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The Ruins of Castle Greyhawk

Centuries past, when Grreyhawk  city was still a
burgeoning riverbank trading post, Zagig was a-
ready a powerful magician. His adventurous ex-
ploits had taken him the length and breadth of the
Oerth and beyond-his command of magic had
grown to heroic proportions. Zagig built for him-
sf an enormous castle complex north of young
Greyhawk. He used it to conduct his experi-
ments, to build his personal guard of soldiers,
and to store the treasures of his career.

However, after just a century of occupation,
the castle was mysteriously abandoned.

Since then, the upper towers have crumbled
and fallen, the grounds have succumbed to the
eroson of time. Wha remains ae the extensve
underground mazes, overrun by monstrous evil
creatures carefully guarding the legacy of the ru-
ins of Castle Greyhawk.

In its prime, Castle Greyhawk consisted of
three main towers. They have falen into rubble,
but the corresponding dungeon levels beneath
them il exist. Though below ground, they are
gill referred to as the Tower of War, the Tower of
Power, and the Tower of Zagig.

The Tower of Power

This tower was home to Zagig's clerics and
wizard apprentices. The tower originally con-
dsted of a ground floor, ten upper stories (which
magically repeated themselves ten times for a
total of 100 stories!), two sub levels, and a great
cavern deep under ground. Now the cavern and
sub-levels are connected due to the desires of a
secret ring of archmages.

What follows are brief descriptions of the ten
dungeon levels below the Tower of Power.

Tower of Power, Dungeon Level 1
(P100) This was once the great cathedral of
Boccob  (Zagig's god).

Tower of Power, Dungeon Level 2
(P200) Hereisthe fun house and death maze
designed by Zagig to protect the crypts on the
next level below.

Tower of Power, Dungeon Level 3
(P300) These crypts hold Zagig's parents and
others he was close to. This level is aso an inter-
face between the original and more recent con-
struction.

Tower ) of Power, Dungeon Level 4
(P400) This is the tribal arena and testing
grounds for magicd items. The vaious tribes are
organized around different aignments as pat of a

bizare experiment by the wizards here.
Tower of Power, Dungeon Level 5
(P500) These ae the tribe's homes, protected

by golem guards and unforgiving traps.

Tower of Power, Dungeon Level 6
(P600) The tribes have aso taken over this
level for their own purposes.

Tower of Power, Dungeon Level 7
(P700) This level has some of the tribes

homes, again protected by evil traps.

Tower of Power, Dungeon Level 8
(P800) . Thisis the bottom level of the tribes and
the upper level of the wizards domain.

Tower of Power, Dungeon Level 9
(P900) This is the wizards home and persona
experimentation  level.

Tower of Power, Dungeon Level 10
(PB0OO) The Cavern of Magic and home to the
great obelisk

One of the main reasons Zagig chose this area
to build his castle on was the great magica obe-
lisk he discovered at PB00. Unable to move it
even with his great powers, he sought to use it in
other ways and discovered its ability to aid in
magic item construction and research.

The Tower of War

Zagig used this tower to store his arsenal of
weapons and to house his own smal amy. In its
lowest reaches is a corridor which might one day
bring forth an invading horde of foul unde-
rworlders. The corridor is now blocked by a
great  capstone.

Tower of War, Dungeon Level 1 (W100)
This is actualy the bottom floor of the old tower.
It housed the War Wagon, and now its undead
horses and soldiers guard its secrefs.

Tower of War, Dungeon Level 2 (W200)
Under congtruction at the time of Zagig's disap-
pearance, this level is now filled with undead and
gold. It is the interface between the secret lair of
the underworlders and the origina Castle
Greyhawk.

Tower of War, Dungeon Level 3 (W300)
This is the highest level of the upper trapped un-
derworlders.

Tower of War Dungeon Level 4 (W400)
This level is home to the upper trapped unde-
rworlders

Tower of War, Dungeon Level 5 (W500)
Thisisaruined level separating the upper and
lower trapped underworlders. The groups are
divided over worship of different gods. Also,
there is a secret complex of the escaped derro
slaves here.

Tower of War, Dungeon Level 6 (W600)
Thislevel is aso ruined, another battleground
between the upper and lower trapped unde-
rworlders.

Tower of War, Dungeon Level 7 (W700)
This is now an entertainment level and top level
of the lower trapped underworlders.

Tower of War, Dungeon Level 8 (W800) .
This is now completely populated by the lower
trapped  underworlders

Tower of War, Dungeon Level 9 (W900)
These are mines dominated by underworlders.
Their daves perform the actual work in the
mines.

Tower of War, Dungeon Level 10

(WBQO0). This is the headquarters of the trapped
underworlders and capstone to the great spiral
dtairway leading into the underworld.

The underworlders guard their great stairway
with a giant capstone which is also a pyramid
shaped temple to the god Nerull. Just as the un-
derworlders were about to break into the castle,
an angry demigod released a band of monsters
which laid waste to W500 and W600 Now Nerull
and this demigod, named Vaprak are locked in a
deific battle over the loyalty of these unde-
rworlders. Due to this struggle, Nerull is no
longer able to aid his priests in lifting the cap-
stone on WBOO, trapping the underworlders and
further dividing them.

The Tower of Zagig

The centrd tower and corresponding dungeon
levels were Zagig's personal creations. Meant
for his enjoyment and work, they aso reflect in
their congtruction the growing madness of Zagig
through his later years.

Tower of Zagig Dungeon Level (Z100)
Originally aminor recreation ares, this level is
now completely overrun with monsters.

Tower of Zagig, Dungeon Level 2 (Z200).
Here Zagig created his personal art gallery and
his own laboratories

Tower of Zagig Dungeon Level 3 (Z300).
Zagig placed here a ‘living’ museum with many of
the relics he had collected. Zagig aso put here an
auditorium and apartments  for  guests.

Tower of Zagig, Dungeon Level 4 (Z400).
Zagig created a smal level of dungeon specificaly
to hold in captivity nine demigods. Those cham-
bers are now empty and in ruin. Umber hulk tun- -
nels now link them with an underground cavern
and stream.

Tower of Zagig, Dungeon Level 5 (Z500)
The cavern from above connects to a great ca-
vern here, home and lair of Farcluun, an ancient
red dragon. Beyond are more mazes and traps
built by the increasingly mad Zagig.

Tower of Zagig, Dungeon Level 6 (Z600).
This final level contains the bounty of caravans to
strange places, an aviay, a private library, and
Zagig's body's final resting place.
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Getting to the Ruins of Greyhawk ‘

Greyhawk  Ruins are the remains of Castle
Greyhawk  built by Zagig Yragerne (The Mad
Archmage around 320 CY. When the timeless
Zagig vanished after years of rule over the City of
Greyhawk, the castle was likewise abandoned,
and rumors tell of aterrible curse placed upon
the fortress.

The ruins rest upon three rock pinnacles with
each supporting a tower. The two smaler towers
were once the War Tower and the Tower of
Magic (which is now more popularly caled the
Power Tower). The main tower is caled the
Tower of Zagig and is equipped with an outer
wall. Both lesser towers are connected to the
Tower of Zagig via a naturd stone archway. Like-
wise, The Tower of Zagig has a stone archway
connecting it to a nearby cliff top. The three pin-
nacles have sheer dopes and ledges raising some
75 to 100 feet above the valley floor.

At first none dared approach the cadtle for fear
of the curse, but eventualy adventure lust over-
took a band of wandering barbarians from the
north who entered the castle and returned with
great wedth in gold and magical items. This at-
tracted the attention of local dwarves and eves
respectfully. After heavy losses in the depths of
the ruins, these groups both decided to set up a
“taxation” on al wealth plundered from “their”
towers. This process has been going on for sev-
era years now and is still in operation. The
dwarves guard the entrance to the old Tower of
War, and the elves guard the Tower of Power.
The mysterious Tower of Zagig is guarded by
reputation, entered by few, and none return.

The upper stories of all three towers are in
mass ruin and are structuraly unsafe for explora
tion. However, the passages and catacombs be-
low these towers have a near endless supply of
adventure!

Rumors

Rumors about the ruins are rampant in the City
of Greyhawk and beyond. They may draw the
PCswith their tales of wealth and power. The
truth or falsehood of these rumors is left unde
fined as they often have eements of both.

1. The War Tower holds tons of gold for the
taking if you can only defeat the undead army
which guards it.

2. The Power Tower has been plundered fully
and contains little of value.

3. Great magical items have been removed
from the Power Tower.

4. The Tower of Zagig spells death to al who
enter and is powerfully cursed.

5. The dwarven tax collectors would be a
push over in melee

6. Zagig once held nine powerful demigods
captive in the Tower of Zagig. Only luz escaped.

7. Zagig till exists and observes all that oc-

curs within the Power Tower.

8. Zagig, The Black One of the Vale of the
Mage, Leomund, Melf, and Serten, al powerful
archmages and rivds to the circle of eight, watch
the comings and goings of the Power Tower
They cal themsdves the “Ring of Five'.

9. There is a great underworld host beneath
the ruins.

10. There are shrines to both Boccob and
Nerull within the ruins.

11. A great black obelisk of unlimited magica
abilities rests deep within the ruins. It grants
wishes to any who ask.

12. Without a magica blade, combat within the
ruins is suicide.

13. There are several secret passages deep
under ground connecting the three towers.

14. Bandits ambush those who survive the
depths.

15. There is a terrible curse upon the ruins
which is worse than any treasure warrants.

16. Zagig's famed War Wagon and escort of
eight chariots are lost in the ruins, but have been
seen hunting down and dlaying any who plunder
the War Tower.

17. Zagig's very body exists within the depths
of the tower of his name

18. There are round teleportas in the Tower of
Magic which separate members from one an-
other.

19. You can purchase magic items from a sect
of clerics in the Power Tower.

20. It is dangerous to use magic within the
Power  Tower.

Encounters
Though well-travelled, the path from
Greyhawk  City to the ruins can dtill be danger-

ous. Groups of adventurers, especidly those re-

turning with loads of treasure and few spells to

protect it, are ripe targets for various bandits.
The Falcon: Just as the party is getting close

to the ruins, they will come across a large stone
falcon. It isnearly seven feet tall and isleaning
precarioudly against a tree. The grass and weeds
growing up around the falcon suggest that it has
been there for quite some time

This falcon was originaly part of the decoration
for a room on the very lowest dungeon level of
the central tower. Somehow it was teleported
here years ago and has not been bothered since.

Encounters: Roll 1d6 when the party
reaches one mile from the ruins, a haf a mile, and
once when they just get to the bridge (reverse
this when they are leaving instead of approach-
ing) . Ralls of one indicate an encounter.

1 2d6 Bandits (F2s and F3s)
2 1d6 Bandits (F4s and F5s)
3 1d3 Bandits (F6és and F7s)
4 1 Thief (T5 or gredter)

5 3d6 Orcs

6 1d6 Gnolls

The Bridge

The stone archway that leads across the
chasm to the central pinnacle is extremely nar-
row and hazardous. Y our PCswill feel a great
sense of foreboding as they approach it, and
some may even want to tun back. The ar gets
very still, and everything grows silent as they
take their first steps onto the bridge.

The fedings of fear and dread are very strong,
and the sense of vertigo from the great height
will be too much for some characters to take.
Make each PC roll a save vs. pardyzation. Those
who fail will have to drop to the stone bridge and
hang on for their very livesin utter terror. Let
them reroll every round until they cross its 300
foot length.

