materials gathered here have long 
since decayed into ruin. Each such mystery chamber contains one or more of the following features: cracks in 
the walls and ceiling caused by the earthquakes; standing pools of water; many lumps of rock lying about the 
floor; piles and carpets of long decayed debris; curtains of dust-covered spider webs; broken pieces of statues 
and other masonry; the remains of stone benches still attached to the wall; arches leading into smaller side 
chambers; a great fireplace; and pieces of old dwarf coins lying about the floor. The DM should feel free to 
embellish the description of these rooms if this is needed. 

In one of these tunnels a group of fire beetles has dug a passage into one of the side walls. They are feeding of 
the corpse of a giant lizard. 

8 Fire Beetles: AC 6; MV 12”; HD 1; hp 4, 5, 3, 7, 6, 4, 8, 4; THAC0 19; #AT 1; Dmg 1d6+1; AL Nil; ML 
10; Int 2-4; XP 35. 

23. Natural Cavern 
This natural limestone was discovered as a result of the digging activities of the Dwarves. The old Dwarf kings 
usually allowed these caverns to remain in their natural state because they admired the beauty of the rocks. 

One of these caverns is currently occupied by a colony of small Piercers. If the party chooses to rest here, some 
of the Piercers will crawl over to drop on the members. 

10 Piercers: AC 3; MV 1”; HD 1; hp 8 each; THAC0 19; #AT 1; Dmg 1d6; SA surprise; SZ T; ML 8-10; AL 
N; Int 0; XP 35. 

24. Tunnel Below 
The map from Dorrick will lead the party to a cavern with a partially collapsed floor. The many earthquakes 
that have shaken the mountain created the opening. It leads downward, directly into a sacred chamber of the 
Saugathar, an offshoot of the Lizardman race. The opening is a difficult but navigable tunnel shaped somewhat 
like a spiral staircase. Stacked near the opening is a growing pile of gear guarded by a pair of Saugathar. 

The bust of the Elven Mage held by Dorrick was a sacred relic of the Saugathar and was stolen by the dwarf 
thief who discovered this opening. The Saugathar are preparing an expedition to reclaim the bust, and are 



  

piling supplies here. The two guards will protect the supplies fiercely, but will surrender if they are badly 
damaged and the characters appear merciful. 

Saugathar: AC 5; MV 6”, Sw 12”; HD 2+1; hp 11; THAC0 19; #AT 3; Dmg 1d2/1d2/1d6; SZ M; ML 14; AL 
N; Int 5-7; XP 65. 

The supplies include packs, harnesses, dried food, water skins, rope, primitive weapons, and some odd 
implements of indeterminate purpose. All items are crudely made by hand, but sturdy and serviceable. Next to 
the supplies is bedding for the guards. 

A thick rope ladder has been secured to a stalagmite, and hangs down into the tunnel. Another rope is used to 
haul up the equipment, as well as the workers and replacement guards. 

25. Sparkling Cavern 
The walls of this large natural cavern are studded with quartz crystals of various sizes. These crystals reflect 
and scatter any light sources, producing a beautiful sparkling effect. Unfortunately much of the floor of this 
cavern has collapsed into an opening below. Characters who approach the lip of this opening will find a 
rockslide that descends downward into an even larger cavern below. The interior of this lower cavern is 
illuminated by a faint red glow coming from all sides. Details of the lower cavern are difficult to make out at 
this distance. 

The rockslide leads to area 13 on the Saugathar level. A vertical descent of 8m is necessary to reach the top of 
the slide. 

A clutch of Carrion Crawlers dwells among the rocks of the slide. However the PCs may not encounter one of 
these every time they climb the slide, since they tend to wander down the side tunnels or rest in their separate 
dens. 

4 Carrion Crawlers: AC 3/7; MV 12”; HD 3+1; hp 14 each; THAC0 17; #AT 8; Dmg 1d2; SA paralysis; SZ 
L; ML special; AL N; Int 0; XP 270. 

Hidden among the rocks in a number of locations are the possessions of several adventurers who met their end 
on these rocks. A search lasting several hours will reveal coins totaling 28gp, 154sp, and 1,951cp, plus 
assorted pieces of equipment in various conditions. However, this search will rouse the remaining Carrion 
Crawlers from their dens. 

Level Random Encounters 
Encounters in the caverns, chambers, and tunnels of this level occur on a roll of 1 on a 1d6 for every 8 hours of 
travel. When an encounter occurs, roll on the table below: 

2d6 Encounter 

2-3 A solitary Saugathar scout, sent by Queen Shadara to explore the upper level, attempts to hide from 
view of the party. If spotted he will put up a fierce fight but will lay down his arms if the heroes 
appear merciful. He has the appearance of a Lizardman, but with pale flesh and enlarged eyes. 
Nobody in the party will be able to understand his tongue. 

Saugathar: AC 5; MV 6”, Sw 12”; HD 2+1; hp 11; THAC0 19; #AT 3; Dmg 1d2/1d2/1d6; SZ M; 
ML 14; AL N; Int 5-7; XP 65. 

4-5 Several of these overgrown spiders have recently staked out these grounds to catch prey, and it 
looks like some food has just become available. 

12 Large Spiders: AC 8; MV 6”, Wb 15”; HD 1+1; hp 3 each; THAC0 19; #AT 1; Dmg 1; SA 
poison; SZ S; ML 7; AL N; Int 0; XP 175. 

In the spider webs can be found the silk-shrouded corpse of a dwarf. A search of the body will turn 
up 15cp, 12sp, 2gp, and 1pp,  

6 This area of the underground ways is unusually damp, and a colony of green slimes find the 
conditions hospitable. They hang from the ceiling, waiting for prey to appear below. 

4 Green Slimes: AC 9; MV 0”; HD 2; hp 4, 8, 13, 15; THAC0 19; #AT 0; Dmg nil; SA special; 
SD special; SZ S; ML 10; AL N; Int 0; XP 120. 



  

7 Another earthquake strikes the mountain, causing walls to crack; rocks to fall; dust to rise; and the 
characters to be thrown about. On a roll of 1 on a 1d20, a piece of the ceiling falls and strikes a 
random character, causing 1d6hp damage. 

8 A large crack has opened in the wall, allowing a flow of water to seep through and flood the local 
tunnel. 

9-10 A small group of dwarf scavengers managed to escape the constant guard duty and are out 
searching for rumored treasure lost among the ruins. They will be quite suspicious of the heroes, 
even though they most likely met them back in the citadel. After all, the heroes may also be 
searching for the same horde of gold. This encounter only occurs once. 

4 Dwarves: AC 5; MV 6”; HD 1; hp 7, 6, 7, 3; THAC0 20; #AT 1; Dmg 1d6; SA special; SD 
special; SZ M; ML 11; AL CN; Int 10; XP 175; short sword, brigantine armor, shield, 4gp. 

11-12 A portion of the tunnel ahead has collapsed from the constant earthquakes. Several hours of 
digging will be required to open a passage large enough for the party to pass through. 

Act III - Saugathar Caverns 

The tunnels and caverns beneath the dwarf ruins are home to an offshoot race of Lizardmen known as the 
Saugathar. This race has evolved for life underground and now has enlarged eyes and albino flesh. They have 
dwelled within the mountain for eons, since before the time when Khuldark ruled. The Saugathar are well 
adapted to this lighting level and can see as if it were normal daylight. 

Most of the caverns are dimly illuminated by an eerie red glow that emanates from the walls and ceiling. This 
glow appears to be effected by the tide of the moon and sun, as the intensity varies twice daily. The glow never 
gets much brighter than that of a full moon however. 

The caverns at this level are home to forests of giant toadstools. Most of these are poisonous to humans, but 
can be eaten by the better-adapted Saugathar. Fortunately, underground game can be hunted among the 
toadstools, and these will provide enough nourishment for an experienced party to survive for some time. 

1. Saugathar Temple 
The circular chamber beneath the collapsed floor is an impressive site created by generations of ancient 
Saugathar artisans. Unlike their surface dwelling cousins, the Saugathar had mastered the art of stone masonry 
and it shows in their construction. Their architecture is odd to human and dwarf eyes, however, having a 
distinctly organic style. Oddly distorted iconic images of creatures have been carved in the works. The pile of 
stones created when laborers have nearly cleared the tunnel opened away. 

The pedestal where the Elven bust was displayed is clearly visible in the center of the room. It is surrounded by 
a mound-shaped platform that is wrapped in strange, twisting runes. Oval-shaped openings appear all around 
the outer wall, allowing a view into the chamber from the corridor that rings the room. 

A second pile of supplies and equipment is visible next to the tunnel opening. As the characters reach the 
bottom, the worker Saugathar are busy adding to this pile in preparation for hauling it up the passage. 

6 Saugathar Workers: AC 5; MV 6”, Sw 12”; HD 1+1; hp 5, 6, 3, 4, 7, 8; THAC0 19; #AT 3; Dmg 
1d2/1d2/1d6; SZ M; ML 14; AL N; Int 5-7; XP 35. 

Although the characters may initially have surprise on their side, if the alarm is given they will be quickly be 
overwhelmed by the Saugathar shamen and warriors. The shamen are unarmed and unarmored Saugathar with 
no combat skills except for their natural weapons. They can be distinguished by their animal skull helms, totem 
necklaces, and fur kilts. Because their god is imprisoned below, they also have no magical abilities. They are, 
however, the most cunning of the Saugathar and will seek to delay the characters through defensive tactics 
until help arrives. 

A few guards are on hand to guard the exterior entrance. Many more can be quickly summoned from the 
barracks and walls of the village. If the characters manage to escape past the guards, they will be relentlessly 
pursued and have little chance of staying hidden in the Saugathar village and ruins. Fortunately the Saugathar 
are under orders to capture intruders, rather than killing them outright. 

28 Saugathar Warriors: AC 2; MV 6”, Sw 12”; HD 2+1; hp 12 each; THAC0 19; #AT 3; Dmg by weapon 



  

type; SZ M; ML 14; AL N; Int 5-7; XP 65; chitin armor, thorn-shaped shield, stone-tipped spear (1d4+1). 

3 Saugathar Shamen: AC 5; MV 6”, Sw 12”; HD 1+1; hp 6 each; THAC0 19; #AT 3; Dmg 1d2/1d2/1d6; SZ 
M; ML 14; AL N; Int 8-10; XP 35. 

2. Caged 
The captured heroes will be tied up and suspended from poles as they are carried from the temple hall to a 
crude cage near the center of a village. The village of the Saugathar is a primitive affair, in stark contrast to the 
old temple. This is a measure of how far the Saugathar have descended since they were "abandoned" by 
Khuldark. 

The captive characters should spend the night feeling helpless and vulnerable in this cage. Their guards are 
more than powerful enough to deal with any escape attempts. The heroes will watch as the skinned carcass of 
an unidentified humanoid figure is slowly roasted over an open fire and then consumed by the primitive 
Saugathar. There is much celebration and dancing by the Saugathar to honor the capture of the invaders. Later 
the party is fed some burnt and rotten meat, then handed clay mugs of an unpleasant beverage. The cage is 
quite unsanitary and the characters will have to defecate on the dirt floor. 

3. Saugathar Palace 
Next day the party is taken by the guards to see the leader of the Saugathar clan. Read the following 
description to your players. 

The following morning a group of the armed lizard creatures firmly poke you awake with the blunt end of 
their spears. With growls and threatening gestures they lead you out of the wooden cage and back through 
the primitive village in roughly the same direction as you originally arrived. 

As you pass around the first large structure, a magnificent sight greets your eyes. Looming far above you in 
the dim red light is an immense natural column of rock that reaches up to the domed cavern ceiling. The 
base of the column is covered by a collection of old stone buildings stacked one on top of another, with 
rounded staircases leading up between each level. The buildings have an unusual organic style that is alien 
to your eyes, but nevertheless quite marvelous. 

The guards prod you forward and you are forced to catch brief glimpses of the old city as you march. As 
you draw closer, two large arched openings can be seen at the very foot of the underground ruins. You are 
led up a long flight of stairs toward one of these old gateways. 

The fine old hall where the heroes are led is illuminated by oil torches, and is much better lit than the rest of 
the village. The Saugathar find this level of the lighting to be uncomfortable, however, so they wrap black 
gauze over their eyes before they enter. 

The leader, a slight but comely human woman, will introduce herself in the characters' native tongue as Queen 
Shadara. Her skin is pale from lack of exposure to the sun, while her shiny dark tresses hang loose down her 
back. A beautiful gold tiara rests on her head, sparkling from the many precious gems. She is dressed in a red 
gown that is worn from years of use, and has been patched many times. Her black leather boots are in much 
better shape, having been crafted by the most skilled Saugathar artisans. 

Shadara, human female F1: AC 10; MV 12”; hp 8; THAC0 20; #AT 1; Dmg by weapon type; Str 10, Dex 
14, Con 11, Int 13, Wis 12, Cha 16; SZ M; ML 12; AL NG; XP 35; dagger. 

Shadara originally came to this underground complex to search for her lost husband Aldar. In the process she 
discovered this primitive tribe of lizard creatures. Having lost the trail of her husband in these caverns, she 
stayed to teach the Saugathar the ways of civilization. Eventually the tribe chose Shadara as their ruler. As a 
result of her teachings, this tribe is the most advanced of all the Saugathar clans within the caverns. 

Naturally Shadara will be very curious to find out how the heroes arrived here and will question them closely 
over many details. (If a character politely answers her questions and makes a successful Etiquette roll, Shadara 
will be suitably impressed with this individual and he will receive special treatment later.) She will be 
especially interested in the Dwarf citadel and will often pause to repeat such information to her Saugathar aids 
in their native language. When the subject of the Elven bust comes up, Shadara will grow even more intent. 

Should mention be made of Dorrick's portent, Shadara will appear momentarily surprised, then bring the 
discussion to a halt. Food and beverages will then be brought into the room for the prisoners, this time strange 



  

roots and an unusual alcoholic beverage. Shadara will leave the room while the tasty food is eaten. At this 
point any wounds suffered by the characters will be carefully tended by the Saugathar shamen. This will heal 
1d4hp thanks to the Shaman knowledge of special herbs. 

When Shadara returns, she will be holding an old stone tablet written in ancient Saugathar. The pictograms on 
the tablet describe a great battle between the god of the Saugathar and a figure of great evil. This evil figure 
was turned into stone by the god, and then shattered into many pieces. The lizard people were warned by their 
god to hide these pieces of evil, less they be re-united and return to destroy the world. (This last is an 
embellishment by the author of the tablet, because at the time it was written the shamen had lost nearly all 
communication with their god.) 

Over time the original knowledge of these pieces of evil crystal have been lost to the Saugathar. Instead they 
came to worship the bust of the Elven Mage because it radiates the magic of their god. Shadara knows that the 
Elven bust was a piece of this enemy of the Saugathar. Fearful of drawing the wrath of her superstitious 
people, however, Shadara did not dare order it destroyed. 

With much to think about, Shadara asks the party to relax in the guest quarters for the day while she ponders 
the situation. 

Shadara is much hated by a woman called Elestra, who currently dwells on the lower fire level. Their rivalry 
has lasted for over a decade, ever since Aldar spurned Elestra for Shadara. Elestra followed Shadara into the 
underground world and there she discovered the great cavern of the fire demi-god. She has been laboring ever 
since to release Khuldark because the Saugathar once worshipped this deity. The re-ascension of Khuldark 
would weaken or even eliminate Shadara's rule and leave her most vulnerable. 

Not being aware of the true activities of Elestra in the caverns below, Shadara thinks that the earthquakes are 
being caused by these pieces of evil crystal. She believes the other pieces must have been hidden in carefully 
protected caches within the local cavern system. Privately she wants the pieces collected and then hurled into a 
volcano. (From past experience she knows the bust is virtually indestructible by any other means.) 

In due course the heroes are invited into Shadara's private quarters. She is superstitious and thinks that the 
heroes must have arrived here for a purpose, perhaps guided by the gods. It must be the true purpose of the 
adventurers to seek out the evil shards, and for this reason she will lend the party her aid. She knows of at least 
two locations where such pieces may be located and can give the party instructions on how to reach those sites. 
(Areas 6 and 7 below.) 

Before they depart, she wants the heroes to swear oaths that they will return to her when they have gathered all 
the pieces. (This will allow Shadara to ensure that this great evil is properly destroyed. She will not, however, 
share this fact with the party. Instead she will allow the group to believe that they will be free to take the shards 
with them when they finally depart.) It is up to the characters how they will handle the ramifications of this 
oath. 

With her new knowledge of the dwarf stronghold above, Shadara promises to delay the expedition of the 
Saugathar against the Dwarves until the party has had an opportunity to recover the remaining pieces. (Should 
they take the oath described above.) However, even her authority has its limits and she will only be able to 
delay the expedition for a short period. Thus the heroes must find the shards quickly and return them to her. 
Recovery of more of the pieces may prevent the war between the Saugathar and the Dwarves. (In due course 
Shadara will find a way to destroy the shards without implicating the Dwarves.) 

Failure to take the oath will annoy Shadara and place the prisoners back in the cage with an unsavory fate in 
store. Eventually, however, Shadara will relent and allow the heroes to return to the level of the dwarf ruins. 
What happens then is up to the characters. They may return to the citadel to warn the Dwarves about this new 
threat. They may also try to find the second passage using the rockslide in area 25 above. 

4. Saugather Village 
The ruins of the old stone Saugathar city stand stacked building upon building up the side of the great column 
near the center of the cavern. Even in the dim lighting of the cavern, the magnificence and glory of the old 
civilization are readily apparent. The grand entrances to the temple and palace stand near the ground, with their 
massive stone doors still operating after these man centuries. It is apparent that the tunnel down from the level 
of the dwarf ruins passed through this column. 

In stark contrast to these ruins stands the humble Saugathar village on the grounds below. Yet the order and 
planning of the village is also apparent. The buildings are made from planks of material cut from the Giant 
Toadstool forest and then chemically dried and hardened through a mysterious process. The village structures 



  

are arranged in rows along the sides of narrow lanes. Many of the buildings serve functions that are similar to 
those of a human settlement. 

The entirety of the village is located within a rectangular wooden wall that stands twice the height of a man. 
The top of the wall is fitted with rounded crenellations, and missile towers stand at each corner. A single 
reinforced gate leads into the village from the forest beyond. Guards wearing a shiny tan-colored armor made 
from a chitinous substance patrol the wall. 

In all there are some ninety Saugathar residents in this village. Unfortunately they view the newcomers as 
allies of those who stole their sacred icon, and will only tolerate the party because of the wishes of their Queen. 
The locals stare at the visitors with suspicion as they pass, and hatchlings are carefully guided away by their 
mothers. If the party is foolish enough to wander down a side street, they can find themselves roughed up by a 
gang of angry Saugathar. 

The economy is based on a barter system, with deals managed by a scribe class. Meat for the village is 
provided by herds of domesticated giant insects that graze among the foliage at the edge of the forest. Small 
plots of mushroom fields are tended in the back of the village buildings. Primitive but sturdy and well-crafted 
equipment is available from the local traders, but only with the aid of the Queen. Any metal implements will 
be difficult to obtain and probably in bad shape after centuries of corrosion. 