The time spent struggling to get across will
prove to be a good time to have bandits attack
from the rear or for the ogres to atack from be-
yond (se The Tower of Zagig).
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Name AL #AP AC MV HD hp THACO AT Dmg SASD MR S ML Book
Aboleth LE 1d4 4 3 Swilg 8 g6t 170 4 1d6(x4) Y oY H 13 MG
Aerial Servant N 1 3 Fl24(A) 16 ¢ 5 1 8d4 VELaE [ 114" MG
Ant, Giant Worker N 1d100 818 2 9 16 1 1d6 s T 9 MC
Ant, Giant Warrior N 1d100 3 18 3 14 16 1 2d4 Yy - - T 9 MC
Basilisk, lesser N 1d4 4 6 6+1 28 15 1 1d10 Y N - M 12 MC
Bear, Brown N 1d6 6 12 5+5 28 15 3 1d6/1d6/1 d8 Y - - L 810 MC
Beetle, Fire N 3d4 4 12 1+2 7. 19 1 2d4 - - - St 12 - MO
Behir NE 1d2 4° 15 12 54 9 20r72d4 &ldd+1or Yo Y- o G 15 MG
1d6(x6)
Beholder LE 1 0/2/7 FL3(B)  45-75hp 60 511 1 2d4 Y. Y M 18 MC
Beholder-kin, Gauth NE 1 0/2/7 F19 (B) 6+6-9+9 * 11-13 1 3d4 YooY s L 15-16 MC
Bugbear CE 2d4 5(10) 9 3+1 15 17 1 2ddorW Y - - L 11-13 MC
Bulette N 1d2 -2/416 14 (3) 9 41 12 3 4d12/3d6/3d6 Y - - L 11 MC
Burbur N 1d4 9 1-1 4 20 1* 2d4 Y T 57 MC-FR
Carrion Crawler N 1d6 37 12 3+1 155 47 8 1d2 Y - - L MC
Chimera, Gorgimera Nl 5/2 12,FI5(E) 10 45 1l 5 1d3/1d3/2d4/2d6/3d4 Y N - L 13-14 MC
Claw, Crawling N 1d20 79 1d3 +1hp 3 20 1 1d4 or 1d6* - Y Y T 19-20 MC-FR
Construct-Caryatid N 1d12 5 6 5 22 15 1 2d4 Yy - M * WGR1
Construct-Guardian N 1d4 2 9 4+4 22 15 2 1d8+1/1d8+1 - Y - ML* WGR1
Construct-Juggernaut NE) 1 2 3:12 10-13 * 711 1-6 2d6each YooY - [-H 1316 WGRI
Crystalmist N 1 10/7 18, F16 (A) 50hp = 13 1 1d6 Y X T 11-12 WGR1



Name MV HD hp THACO AT Dmg SA SD MR ML Book
Dragon, Green 9, FI30 (©), * & * 3+ 1d8/1d8/2d10 Y Y ° 15-16 MC
Sw9
Dragon, Venerable Red 1 -9 9, Fl30(C), 19 3+ 1d10/1d10/3d10 Y Special 17-18 MC
special
Dwarf, Derro 3d10 4-5 W 12 WGR1
Dwarf, Duergar 1d8+1 4 6 w 13 MC
Dwarf, Duergar, Steeder 2d10 4 1d8 11  MC
Dwarf 40d10  4(10) 6 S-M 13-14 MC
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HD hp THACO AT Dmg SASD MR S ML Book

ic Any 1 0 6 11+ 50+ 10 1 110 Y Y M 17-18 MC
Lizard, Fire N 1d4 3 9 10 45 11 3 1d8/1d8/2d8 Y Y G 11-12 MC
Lizard Man, Lizard King CE 1 3 9,swls 8 36 13 1 3d6+2 Yy - - L 16 MC

Meenlock 1d 4/1d4

Mimic : N 1 7 3 7-8 * 13 1 3d4
Mimic, Killer NE) 1 7:3 9-10 1 1 3d4

15 MC

<
— |
-

Mold, Yellow
Mud-man N 2d6 10
Mumm

Ogre Y - - L 11-12 MC
Ogre, Leader 1d10 or W+3 - - - L
1d12 L 13-14 MC

— Ao

3d10x10 6 5 19 1 1d8 - - -

S

11-12 MC

Qozes, Gray N 1d3 8 1 3+3 17 17 1 2d8 Y Y - ML10 MC
Owlbear N 1 5 12 5+2 25 15 3 1d6/1d6/2d6 Y - - L 11-12 MC
Piercer N 3d6 3 1 1-4 * 1719 1 1d6(xHD) Y - - TM810 MC

Puddings, D. Black

Rakshasa
Rat, Gi

1d3/1d3/1d4 +1 y = M 15-16 MC

t

12 MC
\
|
|
|
\
|
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Name AL #AP AC MV HD hp THACO AT Dmg SASD MR S ML Book

8-11 913 2 2d8/2d8 Yy y = L 1718 MC
5 19 1 1d6W - Y M * MC
1d4 Yy * SM* MC

- 1d3
Skeleton N 3d10
5 .

Skeleton, War Dog
Slithering Tracker N 1 5
Slow Shadow CE 4d4 3

MC-GA

Stirge N 3d10 8 3, FlI18(C) 1+1 6 17 1 1d3 Yy - - S 8 MC
Swordwraith LE 2d4 3 9 7 32 10 1 1d10 Yy - M 20 -
Troglodyt CE 10d10 5 12 2 9 19 3orll1d2/1d2/1dd+1orW Y Y - M 11 MC

Umber Hulk CE 1d4 2 6,Brld6 8+8
Urchin, Yellow N 1d3 1 6SW6 4+2
Urd NE 3d100 8 6,F115(C) 2-5

1d6
15-19 1d3 or 1d4(spear)

<<
'
w W
—
—
=
(@}

14 MC
15 MC

Wight LE 2d8 5 12 o 4+3 21 15 1 1d4 Yy *
Wraith LE 2d6 4 12,F124 (B) 5+3 26 15 1 1d6 Yy -

==

Xor

Zombie, Hawk N 1di2 6 Fl12(0C) 2 9 19
Zombie, Ju-ju N(E) 1d4 6 9 3+12 25 15 1 Yy = M

MC refers to Monstrous Compendium I and II. MC-FR refers to the FORGOTTEN REALMS™ Appendix, MC-GA refers to the WORLD OF
GREYHAWK® Appendix, and MC-DL refers to the DRAGONLANCE® Appendix. WGRI1 refers to the new monster section of this book.
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Dungeon Mechanics

Severd conventions have been used throughout
this module to aid you in conducting a smoother
game. Firgt, you should note that there are three
main areas to adventure in: the Power Tower, the
War Tower, and the Tower of Zagig.

Room numbers appear in the text as P213,
2101, WB08, etc. Each character helps you find
the room quickly and easily. The first letter identi-
fies the tower (Power, Zagig, or War), the second
determines the level the room is on in that tower
(Lto 9 or "B" for bottom), and the last two num-
bers are the room number. Thus P213 is room 13
of the second level down in the Power Tower.

Each room's text is broken into severa para
graphs. The first paragraph contains a room de-
scription which you may read to your players.
The central paragraphs contain al information
needed to initialy run the room (encounter infor-
mation). Finaly, the last paragraph contains in-
formation not essential to running the room’s
encounter such as monster treasure, hidden and
secret items, as well as possible reasons behind
the room's contents and appearance.

Only the first paragraph includes exceptions to
this scheme. Any text in parenthesis is for DM's
eyes only. If the paragraph starts with DM's Note
then the entire paragraph is for the DM and no
room description is given. Any things of note con-
cerning entry to the room are listed at the very be-
ginning of the paragraph in parenthesis, such as
(locked with a poison needle trap, save or die).

The NPC descriptions adopt the common
AD&D@ game abbreviations. F means fighter, W
means wizard, P means priet, T means thief, R
means rogue, etc. The number following indi-
cates their level. For instance F5 is afifth level
fighter.

The last ad included is a system for determin-
ing which stairway, winch, lift, crevice, or tele-
portal connects to which on the levels bellow or
above it. Connecting accessways between the
levels al have a label which is identica to the la-
bel used on other levelsit connects to. Thus a
staircase down might be labelled SL If you look
on the level below it, you will find a dtaircase up
labelled SL Labels al start with aletter (Sitair-
case, winch (L)ift, (C)revice, and tele(P)ortal.
They are then followed by a number to distin-
guish them: S12, L3, C9, PL, etc.

Wandering Monster
Tables

You should roll wandering monsters as you feel
the need. A rule of thumb for this module is to roll
ad6 for each room or passage entered andonal
a wandering encounter has occurred. Be sure
the wandering encounter rolled makes sense,
and feel free to adjust any result to make play
more enjoyable. Arm, equip, and have mongters
carrying what ever treasure you feel makes
sense and heightens play.

For dl levels, roll a d20. Average hps and sta
tistics for most all results are included on the
monster tables.

W100:
1-9 |d8 skeletons
10-14 Id6 zombies
15-16  |d6 rot grub infested zombies

17 1d2  swordwraiths
18-19 [d2 poltergeist
20 NPC party
W200:

-4 110 skeletons

57 1d8 zombies

8-10 Id8 giant ant warriors
11-14 10 giant ant workers
15 1 priest from W300

16-17 1d4 troglodytes
18 1d3 orog
19 1d3 ogrillion
20  NPC paty
W300:
1 1d2 priests of this level
2-6  1d6 ogrillion
7-11  1d6 orog

12-14  1d2 orog with |d8 duergar
15-19 1d8 skeletons
20 [d8 zombies

WA400:
I-5  1d3 ogrillion with 108 duergar
6-9 Id3 ogrillion with 1d8 troglodytes
10-11 1 priest of this level
12-15  1d10 zombies
16-18 1d6 hook horror
19-20 if near W436, Monstrous Compen-
dium water encounters.

W500:
-6 1d12 duergar F1-F3s
7-8  1d4 duergar on steeders
9-14  1d6 ogre
15-18  1d6 trolls

19-20 Monstrous  Compendium
W600:
-3  1d8 trolls
-6 1d8 ogres

7-8  1d3 vampiric mist
%10 1 dlithering tracker

11-20  Monstrous ~ Compendium
W700:
-4 1d8 trolls
5-8 1d6 elite ogres*
9-12 ld3 trolls
13-14  1d8 derro
15-16  1d4 elite ogres* and trolls with 1d10
derro
17 1d2 priests of this level
18-19 1d6 urd
20 |d4 verbeeg
*elite ogre = ogre leaders
wW800:

I-4  |d8 elite ogres*

5-10 1d8 trolls

11 1 fomorian
12-14  1d2 two headed trolls
15-17 1d2 giant trolls

18 1 ogre magi priest from WBOO
19 |d4 trolls with Id12 derro

20 1d3 priests of this level

*elite ogres = ogre leaders

W900:
-4 1d3 Xom
58 |d6 two headed trolls
9-10 Id3 fomorian
11-12 1d12 derro
13-16 Id4 fomorian with 2d8 derro
17 1d3 priests of this level
18 Id2 lava mephits
19-20 |d4 salamander

WBOO:
-7 1d8 two headed trolls
8-14 1d4 fomorian#
15-20 1d10 elite ogres*#
*elite ogres = ogre leaders
#random encounters will only occur after all
planned  encounters.

P100:
[-11  Monstrous Compendium
12-20 |d8 kobolds

P200:
[-10  Monstrous Compendium
11-15 1d6 troglodytes
16-20 1d8 jermlaine

P300:

[-2 Monstrous Compendium
35 |d4 wererats
6-8  1d8 giant rats
9-11  |d8 stirges
12 1d3 priests from P119
13-14 108 skeletons
15  Id6 zombies
16-17  1d6 ghasts
18-19 1d6 ghouls
20 1d6 shadows

P400:
-2 1 wizad from P900
35  1d3 meenlock

6-8 1d6 flind

9-11 1d6urd

12-14  1d4 verbeeg

15-17  [d3 troll

18-20  1d6 bugbear
P500:

-2 1 wizad from P900
34 1d4 meenlock
58  1d3flind
9-12 18 urd
13-15 1d6 verbeeg
16-19  1d8 bugbear
20 1d2 flesh golems



P600: 13-16 1d4 ettin Z200:

-2 1 wizad from P900 17-18 1d8 meenlock -4 1d4 ogre

3-5 108 trolls 19-20 1d10 urd 59 1 beholder

6-7 1dI0 bugbear P900: 1013 1d6 minotaurs
&9 IdD urd -3 1d3 wizads from this level 1418 1 wraith

10-12  1d8 verbeeg
13-15 1d6 meenlock

56 NPC paty (controlled by aboleth in 1920 Monstrous Compendium

. P918) Z300:
16-18 1O flind 7-18 % Saves from P922 area 1-4 12 umber hulks
1920 104 spriggan 19-20 1 beholder 58  Id3carrion crawlers
-2 1 wizard ;robm PgOO 1-6  |d5 wizards from P900 i onsirous L-ompendium
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8-10 1d12 urd mephlts) 4-7 1d2 spectres
11-14  |d%verbeeg 89 14 wights
15-17  1d8 spriggan Z100:
18-20 1d2 ettin I-2  |d3 armored trolls 10_14 Id12 ghouls
16 bli 15-17 1d6 lizard kings
P800: 37?0 1d4g%rclsns 1820 Monstrous Compendium
[-3 1 wizad from P900 ) . ; ;
A NPC party (controlled by the aholeih %ig ;d?ugtrorggnster IZe\S/gO There are no wandering monsters on this
of P918) 20 Monstrous Compendium Z600: All wandering monstershere  are 1d6
58  1d10spriggan

" . . invisible  stalkers.
9-12  1d2 yuanti (no abominations)
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The Tower of War

This tower originaly housed Zagig's men-a-
ams. This feasome amy was led by the famed
War Wagon and its escort of eight war chariots.
The origina construction consisted of a ground
floor, ten upper stories, and a sub level under
construction at the time of Zagig's disappear-
ance. However, about 50 years ago the denizens
of the underworld began congruction from deep
within Oerth of a giant spira Stairway leading up
into this tower as part of a great scheme to over-
throw the City of Greyhawk.

For an overview of the different levels, refer to
The Ruins of Castle Greyhawk.

Speciad  Congderations

The PCs will find many weapons and even a-
mor made of gold. These items will work nor-
mally for three attacks, then worsen by 1 point
(damage or AC) until wespons are a haf damage
(smply clubs of that size) or amor is reduced to
AC 10 and fdls off.

Tower of War,
Dungeon Leve 1
(W100)

This level origindly centred aound the famed
War Wagon and its escort of eight chariots. There
are seven stables a@ W109 in which the 14 horses
(one for each chariot and six for the wagon) were
kept. The 14 traines were housed a W112. The
two wagon wrights dlept at W113. The level had
a g&ff of three full time in cooks W113. The eight
gladiators (charioteers) had nice rooms a W118
and were the toughest fighters of the bunch. The
other twelve a W121 consisted of ten teamsters
(one for each chariot and two for the wagon) and
two ballista men. The wagon itself was also
manned with other lesser warriors and archers
from the upper levels of the castle to aid in load-
ing the ballista and for general defense. Each
horse had a war dog to protect it (kept two to a
cage a& W119), and all those at W121 werein
charge of a grey hawk (caged at W119) which
served as scouts, lookouts, and arial defenses
(more than one opponent lost his sight due to
these bids).

W101. A smal hut tough looking band of ten
dwarves guards this tower. A small fort con-
dructed exclusively of stone stands to one side
of the entrance. This building does not appear to
be part of the original castle (it and the pit at
W105 were bhoth made by the dwarves).

The dwarves claim taxation rights on all gold
retrieved from “their” tower. The band consists

of Stillguar the captain, two guards named Doro-
gond and Arthton, seven warriors, and their pet
brown bear. They will greet any adventurers
with dwarven camaraderie (except elves who
will merely be tolerated). They ask that the party
agree to their terms of isztaxation on dl gold
found or be willing to take the “Great Risk”. The
grest risk is a game in which two dwarven ham-
mers are tossed to the ground and the way they
land determines the results.

The Great Risk

2-lose dl your gold (found in the tower or other-
wise)

3-lose al gold found in the tower

49-lose 12 gold found in the tower

10-lose only /10 of the gold found in the tower
11-keep al gold

12-gain the Gresat Ingot

The Great Ingot is of great wealth and size.
Change its actual value based on PC's level and
the amount of gold they found: 1st) 50-500 gp,
10th) 5,000-25,000 gp. It should at least double
what they found in the dungeon.

If the party agrees to their terms, the dwarves
will supply planks and alow them to cross the pit
a W105. When the party returns, Stillguar will
send one of the warriors across the pit to search
the PCs and divide up al gold. The PCs will then
be dlowed to cross. If they attempt to get away,
the dwarves will activate the hidden breakaway
ledge at W105 causing al to fall into the pit where
the terms will be renegotiated! If they wish to
play the game, al gold must be left behind at
W105, then the PCs can cross to W101 for the
gane. The dwarves will honour any result.

The dwarves are as follows:

Stillguar (6F/7C): AC 0 (field plate + 1 and
shield); hp 52; THACO 15; Dmg I1d6 (mace -1).

Spells: 1st) magical stone (x3), shillelagh (x2)
2nd) find traps, speak with animals, detect charm
3rd) locate object, speak with dead 4th) produce
fire

Stillguar has a scroll of glyph of warding, blade
barrier and anti-animal shell.

Dorogond (4F/AC): AC 2 (chain + 1 shield,
dex); hp 21, THACO 17; Dmg ld6 + 1 (mace).

Spells: 1st) endure cold, protection from evil,
sanctuary  2nd) barkskin, withdraw

Arthton (4F/AC): AC 4 (chain and shield); hp
20; THACO 17, Dmg ld4 + 1 (wahammer).

Spells: 1st) endure cold, protection from evil,
sanctuary 2nd) augury (x2)

Warriors (7 4Fs). AC 5 (chain); hp 35 each;
THACO 17, Dmg 148 (battle axe), 1d4 +1
(heavy  crosshow).

Brown Bear hp 24.

The bear is a persond friend of the three cler-
ics and is trained to attack on command. All three
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clerics serve Ulaa and have images of a mountain
with a ruby heart upon their shields.

W102. A stone table stands next to aforge-
like stove. To your left is a shelf upon which lie
several neatly stacked bed rolls and a number of
heavy quarrels. Several long planks rest beneath
the shelf. A couple of barrels can be seen here
and there.

Thereis abarre of ale, mead, and beer each
with 50 gp of the beverage |eft. The planks fit
over the pit a W105. All the walls except that to
the SE have peepholes built into them. The ledge
a W105 can be released by pulling a ring in the N
comer of the room.

W103.  (locked) A sturdy chest stands next to
a stone desk.

Here the dwarves keep fase records of the
amount of taxed gold; it always matches the
amount in the chest. Records of al who have en-
tered and exited the tower are also kept. The
survival rate is only 20%, but close examination
will show that some names enter more times
than they exit.

The chest is locked and has a poison needle
trap (Class E, Onset immediate, Str death/O)
which is hard to find (-10%). Inside are 150 gp in
various golden objects. However a secret flag-
stone in the centre of the room opens to reved a
stash of some 8500 gp in golden items. This flag-
stone has a glyph of warding on it which inflicts
8d4 eectrical damage.

W104. This pantry/storage room contains

are amou parts (mostly chain) and enough
food to feed the dwarves for amonth. A large
crate takes up much of the floor space

The crate holds a deer carcass surrounded by
ice chips.

WI105. Thispitis20 deep and endsin oily
looking  water.

The pit is actualy 30' deep with 10' of water.
The breskaway ledge is operated at W102. The
water will flame if lit for 4 rounds doing 1d6 dam-
age each round.

W106. DM's Note. Atop these 18' high en-
trance wals is a forest of sharpened stakes em-
bedded into the stone. They are al coated with
poison (Class E, Onset immediate, Str Death/
20).

W107. (Str total of 80 needed to pull open)
Two mighty doors guard this tower. The image of
agreat war wagon and eight escorting chariots
flying through the air is carved upon them. Ac-
companying them are 14 war dogs and 12 hawks.

If the PCs seem unable to open the doors, the
dwarves will be very willing to help in return for
gold now or a higher taxation later.

W108. This majestic hall has a great “war”
table to the SE. Eight pillars support the vaulting
celling, and a smal throne rests atop a short in-
cline to the NE. Behind the throne is a tattered



but stately curtain portraying a scene similar to
that on the door you just entered. In the center of
the room are the bones of a dead warrior grasp-
ing a torn bag of gold nuggets (25 gp) .

Behind each pillar isaskedeton (hp 7,7,54,3,

3, 1, 1; Dmg Id6 short sword); which has been
instructed to attack when beings move to the
center of the room or if it is discovered.

The throne chairs ae made of hornwood  from
Veluna, weight 550 pounds each, are worth 300
gp each, and have short handles at their base.
They are not atached to the floor and are mov-
able. The incline leading to them is a ramp 0 the
War Wagon can roll down it. The conceded door
operates by pushing, but is currently wedged
shut from within (bend bars required).

The stairway leading up is nealy impassable
due to debris and ruin.

W109.  There are two large mounds of moldy
draw in this stable. A mangled pile of bones lie
covered in the straw around a bar of gold (75 gp) .

Both straw piles are infested with 12 rot grub.
The bones are redly seven skeletons (hp 5,4,2,
2,2,1,1,1) laying in as mangled a fashion as they
can. They will rise and attack as soon as they are
disturbed, if the party is distracted by rot grub, if
the stables are opened, or if the gold is touched.
About hafway through the battle those at W110
will enter the room (see W110).

The two barrels near W108 are full of a murky
liquid (unholy water) and at the bottom a glint of

gold can be seen (30 gp in caing).

W110. The shelves of this room are barren
save for a lone metd box in the far E comer.

The seven skeletons (hp 7, 7, 7, 4, 3, 3, 1;
Dmg 1d6 spear or short sword) here will atack if
the door is opened. If combat occurs in W109
(and the party is doing well), these skeletons will
exit the room by the SW door, atempt to cross
to WIII where they will mount the skeletal
horses and attack with their spears (if they ha
ven't used them).

The metal box is locked and fires two poisoned
darts when opened (THACO 18; Dmg 1d2, SA
poison-Class P, onset 1d3 hours, Str dehilita
tive for 1d12 hours). The darts are golden (20 gp
each).

W111. DM's Note. Each room contains two
stalls with skeletal war horses inside (hp 17
each). A built-in grain bin is located to the inside
left of each door.

The horses will atack any non-skeleton that
opens their doors. The grain bins al have locks
on them which are rusted beyond use (one good
blow will bresk one). There is only foul, rotten
grain inside.

W112. A rotting stench turns your stomach,
yet the room looks tidy, with tables, chairs, and a
fireplace.

It was once the horse trainer/lackey room.
Now seven zombies (hp 15,14,12,10,8,6,6),
each infested with one rot grub, stand in waiting
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within the smal bed chambers. When a chamber
is entered, its single occupant will attack while
those to the side will push past the curtained di-
viders to ad their fellow. A hit may draw a rot
rub.

d The bed chambers each contain a smal cot and
are separated on the inside by curtains. Over the
mantel of the fireplace is a gold knife (50 gp).

W113. The floor is raised where a smal bed
stands.

This room houses four skeletons (hp 8,5,4,3)
and four zombies (hp 12,11,8,8). None know of
the secret door. A dtrange translucent blue key is
held to the underside of the bed by a wire; it un-
locks the secret door to W114,

W114. The famed three axle War Wagon oc-
cupies mogt of this room. Its accompaniment of
eight chariotsrest besideit asiif still defending
their wagon. Two work benches littered with
various tools set in the S and W comers. An a-
cove to the NW holds a forge and bellows.