Only characters that have favorably impressed the Queen will receive any special items. Such aid can include 
natural herbs and a few weak potions make by the Saugathar Shamen. (These include single dose potions of 
cure light wounds, animal control, and heroism.) If the impression is especially favorable, it can also include 
items from Shadara's personal supplies. Shadara has made two return journeys to the surface since she became 
queen and has brought back some goods and equipment in exchange for raw gemstones mined from the cavern 
walls. 

The nature of Shadara’s special items is left to the DM, but could include a ruby of heat sight and cloak of 
warming. (See appendix B.) The later is not too useful in the caverns, but has served her well when she 
journeyed outdoors. 

 
Map 3. Saugathar Caverns. 



  

5. Cavern Wilds 
The caverns beyond the village consist of a series of roughly spherical chambers joined together by great 
vaulted openings. The ground in most of the caverns has become covered in a soft layer of dirt that supports 
deep forests of Giant Toadstools. 

There are five other tribes, each with 50-80 wild Saugathar, living among the forests. These have divided up 
the territory into hunting grounds. (See Map 3.) Occasionally a conflict will break out between these groups 
over the boundaries, so the Saugathar tribes are sensitive to invasions of their territory. The totems the hunters 
wear about their necks can distinguish the various Saugathar tribes. These totems are the snake, rat, beetle, bat, 
lizard, and mole. (The village of Queen Shadara owns the beetle totem.) 

The villages of the Saugathar typically consist of circular huts arranged in an arc around a central mound. The 
huts are made from baked mud bricks covered in the split and dried trunks of Giant Toadstools. Because of the 
earthquakes, some of the huts will have collapsed and are being rebuilt. The leaders of the tribe, usually 
consisting of the shaman and the most experienced hunters, live in the largest huts in the center of the arc. 

Standing atop the central mound is a crude obelisk where the Saugathar make sacrifices to the spirit world. 
(The primitive tribes have long since forgotten about the evil demi-god they once worshipped, and now pray to 
creature spirits.) Due to the frequent earthquakes, the obelisk has received many sacrifices recently and is 
covered in fresh blood and ichor. 

In low-lying areas the ground has become marshy and is unfavorable for the growth of the forests. The ground 
in these areas is very muddy and difficult to traverse. The marsh is home to a number of poisonous snakes that 
feed off the other denizens. There is also the occasional Giant Leech, Giant Toad, and Will-o'-wisp. Because of 
these dangers, the Saugathar usually avoid the swampy grounds. 

In addition to the toadstool forests, giant stone columns, and marshes, there are other natural features. Roll on 
the following table to determine a special feature: 

 

2d6 Special Feature 

2 Stand of Crystal 

3 Scenic Waterfall 

4 Rock Slide 

5 Sink Hole 

6 Flowing Stream 

7-8 Small Meadow 

9 Natural Pond 

10 Huge Boulder 

11 Limestone Deposit 

12 Heated Spring 

 

6. On the Edge 
The first piece of the statue is located in what appears to be a stone fortification on the edge of a precipice. The 
chasm was formed when a large section of the cavern floor collapsed into an underground river. The fallen pile 
of rocks diverted the course of the churning river and the water has been steadily undercutting the old fortress 
ever since. 

The original stone fortress consisted of a large central building with a bronze dome, and two slightly smaller 
wings. One of these round wings has since fallen into the crevasse, as has a portion of the central building. 
There appears to be only one ground-level entrance into the building, an arched opening blocked by a heavy, 
rusted iron portcullis. The mechanism needed to raise this portcullis has long since corroded into uselessness. 
The only other openings that can be found are Y-shaped arrow slits on the upper level. 



  

The wall around the roof of the structure is crenellated with rounded projections. If the characters climb up to 
the roof they will find an opening in the surviving wing where a stone staircase leads down. Pieces of fallen 
ceiling lie scattered about and the rocks have put a number of dints in the heavy bronze dome. The remains of 
old rounded brick chimneys lie collapsed about the rooftop. The rooftop is otherwise deserted and has little of 
interest. 

It is possible to walk around most of the bronze dome, but no opening into the structure will be found. 
Approaching the edge near the crevasse will cause the building to creak ominously and dislodge a couple of 
stone blocks that fall into the river far below. (This should be a warning not to attempt to enter the building by 
climbing down the open face. Flying into the building from the open side, however, is an easy way to obtain 
the piece of crystal.) 

 
Map 4. Abandoned Fortress.  

The round wing of the building holds little of interest, as the old furniture and draperies have long since 
decayed due to insect activity. Now all that remains are mounds of powered material, plus a few tatters 
hanging from the walls. However, numerous shards of broken pottery and glass lie scattered about, and heavily 
tarnished ornaments of bronze can be found with a steady search. The bronze items in particular, if properly 
cleaned, have an unusual style and could bring a decent price from collectors in a big city. The items of iron lie 
corroded beyond repair, and frequently beyond recognition. Some of the chambers have a fireplace, again built 
in the distinctively organic style of the old Saugathar. Nothing of a magical nature will be discovered in the old 
ruins. 

The floors, walls, and ceilings of the fortress are all made from carefully fitted stone blocks, all covered in 
mold and lichen. Various small stone structures, such as Saugathar statues, still stand in niches along the 
hallways. (A few show parts broken when they toppled during the frequent earthquakes, but these have since 
been stood upright by the Mongrelmen in room 16.) 

Room 1. The Mongrelmen in room 16 have some pet Stone Grolls that will provide an annoying distraction for 
the characters as they search the 2nd floor of the structure.  

8 Stone Grolls: AC 6; MV 18”; HD 1+1; hp 6 each; THAC0 19; #AT 1; Dmg 1d6; SZ S; ML 8; AL N; Int 5; 
XP 35. 

The inner wall of the gallery has oval-shaped openings that allow a view of the central court below. The 
characters will be able to see little, however, due to the darkness. A character with Infrared Vision will see 
several warm shapes moving about the room. 



  

Room 2. A careful search of this former master bedroom, with a successful Concealment roll, will turn up 
three unusual gold trinkets. These are worth 100gp each at a city where collectors seek exotic relics. 

Room 4. Among the decayed debris, the characters will find hundreds of clay tablets written in the old 
Saugathar pictogram style. These are records of Saugathar ancestry and significant events. Buried in the tablets 
is a description of the distribution of the crystal shards, saying they were to be sent to the five corners of the 
world. This is a literal translation of the pictogram text that actually means they were evenly spaced around the 
perimeter of the underground cavern. 

Room 9. This room contains a carpet of Brown Mold that the Mongrelmen have not bothered to clean up. 
Lying in the middle of the growth are some small shards of worthless crystal, which will sparkle in a light and 
may attract a greedy eye. 

Brown Mold: AC 9; MV 0”; HD -; hp -; THAC0 19; #AT 0; SA freezing; SD absorb heat; ML -; SZ L; AL 
Nil; Int 0; XP -. 

Room 14. This room has been meticulously cleared of its former debris. The Mongrelmen now leave fresh 
kills here in preparation for a meal of raw meat. A careful search of the room will reveal fresh bloodstains on 
the floor and a pile of recently cleaned animal bones and hides in the corner. There is also a faint musty smell 
in the room. These should be telltale signs to an alert party that danger lies nearby. 

Room 16. In the last century this abandoned fortress has become home to a group of Mongrelmen. The 
Mongrelmen have obtained new furnishings and decorations for the great domed central court, all sturdy and 
made with drab materials. The court also contains four stone pillars. 

7 Mongrelmen: AC 5; MV 9”; HD 2; hp 10, 11, 8, 13, 13, 10, 9; THAC0 19; #AT 1; Dmg 1d6; ML 12; SZ M; 
AL LN; Int 8; XP 65; club. 

Room 19. The piece of crystal is located on a ledge that is dangerously close to falling into the river far below. 
As the party moves out on the ledge, the ground will groan ominously. If more than 200 lbs. is added to the 
ledge at or beyond the crystal, the entire ledge will tumble into the river below and be lost. The heroes will 
need to figure out a way to obtain the crystal without dislodging the ledge. One possibility would be to toss a 
lasso or net over the shard and then haul it back. Another would be to simply fly over to the crystal and carry it 
back. 

Room 21. The floor of this room is unusual because it is covered in dried mud, unlike the stone floor in the 
remainder of the fortress. This was where the Saugathar residents came to bathe in warm mud. 

The fortress cellar was beneath the wing that dropped into the river below, and all contents have long since 
been lost. 

7. Submerged Temple 
Along the far side of this bowl-shaped cavern is a waterfall that once fed a large stream. The stream meandered 
down to the natural depression in the center of the cavern, and then descended through a stone-lined pit to join 
an underground river far below. Unfortunately the series of earthquakes that have struck the mountain have 
caused the pit to collapse and plug up the opening. The water level has since risen until a wide, shallow lake 
formed. If the collapsed pit does not re-open at some point, the water level will eventually rise until the entire 
cave system is flooded. Inhabiting the lakeshore are giant frogs that once dwelled along the marshy banks of 
the stream. With their source of food now washed away, the frogs are hungry and several of them will attack 
the party. Fortunately these are not the poisonous variety, and they are somewhat weakened by lack of food. 

14 Giant Frogs: AC 7; MV 3”, Sw 9”; HD 1; hp 5 each; THAC0 19; #AT 1; Dmg 1d3; SA tongue and 
swallow whole; SZ T; ML 8; AL Nil; Int 0; XP 120. 

In the times of the old Saugathar civilization, the area along the stream was a sacred location of their god. A 
fine stone church and bell tower was built to revere this holy site. Since the collapse of the Saugathar 
civilization, this was the only location within the caverns where a semblance of the old rituals was kept intact. 
Generations of dedicated holy Saugathar warriors have sworn to defend the old church, and up until recently 
they were successful. Now, however, the church is almost completely submerged and the guardians were 
forced to flee due to the inexorably rising water level. 

The second piece of the Elven Mage is located on the altar of the submerged church. The characters will need 
to find a way to reach the church and then dive down into the structure to locate the crystal. Unfortunately, 



  

trunks of giant toadstools are not very buoyant until they are properly dried out, so a raft of this material will 
only support a small amount of weight before sinking. The characters will instead need to strip down to the 
bare essentials and then swim through the stands of submerged giant toadstools to reach the church. This will 
be an exhausting journey, especially since there is no place to rest on dry land along the way. 

 
Map 5. Submerged Temple. 

Once the party reaches the bell tower, they have the choice of either attempting to swim down two stories and 
enter through the main or side opening, or ascending the tower and descending through the stairwell. (None of 
the window openings is wide enough to swim through without risk of getting stuck.) The architecture reflects 
the organic design of the old Saugathar civilization, but is heavily embellished with intricate bas-relief 
carvings. The rough nature of the outer surface makes climbing the outside of the bell tower relatively easy for 
anybody with at least a modicum of climbing skill. (Make a Climbing skill roll with a +20% bonus.) 

Once the party reaches the top they will be faced by a new problem. A hand picked champion of the Saugathar 
holy warriors is on guard duty here for a five-day shift. He wears a badly corroded suit of chain mail armor, 
which normally provides only AC 7. However, he wields a blessed magical Falchion that shows no such wear. 
This warrior will fight to the death to guard the old temple grounds. If the characters do not ascend the tower, 
he will swim through the church to attack the intruders. 

Saugathar Holy Warrior: AC 3; MV 6”, Sw 12”; HD 4; hp 19; THAC0 17; #AT 3; Dmg 1d2/1d2/1d6; SZ 
M; ML 15; AL N; XP 120; flaming falchion, corroded chain mail. 

The rope that is used to raise and lower the church guard is coiled in a pile in the corner of the bell tower top 
floor. The old copper bell, shaped like a cylinder that tapers near the top, is heavily corroded but will still 
operate when struck with a metal implement. From the top, a stone staircase will descend down through the 
center of the tower until it reaches the upper floor of the church. 

Exploring the interior of the church will have to be done by diving beneath the water and then swimming along 
the passages and down the stairwells. No doors will present an obstacle, as they have long since been lost to 
time. Reaching and raising the piece of crystal will be a difficult task, however, given the submerged 
conditions. 

The drowning rules should be used to good effect here to determine if the characters can hold their breath long 
enough to reach the crystal, and drag it back up to the top of the building. Multiple trips will be necessary, and 
it will be exhausting work. The weight of the crystal is sufficient to make swimming impossible, so walking it 
back upstairs will be necessary. Suitable magic will be a big aid in this endeavor. 

Swimming through the submerged temple are the tadpoles of the Giant Frogs that dwell by the lake. These will 
come up and investigate the characters to see if they are edible, but will not pose a threat. 

After three days, the next holy warrior will arrive at the church and discover the invasion of the intruders. He 
will return to his tribe and rouse them to give pursuit. Several of these holy warriors will scour the perimeter of 
the lake searching for the party. With their keen sense of smell it is likely that the Saugathar will discover the 
site where the party left their cache of equipment. They will then pursue the heroes until the trail is lost, or the 
party makes it back to the walled village of Queen Shadara. 



  

8. Old Burial Grounds 
The third piece of the Elven Mage is located in an old burial ground of the Saugathar. The burial ground 
consists of four towers surrounded by a stone wall. The wall is twice the height of a man with no obvious 
openings above ground level. The outer surface of the wall consists of tightly fit blocks of stone with a row of 
carved figures in the cap. 

The ground between the towers and the outer wall is covered in stone tiles. Even after this length of time the 
tiles are little disturbed, and only covered in dust and a few rocks that have fallen from the cavern ceiling. 

Each of the burial towers is shaped like an inverted beehive, with a circular base and tapering toward the top. 
The bottom of the outside is intricately decorated in old Saugathar pictograms, the written language of the long 
dead civilization. (They closely resemble the pictograms on the stone tablet that was brought out by Shadara.) 
The pictograms describe the history and accomplishments of the Saugathar buried within. 

There is a single arched opening leading into the interior of each tower. However, small arched window 
openings appear at regular intervals around the tower. 

The interior of each tower is divided into a series of floors with a circular opening in the center. Each floor 
houses the curious stone burial sarcophagi of the old Saugathar. These are shaped somewhat like oak barrels, 
but with a fairly smooth finish. They are capped with a heavy stone lid that is inscribed with more of the 
pictograms. Inside, each dead Saugathar is sitting with knees drawn up to the chest. There are a few scraps of 
long decayed possessions inside, mostly useless ornaments, decayed garb, and the dust of old food. 

The exception to this arrangement of towers is the structure that houses the piece of the elven magi. The only 
floor in this tower is located half way up and there is no opening apparent in the underside. This was done 
deliberately to prevent any intruders from gaining access. Access was sealed by means of a block that slid into 
place after the last Saugathar departed. 

Those who enter the tower that houses the shard will have a more pressing problem than trying to find a way 
up to the next floor. A few minutes after they enter, the ground beneath them will begin to stir and many 
skeletal arms will emerge to try and drag the intruders beneath the earth. It will require several rounds for this 
process to complete, however, so the heroes have ample time to try and hack their way free. 

The DM should treat these skeleton arms as giant animated skeletons buried up to the waist in the earth. The 
skeletons are placed at random with one in every 20’ square. If they successfully grab a target, they must hold 
the victim for four successive rounds in order to drag them under the ground. 

9 Monster Skeletons: AC 6; MV 1”; HD 6; hp 32 each; THAC0 15; #AT 1; Dmg special; SD special; MR 
special; SZ L; ML special; AL N; Int 0; XP 650. 

A careful study of the outside of the tower will reveal that a portion of the wall near the top has collapsed due 
to the steady earthquakes. The party can gain access by climbing the outer surface and then descending 
through the hole in the wall. This will allow them to reach the shard without suffering further attacks from the 
skeletal arms. 

9. Aldar's Rest 
The fourth piece of the Elven Mage is located in the final resting-place of Aldar, Shadara's lost husband. The 
large ziggurat at this location is what originally led Aldar to investigate this site. This ziggurat rises over 150’ 
into the air, and an obelisk is mounted on the top adding an additional 80’ of height.  The structure is clearly 
visible for several kilometers across the forest, despite the dim lighting. 

Characters investigating the ziggurat will find signs of an ancient struggle in this location, with a crude wall 
hastily constructed in a semi-circle along the cavern wall and the scattered remains of many Saugathar buried 
by the forest floor. 

Despite the obvious importance of the ziggurat to the ancient Saugathar, there is little of interest to be found 
about the structure apart from the many pictograms carved into the structure and the Obelisk. Curiously, 
though, every few weeks the obelisk will acquire a deep red glow, perhaps coinciding with the movement of a 
moon above. 



  

 
Map 6. Sealed Cave.  

The area of interest for the PCs is within a partially sealed cave located only 100’ from the Ziggurat. A wall of 
heavy stone bricks once blocked off the cave entrance. Some of the stones have shaken loose over time, 
however, allowing entry into the passage. Believing that some valuable clue to the Ziggurat lay within, Aldar 
entered this cave. He was slain when he fell through a pit trap onto the spikes below. 

The pit trap is activated when more than 70 lbs. is placed on the10’ long floor panels. However the trap is very 
old and no longer operates efficiently. A grinding noise is heard when the trap is first activated, allowing the 
victim to escape if they make successful Dexterity checks. An acrobatics NWP roll can also be attempted to 
escape the opening trap if the Dex roll is failed. In addition to 2d6hp damage from the fall, the victim suffers 
1d6+1hp of armor piercing damage from the corroded spikes. The spikes have hooks to hold any impaled 
victims in place. 

The decaying corpse of Aldar can still be found impaled on the spikes. He died from bleeding after the fall, 
and a large dark stain can still be seen under the corpse. His equipment was fairly mundane, consisting of a 
leather jerkin, scimitar, sling, climbing rope, money pouch, small mining pick, medical supplies, cloak, 
blanket, and a lantern and oil. There is also some moldy food, personal effects, a hand portrait of Shadara, an 
intact water skin, broken bottle of rum, two broken flasks. There is an intact flask with a potion of polymorph 
self, a nearly intact suit of +1 chainmail armor, and a beautiful +1 scimitar inscribed with the runic word 
‘Avascor'. Finally there is a badly damaged but almost complete map of the Saugathar caverns. 

The spirit of Aldar now stands watch over the crystal shard, a piece of the statue base. He will not be hostile 
toward the party until an attempt is made to remove the piece. Indeed he is quite willing to converse with the 
heroes, having been resting here alone for nearly a decade. 

Aldar’s Spirit: AC 0; MV 9”; HD 10; hp 40; THAC0 11; #AT1; Dmg age 10-40 years; SA special; SD 
special; SZ M; ML special; AL LG; XP 7,000. 

Aldar knows much of the true purpose of the Elven Mage statue, as he has explored the caverns below and 
discovered the cage that imprisons Khuldark. He knows that the imprisoned demi-god is evil incarnate and 
must remain caged. Before he releases the shard he must be convinced that the heroes will reassemble the 
statue and return the Mage to living form. 

Being in contact with the spirit world, Aldar also has much knowledge that the characters do not possess. He 
knows that the end is drawing near and soon the prison of Khuldark will be shattered. However he is 
prohibited by the nature of the spirit world from relating his knowledge directly and must be coerced or tricked 
in some fashion. 