A phantom teamster and eight skeletons (hp 8,
7, 5,4,4,4,2,2) guad the place. The phantom
will appear as a teamster, wildly driving the
wagon in a state of panic and dread, and con-
stantly looking over his shoulders. Suddenly he
will stand and whirl around appearing to shriek
out in terror. The teamster will then transform
into the image of a swordwraith which will boldly
retake the reigns and drive on. The skeletons
will atack anything that does not flea in terror.

The wagon and chariots are made of bronze-
wood trimmed in homwood and adamantite.
They are ornately carved, yet very functional.
Atop the wagon is a short siege platform which
boasts two ballista of the highest quality. A crate
of 30 stocky spears rests to the back for easy ac-
cess. The wagon is designed such that the team-
sters would have a mesh shield of interlocking
adamantite tines before them. Each chariot
would be worth 5,000 gp and the wagon worth
25,000 gp to a collector.

Somewhere in the ruined upper stories (unsafe
for the living) is an unprecedented host of 18
swordwraiths (hp 48 each!). These wraiths are
18 of the 20 warriors who once manned the War
Wagon and its chariots. The other two have been
destroyed in past raids. They are constantly
watching for any who dare dter, damage or take
anything from the War Wagon and chariots or the
two throne chairs. If this occurs, they will wait
for nightfall, man the remaining War machines,
and ride! They will meticulously hunt down and
kill al offenders and retrieve all items. These
swordwraiths are so powerful that they can even
control lesser undead (skeletons or zombies of
7HD or less). Thus they use the skeletal horses
fon WAL, the skeletd animas from W119, and
as many regular skeletons as they deem neces-
say to add to their undead army! The clerics of
the underworld keep animating the horses and
animas so long as the swordwraiths return from
their raids with some form of food for them.
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The swordwraiths dtill know the secret magi-
cal workings of the wagon and chariots which a-
low those who pull them and guard them (now all
skeletal forms) to run into the very air asif it
were ground. The chariots offer ther occupants
+ 2 on AC and the wagon gives + 3 AC. The bal-
lista (THACO 15; #AT 1/2, Dmg 10d10) are of
fine  workmanship.

W115. This old kitchen is in a terrible dtate.
Things are tossed on the floor and tables, knives
are stuck into the wood, and things are a mess.

This is mainly due to the poltergeists a W116
who will come here when the room is entered.

Objects lying around include knives, wooden
spoons, pans, pots, afew rocks, a golden item
tha has been smashed beyond identification (45
gp), miscellaneous kitchen items, and a scimitar
+21 lying in the S comer.

W116. This room is in disarray with sheets,
pillows, feathers, and broken chairs laying
around as if a whirlwind had hit them.

Three poltergeist (hp 4, 4, 3; the origind
cooks) reside in this room. As soon as W115 is
entered, they will go there and start throwing
things.

The closet is stuck shut and two large scorpi-
ons (hp 11, 10) have found a way into it.

W117. This old pantry is empty of &l but a
single flask.

The flask contains poisoned wine (Onset |d4
hours, Str 15/6).

W118. DM's Note. (locked) The old gladia
tors (now swordwraiths-see W114) won't let
the clerics animate dead in these rooms. The bed
in each room is neatly made, though the blankets
ae a bit tattered. No wandering monsters or un-
dead ever enter these rooms. However, these
old gladiators make it a midnight routine to check
their old rooms for any form of intruder. If the
paty is found here, they will likely never leave!
If the wraiths find themselves outmatched, they
will retreat to the upper levels where only they
know where to safely wak. They will then wait
until the party leaves the tower when they will
hunt them down with the war wagon and me-
thodically kill every last one.

W119.  Cages line both walls. Larger cages
filled with skeletl dogs line the left while smaller
ones with skeletal hawks line the right.

Any who enter this area had best immediately
leave. All the cages are closed, but unlocked.
The larger cages each hold two skeletal war dogs
(hp 13,13,12,12,11,10(x3), 9(x3), 7, 54). In
each cage hird cage is one zombie hawk (hp 13,
11(x3), 109(x4), 8,7,4; SA se hawk and zom-
bie). All occupants will burst open their cages
and attack as soon as the door to the room is
opened. They will pursue as far as possible.

W120 A large hal supported by two pillars ex-
tends before you. Severd tables are nestled near
two huge unlit fireplaces. A band of cloaked figures
dt a the tables. They are al leaning forward and
staring at a golden object upon each table.

They are actually skeletons (hp 8(x3),7,
7554,41(x4); Dmg [d6 short swords) waiting
for intruders to attempt to snesk up on them so
they can attack a close quarters.

The golden objects are a bracelet (25 gp),
small chalice (35 gp), and a bt buckle (10 gp) . If
the party is strong, those at W121 will issue forth
when battle begins.

W121. A rotting smell emanates from the
door before you. This room is filled with a nice
wooden bed frame with tattered blankets upon it,
accompanied by a low bench and dresser.

A single zombie (hp 16,16,15,14,13(x3), 10,
10, 8, 8, 7) stands at the door of each room.
They will @l issue forth and attack at the first sign
of combat in W120.

Tower of War,
Dungeon Leved 2
(W200)

This level was originaly designed for removal
of horse manure from W111 The manure was
collected a W219 and then the miners a W214
would push it out of the pinnacle, via W217, to
the valley floor below. Of course having a large
tunnel into the basement of the war tower called
for defensive measures. A garrison of archers
was established a W212 who manned W218 and
W215. The center of the level was occupied by
the full-time cooking staff for the miners and
archers. This level was being expanded to the
NE by the miners, who dso made a secret altar
to the evil demigod luz at W220. The giant ant
colony has always been here, but has grown
since Zagig's days. Findly, the cavern areas near
W207 are home to the upper reaches of the un-
derworlders .

W201.  In the comers are four smal shelves.
Each hasagold ingot resting on a square of red
velvet.

The ingots are coated with contact poison
(Class L, Onset 2d8min, Str 10/0). Behind the
false door is a partially worked tunnel.

W202. A few bones and a dried up giant ant
body lie in the comer.

W203. A smal, ugly, round table surrounded
by squat stools occupies the center of the room.
Offd, dicks, and trash litter the comers. A few
crude knucklebone dice lay on the table.

One of these three rooms should currently be
filled with four troglodytes (hp 14, 13, 5, 3).
They will fight with a berserk terror ( + 1 THACO
and Dmg, -1 AC and saves) if encountered.

These old cook’s quarters now serve three
purposes for the underworlders. They are used
as a place of punishment, as a proving ground of
bravery, and as an object for dares. It is consid-
ered a deadly thing to spend a day in one of these
rooms as adventurers who enter the tower
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sometimes enter these rooms and day the occu-
pants. The trogs can prove themselves by taking
such a risk.

W204. Resting atop two small tables to either
side of the entrance are four suits of makeshift
amour - which give off an awful stench. Sitting in a
few of the chars around two long dining tables
are six skeletons. Finally, a gold candelabra (90
gp each) rests atop each dining table.

The skeletons (hp 8, 7, 7,6,4,1) each have a
long sword and two javelins. The suits of amor
contain zomhies (AC 4 makeshift amo;, hp 10,
972.

WZ%)S. This old kitchen smells of rot and de-
cay. The stench comes not from the barren ta-
bles, shelves, or stove, but from four zombies!

A son of Kyuss (hp 9) and 3 zombies (hp 9,6,
4) guard this old kitchen. The underworld clerics
have managed to control the son of Kyuss to help
protect their secret entrance at W206.

W206. (locked and trapped) This old pantry
has been picked clean of al but the shelves lining
the wals and a crushed barrel.

The door has two spring loaded, trip wire re-
leased spears mounted on the inside (THACO 10;
Dmg |1d12 each; SA save vs. poison +3-Onset
1d6rds Str death/O). The secret trap door is aso .
locked (-15%).

The ant entrance is concedled beneath the low-
est shelf and is covered with twigs and debris.

W207. The center of this chamber is sup-
ported by a study rock column. Rock debris has
been piled along most of the southern wall. Sev-
erd tunneling implements (shovels, picks, a cart)
rest atop the debris.

The debris is what remains of the mining of this
area. The concedled door to the SE is a large
boulder that has been mounted on great iron
hinges.

There is a 20% chance that 1d3 of the evil
priests from W300 will be here animating dead.

W208 . (locked) The floor is littered with the
bones of many creatures as well as humerous
corked  bottles.

The bottles contain flesh from various beings
floating in preservation fluid. One large bottle is
filled with blood. These are the materid compo-
nents for animate dead which the underworld
clerics use to populate W100 and W200.

W209. The far end of this room is filled with
more debris especidly a the far end. There are
four wooden panels aong the SW wal a 10' in-
tervals .

The panels cover spy/murder holes into W212
and were originally used by the old archer guards
there. The rubble covers alow sturdy table on
which rests a locked chest. All of the chests
seams are filled with a gummy wax. If it is pried
open, its poisonous gas contents will be released
(save vs. paralyzation or be paralyzed for 1d8
hours). Inside the chest are four liquid filled crys-
tal bottles (one of which is broken). When they
are uncorked the liquid turns to paralyzing vapor



a above. Each will afect an area 10' in diameter.
W210.  Swinging aside the huge stone will re-
veal a dope leading into a cavern. A gong and
mallet stand to the NW. Acrossfrom themisa
large chest. Suddenly five huge orcs sep from an

entrance to the SW.

The "orcs' are actualy five orogs (hp 14,13,
12,9, 9; Dmg 1d8 + 1 long sword or 1d6 +1
spear). If the gong is foolishly struck, those at
W301 and W303 will be prepared for the encoun-
ter.

The chest has glue on the handle (roll open
doors to free hand). Within are 350 gp in golden
items: arrow heads, cups, bracers, etc. These
are to replace adventurer lures (golden items)
taken from W100 and W200.

W211. Giant Ant Complex

These tunnels were made by and are filled with
giant ants. The individuad caverns are as follows:

a) Queens Room: queen, 19 workers, 5 war-

riors

b) Nursery: 20 workers, 5 warriors, 50 larva

and eggs

c) Honey Room: 15 workers, 3 warriors

d) Jewelry Room: 8 workers, 2 warriors

€) Food Rooms. 11 workers, 2 warriors

f) Guard Rooms: 9 workers, 4 warriors other

caverns) 1dB workers, 1d? warriors pas-
sages) 1d4 workers, 1 warrior (if 3 or 4
workers)

There are four types of ants:

Queen: MV 0; HD 10; hp 70; #AT 0; S L;

Warriors: HD 3.

Workers: HD 2.

Larva and eggs non-combatants.

PCs will have to crawl in these tunnels wa
MV) , can't use Dex bonus on AC, must go single
tile, and will be a a general disadvantage during
encounters (-1 THACO and Dmg) . Full and field
plate amour as well as bulky shields will make
movement nearly impossible (10 MV) .

The jendlay room contains many shiny ob-
jects: glass shards, bright pebbles and stones, 14
arrow heads, 12 sp, eight gems (10 gp azurite,
10 gp hematite, 10 gp turquoise, a 50 gp and 90
oo bloodstone, a 50 gp and 90 gp carnelian, 300
gp spinel) , potions of healing, heroism, longevity,
and oil of etherealness. The honey room also
contains 350 gp worth of honey. Food rooms are
filled with meat bits, seeds, and grass. The ants
crawl out of W217 to the outside world (skele-
tons do not trap them) for food as well as occa
siond underworlder and adventurer snacks.

W212. (Locked) The rooms have broken and
moss covered remains of beds, sools, and smal
tables in them.

This area is patrolled by two sons of Kyuss (hp
17, 9). The clerics from below somehow man-
aged to confine these horrors to this area to pro-
tect from possible invasion through the thin wall
from W209 to W212.

Under the moss on one of the tables is a flawed
moss agate (7 gp). It has a strange curse upon it:

moss will slowly grow wherever it is kept.