10. Town Ruins 
These ruins do not contain any pieces of the crystal, but the heroes may be led to believe so since it is an old 
settlement from the time of the Saugathar civilization. The decaying walls of old buildings still stand from the 
time this town was abandoned. All of the roofs have long since collapsed, and the buildings are filled with 
decayed debris and toadstools. A search of the ruins will be time consuming and fruitless. The party will, 
however, find signs of a last stand that was once fought in the ghostly streets of this town. In their desperation, 
the old priests who stood here used the last of their magic to create zombie guardians from the corpses of the 
former Saugathar townsfolk. A few of these guardians still lie in wait among the ruins, now little more than 
animated skeletons. 

11 Skeletons: AC 7; MV 12”; HD 1; hp 3-5 each; THAC0 19; #AT 1; Dmg 1d6; SD special; MR special; SZ 
M; ML special; AL N; XP 65. 

An ancient midden stands at the north end of town. This immense heap of refuge is home to a swarm of rats 
that have dug many tunnels through the garbage. Their rustlings and squeaks can be heard with a successful 



  

detect noise roll. Any attempt to dig through the garbage for valuables will rouse the rats to defend their home. 

32 Rats: AC 7; MV 15”; HD ¼; hp 1; THAC0 20; #AT 1; Dmg 1; SA disease; SZ T; ML 2-4; AL N; Int 1; XP 
7. 

In the center of the town is a modest stone pyramid. This pyramid is covered in the skeletons of the Saugathar 
defenders who made their last stand here. The worn stone surfaces are carved in the pictograms of the old 
Saugathar language. At the top of the pyramid is a stone platform where sacrifices were made to the god of the 
Saugathar. Here, sadly, the bones of many small Saugathar infants lie scattered about. 

11. Hall of Time 
This structure also does not contain any pieces of the crystal, and serves merely as a distraction for the party. 
The large stone building was constructed to tell the time of day by means of an immense pendulum. The time 
was relayed around the cavern by means of a nearby light tower holding a large oil lamp and a bronze concave 
mirror. The tower has since collapsed from the repeated earthquakes and now lies as a large pile of stone 
bricks. 

Careful examination of the exterior of the building will reveal that it has a familiar shape, that of a tadpole 
lying on its side. Where the egg sack would be is a large oval bronze dome, which is remarkably free of dints 
and marks from falling rocks. The entire building has a timeless quality about it as if the place had been built 
only a century before. 

 
Map 7. Hall of Time.  

Room 1. Entrance Hall - From here dark corridors curve off to the left and right. The walls are covered in a 
fish scale mosaic of tiles, many of which have long since fallen off in big chunks. The original stone ground is 
completely covered in a layer of rich dirt that supports a carpet of mushrooms. The remains of several large 
hooks can be seen hanging mysteriously from the ceiling. 

Room 2. Pendulum Room - This round chamber is covered by a simple bronze dome. A ring of small 
windows just below the dome and along the sides allow in just enough light to view the surroundings. The 
lower walls are covered with similar pitted marble and a thin layer of dirt covers the once fine floor. 

The magnificent time-keeping device built here was made to last, and indeed the grand old pendulum is still 
functioning. It hangs from a hoop in the center of the dome by a long, untarnished bronze chain. At the end is a 
massive, teardrop-shaped lead weight that is gilded with polished gold. 

Around the room stand four statues of Saugathar heroes and scholars posed on marble pedestals between pairs 
of pitted marble columns. If the pendulum is disturbed in any manner the four magical stone statues will 
animate and attack. A spell of magic detection cast upon the pendulum or statues will reveal their magical 
nature. 

4 Animated Statues: AC 0; MV 3”; HD 2; hp 9, 13, 11, 15; THAC0 19; #AT 1; Dmg 1d6+1; SD feign death; 
SZ M; ML 19; MR 25%; AL N; Int 4; XP 175. 

Room 3. Empty Room - This room once served a useful purpose but is now only a home for piles of debris 
and chunks of masonry. The skylights that allowed through illumination now stand empty of their original 
glass covers. A search through the debris will turn up many broken shards of clay tablets and dishes, heavily 
rusted tools and implements, and lots of dust. Insects will scurry out from the exposed areas. 

Extensive digging through the refuge in the left empty room will eventually reveal a flat, round stone trap door 
covering the cellar. See room 5 for details. 

Room 4. Chronomancer's Quarters - At the end of the hallway a solid door still remains in place. The skull 
of a creature, possibly a Saugathar, has been pinned to the door by the tip of a long broken spear. The area of 
the door and the chamber beyond are under the influence of a time stasis spell created by a Saugathar arch 



  

magus. This mage used his mastery of time to foresee a period of chaos and savagery, and so he crafted a weak 
variation of the temporal stasis spell to preserve himself and his possessions over the course of the centuries. 
He stands in the chamber beyond the door, merely waiting for the spell to expire when a suitable trigger causes 
the stasis field to drop. 

The door will not budge, but the characters can see through a narrow keyhole that a cosy room lies beyond 
filled with all manner of interesting objects. Everything within the stasis field is protected as if by a wall of 
force. Dispel magic sufficient to negate a spell cast by a 9th level wizard will release the temporal stasis field 
and cause time to start flowing. 

Just behind the door stands the frozen chronomancer facing inward and finishing the spell he just cast. The 
room contains unusual leather furniture and many shelves covered in hundreds of pictogram stone tablets. 
There is a desk with wet clay and a drawing implement, several clay jars of powdered minerals, a Saugathar 
skull, a number of lit candles, a jug of a milky beverage, and a partially eaten meal of cooked lizard. In 
addition the room contains a niche with ceremonial garb, mask, and clubs; a fur rug from a giant mole; several 
hanging wooden cages with pet rats; and a large circular bronze plaque with an image of Khuldark's head 
surrounded by rings of Saugathar pictograms. 

The walls are covered in a variety of simple timekeeping devices. Apparently the resident was something of a 
clock inventor. In a drawer of the desk is a leather pouch nearly half full of the semi-precious stones the old 
Saugathar used for currency. 

If he is released from the time stasis, the chronomancer will immediately realize that something other than the 
proper trigger caused his release and will prepare accordingly. 

Unxathgar, saugathar male W9: AC 5; MV 6”, Sw 12”; hp 30; THAC0 19; #AT 3; Dmg 1d2/1d2/1d6; Str 
16, Dex 12, Con 13, Int 13, Wis 12, Cha 8; SZ M; ML 14; AL N; Int 5-7; XP 35; Spells memorized: 1st-
enlarge, magic missile, mount, sleep; 2nd-blindness, blur, fog cloud, web; 3rd- haste, slow, wraithform; 4th- 
monster summoning II, plant growth. 

Room 5. Hidden Cellar - The old staircase has collapsed but the remainder of the stonewalled room is in 
remarkably good shape. The cellar is the size of areas 1 and 3 combined. The room is filled with row after row 
of Saugathar statues. Along the walls are sealed glass jars with objects pickled in vinegar. Disturbing the jars 
will cause the fragile contents to fall apart. A large clay urn in the corner is about half full of ashes. There is 
also a sealed stone bin that is nearly full of lamp oil. 

A Cellar Dweller became trapped down here nearly a century ago and has entered a deep state of hibernation. 
He will be slow to awaken, but once aroused he will seek to slake his long frustrated evil nature upon the party. 

Cellar Dweller: AC 2; MV 15”; HD 4+4; hp 20; THAC0 15; #AT 3; Dmg 1d2/1d2/1d4; SA special, SD 
special; SZ S; ML 14; AL CE; Int 10; XP 2,000. 

Scattered among the jars are ancient coins worth 30cp, 30sp, 8ep, and 6gp. There are also nine sealed jugs 
containing 10 gemstones and 7 small but exquisite saugathar sculptures. (The gems consist of 2 ornamental, 3 
semi-precious, 1 fancy and 4 precious stones stored inside an ornate jade box worth 240gp. The statuettes are 
worth about 120gp each in a suitable city market, but weigh 12 lbs. apiece.) 

12. Desert Cavern 
The air in this cavern seems much warmer than elsewhere on this level. There is little in the way of growth 
here and the ground is sandy like a desert. Each day there is a one in ten chance that the party will encounter an 
individual Huge Scorpion in the desert sands of this cavern. 

Huge Scorpion: AC 4; MV 12”; HD 4+4; hp 23; THAC0 15; #AT 3; Dmg 1d8/1d8/1d3; SA poison sting; SZ 
M; ML 10; Int 0; XP 420. 

Located near the outer edge of this cavern is a large sinkhole in the ground. The air near this hole is almost 
uncomfortably warm and has an evil sulfurous smell. It is possible, with some climbing, to descend through 
this opening into the fire level below. (Room 1 on the Fire Level.) This hole was used by Elestra to reach the 
great cavern of lava where Khuldark is imprisoned. 

A careful search of the area near the hole, with a successful Perception roll, will reveal a large cache of 
supplies. Elestra and her party left these here for use during their occasional returns to the surface. The cache is 
carefully concealed behind a pile of boulders. The supplies were obviously brought here from the outside 
world because the manufacturing is beyond the present abilities of the Saugathar tribes. 



  

Among the supplies that can be found are containers of beverages; oil lamps and flasks; warm clothing; 
blankets; ropes; packs; tents; tools; medical supplies, writing materials, barrels of salted food; and other 
miscellaneous equipment. A successful Intelligence roll will reveal that there are enough supplies for 5-6 
people to last at least two months in the wilds. 

Among the supplies is Elestra's travelling journal. The journal is written in Elestra's private code - essentially a 
mirror image with letter substitution - and requires a successful Cryptography skill roll to translate. Even if the 
code is broken, it requires nearly a half-hour per page to read. The journal contains a lot of travel notes and 
details of transactions with merchants in a nearby northern city. It also makes mention of P. the Mage and G. 
the Bodyguard. There are descriptions of minor skirmishes with denizens of the underground and northern 
forests. 

The author also spends some time in theoretical speculations on the nature of magic, the elements, and the 
forces within the earth. Finally, a considerable amount of text is dedicated to hateful thoughts toward an S. and 
how the author really deserved the affections of an A. It appears that the author is a woman and a mage of 
some ability and prominence, but her name is never mentioned. 

Elestra and her party are aware of another passage that leads from this cavern system to the surface about half 
way up the north side of the mountain face. The tunnel is wide enough to carry large items of furniture down 
and is relatively easy to traverse, but is very well concealed. The party will not find this passage unless they 
know specifically where to look. 

13. Rock Slide 
Against the side of this cavern is a huge rockslide consisting of boulders and rocks of various sizes. The 
rockslide was created when the floor of a cavern above collapsed during an ancient earthquake. This collapsed 
cavern is visible as a huge opening in the ceiling above. By ascending the rockslide it is possible to reach a 
tunnel that joins the dwarf ruins' level. Discovery of this escape route is an important step for the party since it 
means they will be able to escape this level without returning to Queen Shadara's village. However, ascent of 
the rockslide is a laborious task that requires well over two hours of steady clambering. 

The rockslide leads up to area 25 on the Dwarf Ruins level. 

Level Random Encounters 
Encounters occur on a roll of 2 or less on a 1d10 for every 8 hours of travel through the caverns. When an 
encounter occurs, roll on the table below: 

3d6 Encounter 

2 The bare skull of a giant fanged creature is discovered lying partially buried in the dirt. A successful 
roll against Animal Lore NWP will reveal that the skull is reptilian. The body of this creature must 
have been immense, standing three times as tall as a man. No further remains can be found on this 
site. This encounter will only occur once. 

3-4 A solitary dwarf Boring Beetle rooting around a decaying giant toadstool looking for insects. It will 
turn to defend its find from the intruders. This will be an especially tough battle for the characters due 
to the heavy armor and quickness of this creature. 

Boring Beetle: AC 3; MV 6”; HD 5; hp 26; THAC0 15; #AT 1; Dmg 5d4; SZ L; ML 14; AL Nil; XP 
175. 

There is a 20% chance per such encounter that the party will find the remains of Aldar’s dead friend 
Stigel lying in the brush nearby. The dwarves’ backpack has been torn apart by insects looking for 
food. Scattered in the dirt are 20ep, 14gp, 2 fancy gems, a +1 dagger, and a potion of speed. 

5 This solitary Saugathar is sitting cross-legged on a large, smooth rock, seemingly in a state of quiet 
contemplation. Indeed this is a young Saugathar who has just come of age and is seeking his future 
path by means of a vision quest. This requires many days of quiet contemplation while fasting. As a 
result the Saugathar is in a very weakened condition and would be easy to overcome. So intense is his 
meditative state that it would take a physical blow to waken him. This encounter will only occur once.

Saugathar: AC 5; MV 6”, Sw 12”; HD 2+1; hp 11; THAC0 19; #AT 3; Dmg 1d2/1d2/1d6; SZ M; 
ML 14; AL N; Int 5-7; XP 65. 



  

6 The party accidentally stumbles across the nest of these underground dwelling serpents. Most of the 
snakes wriggle their way into the surrounding wilds, but a few are sufficiently aroused to attack the 
intruders. 

4 Poisonous Snakes: AC 6; MV 15”; HD 2+1; hp 5, 9, 9, 15; THAC0 19; #AT 1; Dmg 1; SA poison; 
SZ S; ML 8; AL N; Int 1; XP 175. 

7 Hiding among the giant toadstools is a band of Myconid. They will avoid violence and seek only to 
wander away from the dangerous adventurers. 

7 Myconid: AC 10; MV 9”; HD 1; hp 5 each; THAC0 19; #AT 1; Dmg 1d4; SA spore clouds; SD 
poisonous skin; SZ S; ML 12; AL LN; Int 8-10; XP 65. 

8-9 The party stumbles across some old stone ruins of the Saugathar civilization, now partially buried by 
the forest growth and fallen pieces of the cavern ceiling. The ruins can include the remaining walls 
from an old home; the crumbling stones of an old shrine; the remains of a stone livestock pen; a 
water-filled quarry; the lower wall of a well house; a portion of a crude aqueduct; the collapsed tunnel 
from a mine; and so on. 

On a roll of 1 on a 1d10, these ruins are home to a small swarm of giant rats. 

26 Giant Rats: AC 7; MV 12”, Sw 6”; HD ½; hp 2 each; THAC0 20; #AT 1; Dmg 1d3; SA disease; 
SZ T; ML 5-7; AL N; Int 3; XP 15. 

Hidden among the ruins in the lair of these rats is an ornate clay burial urn containing a stack of small 
rectangular silver coins worth 1,310sp, two ornate bronze wrist bands studded with ornamental stones 
worth 130gp each, and a beautiful jewel-crusted tiara worth 1,600gp. 

10-11 Another earthquake strikes the mountain, causing walls to crack; rocks to fall; dust to rise; and the 
characters to be thrown about. On a roll of 1 on a 1d20, a chunk of the ceiling falls and strikes a 
random character, causing 2d6hp of damage. 

12-13 A group of 2d6 Saugathar hunters from the nearest tribe is out seeking game. Their skills are such that 
they can choose to stay concealed and will probably not be spotted by the heroes. The only reason 
they would decide to confront the adventurers is if the party is headed toward their village, or they 
have obviously been hunting on marked tribal territory. 

Saugathar: AC 5; MV 6”, Sw 12”; HD 2+1; hp 13 each; THAC0 19; #AT 3; Dmg 1d2/1d2/1d6; SZ 
M; ML 14; AL N; Int 5-7; XP 65. 

14 A large chunk of the cavern ceiling silently falls until it strikes the floor very close to the party. The 
piece of the rock would have inflicted 5d6hp, sufficient to kill a man - even one wearing a helm. A 
close examination will show an unusual fungus that emits a faint red light covers the rock.  

15 A small colony of Giant Rats have made their home in the side of a dirt mound. They will swarm an 
isolated member of the party if given the opportunity, but will avoid a large group. 

34 Giant Rats: AC 7; MV 12”, Sw 6”; HD ½; hp 2 each; THAC0 20; #AT 1; Dmg 1d3; SA disease; 
SZ T; ML 5-7; AL N; Int 3; XP 15. 

The mound is actually an old Saugathar burial chamber and the rats have unearthed a rotted necklace 
of copper beads worth 4,003cp. The copper is badly corroded and so it will have to be smelted before 
it can be useful. 

16 An unusually large rabid mole attacks a party member near the front of the group. The mole is 
foaming at the mouth and is behaving very aggressively. The mole will continue to attack the nearest 
party member until all flee or it is slain. 

Rabid Mole: AC 6; MV 15”; HD 1; hp 8; THAC0 19; #AT 1; Dmg 1d2; SA disease; SZ S; ML 15; 
AL N; Int 1; XP 65. 

Each time the mole bites a PC, a saving throw versus poisons must be made. If the roll is failed the 
character will catch a deadly disease. He will suffer from dementia after 1d6 days and become berserk 
on a failed Wisdom roll. The victim will then lose one point of Con and Int per day until dead. 

17 Contact with the underground dwellers has given some members of the party a serious disease against 
which they are unlikely to have immunity. Each player must make a saving throw versus poison with 
a –2 penalty to determine if they are infected. The onset of the symptoms is rapid once fully infected, 
but rarely lethal. The disease is carried by parasites that infest the unsanitary Saugathar. Large black 
patches under the skin mark the onset of the disease. Once the disease is cured, the victim gains 
immunity to further infection. 



  

18 A small meadow appears in the forest of Giant Toadstools. Sharp eyes will detect what appears to be a 
fairy circle in the meadow - a circle of smaller toadstools on top of a mound. A detect magic spell will 
reveal fairy magic on the hill. However no amount of prying will get the residents to reveal 
themselves. (The DM may want to make an exception under special circumstances, in which case they 
will be visited by fairies.) This encounter will only occur once. Otherwise it is merely an “ordinary" 
cavern meadow. 

 

Act IV - Tunnels of Fire 

Travel on this level is at best very uncomfortable for the characters, and can grow downright lethal. Plenty of 
water will need to be consumed or the party will suffer from heat exhaustion or worse. In addition, most of 
their outer garb will need to be shed in order to remain at least moderately comfortable. Any magic that 
provides Life Support: Intense Heat, or some type of energy defense against heat and flame, will render the 
character immune to the effects of the high temperature. 

The ground is highly irregular on this level, with the passages rising and descending between the various 
caverns. Most water is in the form of hot steam vents, although the water will condense on nearby walls to 
collect in pockets. Even in these pools the water will be unpleasantly warm. 

All of the passages on this level are uncomfortably hot, and the wearing of armor will quickly become 
unbearable. Frequent drinks will be needed to ward against heat exhaustion. After 1d6 hours of steady 
exposure, the characters will be exhausted from the constant heat and they will suffer a –1 to hit penalty in 
combat and have their movement reduced by 1/3. Characters wearing armor or failing to drink enough fluids 
will suffer these symptoms in half the normal time. An endure heat spell of similar protection will be sufficient 
to negate these effects. 

 
Map 8. Fire Level.  



  

1. Sink Hole 
At the bottom of the sinkhole is a domed cavern nearly filled with a cone-shaped pile of fallen boulders. A 
scramble down to the edge will reveal a narrow tunnel leading further downward. The air is already 
uncomfortably warm here and grows hotter with each step down the passage. A careful search of the room will 
find an old piece of discarded rope that is frayed at both ends. 

2. Venting Steam 
This cavern is filled with venting steam. A crevasse runs diagonally along the length of the cavern, and is 
partially hidden by the clouds of moisture. Still more steam is venting directly into the gap so it is impossible 
to determine the depth. Moving through this room is an unpleasant experience, but survivable so long as the 
party avoids the proximity of the vents. Rivulets of water are gathering on the sides of the walls to run down 
the crevasse. 

3. Lava Tube 
This black, circular passage is a lava tube from an eruption of the mountain. The sides of the tube are very 
sharp and brittle, and the floor is weak in places. Walking along the ground makes a sound like crunching 
glass, and the sharp rock will cause 1hp of damage per round if proper footwear is not worn. There is a risk of 
falling through the ground and cutting up a leg on the razor sharp rock, doing 1d3hp of damage on a failed Dex 
roll. 

4. High Cavern 
The floor of this cavern is exceedingly rocky, and the ceiling is well beyond any normal light source. 
Traversing the cavern requires hopping from rock to rock. Unless care is specifically taken, an unsuccessful 
Dex roll will result in 1hp of damage from a nasty fall, while a critically failed roll will mean 1d6+1hp damage 
to a leg. 

Located high up the side wall is a ledge that is not visible unless the characters climb up some distance. A 
careful search of the ground and wall beneath the ledge, requiring a Tracking skill roll with a –10% penalty, 
will reveal scuff marks and a piece of cloth from past climbers. A successful search will also locate a faint 
Dwarf glyph on the same wall. (The glyph is the dwarf mark of a hidden passage.) A former dwarf employee 
of Elestra, who was subsequently murdered by her current guard commander, left this glyph. 

A sturdy rope ladder is coiled up on the ledge, and is used by Elestra and her team on the infrequent occasions 
when they need to journey out from the Fire Level. Behind the ledge is a passage that leads directly to Elestra's 
residence. 

5. Azure Pool 
A single pool of steaming hot water lies in the center of this cavern. The pool is a beautiful blue color and 
appears very appealing for a swim. Entering the water would be deadly, however, as it would quickly cook a 
person. The scalding water will inflict 1d6hp each round. 

The pool is home to a Giant Fire Crayfish, the nightmare of any seafood cook. This creature is a mutant 
version of its smaller cousin that has adapted to live in hot springs. The blue-hued crayfish will lurk beneath 
the waters and spring out to grab anybody foolish enough to approach the rim. The victim will be dragged 
beneath the surface to drown or be boiled alive, whichever comes first. 

Giant Fire Crayfish: AC 4; MV 6” Sw 12”; HD 4+4; hp 18; THAC0 15; #AT 2; Dmg 2d6/2d6; SD surprise, 
endure heat; SZ L; ML 13; AL N; Int 0; XP 125. 

6. Mineral Deposits 
Hot water running down the sides is rich in dissolved minerals, and the water has formed beautiful pools 
contained by walls of mineral deposits. The warm water is bitter to the taste and has some unpleasant side 
effects if swallowed. Anybody drinking the water must save versus poison or have their Dexterity reduced by 
2d4 points. The lost Dexterity is recovered at the rate of one point per hour. 



  

7. River of Lava 
A river of slow moving lava is flowing down from the great cavern. A narrow stone arch that was undercut by 
the hot rock crosses the river. Crossing the arch will require a Dex roll. (Characters with tightrope walking will 
automatically make the crossing unless they critically fail their roll.) On a fall, make a second roll against Dex 
to determine if the PC catches himself before falling into the lava. The use of a safety rope would be a good 
idea at this point. The temperature in here is almost unbearable, and each turn of exposure will cause 1d6hp of 
damage. Anybody falling into the lava, however, will be in much worse shape, suffering 6d6hp damage per 
round. 

8. Vertical Cliff 
This chamber is split into two halves, separated by a lava cliff with a height of some 175’. The cliff face has 
frozen into hexagonal columns that provide something like stepping-stones from top to bottom. Climbing skill 
rolls receive a +15% bonus as a result. 

9. Flaming Vents 
This cavern is intensely hot, and the air shimmers with the heated currents of air. Multiple cracks in the floor 
of this soot-blackened cavern are repeatedly venting columns of burning gases, providing a spectacular 
display. A thick layer of deposited material along the ceiling provides a grazing ground for a pack of plasma 
dogs. This being has a ravenous appetite for anything flammable, including the clothing and various other 
pieces of the character’s equipment. 

6 Plasma Dogs: AC 4/10; MV 12” Fl [A]; HD 1+1; hp 6, 3, 6, 3, 3, 4; THAC0 19; #AT 1; Dmg 1d8; SA 
envelop, breath fire; SD fire resistance; SZ S; ML 5; AL N; Int 2-4; XP 270. 

10. Great Cavern of Lava 
When the party approaches this cavern, read the following description to the players. 

An orange glow from the chamber ahead is accompanied by an almost unbearable wave of heat. It is all you 
can do to keep advancing along the passage. As you reach the end, the tunnel opens into a vast chamber 
with a great seething lake of lava in the center. The magma lake is covered in a dark crust that glows 
through many cracks. In places the lava is bubbling and erupting in bursts of flame. 

The glow from the hot lava dimly illuminates the cavernous ceiling far overhead. A wide ledge, barely 
perceptible through the shimmering air, appears to run most of the way round the lava lake. Toward the 
right, the seething lava is flowing out through a tunnel in the side of the cavern. There also appears to be 
some sort of large opening on the opposite site. 

In the center of the lava is a huge, darkly metallic box that bears a blue-tinged pattern of cracks. The box 
appears completely immune to the surrounding heat and there is no indication of its purpose. The lava 
appears to be the hottest around the box. 

After a few moments of observing this cavernous chamber you are driven back down the tunnel away from 
the intense heat. It requires several minutes to get your breath back and you feel almost completely drained. 

The great cavern of lava dominates the fire level of the underground complex. This teardrop shaped cavern 
rises through much of the mountain, and is fully illuminated by glowing magma. At the center of the cavern is 
the magical cage that houses Khuldark. This cage is an immense, box-shaped prison that appears darkly 
metallic with a blue-tinged pattern of cracks. The box tapers slightly toward the top. 

Khuldark is roughly humanoid in overall form, with a mottled red skin, four arms, hoofed feet, four curved 
horns on his bull-like head, and a powerfully muscled body. His mane has the appearance of a dancing flame 
and he constantly radiates intense heat. Khuldark is powerful enough to cause even a greater dragon concern. 
His only apparent weakness is a vulnerability to water, and this is the reason he usually remained underground 
in these temperate lands. His great knowledge of volcanism allows him to direct the flows of lava beneath the 
earth, so he can create new mountains at will, albeit slowly. 

Surrounding the cage is the lake of seething lava. This lava was created by the magical energy of Khuldark 
seeping through the cracks in his cage. The cavern is exceedingly hot, and unprotected characters can only 
remain inside for brief moments. There is a wide ledge that runs around most of the outside of the lava lake, 
allowing the cage to be viewed from all sides. An opening on the cavern wall opposite the ledge allows the 



  

river of lava to slowly flow out through the mountain. 

There is a 5% chance per hour that a new crack will appear on the side of Khuldark's prison, accompanied by a 
loud, echoing boom and a slight shuddering felt through the earth. This is a clue that the prison is close to 
being shattered by Khuldark's battering from the inside. 

Unprotected characters that venture through this cavern will suffer from the intense heat. The temperature does 
1hp of damage each turn of exposure. As there are a number of large cracks along the sides of the ledge, the 
party can dart between each opening and recuperate back in the shade. Fortunately the tunnel leading up to 
Elestra's residence is only the second opening along the ledge from the cavern entrance. 

At the far side of the wide ledge is a wide staircase leading downward. The ceiling of this tunnel is high 
enough for a giant to pass through and the steps are nearly one meter high. The stairs lead downward to the 
throne room of Khuldark. The Fire Giants have grown concerned about the cracks that have been appearing in 
Khuldark’s cage and so they have started stationing an observer at the entrance to this tunnel. This giant is to 
watch the goings on in this chamber and report back to the Fire Giant ruler every few hours. The Fire Giants 
want to mount an attack against Elestra and her party, but are fearful of her powerful magic. 

Fire Giant: AC –1; MV 12”; HD 15; hp 74; THAC0 5; #AT 1; Dmg 1d8 or by weapon (2d10+10); SA hurl 
rocks for 2d10; SD resistant to fire; SZ H; ML 15; AL LE; Int 7; XP 8,000; bronze armor, huge sword, 
shoulder pouch, rations, 80gp. 

About a third the way up the side of the great cavern is a slanted circular chimney leading up to an egress near 
the ceiling of the Saugathar caverns. This chimney was used by Khuldark to fly up and visit his worshippers. 
There is a ledge about half way up the chimney where Khuldark would stop to get prepared for his visits. Here 
a character would find an immense, oval-shaped mirror, and the tattered remains of several fine cloaks and 
other garb. There are several gold ornaments here that would bring a fine price in a city market. 

11. Bubbling Mud Pools 
The floor of this cavern is covered in a layer of hot, bubbling mud. It is possible to walk part way around the 
sides of the mud, and then cross to the other side by hopping between four rocks. These rocks are somewhat 
slick, however, so a Dex roll with a +2 bonus is required to avoid slipping into the mud. An Acrobatics will 
allow a character to recover from such slip without falling off. The hot mud does 1d4hp of scalding damage 
per round of exposure. 

12. Toxic Gas 
Parts of this passage running 40-80’ in length are filled with a toxic gas that is undetectable by normal senses. 
While in this portion of the passage any characters that fail a saving throw versus poison will suffer 1d4hp of 
damage per round. However, it requires a successful Wisdom roll to detect the effect. 

13. Vertical Chimney 
A narrow crack near the ceiling emits a steady wind of very pleasant cool air from the mountain surface. The 
temperature is such a relief from the atmosphere elsewhere on this level that the characters will be tempted to 
stay here and recuperate. There is even a small pool of cold water from the moisture running down the sides. 
Unfortunately for the party a cougar has wandered down the crack and became trapped in this cooler area of 
the caverns. The cougar is near starvation and feels trapped down here. It will reluctantly defend its only 
source of water from the intruders. 

Cougar: AC 6; MV 12”; HD 3+1; hp 18; THAC0 17; #AT 3; Dmg 1d3/1d3/1d6; SA rear claws 4 each; SD 
surprised only on 1; SZ M; ML 8; AL N; Int 3; XP 175. 

Several small animal bones and other remains can be found near the pool. 

14. Lava Pit 
The ledge runs high above a bubbling pool of lava. This pool is home to an Eldraal, a lava spirit that was 
formerly a thrall of Khuldark. Isolated and alone after its master was caged, the Eldraal spent many years 
living here in a nearly mindless existence. Over the centuries, however, the Eldraal gradually developed a 
personally of its own, albeit alien and quirky. The Eldraal eventually came to enjoy its life of freedom, and has 
no desire to become a slave of Khuldark again. After the party passes through this chamber, it will observe the 



  

characters and note their possession of the pieces of crystal pieces. If it seems appropriate, the Eldraal will 
quietly follow the party through nearby solid rock and intervene on their behalf when the situation seems most 
dire. 

Eldraal: AC 1; MV 9”, 1” tunneling; HD 3+3; hp 12; THAC0 17; #AT 3; Dmg 1d8/1d8/1d8; SA burning 
tough; SD regeneration; SZ L; ML 7; AL N; Int 10; XP 270. 

15. Vortex of Flame 
A large vortex of flame is erupting from a vent in the center of the bowl-shaped floor and twisting around the 
cavern before exiting through a chimney in the ceiling. The vortex illuminates the entire chamber in a fiery 
orange glow and emits an intense heat. There appear to be two other exits from this chamber. Attempting to 
cross the cavern will be risky, however, because the ground is broken by cracks and movement will be slowed. 

The vortex will attack 1d4 targets per round in a 50’ radius with a THAC0 of 15, causing 3d6hp of fire 
damage. Shields are useless against this vortex, but a save versus petrification will reduce damage by half. An 
endure heat spell will also reduce the damage from the vortex by 50%. Movement across the cracked floor is 
halved, or a successful Dex roll is required to avoid falling down. 

Level Encounters 
Encounters on this level occur twice a day on a roll of 1 on a 1d10. To determine the encounter, roll 2d6 and 
consult the following table: 

2d6 Encounter 

2-8 Another earthquake strikes the mountain, causing walls to crack; rocks to fall; dust to rise; and the 
characters to be thrown about. On a roll of 1 on a 1d20, a piece of the ceiling falls and strikes a 
random character, causing 1d6+1hp damage. 

9 A small group of escaped slaves have made their way up from the Fire Giant level and are 
wandering around trying to find an exit to the surface. They wear little clothing and are close to 
perishing from the heat. They are all peasants captured during raids on the northern lands, and will 
not put up much resistance. 

4 Prisoners, 0-level human: AC 10; MV 12”; hp 1-2; THAC0 20; #AT 1; Dmg by weapon type; 
SZ M; ML 7; AL N; XP 15. 

10 The party disturbs a nest of these lava plane creatures and they attack to drive off the intruders. 

8 Cinderlings: AC 3; MV 15” Fl (A); HD ½; hp 2 each; THAC0 20; #AT 1; Dmg 1d6; SD heat 
immunity; SZ T; ML 8-10; AL N; Int 1; XP 35. 

Smashing apart the cooling bodies of a Cinderling will reveal lumps of electrum worth 1gp. 

11 Elestra and four guards are out on an errand. See Act V.  

12 Pyr and three guards are out exploring and hunting game. See Act V.  

Act V - Elestra's Residence 

Living in a nearby dungeon within easy reach of the lava cavern are two powerful elementalists: a fire wizard 
and an earth mage. This pair has teamed up in an attempt to shatter the cage and release Khuldark. Khuldark 
has promised them great power in exchange for his release. Their periodic attempts to break the prison are the 
cause of the earthquakes that shake the mountain, and have created the extensive pattern of cracks on the cage. 
(A visit to the cavern at the right time will demonstrate the connection.) 

The cage is sufficiently damaged that Khuldark will eventually escape even without the aid of the 
elementalists. However the two magi are unaware of this fact and continue their efforts to crack the prison. 
Their repeated drawing of immense magical energies has left the two magi weak and vulnerable. After 3-4 
days of rest, however, they are once more able to cast their full complement of spells and immediately set forth 
to renew their assault on the cage. 

The interior of the residence is the only area on this level where it is comfortable to dwell. The residence is 
comfortably fitted with furniture hauled down from the surface. The temperature within is controlled by 
magical means, as is the lighting. Most of the hallways and rooms are dimly illuminated by a pale yellow glow 



  

coming from the ceiling. The exceptions to this are the various bedrooms, guards quarters, and the gaol cells. 

Magical servants and several mundane followers of the magi maintain the residence. Some of these followers 
are men-at-arms who guard the magi when they travel through the mountain. A personal servant controls all 
the magical assistants and captured slaves. 

 
Map 9. Elestra's Residence. Match stairs by the yellow boxes with letters. 

Room 1. Dungeon - This is the guardroom for the gaol keeper, usually a pair of the Orc body guards. The Orc 
guards take turns performing guard duty down here and feeding the prisoners with slop. In the center of the 
room is a wooden round table with two simple chairs. The table is usually covered in food scraps and small 
bones, two poor quality knives, a clay jug of ale, three mugs, and a plate of partially eaten meat. On the wall 
beside the stairs is a locker with iron manacles, heavy chains, a ring of keys, four batons, a whip, and black 
hoods. In the back corner of the room is a small table with a bucket of slop and a ladle. The floor is very dirty 
and covered in scuff marks from prisoner beatings. There is a small stone fireplace with a large rock that glows 
red with heat. On the opposite wall is a pair of manacles securely attached to the wall. 

Room 2. Prison Cells - The heavy oak door to this cell is locked with a padlock. The key to the lock is in 
room 1. The door has a small window with a grating so that guards can peer within without opening the door. 
Inside the dark room has a variety of unpleasant odors, including dirt, feces, urine, decaying straw, and sweat. 
The stone floor is covered in scattered straw, small animal’s bones, broken pottery, and skittering insects. The 
room contains a stone bench covered in a thin layer of straw and a poor blanket, a basin in the wall with dirty 
water, and a depression in the floor to serve as a lavatory. 

Only cell 2b contains a prisoner. He is lying uncomfortably on the stone bench with a hood over his head and 
his legs and wrists chained together with manacles. He is an escaped prisoner from the Fire Giant level and 
proved a serious threat when he slew one of the Orc guards barehanded. Since that time he has been beaten 
repeatedly and sports a number of serious injuries. He is dirty and unkempt, with bleeding wrists and ankles, 
and many bruise marks. However, a certain sparkle of defiance still shows in his eyes. If healed he could prove 
a useful ally. 

William d’Or, human male R3: AC 10; MV 12”; hp 2(21); THAC0 18; #AT 1; Dmg by weapon type; Str 15, 
Dex 17, Con 14, Int 11, Wis 15, Cha 13; SZ M; ML 11; AL NG; XP 65; WP: Scimitar, Long Bow, Dagger; 
NWP: Animal Lore 11, Hunting 14, Riding 18. 

Room 3. Large Cell - The heavy oak door to this room is locked with a padlock and there is a small opening 



  

that can be slid open to peer within. Doing so, however, will reveal only darkness and an unpleasant odor. The 
door opens onto a platform that overlooks the rest of this fairly large room. When a light enters the room, a 
collective moan erupts from the mass of prisoners caged in this cell. These are escapees from the Fire Giant 
level that have been captured by Pyr and Elestra during their infrequent outings. Elestra plans to release them 
at a later date for a ransom, but for now the prisoners are merely an unfortunate burden that need to be looked 
after. 

17 Prisoners, 0-level human: AC 10; MV 12”; hp 2 each; THAC0 20; #AT 1; Dmg by weapon type; SZ M; 
ML 7; AL N; XP 15. 

Steps on both side of the platform lead down to the dirty floor. There are five small stone benches along the 
walls, but most of the prisoners are forced to lie on the rat-infested floor. Below the platform is a stone trough 
filled with dirty water. A pair of wooden buckets serve for waste disposal and are emptied out once a day at 
feeding time. 

Room 4. Wine Cellar - To the left, a set of stone stairs lead down to a wine cellar. The low wine rack runs all 
the way around the lower floor and is about a quarter full of wine bottles. Most of the bottles are new additions 
recently brought in during a supply mission. In a square hole in the wall to the right is a pit in the floor that 
serves as a commode for the servants. There are two doors leading to the two servants quarters. 

Room 5. Servants Quarters - These simple, clean rooms are quarters for the servants who maintain the 
residence. With the exception of the head servant Tristen Shalkie, these six servants were recruited from the 
escaped slaves being held in room 3. They proved the least resistant to command by Shalkie, but have 
performed poorly as servants and are frequently beaten for their ineptitude. 