W213. Broken swords, crushed amo,
bones, and ruined equipment are packed into this
room clear to the celling.

When adventurers are dlain and taken down to
W300 and beyond, al of their usdess items are
broken (so others can’t use them) and stuffed
into this room. It is a treasure trove of basic
equipment parts. If al this is moved aside, a
small crack will be reveded leading to W209.
The wall is so thin that afew light blows will
break through it.

W214. Against the SW are two old wheelbar-
rows, three old mining picks (one broken), two
shovels, a manure fork, and an iron bar. A shove
with a golden blade sits among the rest.

As soon as the party reaches the far wall (or if
any of the doors are opened), 12 zombies (hp 14,
14,13, 11,10, 9,9, 7, 6, 5,4,4) will issuefrom
the old miners barracks on the sides.

The old barracks are empty of al but the divid-
ing curtains and a few clumps of manure.

W215. DM's Note. (locked) Ten skeletal
archers(hp 8,8,7,54, 4,2,2,1,1) are star
tioned here to kill al beings trapped at W217.
Their arrows are al gold tipped (2 gp each). Each
has a quiver of 10 arrows.

Each skeleton also has one gold tipped spear
spears (6 gp each).

W216. Besides a moldy table and some
chairs, a bench and shelf remain here. Under the
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shelf is a keg.

The keg is filled with murky lantern oil (15
flasks worth). Hidden under the surface of the ail
are another 100 gold tipped arrows. On the shelf
rests another five gold tipped spears.

W217. Both side walls here are undercut near
the floor by drainage troughs. Two half raised
portcullises stretch across the passage (5 clear-
ance).

When as much of the paty as possible is be
tween the portcullises, the skeletons at W218
will release the winches and they will fall. The
skeletons at W215 will then shoot and kill all
trapped members. The bars are old but meagicaly
drong (requires two successive bend bars rolls
by one PC to bend or a net Str of 100 to lift). The
only other way out is by the giant ant tunnel con-
ceded in the drainage trough.

If the party escapes through the E portcullis,
see W218.

W218. DM's Note. Nine long sword armed
skeletons (hp 8(x4), 7,4,2,1,1) standinwaitin
these two rooms. They will trap any group that
wanders between the two portcullises at W217.
If the trapped group escapes, they will ambush
them from the rear once they are passed the se
cret  door.

W219. A huge pile of manure with eight peaks
fills the length of this mewmede cavern. Daylight
comes in through a 20 passage to the W.

Amid the manure are 20 rot grub (hp 1 each)



and a small otyugh (HD 6; hp 34; THACO 15)
hides in the third mound.

In the fourth pile of dung is a smal golden dog
(120 gp) . The concedled door to W220 is actualy
a dab of compressed and hardened manure. The
nearest pile is composed not of manure, but of fe
ces, har, bones, dirt, and grime. Those of W300
dump their “trash” here.

W220.  The tunnel leading to this room smells
of offd and is filled with a black and green dludge.
The curtain that covers the entrance was once
white, but is now blood stained. The room itself
is sludge tilled and the walls have blood paintings
of a grinning human skull upon them. An dtarlike
area stands to the left. Two five foot high incense
pots full of burnt manure stand next to an ogre-
szed datue of a fa man with demonic features,
reddish skin, pointed ears, and long steely fin-
gers grasping a great two handed sword. On the
short sturdy table lies a wicked looking bone han-
died knife and a liquid tilled wooden bowl. A
makeshift arc of steel bars forms a cdl to the NE.

The daig/atar is made of a cementlike sub-
stance of powdered bones and dudge If both in-
cense pots are lit, the statue will animate and
attack any lawful good being in the room. The
statue acts as an ogre (hp 33; Dmg 1d10 two
handed sword +3). If killed all will return to
stone, including the sword. The liquid in the bowl
will age any who touch it 1d4 years (no save) and
renders the limb useless for 1d4 rounds. The
bone knifeis adagger + 1.

This temple to luz (the statue is one of his
forms) was secretly constructed and used by the
minergmanurers who once worked on this level.
With their aid, the underworlders were able to
accurately  congtruct the caverns a W209.

W221. The stench of this room is extreme.
Y our nose burns with the smell (ammonia). A
raised kivalike entrance with a ladder can be
seen in the middle of the room. However, the
rest of the room is a foot deep with liquid.

The liquid is urine and manure juices which will
permanently scent anything that comes into pro-
longed contact with it. This smell will attract
wandering monsters a double the usua rate.

W222. The kivais surprisingly dry and has
small wicker mats covering its floor. Severa in-
cense sticks are set into wall niches. A tinder box
and several black candles lie on a black cloth on a
low table.

If no one in the kiva lights an incense stick, the
gases here will cause a severe nosebleed (losel
hp every round until completely out of W221).

The two candles are a rare unholy type which
are worth 45 gp each.

W223. All of these corridors and rooms are a
a stage of stone work in which the walls need
only be smoothed. The construction stopped
many years ago when Zagig disappeared.

This whole area is haunted by three slow
shadows (hp 28,23,9). Even the underworlders
avoid this area.

In the room at a, hidden under the lid to a
crate, is 196 gp and 4 gems: a 10 gp banded ag-
ae, 10 gp malachite, 200 gp dexandrite, and 150

gp peal.

Tower of War,
Dungeon Level 3
(W300)

This is the first true level of the unde
rworlders. There are three general ranks of un-
derworlders throughout the rest of this tower:
leader, guard, and dave. There are three grada-
tions within each of these stations, from least to
greatest these are: for daves, troglodyte,
duergar, and derro; for guards, ogrillion and
orog, ogre and troll, two headed troll and giant
troll; and for leader, haf ogre, hdf orc, and ogre

mage .

To add to the mystery, many of these monsters
are easily confused with more common crea
tures. As per their descriptions, haf ogres look
like short ogres, ogrillion look like orcs 90% of
the time and like ogres the other 10%, orogs
look like large orcs, and half orcs look like orcs
90% of the time and as ugly versions of their
other haf (only human here) the remaining 10%.
After adventuring through this dungeon, al sur-
viving PCs should gain the ability to distinguish
between all these races.

All daves will have a brand or tatoo of a skull
and scythe on them. Some of these brands will
have been ruined and a new brand of ataloned
hand will appear over them. These are the sym-
bols of Nerull and Vaprak (see below).

Criginally all the leaders of this underworld
force worshiped Nerull. Reading about Nerull
before running this dungeon is a good idea. For
example, al of Nerull’s clericswill carry small
scythes and will have skulls hanging from their
belts, necklaces, weapons, or resting on their
headdress or shoulders. Vaprak, the ogre demi-
god, was very displeased when he discovered
the ogre, troll, and related denizens' faith to
Nerull. In retdiation, Vaprak caused the ruin on
the middle levels of this dungeon and is currently
engaged in atug of war with Nerull using the
dungeon’s denizens for a rope.

Both gods are now granting spells to any priest
who worships them in an atempt to sway the
denizens to their religion. Furthermore clerics
fathful to Nerull have an additiond 20% chance
of spell failure while worshipers of Vaprak have
an additiona 30% chance.

The tension between the two religionsis so
strong that the very air of the dungeon will seem
taut. This causes al PCs to make a wisdom check
anytime anger or violence is a situational option,
those failing must choose anger or violence.
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From this level down, there will always be a
large ten foot wide path leading upwards from the
underworld. This was to be the life line of the un-
derworld army once they surfaced on Oerth.

If the PCs are captured or killed, they will be
taken to W316 or W322.

W301. Threeorcs and an ogre are stationed
here. Behind them in a raised room is the glint of
gold.

These are actually four ogrillion (hp 26, 24, 18,
14) guarding the treasure beyond. If the gong
from above sounds, these four will either run
there or bide along the SW walls of W301 and
W302 for ambush purposes.

W302. A lage table with severd parchments,
quills, and an ink bottle upon it lies to the NE. A
smal chest sits to the W and al along the sides of
the room lie numerous golden items ranging from
atallurntoearrings.

Inspection of the chest will revea that it is dust
covered. It is actualy a trap. Any who open this
latched but unlocked chest will release the 16
crawling claws (hp 3 each) kept within. There are
30 gold items total worth 1,110 gp (the urn is
worth 150 gp and is the most valuable item). The
parchment is written in underdark and is a
week's inventory of &l golden items taken from
or placed in this room (of the 300 gp taken out
most will have been found by the PCs). There is
also a column headed, “Gold lost to surviving
suface dwellers” . It is empty (unless the party
has made recent forays into and out of W100 and
W200 in which case it will refer to them).

W303. Dominating the centre of this 20' high
room is a staue of a horrid mottled brown and
green humanoid (Vaprak). Four gold trimmed
semicircular tables with two chairs each face the
statue. Three sets of stairsto the NE lead up-
ward, one to a set of double doors, and the oth-
ers to a balcony that rings most of the room.
Torches flare in wall scones along the balcony.

If the gong didn’t sound and those at W301
were defeated quietly, there will be a smal ogre
(a haf ogre) and five large orcs (orog) in the
room. Otherwise these will al be hiding on the
balconies. Either way two orcs (ogrillion) hide in
the acoves leading to W304.

There are five orog (hp 16,14,11,7,6; Dmg
108 battle axe or 1d6(x2) short bow) and two
ogrillion (hp 17, 13). The half ogreisaP5 (V&
prak) (THACO 18; hp 29; SA spells, 50% failure:
1st) cause light wounds, command, invisihility ~ to
undead; 2nd) aid, hold person, obscurement;
3rd) animate dead. It also caries a scroll of cure
serious wounds). The balcony contains a grate
over the entrance to this room which has four
small sealed barrels next to it. The barrels con-
tain troglodyte sweat which will cause anyone
coated to save vs. poison or be so revolted as to
lose 1d12 points of Str for 12 rounds. All others
in the area must save or lose |d6 points for 10
rounds. If the occupants were warned of the par-
ty's approach, several orog will be here ready to



coat the party (THACO 15). These monsters
have wax nose plugs to protect themselves.

A bag hanging at this half ogre's belt a contains
a key to W305,22 gp, and a 13 gp azurite. Each
orog has 15 gp while the ogrillion have 2 gp each.

W304. Thisroom isempty except for three
doorways and a 10'x15' ovd hole in the celling
which opens into the centre of a room above.

Currently four troglodyte dlaves (hp 12,12,9,
3) are standing above on the ledge of the upper
room. They are using wet strips of cloth to filter
the smoke that gathers in this room. They will
gladly leap down on any intruders they discover
below. This gives them a -2 THACO adjustment
and a + 2 damage adjusment on each attack.

Brands of a skull and scythe have been marred
by scas. A more recent brand of a taloned hand
is found on these four.

W305. DM's Note. (locked) All who pass
this door (besides leaders) are carefully exam-
ined by the guards at W306 so gold can not be
easily stolen.

W306. Anarchway leadsto asmall roomin
which five large bored orcs are sested. They lesp
up with fiendish joy when they see you.

There are five orog (hp 20,20,14,10,9; Dny
1d8 + 1 sword or 1d6 +2 flail). Each has 35 gp
and 1 pp. All have wax nose plugs in their
pouches as well. The higgest one carries a key to
W305.

W307. Old mats, and a few broken chairs,
stools, and tables litter this room. A disgusting
order hangs heavily in the air.

Eight troglodyte (hp 16,15,13, 12,9, 8, 8,6)
lig, sit, or stand in this room (see W308). They
will aly with the party if no hostility is shown;
otherwise, their hunger will override. A sedled
clay pot sits to the SW. It is a collection jar for
troglodyte sweat and oil scent. In battle a troglo-
dyte will throw it a the party (see W303).

The troglodytes are Vaprak branded. Thisis
the dave room for working the winch lifts, carry-
ing the gold, and for many other nasty chores.