6 Servants, 0-level human: AC 10; MV 12”; hp 3 each; THAC0 20; #AT 1; Dmg by weapon type; SZ M; ML 
9; AL N; XP 15. 

Tristen Shalkie is the head servant of the magi, and was personally recruited by Elestra from the northern 
cities. Compared to the other servants, Tristen is well treated and has the most comfortable bed and best 
clothing. While not exactly a formidable opponent, she is familiar with the operation of all the magical 
servants and wards of the residence. Thus she can put up quite a delaying action through hit and run tactics. 
She is also very attractive and skilled in the arts of seduction, something she will use against unsuspecting 
males to effect her escape. 

Tristen Shalkie, human female T2: AC 10; MV 12”; hp 7; THAC0 20; #AT 1; Dmg by weapon type; Str 9, 
Dex 11, Con 10, Int 14, Wis 12, Cha 16; SZ M; ML 12; AL CN; XP 35; WP: Whip, Dagger; NWP: Disguise 
15, Etiquette 16, Gaming 16; Thief Skills (Unarmored): PP 15%, OL 15%, F/RT 5%, MS 45%, HS 30%, DN 
20%, CW 75%, RL 35%; whip, dagger, ring of servants. 

Room 6. Council Chamber - This square room contains a large wood table surrounded by a dozen good-
quality chairs. It obviously required a good deal of work to bring the table down into this room, as it is heavy 
with thick legs. There is a small stack of maps and documents scattered about the top. There is a small 
fireplace in which a large brick glows red with heat. In a niche in the wall is a chair for a guard. Unless the 
alarm has been given, this chair has a 75% chance to be occupied. 

The documents are requisitions for supplies, a report about some sort of significant troop movements in the 
north, a letter complaining about late payments, a scrap of scroll paper with indecipherable notes, and several 
worn maps. The later includes a trail map of passes through a mountain range, a street map of some port city, 
and a coastal map. 

Room 7. Commode - This chamber serves as the commode for the leaders of the residence. The room is clean 
and has very little smell apart from a faint odor of something burnt. There are three wooden seats with holes 
for chamber pots, all separated by short walls. (Upon standing up from a seat, the waste is automatically 
burned with a magical blast of flame that shoots part way up to the ceiling. Pyr, the Fire Elementalist, 
implemented this power.) On the opposite wall is a small table with a wash bowl and several cloth towels. 

Room 8. Lounge - This warm and cosy room has two stuffed chairs, a comfortable sofa with several throw 
pillows, and a fine cabinet. The two chairs are sat facing a nice fireplace in which a magical flame is burning. 
There is a rectangular carpet on the floor in front of the sofa depicting a battle between a knight and a dragon. 
Hanging from the walls are several fine tapestries with scenes of a castle, a storm-tossed ship, and a pair of 
unicorns. The cabinet contains two fine carafes of wine and a set of crystal drinking goblets. Unless the alarm 
has been given, there is a 25% chance that one or more of Pyr, Elestra, Barnard, and Grundal is relaxing in 
here. 

Room 9. Recreation Room - This room contains a pair of simple wood tables and benches, plus a cabinet and 
a shelf. The tables are covered with a deck of cards, gambling dice, and a fine board game made of ivory. The 



  

cabinet contains a large corkboard for knife throwing. On the shelf are a jug of ale and a set of drinking cups. 
On the far wall is a fireplace in which a brick glowing red with warmth. 

Room 10. Meditation Chamber - The floor of this room is covered by a large carpet that has an elaborate, 
repeated pattern. There are several large pillows surrounding a brass device with several tubes for smoking. If 
the smoke is inhaled for several minutes, it produces a temporary meditative state that enhances Intelligence by 
1d6 points, with the points lost at the rate of one per hour. After the state wears off, however, the character 
must make a Wisdom check or be unable to resist the urge to return here and smoke some more. 

Room 11. Guest Bedroom - This small room is a chamber for respected visitors. Thus far is has seen little 
use, but Tristen makes certain it is well kept up. Currently a scholar from a northern port city is temporarily 
occupying the room. Barnard Sterns, a close personal friend of Pyr, is currently visiting to observe the effects 
of Elestra's new ritual of release spell. As yet Barnard has little interest in the ramifications of the ritual, as he 
is too wrapped up in studying this inventive new use of magic. He has little interest in combat and will only 
fight for self-preservation. 

Barnard Sterns, human male W (T) 5: AC 10; MV 12”; hp 7; THAC0 19; #AT 1; Dmg by weapon type; SA 
spells; SD spells; Str 10, Dex 8, Con 10, Int 15, Wis 12, Cha 10; SZ M; ML 9; AL LN; XP 975; Memorized 
Spells: 1st-Charm Person, Color Spray, Comprehend Languages, Magic Missile, Shocking Grasp; 2nd-
Darkness: 15’ Radius, Scare, Shatter; 3rd-Blink, Wraithform; club, ring of levitation. 

The bedroom contains a cosy four-poster bed, a wash stand with a china basin and decanter of water, a cabinet 
for hanging clothing, and a writing desk with some parchment and writing tools. The cabinet currently contains 
a cloak, some worn travel clothes, and a shoulder pack with supplies and a spell book. (The spell book contains 
the spells: blink, charm person, color spray, comprehend languages, darkness: 15’ radius, detect magic, erase, 
item, knock, light, magic missile, read magic, scare, shatter, shocking grasp, strength, windwall, and 
wraithform.) At the foot of the bed is a plain oval rug with a pair of well-worn sandals. In the corner is a 
fireplace that contains a glowing red brick. 

Room 12. Library - The personal library of Elestra and Pyr have been brought here after many years of work 
by hired laborers. In the center of the room four armchairs surround an exquisite marble statue fountain. 
Between the door and the statue is a reading stand with a large tome open on top. The floor of this room is 
covered in finely polished marble tiles. Thick shelves formed out of stone cover most of the walls. The room is 
even better illuminated than the remainder of the residence. 

There are at least sixty heavy tomes standing on the shelves, as well as many scrolls. The tomes include many 
learned books on the elements, a history of magic, powers of the different colleges, specialized rituals, 
information on magical creatures, the manufacturing of magical powders and spell components, planar travel 
stories from elementalists, details on summoning and controlling elemental creatures, and a multi-volume 
history of the north lands. 

Hidden in a secret, wizard-locked cache behind a sliding shelf are the multi-volume spell books of the 
Elementalists. These nine spell books are also protected by Fire Trap spells cast at seventh level. A tenth book 
is poison needle trapped with type E toxin, and contains the complete formula for the Ritual of Release. The 
collection of spells would form a handsome addition to any wizard’s library. They include a number of spells 
not widely known in the northern wizard’s circles. 

The scrolls contain all manner of magical knowledge and formula for constructing spells and rituals. There are 
also several fragile scrolls of erotic art and writing. Finally, there is a multi-volume personal scroll log of 
Elestra's that describes the many false leads she took while researching the Ritual of Release. Much of this 
material would be very valuable to an elementalist, sage, or other practitioner magic practitioner. However the 
individual tomes are very heavy due to their thick bindings. 

The reading stand holds a large book of dread rituals. The cover of this tome is made from a black hide that is 
very rough to the touch. In the center of the front cover is an embossed image of a demonic-looking creature. 
Rubies are embedded where the eyes would appear and they glow faintly. Anybody attempting to examine 
several pages of this tome without previously using the smoke device from room 10 must save versus spells or 
suffer extreme confusion, nausea, and clumsiness lasting for several hours. For each point by which the PC 
failed the saving throw, the character’s Dexterity and Intelligence are lowered by one. The characteristics 
recover one point per hour thereafter. 

The statue is magical and depicts a nubile maid pouring water from a decanter into the pool in which she 
stands. She is looking down but facing toward the empty back of the room. Within the pool swim several small 
but colorful fish. The pool and flowing water were created by a permanent illusion spell. 



  

If anybody appears to search the bare back wall between the bookshelves, or opens the secret door by pulling 
on a nearby false book, the statue will animate and attack. (The statue will not animate when either Pyr or 
Elestra is present.) This is intended to prevent anybody from escaping through the back exit with any of 
Elestra's or Pyr's valuable books. The secret door leads to an escape tunnel. (See room 17.) 

Animated Statue: AC 0; MV 3”; HD 2; hp 12; THAC0 19; #AT 1; Dmg 1d6+1; SD feign death; SZ M; ML 
19; MR 25%; AL N; Int 4; XP 175. 

There is a one in six chance that Pyr, Barnard, or Elestra will be in this room studying one of the tomes or 
scrolls. 

Room 13. Laboratory - This cluttered room serves as a laboratory for both elementalists. It is very cluttered 
and rather warm. Unless the alarm has been given, there is a one in three chance that at least one of the 
elementalists will be in here doing research. 

In the center of the room is an L-shaped bench covered with all manner of mysterious implements. A careful 
search will unveil a large jar of charcoal, a wide clay bowl blackened with soot, a glass dish covered in resin, 
long tongs, an open scroll covered in elemental magic symbols, heavy gloves, a sparker, flint and steel, a small 
copper bath, a blackened iron poker, an oil lamp, and a rack with several flasks of ashes. Near the elbow of the 
bench is a low square brick platform that supports a brazier. The flame from the brazier illuminates the room in 
a dim, flickering orange glow. 

Along the south and west walls is another L-shaped bench covered with slate and many more magical 
apparatus. There are a number of jars and other containers filled with various powdered materials and 
minerals. There is also an alembic, a balance, several unusual rocks, rough pieces of chalk, a lump of quartz, 
pots of clay, some small hammers, clamps, a tong, two chisels, pestle and mortar, an hour glass, a large flask of 
clear acid with a dropper, gloves, a heavily scratched glass plate, several worn strips of leather, partially melted 
candles, and various vials and pieces of glass tubing in a rack. One of the large jars contains a mysterious lump 
of black rock that moves and changes shape. (This is a lump of ‘primordial’ elemental earth.) 

Besides the bench is a tall cabinet with more shelves of rocks, partially filled jars and vials, assorted tools, and 
a bucket of water. In the back of one of the cluttered shelves is a wood case. Inside are several uncut 
gemstones that Elestra has unearthed during her exploration of the caverns. Most are poor quality but a couple 
of the emeralds would produce very fine gemstones if cut by an expert. 

A heavy bookcase stands next to the door. The bookcase contains a pair of weighty tomes taken from the 
library. It also includes a number of scrolls containing the current research notes of Elestra and Pyr. The notes 
of Elestra are written in her private code. 

On the north east wall is a semi-circular barrier filled with what appears to be white sand. This sand is very 
fine and is used to slowly cool melted items. A search through the sand will turn up a few lumps of very pure 
metal ore, mostly iron and copper. One of these lumps, however, is a small lump of platinum. This special 
piece platinum will magically shape itself into any form desired by the holder. The other magical properties of 
this piece were nullified by the treatment it received during Pyr's research. At the DM's option the piece can be 
restored to full power if mended. The piece was a changeling medallion. (See Appendix C.) 

In the back corner are two smaller tables with single drawers. The one on the right is covered in loose pieces of 
parchment on which are scribbled various mysterious symbols and notes written by Elestra. The drawer 
contains more parchment and writing tools. The table to the left holds three large flasks of clear lamp oil. In 
the drawer is a leather bound personal journal of Pyr. 

On the far back wall a large, complex glyph covers much of the rock. This glyph emits magic that will deliver 
a severe burn if not deactivated by a common word. When touched by anybody except Pyr or Elestra, the 
glyph will explode in a burst of flame that does 4d6hp of damage in a 10’ radius. A successful saving throw 
versus petrification will reduce the damage by half. The glyph hides a button that opens a secret panel leading 
to the escape tunnel. (See room 17.) 

Room 14. Pyr's Quarters – There is a one on three chance that Pyr will be encountered here if the alarm has 
not been given. There is a short flight of stairs leading up to this room from the main door. This chamber is 
notable for being decorated entirely in orange. 

At the back of the room is a good four-poster bed with its orange curtains secured back with tie straps. In front 
of the bed is a large orange chest. On either side of the bed is a nightstand that supports an orange candle. (The 
candle is actually magical in nature and never runs out of wax.) One of the nightstands also has a snuffbox. 



  

Opposite the bed is a stone fireplace with a brick glowing red with heat. On the wall besides the stairs is a large 
cabinet. Two small tables stand on either side of the far door. In the corner is a chest of drawers. Orange-dyed 
cloth curtains hang from the ceiling in various places, covering parts of the wall. 

The large chest is protected by a fire trap spell. It contains Pyr's purse, some private memorabilia and 
correspondence, some drawing materials and a set of good quality sketches of denizens from this level. There 
is also a money belt with some gems hidden in the pockets. Finally, there is a very unusual stylized knife with 
a garnet in the hilt that appears to be a masterwork. (The knife is not magical, but will keep a good edge and 
bring a fine price from an arms collector.) 

The cabinets and the chest of drawers contain many changes of clothing, all of them orange somewhere in the 
pattern. The garb is very good quality, and even the outdoor clothing is well made from expensive material. 
One of the tables contains a wash stand, towels, and shaving kit, while the other has a shaving kit and a bottle 
of scented water for when Pyr takes a bath. There is an oval mirror hanging on the wall. 

The back door leads to a closet of sorts where Pyr stores his travel gear. From the closet a secret door opens 
into room 10. 

Pyr Lowbirn, human male W (Fire) 7: AC 10; MV 12”; hp 19; THAC0 18; #AT 1; Dmg by weapon type; 
SA spells; SD spells; Str 10, Dex 12, Con 10, Int 15, Wis 12, Cha 12; SZ M; ML 11; AL LE; XP 1,000; 
Memorized Spells: 1st-Burning Hands, Dancing Lights; 2nd-Stinking Cloud; wand of magic missiles (12 
charges), ring of fire resistance, scroll (1st-shocking grasp; 2nd-forget; 3rd-clairvoyance; 5th- shadow door), 
knife. 

After 3-4 days following a casting of the ritual of release Pyr will once gain be able to memorize a full 
complement of spells: 1st-Affect Normal Fires, Burning Hands, Dancing Lights, Feather Fall, Fire Burst; 2nd-
Flaming Sphere, Pyrotechics, Stinking Cloud, Whispering Wind; 3rd-Fireball, Flame Arrow, Melf’s Minute 
Meteors; 4th-Fire Charm, Fire Shield; XP 2,000. 

Pyr is an experienced and accomplished magus of the element of fire. He discovered the trapped demi-god 
nearly two decades ago and has been seeking a means for its escape ever since. In his alliance with Elestra, he 
is the weaker of the two magi. However, his assistance has been essential for withstanding the conditions on 
the fire level. He has been lending his spell energy to Elestra for the repeated casting of the ritual of release, 
and so he is also greatly weakened. He will instead rely on magic items for defense. 

Room 15. Terror Room - This eerie hexagonal room has three identical bronze-plated doors in the corners. 
These three doors are icy to the touch and have no knob or handle. The intermediate stone walls are literally 
covered in magical runes glowing a faint blue color. The chamber is uncomfortably cold and has an 
unidentifiable odor. In the center of the room a two-meter diameter bronze ring is imbedded in the floor. 

This chamber is Pyr's ultimate defense in case he is cut off from escape. Stepping into the iron ring and 
speaking the word "Kalfen" will activate a cylindrical force field about the ring. (Saying "Neflak", Kalfen 
backwards, will release the force field.) Speaking the word "Laxos" will open all three bronze doors and 
release three Blazing Terrors that have been locked inside specially warded ice cages. 

3 Blazing Terrors: AC 3; MV 15”; HD 3+3; hp 14, 19, 22; THAC0 17; #AT 1; Dmg 1d12+1; SA screech; SD 
special; SZ M; ML 10; AL N; Int 5-7; XP 270. 

These cat-like creatures are pure white like snow and burn with a freezing flame. They have been driven mad 
by their captivity, which is maintained by the suppressing runes on the walls. They will mindlessly attack any 
targets in the room. Eventually they will escape through the only exit and fight their way out of the residence. 

Room 16. Elestra's Quarters - Elestra has a 40% chance to be encountered here if the alarm has not been 
given. This room is notable for it's cleanliness and orderliness. Everything is placed "just so" as if a lot of time 
had been spent arranging every item. 

On either side of the main entrance to this room is a fine marble statue similar to the one in the Library. The 
one on the right is a muscular athlete. On the left the statue is of a scholar dressed in flowing robes. Neither of 
these is magical, although they could make the party nervous if the one in the library attacked them. 

Located in the center of the far wall is a fine four-poster bed with heavy curtains drawn back with straps. On 
one side of the bed is a nightstand with a magical lamp that illuminates the room. At the end of the bed is a 
footlocker with a padded lid. Against the left wall is a polished oak cabinet. Behind the cabinet is a brick 
fireplace with a large brick glowing red from heat. On the opposite wall are a chest of drawers and a curio 
cabinet. Several fine portraits hang around the room. 



  

The fine cabinet, chest of drawers, and footlocker contain good clothing suitable for slender woman. The 
cabinet also contains a wooden box containing a hairbrush, hand mirror, and a bottle of perfumed water. Most 
of the clothing is outdoor garb, but some finery is also included for entertaining guests. 

The curio cabinet contains some ancient artifacts collected by Elestra during her travels. Some of these are 
very unique and would undoubtedly bring a good price, including a war club, a fertility figurine, and a polished 
rune stone. There is also an unusual bone comb that is very attractive to the eye. This is a magical comb of 
radiance, but so far Elestra has found little use or need for this implement. 

In the back of the bedroom is a secret door that leads to an escape tunnel. An oil painting of a young Aldar 
hangs from this door, a constant reminder to Elestra of her ultimate mission in this place. The switch to open 
this door is concealed behind the ear of one of the statues. 

The nightstand has a single drawer and a bottom completely encased in a thick wooden grille. On top of the 
nightstand is a mosaic of eight square hardwood tiles each inscribed with an unusual symbol. One of these tiles 
appears to be missing. Careful examination reveals that sliding them into the open slot can move about the 
pieces. A detect magic spell will show that the puzzle is magical. Proper arrangement of the tiles will allow the 
top drawer to be opened. 

If the tiles are not in the proper sequence, then pulling on the handle of the top drawer will activate a type D 
poison gas trap that is released from the wood grille in the bottom. (Due to the number of permutations, there 
is only a 2% chance the tiles will be in the proper arrangement if re-arranged at random.) The tiles magically 
re-arrange themselves each time the drawer is shut. Smashing the nightstand will automatically activate the 
trap and could smash the potions inside. 

Inside the nightstand drawer is a jewel case, a wooden box, a large scroll wrapped in a leather cover, a small 
crystal box containing a locket of Aldar's hair, and a large money purse. The jewel case contains several pieces 
of fine jewelry worn that by Elestra on rare occasions, but are mostly for her to admire. The purse contains a 
considerable sum of money in small denominations and is used to pay her guards and their commander. 

The wood box is lined with red velvet and contains eight slender vials of potion. These are animal control, 
clairaudience, climbing, dragon control, healing, oil of slipperiness, philter of persuasiveness, and sweet water. 
The contents of each vial are marked in Elestra's secret code. There is room in the case for more vials, and 
these are carried on Elestra's person when not in this room. 

The scroll contains the complete procedure for the Ritual of Release. Elestra developed this complex, special 
purpose spell after several years of research. A careful study of the scroll by somebody familiar with Elemental 
Magic will reveal that the spell draws upon the powers of the earth to perform a powerful cumulative 
transformation on the magical energy in the cage. An unfortunate side effect of this transformation is a more 
powerful form of the Earthquake spell that effects everything within several kilometers. 

Elestra Durnham, human female W (Earth) 9: AC 5; MV 12”; hp 23; THAC0 18; #AT 1; Dmg by weapon 
type; SA spells; SD spells; Str 9, Dex 14, Con 11, Int 16, Wis 15, Cha 12; SZ M; ML 11; AL LE; XP 2,000; 
WP: Quarterstaff, Dagger; NWP: Ancient History 15, Ancient Languages 16, Engineering 13, Herbalism 14, 
Reading/Writing 17, Riding 18, Spellcraft 14; Memorized Spells: 1st-Magic Missile; 2nd-Summon Swarm; staff 
of deception, dagger, pouch (5 semi-precious stones, 31gp), potions (healing, speed, levitation). 

Elestra is a formidable magus of the earth element. She is familiar with most of the spells of the college of 
elemental earth and has a brilliant mind. However, repeated castings of the special ritual needed to release 
Khuldark drained her magical abilities. She will instead rely primarily on her magical staff and potions to face 
any foes. 

After 3-4 days following a casting of the ritual of release Elestra will once gain be able to memorize a full 
complement of spells: 1st-Armor, Fire Burst, Fist of Stone, Magic Missile, Spook; 2nd-Glitterdust, Insatiable 
Thirst, Maximilian’s Earthen Grasp, Summon Swarm; 3rd-Alamir’s Fundamental Breakdown, Fireball, 
Maximilian’s Stony Grasp, Wraithform; 4th-Dig, Fire Shield, Stoneskin; 5th-Conjure Elemental, Ritual of 
Release; XP 3,000. She will normally have the Armor and Stoneskin spells active. 

She has spent many years burning with anger over her rejection by Aldar. Elestra blames Shadara for his 
rejection and is now obsessed with gaining revenge over her rival. The magi also suffer from an obsessive-
compulsive disorder that causes her to repeat certain actions many times, usually unnecessarily. These actions 
including cleaning herself, straightening up her quarters, checking items that have been packed away, and so 
on. She is very embarrassed by this disorder and will rarely spend much time in public places as a result. 

Room 17. Escape Tunnel - This secret tunnel was created as an emergency escape route in case the residence 



  

is compromised. Only Pyr and Elestra are aware of its existence, as the builders had their memory of its 
construction magically erased by means of a scroll. A small, natural gas flame opposite the door to the 
laboratory provides the only illumination. 

The cabinet in the wider section of the tunnel next to Elestra's quarters contains essential escape supplies for up 
to four people. These include sturdy packs, blankets, bed rolls, a tarp, winter clothing, hard leather boots, fur 
cloaks, walking staves, daggers, rope, grappling hook, two short swords, a crossbow and quiver with 20 
quarrels, climbing picks, candles, flint and steel, dried rations, full water skins, a snuff box, a purse with some 
coins and a few gems, a bottle of common wine, and two travelling spell books with a limited selection of 
elemental magic spells. 

The tunnel quickly narrows until it is only a meter in width and barely tall enough to stand up. It is straight for 
the most part but passes through some natural limestone caverns. When it reaches the outside, it exits through a 
narrow crack that runs for a hundred meters up the mountain face. By scrambling down the crack, it is possible 
to reach the ground safely. The exit is only a few kilometers east of the Dwarf Citadel of Guernfast, but safely 
out of sight of the besieging army. 

Room 18. Guard station - A guard is permanently stationed outside the door to Elestra's quarters. There is a 
wood chair here for the guard to stay seated, but normally the Orc will pace along the nearby hallway. 
Opposite the chair is a crack in the wall that leaks water. Elestra created a depression below the crack to catch 
the water in a pool. Occasionally something splashes in the water, causing the pool to slop over the rim. This is 
due to a minor elemental cantrip that Elestra applied to the base of the pool as an amusement. The water is 
very cool and refreshing. 

Room 19. Summoning Chamber - This large, high-domed chamber is completely empty of furniture or 
decorations along the wall. Despite the chill, there is a faint odor of something burning. A large, silver pentacle 
is imbedded in the floor, surrounded by two concentric silver rings with magical runic characters in between. 
The interior of the silver pentacle has been painted orange, but the finish is blackened and cracked as if from a 
great heat. A faint, wispy red glow appears to hover just above the pentacle but otherwise the chamber appears 
unoccupied. Pyr and Elestra use this pentacle to summon and hold elemental creatures. The red glow is the 
aftermath of a recent summoning. 

Room 20. Circle of Protection Chamber – There is a 5% chance that Elestra or Pyr will be in this room 
performing a summoning. Two concentric silver circles have been imbedded in the floor with magical runes in 
between. This is used as a circle of protection when an Elemental creature is summoned in room 19. The room 
also has a glowing brazier, a table with several bowls of various powders, and a large gong in the corner. 

To the northeast is what appears to be a collapsed tunnel. This was to be a further extension of the residence by 
Elestra, but the rock turned out to be too weak to withstand the earthquakes. Several workers are buried 
beneath the debris, along with mining tools and other equipment. 

Room 21. Incinerator - To the left as you step into this room is a short set of stairs leading down. At the 
bottom are rows of rack with drying pieces of giant toadstool trunks. Straight ahead is a bronze incinerator 
with a chute attached for sliding in debris. The incinerator has a chimney attached to a hole in the ceiling. Back 
in a niche in the corner is a cabinet containing a shovel, brush, axe, several work gloves, and flint and tinder. 
This incinerator is used both to dispose of trash and to produce charcoal for Pyr's magic. 

Room 22. Display Room - This chamber is the location of the final piece of the Elven Mage statue. Elestra 
found the shard on the Saugathar level and brought it here to study. She has no idea of the true purpose of the 
stone. The elementalists used this crystal to research their ritual, as the stone was created by the god and is 
directly linked to his power. Now however, they have little need for the rock and it was left here for guests to 
admire. 

Several open display cases are arranged around the sides of the room. These hold many relics recovered from 
the Saugathar level, including stone tablets, pieces of crude statues, several chunks of rock carved in distorted 
Saugathar expressions, rusted tools, and an unusually fine jade figurine. The later is a statue of Khuldark and 
was created by a master craftsman. Unfortunately it also carries a very powerful curse. Whenever the magic 
statue is examined under an open night sky it will summon a Shadow. 

Shadow: AC 7; MV 12”; HD 3+3; hp 17; THAC0 17; #AT 1; Dmg 1d4+1 plus special; SA strength drain; SD 
+1 weapon or better to hit; SZ M; ML special; AL CE; XP 650. 

Finally there is a Fire Giant's huge round shield, elaborate bronze breast plate and great Falchion hang upon the 
far wall. This sword is nearly new and still has the scarlet tassel attached to the hilt. The shield shows some 



  

burns marks and the breastplate and sword have been methodically cleaned to a fine polish. 

An Unseen Servant is busy dusting this room and cleaning up the floor with a broom. 

Room 23. Main Entrance - The main entrance to the residence consists of a sturdy wood bridge across a 
chasm. At the end of the bridge is a wide ledge with a large oak door reinforced by iron bands. This door is 
protected by two stone golems shaped like gargoyles. The golems stand stationary atop marble pedestals to 
either side of the door. The walls to either side of the door appear to have melted and then set the result of the 
magic that was used to carve out the residence. 

The door holds a magical knocker, shaped like a lion's head, which grips a large, fluted iron ring through its 
nose. When rapped, the knocker asks the visitors their business here. If they speak the secret word "Dharax" 
the door will swing open. Otherwise, after a few moments, the golems animate and attack the intruders until 
they are driven across the bridge. There is no keyhole in the door and it is sturdy enough to withstand a 
battering ram. 

Four narrow arrow-slit openings can be seen above the door. No light can be seen in these openings as they are 
covered from the other side by heavy black drapes. Should one member of the party find a way through these 
openings, they will have to confront the Orc guards before they can try to sneak down and open the door from 
the inside. The arrow slits lead to room 40. 

The elementalists occasionally make a foray into the fire level other than to perform the ritual of release. When 
this happen they will leave by the main gate. (See the encounter table at the end of this Act.) 

Room 24. Gate Tunnel - This arched passage leads from the main entrance into the larger main hall ahead. 
Unfortunately a solid iron portcullis blocks the way. This gate can be hauled up through a gap in the ceiling by 
means of a winch in room 40. The granite floor, walls, and ceiling all have a sleek finish like wet limestone. 
There are several murder holes in the ceiling above, with a dim light from room 40 illuminating small areas on 
the floor. A whistling wind blows constantly through this passage, even when the large oak door is closed. 

If the guards above are alert to the presence of the characters below, they will pour crossbow bolts through the 
murder holes. A deep, sonorous ringing will come from somewhere deep in the residence as the alarm is rung 
to alert the guards. The guards will first see to the safety of the two elementalists, then form two strike forces 
to attack the intruders. Group one will consist of Elestra, Grundal, and four Orc guards. Group Pyr will consist 
of Pyr, Sakar, and four Orc guards. They will search room to room, beginning with the gate tunnel. The two 
guards in the gate room will remain in place. The other four will patrol between rooms 6 and 18 so they can 
guard the key rooms. 

Room 25. Entrance Hall - This wide, dimly lit corridor leads off to the left and right before narrowing. There 
are doors leading to a commode, the dining hall, and the gate tunnel. The small guard's commode is cold, 
poorly lit, and has an unpleasant odor. There is a small wooden cabinet mounted on the wall near the 
portcullis. This contains three hooded lanterns enchanted with a permanent spell of illumination. Two of the 
magical lights have faded somewhat over the years and now the glow is scarcely brighter than an oil lantern. 
The third is a new addition, and glows as brightly as a bonfire. 

Room 26. Dining Hall - This room is occupied by a long, polished table surrounded by fine chairs. In the 
center of the table is a cloth cover with a crystal decanter and several crystal goblets. Along the wall are two 
low cabinets containing various bottles of wine and other beverages. In the center of the long wall is a great 
stone fireplace in which burns a warm fire. This fire is actually a tiny, harmless Flame Enzine who was 
magically trapped here by Pyr to warm and illuminate the room. An Unseen Servant is busy cleaning up this 
room. 

Flame Enzine: AC 5; MV 3”, 15” Fl C; hp 1; THAC0 20; #AT 1; Dmg 1; SZ T; ML 5; AL N; XP 7. 

Room 27. Guard Room - There is a 75% chance that 3-6 guards will be on station here. In the center of this 
room stand two heavy wooden tables surrounded by two long benches. The tables are covered with plates of 
half-eaten food, some cutting knives, several mugs of ale, and several clay pitchers. The servants periodically 
refill the pitchers. Scraps of food cover the floor. Several cloaks are hung from pegs on the wall. In the corner 
a fireplace emits heat thanks to a brick glowing red. A block of wood hung from the wall next to the fireplace 
serves as a knife-throwing target. 

Room 28. Lower Barracks - This room has an unpleasant musky odor and the squeaking of rats can be heard 
coming from the back. These are quarters for ten of the Orc bodyguards. They are normally found in the guard 
station when they are on watch. At least four of the mercenaries and Grundal accompany the magi whenever 



  

they leave the residence. 

10 Orc Guards: AC 6; MV 12”; HD 1; hp 3, 1, 1, 2, 6, 6, 7, 1, 2, 1; THAC0 19; #AT 1; Dmg by weapon type; 
SZ M; ML 12; AL LE; XP 15; battleaxe, ringmail armor, shield, 6ep. 

There are five sets of simple double bunks arranged along the walls with a large chest at the foot of each bunk. 
The bunks have only a tattered blanket that covers a thick layer of straw. Each oak chest is shared by both 
bunkmates and contains several articles of poor clothing, some knives, belts, boots, and cloaks, and a few Orc 
personal effects of no particular value. The garb has not been washed for several weeks and has an unpleasant 
animal odor mixed with sweat. There are three small tables along the walls that hold clay mugs and small 
barrels of ale. In the middle along the right wall is a fireplace that holds a brick glowing red-hot. There are 
hooks along the wall for holding the Orc weapons, armor, shield, and clothing when they are off duty. 

Room 29. Grundal's Quarters - When not on duty or relaxing on the lower floor, these are the quarters for 
the commander of the guard. Very spartan in appearance, this room contains some simple furniture including a 
large bed, two small nightstands, a footlocker, writing desk, and a cabinet. There is a large red banner hung 
above the bed crossed by two unusual spears, and the skin of a giant crocodile is spread across the middle of 
the floor. The wall has four large hooks for Grundal's armor, helm, shield, and weapons. In a small fireplace a 
brick is glowing red with heat. 

The writing desk has four drawers containing writing materials, various orcish correspondence with contacts in 
the north, a folded notice of bounty for Grundal's head, a carefully ordered collection of various curved knives, 
a money pouch (39gp, 71sp, 14cp), and a bowl filled with fangs and broken teeth of various sizes and shapes. 
In the central drawer a set of three exquisite ceremonial daggers is wrapped in a black silk scarf. Sitting on top 
of the desk is a writing pad, an inkpot and quill, and a pitcher of mead surrounded by two iron cups, all sitting 
on a square of golden cloth. 

A candle holder with a large, partially melted candle sits upon one of the night stands, while a bowl of water 
and a small face cloth sits on the other. The footlocker contains several articles of clean and meticulously 
folded clothing, some sturdy boots and gloves, plus a few personal effects. The cabinet holds two cloaks, a 
heavy jacket, cap, backpack, bedroll, some coiled rope, winter outdoor clothing, and three fine silk shirts. 

Grundal, half-orc F4: AC 6; MV 12”; hp 22; THAC0 17; #AT 1; Dmg by weapon type; Str 15, Dex 14, Con 
13, Int 12, Wis 11, Cha 13; WP Footman’s Flail, Spear, Falchion, Short Bow, Dagger; NWP Navigation 10, 
Riding 14, Survival 12; footman’s flail, brigantine armor, large shield, iron pot helm, dagger, 13gp. 

Room 30. Armory - In the center of the room stand two shelved racks with a collection of scabbards, three 
long swords, two falchions, a bastard sword, four war hammers, five battle axes, two large maces, a flail, 
morning star, staff, eight spears, a pole hook, two glaives, a pole saber, and two fauchards. Two dozen spears 
hang horizontally from bars along the ceiling. Six crossbows and four quivers of bolts hang from a case to 
either side of the room. Nine round shields, three pot helms, two sets of ringmail, and a studded leather jacket 
hang from hooks along the back wall. All of these items are well used. In the far right corner is a large 
sharpening wheel and a bucket of water. 

Room 31. Bathing Pool - Towels hang from pegs along the stairs leading up to this round chamber. At the top 
is a warm room containing a steaming pool of spring water. An enchanted stone at the bottom of the pool 
illuminates the room with a shimmering blue glow. The water is heated by natural volcanic processes and is as 
warm as human blood. On the shelf across the pool is a bronze decanter of bathing oil and several sponges. 
Elestra, Pyr, Grundal, and any visitors use this room for bathing and relaxation. 

Room 32. Kitchen – There is a 50% chance that the Dwarf cook from room 34 is working in this kitchen. This 
cosy room is almost uncomfortably warm, and has a pleasant odor of cooking food. In the back the sound of 
something bubbling can be heard. A faint smoky haze hangs in the air. 

There are two long wood tables near the door with various cooking tools. Pots and various baking implements 
hang from many pegs along the walls, and fill the space underneath. A set of shelves is filled with all manner 
of glass jars, clay cups, bins of nuts, liquid-filled bottles, measuring cups, packets of seasonings, bundles of 
herbs, bags of roots, small boxes, and bowls of spices. In the back is a tall oak cabinet with a pile of logs 
stacked besides it. The cabinet contains many clean bowls, plates, and cutlery for use in the dining hall. A large 
fireplace in the corner glows with a natural fire, which heats a large black pot hanging from an iron chain. This 
is the source of the bubbling noise and the pleasant cooking odor. The floor is kept meticulously clean by 
means of a broom leaning against the cabinet, but several mice and insect scavengers are still seen scurrying 
for cover. 



  

Room 33. Larder - If Duxille is not in the kitchen, there is a 5% chance she can be found here. Several large 
slabs of unidentified meat hang along the back wall from hooks. Barrels of grain, tubers, and salted meat and 
fish lie below. Shelves of bins with a multitude of different food containers line the side walls, including 
cheeses, crackers, biscuits, peppers, and seeds. In the back is a special chest that radiates magic. This chest is a 
food preserver that is well stocked with fresh fruit and vegetables. The squeaking of a mouse can be heard in a 
back corner. 

Room 34. Cook's Quarters - Unless Duxille is in the kitchen, there is a 90% chance she can be found here. 

This untidy room is in marked contrast with the kitchen. There is a comfortable bed that is covered in rumpled 
blankets and discarded clothing. A nightstand next to the bed contains a plate of partially eaten food, an 
overturned mug, and an oil lantern. A cabinet stands open against the wall with a pile of unwashed clothing, 
blankets, and towels lying in front. There is a small table with a disordered pile of dwarf cooking recipes on 
top. Buried underneath are various writing implements, a hairbrush, hand mirror, many loose coins, some 
cutlery, an ordinary iron ring, a butcher’s knife, and an overturned iron plate. 

The floor is particularly unkempt, with many bits of garbage lying scattered about. The head of a stag hangs 
from a plaque on the far wall, with several articles of clothing hang from the horns. A fireplace contains a 
brick glowing red with heat. The brick is partially buried in ashes and bits of charred wood. A bronze drying 
rack stands next to the fireplace with several articles of clothing draped across the bars. A plaid beret hangs 
from a peg on the back of the door. 

Elestra recruited Duxille from a northern city due to her cooking skills. She has come to regret her decision 
due to her fierce dislike of the Orc guards, the imprisonment of the escaped slaves, and generally poor 
treatment by Pyr. She is also very concerned about the earthquakes and Elestra's activities. At the moment 
however she has little recourse but to continue her work as the residence cook. She stays in her untidy quarters 
busying herself writing up disgusting new recipes to try out on the Orcs. Duxille is frumpy and unkempt in 
appearance, but is reliable and has a pleasant disposition when treated kindly. She constantly wears many 
layers of clothing as she is very uncomfortable in the cool, damp surroundings. 

Duxille, 0-level dwarven female: AC 10; MV 6”; hp 6; THAC0 20; #AT 1; Dmg by weapon type; SA as 
dwarf; SD as dwarf; SZ S; ML 10; AL LG; XP 15; knife; 24cp. 

Room 35. Well - A stone-lined well here provides most of the water used by the residents. There is a winch 
hanging from the ceiling that is used to haul up water by the bucket full. Several wooden buckets hang from 
pegs along the wall. The natural well is about 30’ deep, with sides widened by Elestra's magic. The water joins 
with a series of natural flooded caverns that hold nothing of interest. 