W308. Each of these rooms contains three
cots. The floor is littered with wax-severa wax
candles are lying about.

Currently four duergar (hp 8,6(x3)) are trying
to rest here. If combat begins, the two near
W309 will dlip into their secret room while the
other two will pick up make shift clubs of bone
(Dmg 1d4), and fight only if they can’t tak their
way out.

After  much begging the dwarveswere alowed
to build these rooms to help keep the troglodyte
dench away. The wax on the floor is from used
nose plugs.

W309. This room is carved such that three
chairs of stone remain near the wall. A natural
shelf to the SE holds several golden items: three
golden headed hand axes, and three other non-
mounted, golden axe heads.

This is a secret cache the dwarves managed to
make without the guards or leaders noticing.

They have been smuggling items to this room.
On the wall behind the shelf is written in dwar-
ven, “The secret chamber of the six” and has
been signed by five red marks and a signature
"Gundo" (the only one who could write). The
axes will do 1d6 damage for 3 hits, then ld4 after
that.

The axe heads are worth 40 gp each. Also on
the shelf are four gold mugs (25 gp each), a gold
spider (120 gp), and a pair of golden nose plugs
(10 gp) which the dwarves wouldn't dare wear.

W310. DM's Note. The secret door oper-
aes by shoving on the bottom of the wall. It will
then pivot up, hang for 1 round, and fall down
with a great force (THACO 10; Dmg 2d12).

W311.  Arrows come firing a you from out of
the wall ahead.

An orog (hp 10) sits with a bow and 20 arrows
a a The arow dit can be seded off with a metel
plate from within. He will only come out if his life
is in danger within this cube.

The chest is a decoy reward if anyone should
happen to find this room. It is locked and contains
25 gp.

W312. On the landing near you () is a trea
sure trove of gold. There are golden spear
heads, arrow heads, daggers, axe heads, cande-
labra, mugs, urns, pots, spoons, broaches, jew-
dlay boxes, coins, etc., surrounding a golden
datue of a dwaf. A musty smell mixes with a pu-
trefying odor. More gold items can be seen on a
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far landing.

Ten troglodytes (hp 14, 13, 9, 9, 8, 8, 7, 7, 5,
3) and two duergar (hp 4, 3) are carrying other
items from the landing a b to a and attending the
fungus bed a c. These will not hinder the paty
(thinking them leaders) if they behave as if they
belong. Otherwise they will aly with the PCs if
not threatened, even carrying gold for them.
However, at their first chance, they will attack
the PCs in an attempt to gain freedom and the
gold for themselves.

The gold dwaf redly is a dwaf that fel into
the gold smelting operation on W900 and is
worth 1,750 gp but weighs 400 pounds. All the
other items are worth a totd of 5000 gp. The ta
ble and two water barels are for an experimentd
fungus growing activity designed to supplement
their food supply. This room was to be the ware-
house of gold which would be used to fund the un-
derworld army once it surfaced.

W313. This room is empty. However, golden
marks mar the floor and walls.

The concealed door is aloose flagstone trap
door.

W314. Four orcs are working a pair of
winches here. Between them is a 15'x15' pit into
which the winch lines disappear.

The ogrillion (hp 23, 19, 16, 16) are lifting a
platform with 250 gp in gold items and two trog-
lodytes (hp 14, 11) on it. This lift was only de-
signed to raise gold, not troops. The shaft is



50' deep, For winch information see W334.

W315. This is obvioudy the feast hall. A large
spit occupies the center of the room and tables
with benches and stools surround it. A wing to
the SE holds a nicer looking table. A thick
butcher block sets to the SW.

Five troglodytes (hp 15, 12, 10, 9, 5), three
orog (hp 16, 10, 4, Dmg Id4 +1 hand axe or
1d6(x2) short bows), and four ogrillion (hp 23,
18, 17, 15) reside here, dining on some form of
meat. If the party attacks the ogrillion and/or
orogs, the troglodytes will aid the party.

The orogs each have gold nose rings worth 85
gp while each ogrillion caries a bag full of 5 gp in
gold nuggets. The nicer table is for guards while
the rest are for the daves. The spit is full of cod
embers.

W316. (locked) The floor is coated with lay-
ers of dried blood. A guillotine sets next to a
barred cdl to the NE. Two humans and a femde
ef are standing nearly naked in the cell.

Any sound here will bring the four duergar
cooks (hp 7,54,1) fromW317. Thebininthe W
comer is full of guillotine remains. The humans
ae an F3 (AL LN; hp 21) and a F3/T3 (AL LN;
hp 20). The femde df is a W(E)4 (AL N; hp 11).
They will gladly aid the party in any way possible
for their escape, If she safely makes it to
Greyhawk  City, the ef maiden's betrothed will
thank the party by giving them 300 gp and a suit
of even chan mail. The two humans would pre-
fer to find arms and amour to take vengeance
upon those who were about to fill their stomachs
with them. They will even be willing to serve as
henchmen for only a quater share each in trea-
sure if they are outfitted  with battle gear. Now
that these underworlders have been cut of from
their kinsmen below, they have been dining al-
most exclusively on captured adventurers.

W317. These quaters are cramped with four
short cots. Laying around the floor are severa
butcher knives, a wet stone, a few iron pots, and
a ladle.

Four duergar daves (hp 7, 5, 4, 1, Dmg |d4
butcher knife) are given this room for sleeping
quarters. They serve as cooks for this area
They are dways in a dour mood and will attack
the party with butcher knives if encountered.
One wears the keys to the cell and doors of W326
around a thong on his neck.

W318. (locked) This storage room contains
severd large cauldrons, two large spoons, a sack
of sdt, two barels, and a lot of sated meat.

The barels contain  water.

W319. A worn bench winds all around the
edge of this room. Various old bones and grime
litters the comers.

The guards who are usudly here are attending
a med in W330 beyond.

W320. An eight foot tall creature is chained
about the neck to the NW wall of this side hall.

Two owlbear (hp 26, 23) are actually chained
here, but the one to the SE will be hiding in order

to surprise intruders (the PCs) who are overly
interested in its counterpart. Their chains alow
them to attack anything within the indicated
lines.

A winch located between them will draw back
their chans so safe passage can be made. They
are extremely hungry and are trained to attack
anything (except for the haf ogres).

W321. This side room contains a set of
shelves holding iron covered tomes and a desk
with a gold quill and ink set.

The tomes are al blank. One of the desk
drawers has a secret bottom which holds a
sedled scroll. It is titled, “Procedure for record-
ing number, type condition, and equipment of
underworld troops issuing from exit #2." 1t de-
scribes how to make daily entries in the tomes of
al troops entering this room and of al troops ex-
iting to the surface world. A second scroll details
order descriptions which identify the role of vari-
ous troops in the siege of Greybawk City. Finaly
a third scroll is blank but laced with golden
thread. It is written in infra ink and must be held
close to a hot tire before it can be read by infra-
vision It is a map of the area from Woolly Bay to
the Nyr Dyv. Tacticd marching paths are indi-
cated. Three thick lines seem to appear from no-
where: one & Greyhawk  Ruins, one on the edge
of the Gnarley Forest, and one in the Mistmarsh.
Obvioudy, these three are the exit points of the
underworlders to the surface.

The tomes would be worth a total of 2,500 gp
to mages, sages, or librarians due to their dura
bility. The scroll is nearly priceless to both the
leaders of Greyhawk City and to the unde-
rworlders.  This  scroll  contains  information  that
could shake the foundations of Oerth.

W322. A vast cavern some 30' high and
nearly 100" long is supported by six large pillars,
two of which rest upon a raled centrd stage a
the room’s center. All along the edge of this room
are either doors or curtains. Giant chains con-
nect the pillars together 25 off the ground.

Fiveorog (hp 17, 15, 13, 12, 6; Dmg 2d4 +1
broad swords or 1d6 + 1 spear) and four ogrillion
(hp 24, 22, 14, 13) stand guard atop the stage.
Two barels a either side of the pit hold twenty
spears each. If the PCs are encountered, they
will throw spears from the stage. The stage has a
five foot undercut al round its edges and is 15
high making it very difficult to get up on. The pit
in the stage's center is 30' deep.

Two rope ladders are attached to the pillars
upon the stage and can be tossed down when
someone needs up. The chains are actually for
pillar stability. If more than two are cut, the room
will collapse killing al who are within it unless
they are beneath the stage bang over or in one of
the side rooms. This room was designed to
house the daily influxof underworld warriors be-
fore they made their debut on the surface. The
side rooms were for |eaders and guards, while
the stage was for morde boosting speeches and
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spells as well as crowd control. The pit was to be
used to restrain those who became unruly. Now
the pit is used to bold captured adventurers.
Currently a group of three dwarven F3s (AL NG;
hp 39, 29, 28; congtitutions 18, 18, 16) and a
gnome W(I)3 (AL NG; hp 6) are being held here.
All will be glad to join the party and adventure on-
ward. The dwarves are brothers. The side
rooms are currently empty and filled with offd
(from the guards of W323 and W324).

W323. Two old but sturdy tables with severa
tree stumps around them sit in this room. The
grest number of fur deeping mats and three large
barrels suggest that this room is a barracks.

Four ogrillion (hp 27,23,18,12) lay asleep on
the fur mats. They each have 10 gp. The barels
contain water. Upon each table rests severa sets
of knuckle dice. This room is the barracks of the
ogrillion  guards.

W324. A s of cots fills this room.

Two orog (hp 21, 21; Dmg 1d6+1 partisan)
are sitting on their cots, discussing the taste of
dwarf. Each carriers 20 gp and a 60 gp gold neck
band. The room is littered with old or broken
swords, flails, spears, various polearms  cross-
bows, axes, bows, and a battle axe. All are use
less except a broad sword and two spears.

W325. A double archway lies ahead.

Four elite orog guards (AC 3 plate mail; HD 4;
hp 27,22,15,15; Dmg Id8 + 1 scimitar or baitle
axe; SA poisoned blades class * , onset immedi-
ate, Str 1d12rds paralytic) wait here. Two are
dationed at each arch, one per side.

They carry no treasure.

W326. This must have once been a smal evil
chapel, but now it appears to be a deeping cham-
ber for four. A rust red skeletdl statue has been
ruined as if atacked by weapons.

The statue was of Nerull, built before the
priests of thislevel converted to Vaprak. The
elite orog guards dleep here. Beneath the ruined
statue is a hollowed area in which the guards’
personal treasureis kept: avia of poison (see
W325) with 20 blade coatings left, four 50 gp gold
am bands, and 17 pp.

W327. (locked -15%) This room is more lav-
ishly decorated than elsewhere on this level.
Two large comfortable looking beds rest beside
two desks and chairs A large black curtain cov-
ers the NE wall.

One of the beds contains a deeping half ogre
P5 (THACO 18; hp 18; SA spells, failure 50%
spells 3 Ist, 3 2nd, and 1 3rd). These two priests
managed to convert this level from Nerull to Va
prak. The concealed alcove actually contains a
statue of Vaprak which is gold coated (1,500 gp
but weighs 1,250 pounds). Behind the statue is a
crumpled up scroll on which is a comparison list
between Nerull and Vaprak-Vaprak comes out
way ahead. The desks each have quill and ink as
well as severd scroll sheets. The scrolls mostly
describe proper ritua services to Vaprak, but
there are a few notes such as, “Oogong has been
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edting too much, Googtuth smells like troglodyte
lately, etc.”

W328. Three nice beds, a table, and chairs
occupy this room.

W329. A pile of wespons, amau, backpacks,
eic., till the SW end of this room. A smal shelf is
tucked to the NW. On it are two small black
bound booklets with gold runes on them.