Room 36. Storage Room - This is a general-purpose storage room that is stocked with all sorts of items used 
by the residents. There are many casks of ale; boxes of candles; bolts of cloth; coils of rope; tinder and a stack 
of firewood for the kitchen; two barrels of charcoal; paint pots; backpacks; blankets; waterskins; dried animal 
hides; a wood box of carpentry tools; ingots of iron and copper; several rolled up rugs; a stack of mediocre oil 
paintings; bundles of parchment; a crate of heavy wooden pulleys and a winch; clay jugs of lamp oil; pots of 
tar; empty crates; balls of twine; a box of chalk; a sled leaning against the wall; several tarps; an oilskin jacket; 
a box of broken pottery; spare pots and pans; four large jars of salt; a lute; ladder; discarded oil lamps; wood 
carving of an owl; snuff box; shaving case; upright bronze mirror; a hammock; pavilion tent; crutches; chiurgy 
blades; box of soap; broom; and a pile of pillows. 

Room 37. Washing Room - This room is very warm and humid with many standing puddles of water on the 
floor. In the far corner of the room is a basin with washing rack for cleaning clothes. An unseen servant is busy 
scrubbing clothes by the basin. A number of articles of clothing are hung from bars mounted on the walls and 
lines suspended across the room. Several bricks in the fireplace glow red from heat. A bucket of water sits next 
to the fire. In the other corner is a trap door in the roof. A ladder leans against the wall below the trap door. 

Room 38. Meeting Room - A stone speaker stand is placed in the center of a stage with a short flight of steps 
on either wing. In front of the stage are several rows of stone benches. Red curtains cover the wall behind the 
stage. Magical lanterns on the back wall provide a spotlight effect centered on the speaker stand. Behind the 
curtains is a secret door. The latch to open the door is concealed on the speaker stand. The passage behind the 
hidden door leads to room 37. 

Room 39. Robing Chamber - This private chamber is used by Elestra and Pyr prior to entering a meeting in 
room 38. Thus far this room has seen little use since the elementalists have been busy trying to free Khuldark. 
Several fine robes hang from pegs along the wall. There is a wash basin, mirror, and a towel rack mounted on 
the wall. In the center of the room is a fine marble statue of a nubile woman. In the corner stands an ordinary 



  

staff. 

If any of the robes are disturbed by anybody except Pyr or Elestra, the statue animates and attacks relentlessly. 

Animated Statue: AC 0; MV 3”; HD 2; hp 9; THAC0 19; #AT 1; Dmg 1d6+1; SD feign death; SZ M; ML 19; 
MR 25%; AL N; Int 4; XP 175. 

Room 40. Guard Tower - This is the guardroom for watching the main entrance below. Two guards are 
stationed here at all times. Generally the Orc guards are not very diligent in their duties when Grundal and 
Sakar are absent, so the bridge is rarely being watched. A magical lantern hanging from a hook in the center 
illuminates the room. The arrow slits are usually covered by heavy black curtains to block the light escaping. 
There are several wood benches along the walls where the guards can relax between patrols. Hanging from the 
ceiling next to the lantern is a heavy iron winch mechanism to haul up the portcullis. There are a number of 
javelins, crossbows and quivers of quarrels hanging from pegs around the walls. 

Room 41. Alarm Room - A great, cylindrical bell hangs from a heavy chain suspended from the center of the 
arched ceiling. A long hammer is hung horizontally from two smaller chains and is positioned to strike the 
bell. When the bell is rung, the tone carries throughout the residence and can be heard for nearly a kilometer 
through the surrounding rock. In the back corner, a door opens into a commode for the guards. (See area 7 for 
more details.) 

Room 42. Guard Room - There is an 80% chance that some 1d3+1 of the orc guards are on station here. In 
the center of this room is a heavy wood table surrounded by four benches. The table is covered with plates of 
half-eaten food, several mugs of ale, and a bronze pitcher now nearly empty. The servants periodically refill 
this pitcher. A dull cutting knife has pinned a now dead rat to the table. Scraps of food cover the floor while a 
rat scurries along the wall. 

Room 43. Upper Barracks - A recent addition to the residence, Elestra decided to add some more guards and 
built additional barracks near the Guard Tower. This room quarters four orc guards in double bunks plus a bed 
for Grundal's half-ogre first lieutenant Sakar. There is a fireplace in the corner with a brick glowing red with 
heat. Along the wall is a small table with a cask of ale and some mugs. At the end of each bunk is a shared 
chest containing various articles of dirty clothing plus some personal effects. The clothing has an unpleasant 
musky scent mixed with sweat. 

Sakar's foot locker is padlocked and contains course but sturdy clothing, some personal effects, a leather pouch 
with 230sp and a nice lump of pink quartz worth 55gp. There are pegs over Sakar's bed for hanging his weapon 
and armor. The cleaned skull of a giant snake is hung from the wall along the side of his bed. 

Sakar, half-ogre F2: AC 6; MV 9”; hp 19; THAC0 19; #AT 1; Dmg by weapon type; SA +1 to hit, +3 dmg; 
Str 18/10, Dex 12, Con 18, Int 11, Wis 10, Cha 9; SZ L; ML 12; AL NE; XP 120; WP: Two-Handed sword 
(specialized), Flail, Dagger; NWP: Hunting 9, Mountaineering, Riding 13; two-handed sword, flail, dagger, 
brigantine armor, 5gp, key. 

4 Orc Guards: AC 6; MV 12”; HD 1; hp 3, 8, 7, 5; THAC0 19; #AT 1; Dmg by weapon type; SZ M; ML 12; 
AL LE; XP 15; battleaxe, ringmail, shield, 6ep. 

Room 44. Garden Room - A softly glowing magical light hanging from the very high ceiling illuminates this 
wonderful room. The ground is covered in a deep, rich layer of soil in which a variety of cultivated plants 
grow. There is a grass footpath with stepping stones that loops through the garden, allowing an enjoyment of 
the well tended, flourishing growth. Near one wall is a small pool filled with colorful fish. A slight breeze runs 
through the room, gently stirring the garden. 

In the back corner is a concealed door. The latch to the concealed door is hidden by a false rock. A skilled 
tracker can spot some foot prints leading back toward the wall with the hidden door. The door opens into a 
short passage with a trap door at the end, which opens on room 37. 

Room 45. Secret Entrance - There is a secret back entrance to the residence that is skillfully concealed on the 
outside by a rock-face camouflage. There is also a craftily hidden latch that is required to open the entry from 
the outside. 

This is the normal door used by Elestra when she leaves to perform another ritual in an attempt to release 
Khuldark. When this happens the two magi will have somewhat recuperated from their last attempt, and so 
more formidable. They will always be accompanied by several of their Orc bodyguards. 

However, sometimes the Orc guards are lazy and neglect to fully close the door when they re-enter the 



  

residence. There is a 20% chance that a small crack will be seen in the wall here where the door was left ajar 
during the day. 

Level Encounters 
There is a 20% chance per hour that one or more encounters will occur in this residence. To determine the 
encounter, roll on the following table: 

4d6 Encounter 

3-5 Barnard Sterns - See room 11. 

6-9 Servants - 1-3 running an errand 

10 Elestra Durnham - See room 16. 

11 Pyr Lowbirn - See room 14. 

12 Tristen Shalkie - See room 5. 

13 Mixed group - Roll 1/2d6+1 on this table. 

14 Roll twice on this table for separate encounters. 

15-17 Guards - 1-2 on patrol 

18-19 Guards - 2-5 changing watch 

20 Grundal - See room 29. 

21 Sakar - See room 43. 

22 Duxille - See room 34. 

23 Eerie Assistant - Sweeping the hallway with a broom. 

24 Guards and Slave - Two guards are dragging along a beaten slave. 

Khuldark's Throne 

This level consists of the former palace of Khuldark and his minions. A few centuries later this complex was 
discovered by the mining activities of the Fire Giants. These towering beings quickly cleared most of the 
rooms of obstacles and made the place their own. (A few of the rooms are either too well concealed or are 
protected by formidable guardians.) The Giants have since been expanding their holdings ever since and using 
captured slaves to serve their whims. 

Because the fire giant community poses such a formidable threat, any exploration of this level will quickly 
place the characters in a dire situation. For this reason only the first room is detailed. The remainder of this 
level and what lies further below is left to the whims of the DM, should the characters survive to reach that far. 

1. Throne Room 
This immense chamber was the throne room of Khuldark. Two parallel rows of immense rock pillars support 
an arched ceiling high overhead. The floor is made of polished black marble inlaid with simple, repeated 
patterns of white marble. The entire chamber is illuminated by an eerie blue glow coming from the top of the 
pillars. 

At the end of the chamber, at the top of a brief flight of steps, is a huge throne made of bronze. The throne is 
even larger than the giant figure that currently occupies it. Surrounding the seated figure are several other 
giants wearing robes, while a row of guards stand at attention. Man-sized slaves are serving them delicacies. If 
they are unaware of the character’s presence, the robed giants are most likely having another heated discussion 
amongst themselves. All the giants have dark skin. 

If they have been alerted in advance by the Fire Giant who watches from the great cavern of lava above, 
several guards will be stationed behind the pillars waiting to ambush and crush the party. Otherwise they will 
likely only spot the characters if the party makes its presence obvious in some manner. 

Several doors near the throne lead to other chambers in Khuldark's palace, and then down to the Fire Giant 



  

village. 

Act VI - Conclusion 

Outcome #1 - All crystal parts recovered 
The ancient Elven Grand Magi Ylerien Silestra is familiar with many powerful rituals of magic that have long 
been lost. Unfortunately, he was turned into a blue crystal statue that was subsequently shattered into five 
parts. Gathering these pieces together will not be sufficient to reform the Elf. The stones will need to be 
magically melded together, and then a spell of stone-to-flesh cast. Unless one of the characters possesses the 
necessary skills, a visit to an Earth Elementalist will be required to complete this process. (Elestra has the 
required skills but will not cooperate unless she is captured and threatened with death.) 

Once restored to life, the Elf will be very weak and disoriented. At least a week of bed rest will be required to 
begin recuperation, regardless of any healing magic. However, he will take visitors in between his frequent 
naps. He will only be able to speak in the ancient tongue of the elves. A scholar of ancient languages will be 
needed to communicate. 

Once informed of the activities of the two elementalists, and the pending escape of Khuldark, Yleren will 
expect the aid of the characters in gathering the necessary components for the imprisonment ritual. The nature 
of these components is left to the imagination of the DM, but they will be rare and difficult to locate. 
(Adventure hook: an additional expedition to find the components can be required of the heroes. The Elf Magi 
will not accompany this expedition because he is in search of the other missing materials that only he can 
gather. Haste will be required because Khuldark is now close to escaping.) 

The imprisonment ritual will be a powerful and impressive event. Ylerien will magically ward any characters 
that come to witness the ritual, protecting them from the heat and magic. Great glowing blue and white 
currents of magical energy will whirl and flow through the cavern, gradually coalescing and focusing on the 
cage. (Some of the characters will swear they hear a great roar of rage from the cage during this time.) When 
the ritual is completed, the prison will be restored to its former state. 

Upon finally departing from the lava cavern, the Elf will seal it forever with a massive stone plug. When the 
mission is complete, the Elf Magi will seek to return to his homeland to find his ancestral roots. Before 
departing, however, he will reward the characters for their efforts. His magical items are much diminished by 
many centuries of being in a crystalline form. However he is in possession of secrets that have been lost for 
ages. These could include the location of long buried treasures, old but powerful spells, answers to the riddles 
of history, and so on. The nature of the reward for each character is left to the DM's imagination. 

Outcome #2 - Crystal parts were not recovered 
If the heroes fail to restore the Elven Magi to life, about one year later the skies of the north will be covered in 
the ashes of erupting mountains as the evil demi-god is released from his cage. After some initial turmoil, the 
Saugathar will rally to the banner of the evil god. Queen Shadara will be removed from her throne and the 
tribes of Saugathar will erupt to overwhelm the dwarf citadel. 

At this point the characters may realize their mistake and be compelled to try and recover the pieces of crystal 
from under the mountain. However Khuldark will have seen to the destruction of the Elven Mage and any 
entry into the underground ways will be most perilous indeed. Instead the heroes will be forced to flee along 
with the other residents of the north as the volcanoes erupt and forest fires spread. The heroes may be sent on a 
mission to seek powerful magic that will once again stop the fire beast. This would provide a good hook for the 
next adventure as the characters seek to redeem themselves. 

Appendix A – Monsters 

Blazing Terror 
Climate/Terrain: Ice Elemental Plane 
Frequency: Very Rare 
Organization: Solitary 
Activity Cycle: Night 



  

Diet: Carnivorous 
Intelligence: Semi (2-4) 
Treasure: Nil 
Alignment: Neutral 
No. Appearing:  
Armor Class: 6 
Movement: 15” 
Hit Dice: 3+3 
THAC0: 17 
No. of Attacks: 1 
Damage/Attack: 1d12+1 
Special Attacks: screech 
Special Defenses: special 
Magic Resistance: Nil 
Size: M (4 ½’ long) 
Morale: Average (8-10) 
XP Value: 175 
These snow-white creatures appear very similar to a Giant Lynx, but with a long serrated beak. It has a sleek, 
muscular body, with strong legs and unusually wide paws for moving across the top of snow. It’s tail is short 
and covered in a fuzz of crystalline spikes. Otherwise it is free of markings, and blends effortlessly into a snow 
or glacial background. 

Combat: In contrast with most of the denizens of the ice elemental plane, the Blazing Terror moves with 
startling speed. It is a ferocious hunter that will relentlessly pursue its prey. However, the Blazing Terror 
prefers to leap on its prey from ambush, relying on speed and surprise. 

Due to its pure white coloration and stealthy movement, a Blazing Terror will avoid detection 90% of the time 
while hiding in ice or snow. It also imposes a –5 penalty on surprise rolls of unsuspecting prey. The terror can 
leap up to 15’ forward and 5’ vertically from a stationary position. It can also safely drop from a height of 30’ 
without damage, and any fall is reduced by a like amount for the purpose of determining damage. 

Unlike the great cats, the Blazing Terror does not use its padded feet in combat other than to grasp its prey. 
Instead it uses a razor-sharp beak that is capable of sawing through most common armor. Their shiny flesh 
appears to constantly emit blue flames that will inflict 1d4hp of freezing damage on contact with unprotected 
flesh. Elemental ice creatures are not effected by this freezing damage. 

They can also emit a hideous screech that will cause many beings to be stunned from terror. If they spend a 
round screeching, all other creatures must make a saving throw versus paralyzation or be stunned for 1d3 
rounds. This effect is not cumulative, but a separate saving throw must be made against each screeching terror. 

Habitat/Society: The Blazing Terror prefers a rugged icy environment where it can stealthily approach its 
prey. It can easily withstand extremely cold temperatures and is unaffected by wind chill. It can communicate 
in a harsh bark with its own kind and hungry groups of Terrors occasionally hunt cooperatively to attack small 
herds. However, they generally prefer solitary nocturnal hunting when plentiful small game becomes available.  

The only thing that a Blazing Terror truly fears is to be trapped with no escape. Such a situation will drive a 
Terror berserk and it will batter itself senseless trying to escape. Once release it will remain berserk for 2d6 
rounds thereafter, attacking the nearest target until it is quite dead. 

Ecology: A Blazing Terror can not consume flesh that is not frozen and so will not generally hunt warm-
blooded creatures for food. However, for reasons not fully understood a Blazing Terror hates any being from 
an ice-free environment. Thus it will attack warm-blooded creatures even though it does not desire to consume 
their flesh. 

These creatures suffer twice the normal damage level from fire or heat-based attacks. If the temperature rises 
above freezing a Terror has a chance to become prostrate from heat exhaustion. For each degree Celsius above 
freezing, the chance of heat exhaustion is 1% per hour. Once prostrate, the Terror will lose 1hp per hour 
thereafter until dead. 

Cellar Dweller 
Climate/Terrain: Subterranean 
Frequency: Very Rare 
Organization: Solitary 
Activity Cycle: Night 
Diet: Carnivorous 
Intelligence: Average (8-10) 



  

Treasure: L, M, O, (A) 
Alignment: CE 
No. Appearing: 1 
Armor Class: 2 
Movement: 15” 
Hit Dice: 4+4 
THAC0: 15 
No. of Attacks: 3 
Damage/Attack: 1d2/1d2/1d4 
Special Attacks: see below 
Special Defenses: see below 
Magic Resistance: Nil 
Size: S 
Morale: Elite (13-14) 
XP Value: 2,000 
Also known as the Bone Crusher, the hideous Cellar Dweller is a creation of pure evil. The Cellar Dweller 
resembles a small ogre with olive flesh and sparkling white pupils. It dwells in the dark cramped spaces in the 
cellar and under furniture, waiting for an opportunity to slay innocents and spread mayhem. 

Combat: It has a number of innate magical abilities that make it a highly dangerous foe despite its diminutive 
stature. It is completely immune to disease and never ages. Despite its all-consuming bloodthirsty nature, it has 
no need to consume food and can survive indefinitely in all but the most extreme environments. 

It is rarely surprised and receives a +2 bonus to any surprise checks. In contrast it is a highly stealthy creature 
and is able to move silently 25%, hide in shadows 65%, and detect noise 40% as a thief. It can also teleport 
without error from deep shadow to shadow at will, without making a sound or any other observable effect. 

The Cellar Dweller constantly radiates an aura of terror, and all within 5’ must save versus paralyzation each 
round or suffer from a fear spell for 1d4 rounds thereafter. Staring into the eyes of this creature can cause 
temporary blindness. Any PCs making eye contact with the sparkling crystal pupils of a cellar dweller must 
save versus spell or be blinded for 2d6 rounds. 

Unless it is slain by exposure to sunlight, the Cellar Dweller will slowly regenerate at the rate of one hit point 
per round. The bite of the blackened fangs of this beast will cause a numbing weakness to quickly spread 
through the body. Unless a saving throw versus poison is made, the victim will lose 1d4+1 points of strength. 
This strength is slowly recovered at the rate of one point per day. 

The Cellar Dweller suffers damage from holy water and can be temporarily cowed for 1d4 rounds by a 
successful turn undead by a priest. Direct exposure to sunlight is lethal, and the Cellar Dweller will lose 1d6hp 
per round as its flesh bubbles and burns. 

Habitat/Society: This malevolent creature exists only to torment and consume other beings. It seems to have 
been created by an evil entity or perhaps a priest, and it does not seem to breed. Indeed it is almost never found 
in the company of its own kind. 

Ecology: The Cellar Dweller has no place in the ecosystem and it has no need to eat or drink. Fortunately 
exposing its physical form to sunlight will permanently destroy it. 