A wyvern watch protects this room (a scare
tactic againgt the other two priests should they
intrudg). The supplies are those of the prisoners
from W316 and W322. The booklets are the evil
teachings of Nerull and will bum any good digned
being who touches them for 14 timesthevic-
tim’slevel. The books are worth 600 gp to the
right beings

W330. A smadl fesst seems to be in progres.
Four raised landings to the N, S, E, and W look
out over the rest of the dining hall.

Three hdf ogre, P5s (THACO 18; hp 37, 32,
14; SA dls, failure 65,65,55, #lLeve 33, 1),
eght orog (hp 20, 18, 17, 15, 15, 12, 12, 10;
Dmg ld4 + 1 hand axe or 1d4 light crossbow),
and nine ogrillion (hp 22,22,21,20,19,16,15,
15,12) are dl having a med of “logt adventurer.”
The half ogres are dl seated at the W landing
while the others are strung out on the hal’s floor.
They ae being served by three duergar (hp 6,4,
3) who will run to W333 if battle begins.

The ogrillion each have 9 gp while the orogs
have 20 gp in coins and a 60 gp am band each.
The 14 hp hdf ogre has a phylactery of long
yeas. This leather box amulet has aid%d this an-
cient priest of evil in his ederly years.

W331. (locked) Four short bunk cots (like
bunk beds) and a shelf full of kitchen utensils are
the only items in this room.

The eight duergar cooks deep here

W332. This room amdls like a daughter
house. Two barrels of water St on a squat bench
between the two doors. The shelves are covered
with meat cuts and a few butcher knives

W333. This kitchen is rlatively orderly. A
butcher block and two stoves occupy most of the
ﬁ Five dour looking dwarves are hustling

the kitchen, hdlway, and the room next
dloor

Five duergar cooking daves will take ams (hp
7,6, 5, 2, 2, Dmg |d4 butcher knives) only if
they are threastened. Otherwise they will be-
friend the PC's, telling them of the daves at
W307 and asking thet they free the dwarves
there and & W312

The shelf contains kitchen utensils. Below it is
a bin full of cod.

W334. (locked and barred on W330 sde) Be-
fore you ae three winch lifts of various Szes All
three platforms are a this level.

Using the winches will magnify a PCs max
press by 5. This must be able to support the
weight placed on the lift. The lift platforms them-
selves weigh 50 pounds per 5'x5' section. The
shdfts ae 35 deep. These lifts were for troop

transport.  The stairwell hasn't been maintained
and is now covered in dippery moss. Traversing
it requires a Dex check threetimes or dip and
tumble downward, requiring those bdlow to
check again. The moss Is 0 dlippery that stop-
ping is nearly imposshle so the base damege of
2d12 is cut in haf and then quartered if later
checks ae faled

Tower of War,
Dungeon Level 4
(W400)

W401.  Three aress of the room have one,
four, and five semicircular wooden domes
mounted on the floor. Above each is a shaft. Mi-
nor rubble and debris from the celling litter the
floor. To the S is a 15 passage leading SW.

W402. Three landings with stairs between
run down this halway. It Tooks like a great batle
was fought here. T ogrillion and 12 orog
corpses litter the floor. Two of the orog are in ru-
ined plate amou. A set of massive stone doors
rest inthe NW wall; near them isagiant beam
which has been splintered,

These were dl killed by a horror which Vaprak
released upon them (perhaps Varek himsdf).
The beam wes barring the doors to W403, but was
not stout enough to hold back the horror beyond.
Their faces are horror dricken and their bodies
have been shredded by taons and teeth. Nothing
was taken and 250 gp of golden items (arm bands,
a dagger, etc)) and 120 gp in coins are lying about.
The two orog in plate were dite orog guards
which stood watch in the two acoves.

W403. Sorapes and soorch marks mar al sur-
faces of this darwel as if some claved monger
which treasted stone as butter went berserk
here. Further on a collgpse has completely
blocked the corridor.

W404. The corridor is completely blocked by
a cave in. More claw maks can be seen meted
into the wall.

It will take the PCs four hours to remove
enough debris from this cave to crawl through.

W405. This chape was once supported by six
pillars, however, one hasfalen over andthe S
comer of the room has collapsed.

If the pillar is examined, claw markswill be
seen. The room was empty at thetimeand no
bodies lie here. However, upon the rust colored
done dtar of Nerull lie a toppled copper and ma-
achite savice st worth 500 gp.

W406. Thisdining hal isodd for thereisa
rug colored done dtar to the NE.

This dtar was empowered by Nerull to cast
create food and water spells twelve times a day.
For some reason the horror did not destroy it. If
there are hungry beings in the room when a
cleric touches the dtar, one of itstwelve daily
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godls will go off.

W407. An emacigted owlbear lies chained and
dying againgt the SW wall.

This owl bear once had 27 hp but now only has 2
due to starvation. It has lived a long time on the
four human captives and two orog guards who
were trapped here. If saved, it will follow the party
and act as a guard to the PC who aded it mogt until
it makes it to the surface or until it receives more
than hdf of its hp in wounds during one batle. If
the PC treats it exceptiondly well, you may want
to have it remain as a permanent ally.

W408. A large chunk of stone has broken lose
from the ceiling and blocks most of this corridor.

A hdfling or gnome could squeeze around the
boulder. Otherwise it will have to be broken apat
somehow asit is very tightly wedged into the
hallway.

w409. A fedig of dread cresps over you &
this place is entered. Even the hits of moss that
have been seen have withered and died here,

The three evil priests which were trapped
here are now wights (hp 27,21,20). Under one
of the bedsis amace +2. Each roam containsa
gold spittoon (250 gp each) and a copper and md-
achite sarvice st (120 gp each). The desk con-
tains a find diay of the priet who died here. He
tells of signs such asthe dtar at W406 creating
spoiled food, spells failing, and an unexplainable
uneasiness during ritualsto Nerull. Later afew
of the guards were found ripped asunder in the
lower levds. Findly a great wraithlike monster
that looked like the drawings of Vaprak came up
from below and destroyed the level. The dlerics
fled to their rooms to get their unholy symbols,
hut the boulder blocked them in. They heard
their guards being shredded beyond. The horror
then fled toward the river to the NW and disgp-
peared. The find entry tels of ther evil prayers
ad rexach into eend life

W410.  The hal is filled with a mound of col-
lapsed rubble. 1t amost looks like you could
crawl over this mound to the other side

This is not true. However, settling of the rub-
ble has opened up dl but about five feet of the
passage. This remaining blockage can be re-
moved in an hour (only one PC can work on it a a
time due to the redfricted space).

W411. (locked) Upon opening this door you
fid a male dwarf impaled on spikes projecting
from the ingde of the door. Beyond is a steep in-
dine with seams running across it a every foot.
The door beyond is open.

This dide trap activated and killed the escaping
dwarf. The dwarf ill clutches a s&t of keys in his
hand. These open dl doors and cells & W412.

W412. Obvioudy a torture chamber, a grest
rack tillsthe centre  of the room and cdls line
most of thewalls. Bipedd bones litter most of
the floor. The huge frame of an ogrillion Sumps
agang the far wdl, a wicked looking knife thrust
into his belly

The bones are from the prisoners which this



ogrillion lived on. However, when he finaly got to
the dwarf, a struggle issued in which the ogrillion
died on his own poisoned blade. As the dwarf
made good his escape, the dide trap beyond fi-
naly brought him down.

The cells are open, but the rooms are all
locked. Under one of the beds is a box of thumb-
screws, irons, spikes, hooks, caltrops, and a
bottle of injection poison which causes excruciat-
ing pain for 3d6 damage-it has seven doses left.
The room to the E contains an elf-sized suit of
chain mail (not elven chain), two sets of standard
dungeoneering supplies, and two long swords
(supplies from some of the prisoners).

W413. A stone wall has been erected to block
this hall. The middle of the wall has been shoddily
made.

This wal was origindly made to keep the river
monsters out of this area. It was later destroyed
by the horror and then rebuilt by the torture
master & W412. It can be dismantled in an hour
ofhardwork.

WA414. This rubble only covers the floor.

W415. Four troglodytes are carrying a gold
end table toward a pile of gold coins and five wet
barrels. In the centre of the room is a winch lift.
To the SE are five semicircular wooden domes
mounted on the floor.

Four troglodytes (hp 8, 7, 6, 5) work here.
They will defend themselves, but would prefer to
ecape. The shaft up to W300 has an illusion cov-

ering it so that it appears to be pat of the roof.
However, the five semicircular wooden “shock”
absorbers for the winch lift above are not dis-
guised (the dotted lines indicate the shaft's loca-
tion and sSize) (See W43D).

The barrels contan water and are being lifed
to W300 as it is now the drink they can acquire.
There are 350 gp in unmarked coins and the end
table is worth 450 gp. The winch lift going down
is spiked and wedged to guard against those from
below.

WA416. This room is nearlly empty. All tha re-
mains in it are two golden candelabra which are
being caried by two troglodytes.

Two troglodytes (hp 10, 8) work here. The
floor is covered in gold scrapes. Each candelabra
isworth 75 gp. Thisisthe last of the treasure
that this holding room once held. All has now
been moved to W300 where it will be used to bait
in more adventurers. The underworlders on
these two levels are becoming more and more
uptight as their supply of gold bait slowly dwin-
dles.

WA417. (can be bared and locked, but are cur-
rently just shut) Within this smelly room are nu-
merous sleeping mats, some of which are
occupied. Two clay pots rest to the E.

Ten troglodytes (hp 16,15,13,11,11, 8,8, 7,
6,6) live here. They are very light dleepers and
will awaken unless the party sends in only
thieves, elves, or halflings They will most likely
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atack once dtartled. The clay pots contain trog-
lodyte oil and sweat (see W303 for effects).
Under one of the mats is a gold service tray (45

gp%N418. This dining hall appears to be empty a
the moment. Chopping sounds and cooking
odors are coming from the archway to the SE.

W419. Two duergar are dstarting preparations
for the next med.

They (hp 7, 8) will be willing to befriend the
PCs. They will inform the party that a meeting is
being held over dinner at W420. They desire to
take as much food as they can carry and go to the
secret dave hideout they know of on W500. The
meal is adventurer, and the pantry beyond is
filled with more such cuisine as well as two bar-
reds of water.

W420. (locked) Three dark tapestries hang
on the walls around eight tough looking bipeds.

A half ogre P5 (AC 3 splint + 1, hp 31; THACO
18; SA spells, % failure 35, spells/level 3, 3, 1),
fiveorog (hp 17, 16, 13, 13, 12; Dmg 1d6+1
spear or short swords), and two ogrillion (hp 19,
16) wait here. The priest dso has a potion offire
resistance. The ogrillion each wear 15 gp nose
rings while the orog each have 4 gp ear rings.
One tapestry shows a pyramid atop a giant spird
daircase. The area above the pyramid is marked
out. The other pyramid portrays five priestly
ogre mage. The find tapestry depicts a dlave line
filled with troglodytes, kuo-toa, drow and a mind
flayer. They are each worth 125 gp.

W421. A hdlway with four doors to the NE
extends before you.

All four have beds in them. Two of these cur-
rently hold deeping duergar (hp 7, 3). They ae
very tired and will not awaken easily.

W422. (locked doors) The doors a both ends
of this hall remain locked a dl times. This gives
the priests enough time to open the secret door
before anyone can unlock the doors and discover
them.

W423. A cod fire burns in a fireplace to the N.
Several guards leap up from chairs a the sound
of the opening door.

Four ogrillion (hp 25,16,13,13) and two orog
(hp 16, 10; Dmg Id6 + 1 spears) live here. The
orog have am bands worth 45 gp each, while the
ogrillion have nose rings worth 12 gp. The closet
contains empty casks which used to hold acholic
beverages.

W424. Severd folded up cots lime the walls
and a smoldering lump of cod rests in a tireplace
to the N.