Cinderlings 
Climate/Terrain: Lava Elemental Plane 
Frequency: Uncommon 
Organization: Pack 
Activity Cycle: Any 
Diet: Minerals 
Intelligence: Animal (1) 
Treasure: Special 
Alignment: Neutral 
No. Appearing: 2-8 
Armor Class: 3 
Movement: 15” Fl (A) 
Hit Dice: 1/2 
THAC0: 20 
No. of Attacks: 1 
Damage/Attack: 1d6 
Special Attacks: Nil 



  

Special Defenses: heat immunity 
Magic Resistance: Nil 
Size: T (6” long) 
Morale: Average (8-10) 
XP Value: 35 
Native to the plane of Lava, these faintly glowing, egg-shaped rocks fly in small packs looking for a warm 
place to nest. When at rest, they are all but indistinguishable from common rocks. 

Combat: Their small size, combined with a swift, darting flight pattern, makes them especially difficult to 
strike. They will drive off anybody who disturbs their home by ramming the intruders with their scorching hot 
bodies. 

Cinderlings are almost completely immune to the effects of heat and take no damage from fire-based magic, 
fire breath weapons, and exposure to lava or other sources of intense heat. Only heat sufficient to vaporize 
rocks will inflict damage against a cinderling. However they suffer double damage from all cold-based and 
water-based attacks. 

Habitat/Society: When not in their native plane, Cinderlings are commonly found near active lava tubes, hot 
springs, and other sources of geologic heat. Naturally, cool water or cold weather conditions can be quite lethal 
to these beings. 

Ecology: These creatures are the larval stage of an elemental creature. They grow to full size by consuming 
certain common and scarce minerals. Thus they spend much of their time slowly digging into the sizes of rock 
faces, leaving small divots where they have tunneled. Any sources of copper, silver, and unusually pure silicon 
will immediately attract their attention. Smashing apart the cooling corpse of a Cinderling will reveal a lump of 
electrum worth 1gp. 

Eldraal 
Climate/Terrain: Lava Elemental Plane 
Frequency: Rare 
Organization: Servants 
Activity Cycle: Any 
Diet: Nil 
Intelligence: Average (8-10) 
Treasure: Nil 
Alignment: Neutral 
No. Appearing: 1d4 
Armor Class: 1 
Movement: 9”, 1” Tunnel 
Hit Dice: 3+3 
THAC0: 17 
No. of Attacks: 3 
Damage/Attack: 1d8/1d8/1d8 
Special Attacks: burning touch 
Special Defenses: regeneration 
Magic Resistance: Nil 
Size: L (8’ tall) 
Morale: Unsteady (5-7) 
XP Value: 270 
This servant being from the plane of lava is magically created to carry out the whims of its masters. It 
resembles little more than a big, shapeless blob of molten rock. An Eldraal lacks any will of its own and has 
only a modest intelligence. They are large, bulky, and clumsy creatures who are suited for little more than 
simple labor. In the prime material plane, however, these creatures can be very dangerous entities due to their 
magma bodies. 

Combat: The Eldraal are designed to perform physical labor for their lava elemental masters and they have no 
combat training. Nevertheless they do possess the means to defend themselves and they can prove formidable 
opponents when called upon to fight. They can form up to three limbs from their bodies that can stretch a 
maximum distance of 10’. In addition to the physical damage caused by these rocky limbs, the impact leaves 
behind a piece of red-hot rock that continues to burn the struck location. This burning rock causes 1d6hp of 
damage on the second round and 1d4hp on the third. Any possessions struck by this burning touch must save 
versus magical fire or be consumed by the intense heat. 

Weapons that strike the body of the Eldraal can get stuck on the magma and begin to melt. Any weapon that 



  

strikes for more than half normal damage it is stuck in the body and must make a saving throw versus magical 
fire each round to determine if it is ruined. A successful Bend Bars roll is required to extract the weapon. 

Eldraal lack anything resembling a back and are able to see in all directions. They do not possess normal sight, 
but are able to sense heat as infravision sight out to 90’. They also seem to be able to see through nearby rock, 
viewing warm spots out to a distance of 30’ in any direction. 

The body of this creature constantly radiates a hot red glow, providing heat and illumination in a 15’ radius. 
Their body is hot enough to boil water, and any moisture that strikes will instantly vaporize as steam. They are 
able to draw energy directly from surrounding lava and regenerate any damage at the rate of 1hp every other 
round. Although they dislike doing so, an Eldraal can pass through solid stone at a movement rate of 1”. This 
contact with solid stone causes 1hp of cooling damage per turn, which must be recuperated by resting in a pool 
of lava. 

The Eldraal will begin to suffer physically in any region where water can condense, and will turn to solid rock 
in 1d4 rounds when immersed in liquid water. Contact with fog or rain will cause 1hp of cold damage per 
round. They suffer double the normal damage from cold-based attacks. 

Habitat/Society: These creatures were created to serve the whims of their masters and they lack the will to 
form social connections with others of their kind. Only if an Eldraal is set free and left to its own devices for 
many decades will they begin to form a self-awareness and an ability to interact with other creatures. 

Ecology: The Eldraal obtains all its physical needs from contact with lava and prefers to dwell in a large pool 
of magma. They especially prefer fast flowing rock and will frolic in the intense heat when their masters do not 
command their labor. 

Flame Enzine 
Climate/Terrain: Fire Elemental Plane 
Frequency: Rare 
Organization: Pack 
Activity Cycle: Any 
Diet: Any combustible 
Intelligence: Animal (1) 
Treasure: Nil 
Alignment: Neutral 
No. Appearing: 1-100 
Armor Class: 5 
Movement: 3”, 15” Fl C 
Hit Dice: 1/4 
THAC0: 20 
No. of Attacks: 1 
Damage/Attack: 1 
Special Attacks: Nil 
Special Defenses: Nil 
Magic Resistance: Nil 
Size: T (6” long) 
Morale: Unsteady (5-7) 
XP Value: 7 
These small elemental creatures resemble an unusually intense golden blue flame. They usually dance rapidly 
from place to place as a pack, rarely stopping in one spot for more than a second. There are no discernable 
features visible to normal sight within the flame, although beings with infravision will be able to discern three 
cooler spots arranged in a triangle near the base. Flame Enzines will never voluntarily leave their home plane, 
but they can be surprisingly at home in a cooler region such as the prime material plane.  

Combat: When alone the Flame Enzine is a meek creature, seeking only to preserve its life. In larger numbers, 
however, the Enzine become more curious and aggressive, actively peeking and poking about their 
environment. They will never attack any creatures significantly larger than themselves, even when amongst a 
pack. If threatened, they will form a shifting, darting mass that makes it difficult to target individuals.  

Every swarm of twenty Flame Enzines can be treated as a single large “monster” with five hit dice and 
occupying a volume of 10’ diameter. This swarm can inflict 1d10hp of fire damage to any targets within its 
volume, and any flammable objects must save versus magical fire or immediately begin to burn. Normal 
weapons will do only a quarter of their normal damage against such a swarm, but area effect spells and water 
attacks are fully effective. 

Due to their resilience to cold, Flame Enzines suffer only 50% additional damage from cold-based attacks. 



  

However, they do suffer damage from exposure to water, being stunned by fog and completely snuffed out 
when submerged.  

Habitat/Society: Flame Enzines are hardy elemental creatures and can live in relatively cool areas that are little 
favored by other beings from their plane. Indeed they are quite comfortable dwelling on the prime material 
plane, save for the unpleasant presence of moisture. They are relatively long-lived creatures, despite their small 
size, and are capable of reproducing well into old age. To breed, all they need is a ready source of combustible 
materials and a dry environment. They reproduce asexually, and have no gender. 

Ecology: The Flame Enzine can exist for long periods without food, but become ravenous when a meal is 
nearby. They particularly enjoy stirring among the ashes of a fire looking for small kernels of unburned 
materials to consume. Enzines also enjoy basking in the warmth of an open flame. They have sometimes been 
known to accompany Fire Elementals when summoned to the prime material plane. 

Plasma Dog 
Climate/Terrain: Fire Elemental Plane 
Frequency: Very Rare 
Organization: Pack 
Activity Cycle: Any 
Diet: Anything Combustible 
Intelligence: Animal (2-4) 
Treasure: Nil 
Alignment: Neutral 
No. Appearing: 2-12 
Armor Class: 4/10 
Movement: 12” Fl [A] 
Hit Dice: 1+1 
THAC0: 19 
No. of Attacks: 1 
Damage/Attack: 1d8 
Special Attacks: envelop, breath fire 
Special Defenses: fire resistance 
Magic Resistance: Nil 
Size: S (4’ long) 
Morale: Unsteady (5) 
XP Value: 270 
These ravenous creatures from the elemental plane of fire resemble dogs that are composed entirely of golden 
orange flames. Where their head might be, however, exist only clawing fingers of red fire. They maneuver 
rapidly through the air and never seem to stand still for a moment. 

Combat: In many aspects they closely resemble their more powerful cousins the Fire Elementals. However the 
much quicker Plasma Dogs have the ability to fly and they can spit balls of flame. Fortunately they are 
relatively vulnerable creatures and easily slain, if they can be hit. 

The primary form of attack for a Plasma Dog is to envelop their target with their body and consume it with 
flames. On a successful to hit roll, a Plasma Dog has enveloped its target and it proceeds to burn the victim 
doing 1d8hp of damage per round. The victim can normally escape this envelopment only through a successful 
saving throw versus breath weapons. The victim can also strike at the enveloping dog, however, attacking 
against AC 10. Anybody else who attempts to strike the dog must roll a natural 20 or instead damage the 
victim. 

Plasma Dogs can also spit balls of red flames from their mouths, doing 1d6hp of damage on the first round and 
then 1d4 on the second. The range on these balls of flame is 2”/4”/7”. Any target struck by the flame ball can 
save versus breath weapons for half damage. Fire-based creatures or those protected by an endure heat spell 
only suffer half damage, and a successful saving throw will negate any damage from heat. Any combustible 
items struck by the flame ball must save versus magical fire or be consumed by the flames. 

While there is nothing substantial to strike in the body of a Plasma Dog, metal weapons drain their essence and 
they take full damage. Wood, stone, and other non-metallic weapons only do half-normal damage. They also 
take damage from strong winds, suffering 1hp per round for every 5 mph above 25. Finally, Plasma Dogs 
suffer double normal damage from cold or water-based attacks. Unlike a Fire Elemental, a Plasma Dog can 
cross a body of water or other non-flammable liquids. However, entering such a body would be immediately 
fatal. 

Habitat/Society: The Plasma Dog is only at home in extremely hot conditions, and must linger in such an 



  

environment to survive. Temperatures cool enough for water to condense will soon kill a Plasma Dog. These 
creatures are quite social and are often found in a pack that often behaves like a group of wolves. There is 
always a pack leader and a hierarchy in such a group. The strongest individuals are expected to attack any 
enemies first, but always gain the best fuel and the right to breed with the slightly smaller females. 

Ecology: They will consume any form of flammable materials, including clothing and other equipment. 
Plasma Dogs have an insatiable hunger and will hunt for fuel even in conditions they find uncomfortable. 

Stone Groll 
Climate/Terrain: Subterranean 
Frequency: Rare 
Organization: Pack 
Activity Cycle: Night 
Diet: Carnivorous 
Intelligence: Animal (2-4) 
Treasure: Nil 
Alignment: Neutral 
No. Appearing: 1-8 
Armor Class: 6 
Movement: 12” 
Hit Dice: 1 
THAC0: 19 
No. of Attacks: 1 
Damage/Attack: 2-7 
Special Attacks: Nil 
Special Defenses: Nil 
Magic Resistance: Nil 
Size: S (4’ long) 
Morale: Average (8-10) 
XP Value: 15 
These furry, dark, egg-shaped creatures have small, slender limbs; large ears; beady red eyes; and a wide, 
drooling mouth filled with sharp, pointy teeth. They growl when approached and dart about with unusual 
speed. 

Combat: Stone Grolls attack with a bite of their powerful jaws. They like to overwhelm smaller prey with 
numbers by biting and dragging the victim to the ground. They rarely attack medium to large-sized creatures 
unless present in overwhelming numbers. 

Stone Groll have an excellent sense of smell and have a –2 to any surprise rolls. They can track like a Ranger 
with an 85% chance of success. This sense of smell is sufficiently acute to allow the Grolls to distinguish the 
emotional state of their prey and they are driven to a hunting frenzy by the smell of fear. 

These creatures can also cling to walls as the spider climb spell. They are able to run up walls and drop on their 
prey from the ceiling. Grolls suffer 1d8hp of damage per round that they are drenched in water. 

Habitat/Society: Stone Grolls normally live in a pack in caverns with large flat areas that are devoid of water. 
They form small packs in which a pecking order exists. The leaders are usually the strongest and most 
intelligent members of the pack, and determine whether to attack a particular foe. They utilize scouts to 
investigate areas ahead of the roving pack, and the yelps from these scouts will draw the immediate response 
from any Grolls in the area. 

Stone Grolls can be tamed with some patience, although they are likely to revert to their wild ways given 
sufficient provocation. 

Ecology: Grolls are purely carnivorous predators. They will only eat fresh meat and any carcass more than two 
days old will be ignored after a brief smell. 

Vug 
Climate/Terrain: Subterranean 
Frequency: Rare 
Organization: Tribe 
Activity Cycle: Night 
Diet: Omnivorous 
Intelligence: Special 
Treasure: Q, (X) 



  

Alignment: Lawful Neutral 
No. Appearing: 4-80 (4d20) 
Armor Class: 9 
Movement: 6” 
Hit Dice: 1-1 
THAC0: 20 
No. of Attacks: 1 
Damage/Attack: 1-4 (by weapon) 
Special Attacks: Nil 
Special Defenses: mental link 
Magic Resistance: Nil 
Size: S (4’ tall) 
Morale: Average (8-10) 
XP Value: 15 
 Shamen: 35 
Physically, the Vug is less than impressive. They have stooped shoulders, a protruding belly and short, knobby 
limbs. Their heads resemble a large, slightly curved bean, bending back over their scrawny, goitered neck. 
Although they wear little in the way of garb, other than a breach cloth, their tough, mud-colored flesh provides 
a measure of protection against wounds. 

Combat: The Vug are almost always to be found underground and they have adapted to the darkness. In bright 
lighting they fight with a –1 to their attack rolls. However, they have infravision out to 60’ and can see any 
source of strong light or heat out to 5-10 times that distance. Their weapons and armor is primitive, consisting 
of slings, flint-tipped axes, small spears, and knives. They wear animal hide wraps, giving them an Armor 
Class rating of 9. They have never learned to make or employ shields. 

Due to their unusual mental nature, when several Vugs from the same tribe are within 100’ of each other they 
are able to link mentally and increase their collective intelligence. On their own, they are very dull-witted 
creatures and barely able to employ the weapons they carry. As more Vug gather together they grow craftier 
and are able to employ improved tactics. In the presence of their entire tribe the Vug can become very devious 
foes. Their mental link allows them to coordinate attacks even when out of sight of each other and their 
enemies. 

Each tribe with 30 or more members will have one Shaman for every 20 members. These Shamen are able to 
cast some spells when their intelligence is sufficiently high. Use the following chart to determine the collective 
intelligence and shaman magic abilities of a Vug when located within 100’ of their fellows. 

 

Number of Vug Intelligence Shaman Spells 

1 2-4  

2-3 5-6  

4-7 7-8  

8-15 9 cure light wounds 

16-31 10 entangle, faerie fire 

32+ 11 chant, obscurement 

 

Habitat/Society: These diminutive creatures are almost always found gathered in small tribes within an 
underground Mushroom Forest. The Vug live in hunter gatherer tribes of about 20-100 members, and the only 
reason they achieved that degree of sophistication is due to their ability to join mentally with their fellows. 
This ability makes them collectively smarter than the sum of their parts, and in turn makes them more 
formidable in battle than you would otherwise expect. 

Typically the Vug live in the shelter of a ring of mushrooms about a forest clearing. They know how to create 
fire and they can manufacture crude stone or bone tools and weapons. Their religion is primitive, usually 
involving some simple burial rites and the ritual killing and eating of their foes. The Vug are mute, and they 
lack any form of written language. However, their ability to mind link allows them to communicate 
collectively. 

Ecology: The Vug tribes live off roots, tubers, mushrooms, seeds, insects, and small game. They will eat just 
about anything. 



  

Appendix B – Magic Items 

Changeling Medallion 
This seemingly simple platinum medallion will change shape at the whim of its owner. It will allow a wearer 
to cast polymorph self three times per day. XP Value: 2,000. 

Cloak of Warming 
This warm cloak is made from the fur of a black bear, with a gold chain clasp to attach around the neck. When 
closed about the body this cloak provides the equivalent of an endure cold spell. It provides +1 AC if no other 
armor is worn. XP Value: 1,500. 

Comb of Radiance 
This unusual bone comb has the magical property of enhancing the comeliness of the owner by 1d6 when it is 
run through the hair. The enhanced appearance wears off after two hours. XP Value: 500. 

Flaming Falchion 
This unusual falchion emits a red flame whenever it is wielded. This flame will emit as much light as a small 
fire and will ignite any easily flammable substance. The sword is normally +1, but is +3 versus cold-based 
creatures. XP Value: 700. 

Ring of Servants 
This exquisite gold ring is studded with tiny emeralds that glow an eerie green when active. Engraved on the 
interior of the ring is the activation phase: "Serve Me". The ring provides the ability to cast unseen servant 2-4 
times per day with each servant remaining for 2 hours. These Unseen Servants are unusual in that they can 
remain in the area where they were activated, even if ring wearer leaves the vicinity. XP Value: 1,000. 

Ruby of Heat Sight 
When held in the hand this expertly cut ruby will emit a slight warmth, but not enough to provide more than a 
minimal heat. When warm creatures are viewed from a certain angle through the crystal, they can be seen to 
glow faintly. The magical property of this gem provides the equivalent of infravision out to 30’, but due to the 
awkwardness of looking through the crystal any perception rolls are made with a -2 penalty. XP Value: 500. 

Staff of Deception 
This light oak stave consists of a smooth length of dark wood with bronze caps at each end. It is a +1 
quarterstaff. Twice a day a wizard wielder can cast improved phantasmal force. XP Value: 600. 

Appendix C – Introducing New Characters 

Due the unfortunate demise of party members it may be necessary to introduce new characters during the 
course of the adventure. The following are some suggested starting points for adding new heroes to the group: 

•  Among the defenders of Guernfast are several friends of dwarves who came along seeking adventure. 
They became trapped when the fortress was besieged and now sit around waiting for the enemy army to 
leave. These new characters are well equipped and knowledgeable of the northlands. If the party is on the 
Saugathar level, this character may have fallen into the hands of Shadara's Saugathar villagers. 

•  A certain Half-Orc scoundrel known as Grundal has a price on his head in the northlands. The new 
character managed to follow the bandit into the mountain caverns before becoming lost. He can find the 
exit known to Elestra and her allies if he visits the most extreme northern cavern on the Saugathar level. 

•  Escape for slaves of the Fire Giants is relatively easy but they will quickly find themselves lost, hungry, 
and defenseless in the underground caverns. Most of those brave enough to escape are quickly killed by 
the many hazards, but a few resourceful souls manage to survive and thrive. These will be equipped with 
hide clothing, crude weapons, and a few simple tools. If the party is in Elestra's residence, the escaped 
slave may be found down in room 3. 



  

  

 

The End 