This is the guards' barracks. Two off duty elite
orog (AC 3 plate mail; HD 4; hp 27, 13; Dmg
1d8 + 3 scimitar or Id6 + 3 spear; SA poisoned
blades class *, onset immediate, Str 1d12rds
paraytic) are deeping in their private room be-
tween the two closets. The closet next to the
fireplace is a cod bin. The other closet contains
severd flails, two long swords, three axes (one
broken) and a spear. The elite orog each wear a
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gold neck band laced with platinum (70 gp each).

W425. Three wedge shaped acoves stand to
the left along this hallway.

This murder room contains three peepholes
looking in on W417. The sedled barrels in the ad-
joining room contain gas (save vs. parayzation or
be pardyzed for 1d8 hours).

W426. A blood stained bone atar sets to the
W. A statue of atroll/ogre setsin the center of
the room. Two dais with statues are placed to e-
ther side of a smal empty acove.

The dtatues are actudly elite orog (AC 3 plate
mail; HD 4; hp 24, 20; Dmg 1d8+3 scimitar or
[d6 + 3 spear; SA poisoned blades class * , onset
immedigte, Sr 1d12rds  paralytic).

Each orog has a gold neck band laced with plat-
inum (70 gp each). One orog carries a via with 10
more doses of the poison that coats their blades.
The statue hinges open (which requires an open
doors rall) to reveals a ladder and passage below.
The dtar was once a bone dtar to Nerull, but it
has recently been died in the cdlours of Vaprak
(blood-red). When the party approaches the a-
tar, scraping sounds from beyond will be heard.

W427. Two nine foot tal mongters are chained
by their wrists to the far walls. They have hooks
where hands should be. The shelves that once ex-
isted in this room have been decimated.

These two hook horrors (hp 23,19) were cap-
tured by the priests of this level to study, experi-
ment on, and try to negotiate with.

W428. By the religious symbols hanging on
wall pegs, it is obvious that this room belongs to a
priest. Steps lead up to a large bed set back into
the far wall. A desk and chair sit off to the right.

The desk contains numerous scrolls filled with
unimportant information. The closet is locked
and contains several silk night gowns (25 gp) and
a fur coat (badger fur 150 gp). There are also
severd bottles of perfume (25 gp totd) and rub-
bing oils (10 gp). The bed has silk pillow cases
and linen (100 gp).

W429. A simple bedroom with a vanity table
sits hefore you. Asleep upon the bed is a beauti-
ful human femde

This lady is the concubine of this level's priest.
She is actually a T4 (AL N; AC 10; hp 8; THACO
19; Cha 17) who deems herself too frail to escape
the dungeon without aid. She will gladly join the
paty if they promise to take her to the surface.
Otherwise, she will remain here, saying that she
has been treated well. Her gown is silk (35 gp) as
are the sheets of her bed (60 gp). The table con-
tains a gold brush (15 gp) and a set of golden jew-
day (120 gp) . . _—
[f the party takes the priest's concubine while
he lives, he will gather up al guards on this level
and pursue the PCs for as long as is possible.

WA430. This passage is nearly filled with damp
barrels.

Haf of these have water in them. The rest are
empty.

W431. Just as the party is considering

whether or not to use the winch lift to go down, a
bulette will break through this wall. This poor
creature is half crazed as it got lost following the
stream  underground.

If the PCs run, the bulette (hp 42) will not im-
mediately  follow.

WA432. These caverns are covered in a light
growth of lichens and moss. There are scrapes
on the wals everywhere.

Thirty-three hook horrors (hp 30, 29(x3), 28,
27, 26(x2), 25(x5), 23(x3), 22, 20, 18(x4), 16,
15(x4), 14(x3), 12(x2), 11) live in these upper
caves. They have been feeding on underworlders,
fresh zombies and skeletons, moss, lichens, and
the monsters the stream supplies. Thelr numbers
used to be forty, but the bulette at W431 killed
seven before they al decided to climb the walls to
escape the mad animal. Ther treasure is kept a a
and consists of 220 sp, 12 gold neck bands (50 gp
each), 8 gold nose rings (35 gp each), and two pla-
inum laced gold neck bands (70 gp each). The en-
tire tribe is in a frenzy because the hatchery at b
was destroyed by the bulette.

W433. Before you is a cavern full of undead.

Bones, limbs, and rotting corpses litter the floor
to the NE.

Twelve skeletons (hp 7, 6, 5, 4, 3(x2), 2(x2),
1(x4)) and twelve zombies (hp 16,15,13,11,10,
8, 7(x3), 6, 5,3) will only attack beings entering
this room from the NE, ignoring others. These
undead are made by the haf ogre priest to fetch
water and protect this chamber from the hook
horrors. The bones and corpses are the result of
past battles between these two.

W434. Something huge flies across the cham-
ber and lands beyond sight.

Eleven 6', 250 pound giant frogs (HD 3; hp 22,
20,19,16,15(x3), 14,9,8,6; THACO 16; Dmg
2d4) were just exploring this chamber for food.
The party qualities as such.

W435. A black pudding (hp 34) is traveling on
the ceiling here.

W436. A semi-swift river flows here. On the
far dde is a caved in area

These waters are filled with eight giant pike
(hp 25, 24, 23, 21, 19, 18, 16, 14). Thisisthe
source of water for W400 & W300. The cave-in
was caused when the horror left this area Large
scrapes can be seen melted into the wall near the
collapse, and it is too massive to dig through.
However, the river does connect up to the river
that flows into Z400.

Tower of War,
Dungeon Leve 5
(W500)

The map actudly depicts two levels combined
into one. The winch lift drops down a 50' shaft to
WH516. Along that shaft is a secret complex of es-
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caped duergar daves which starts a W501. The
dave level was not afected by the wrath of Va
prak, but the level below it was the second hard-
est hit area of the underworld.

Several passages on this level and the one be-
low it are blocked by rubble just before they go
off the page. All these blockages are supposed to
be so tightly wedged and complete as to be im-
passable even if many hours was spent digging
through them. However, a your option, you can
dlow the PCs easier access past the cave-ins and
design the areas beyond as you see fit.

The duergar dlowly and secretly constructed
most of the secret level. They were lucky
enough to have mined into a large natura cavern
in which to hide their mining remains. The
duergar here have plans to assault the upper
levels and take control. Thus each duergar that is
allowed into this secret society is trained as a
fighter and must pass rigorous initiation rights.

It will take a careful bit of diplomacy, but it may
be possible for the PCs to befriend this group of
dwarves if they can prove their usefulness. How-
ever, the initial reactions of the dwarves will be
hogtile due to the party’s discovery of their hide-
out. If there are ugly humans among them, they
may be mistaken for hdf orcs in which case their
is little hope for negotiations.

W501.  You are only about halfway down the
50" shaft when you pass a smal natura cavern in
the shaft's wall. An abandoned chest rests in the
center of this cavern.

The chest is a trap and is filled with the same
gas (save vs. pardyzation or be parayzed for 1d8
hours) as the guards use on unruly slaves. When
this trap is sprung, the duergar a W505 decides
if the group is weak enough to be safely am-
bushed.

If the rubble that fills the end of this cavern is
inspected, pick marks and other signs which indi-
cate that it was mined will be found.

W502. (doubly locked) This little chamber
contains a small pile of golden items including two
25 gp daggers, 112 gp in unmarked coins, a 50 gp
unicorn statuette, and four 5 gp broaches.

This is purely a decoy treasure lode to throw
thieves off the true treasure a \W503.

W503. Two spider mounted dwarves ap-
proach  menacingly.

Two duergar F5s (hp 45,19; THACO 16, Dmg
|d6 mining picks; SA poisoned blades class * , on-
set immediate, Str 1d12rds paralytic) are
mounted on two steeders (hp 22, 20). One will
atack from the celling while the other stays on
the ground. If the party looks formidable or the
duergar are losing, they will blow their horns and
those at W504 will come to their aid.

Each has a 45 gp gold horn, a 100 gp gold and
leather steeder saddle, and a 30 gp gold leg band.
Beyond is the golden treasure that this tribe of
dwarves has been amassing: a 350 gp dais, two
75 gp parrots, a 125 gp candelabra, two 175 gp
foot stools, a chest of 453 gp in unmarked coins,



and 14 25 gp ingots. However, the rea treasure
of the duergar is the nest of 8 steeder eggs which
is caefully set a the back of the chamber. The
first two eggs which produced the steedersin
this room were smuggled into this area quite
some time ago.

W504. This large cavern is supported by two
columns shaped to resemble an orog and an ogril-
lion under great strain.

Here resides a band of 15 duergar fighters: one
F5 (hp 30; THACO 16), nine F4s (hp 43,32,28,
27,26,21,19,17,11; THACO 17), threeF3s (hp
20,19,18; THACO 18), and two F2s (hp 15,14;
THACO 19). All are using mining picks as weap-
ons (damage 1d6).

Both of the columns have chips in them where
they have been bit by picks. Each dwarf wears a
leg band of gold (30 gp each).

W505. A stool rests near the back of this dead
end passage
Normally a duergar F5 (hp 34; Dmg |d6 mining
pick) keeps watch on W501 from here, but when
the party enters W504, he will leave this post.

W506. This smal dining room is lit by an elab-
orate gold chandelier (450 gp).

Four duergar F3s (hp 24,21, 14, 12; THACO
17; Dmg Id6 mining picks) live and work here.
They are on guard and will call out to those at
\év534 if they are in danger. Each has a 30 gp leg
and.

W507. You find a kitchen with the wonderful

aoma of good food.

Three duergar F2s (hp 19,18,13; THACO 19;
Dmg |d6 picks or 1d3 pans) are cooking here.
The stove can aso double as a forge, and an anvil
rests on the far table The food consists of mush-
rooms, edible fungus, strange roots, various
spices, and some type of meat. These duergar
had stockpiled a large food supply before the Va
prak catastrophe and are eating well. Two 25 gp
pots and a 10 gp ladle are used among the other
cooking items. The shelf near the door holds
severd pick heads in various stages of develop-
ment. Under the shelf is a barrel of metd hunks
and pieces. Scattered about the area are all the
necessary tools to operate a small smithery.
Next to the stove is a smal bin of coal.

W508. This is a sparsely stocked pantry with
a smadl supply of mushrooms, roots, and two bar-
rels of waer.

The concealed door in this false pantry can
only be opened if the door to W507 is closed.

W509. Thislarge pantry has shelves full of
roots, mushrooms, fungus, jars of spice, three
barrels, and lots of meat hanging from the cell-
ing.

gThe adjoining room has 12 more crates of food.
The barrels are filled with more mead, de, and
tonic.

W510.  (locked) This bedroom is simple yet
ggdr?fortable looking with a bed, desk, chair, and a
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Writing a the desk is a duergar P6/T6 (hp 28;
THACO 18; Dmg ld4 + 1 warhammer; SA spells,
spellg/level 5, 5,3). This duergar has a potion of
speed in the desk drawer.

This dwarf thinks that Nerull sent forth the de-
sruction of these levels and faithfully worships
him. The writings at the desk are prayers to
Neul mixed in with tactical plans on how to best
take over the upper two levels. The shelf con-
tains a few games including knucklebones, a mar-
ble set, and a dick game. Next to them is a small
unholy book of the teachings of Nerull(25 gp to
the right buyer).

W511. This room has three long tables sur-
rounded by stools, two fire places with glowing
embers of cod in them, a bench of four large bar-
rels, and shelves lined with golden mugs.

Six tough but inebriated duergar F3s (AC 6
due to acohol; hp 32,28,28,22,19,14;, THACO
20 due to acohol; Dmg Id6 picks) will rise to the
fight. They will atack any non duergar.

Each has a 30 gp leg band. There are 45 gold
mugs on the shelves worth 20 gp each. The bar-
reds contain mead, ae, bear, ad a strong tonic.

W512. This hallway obviously doubles as a
pantry. Fourteen barrels and two long shelf sets
line the walls. The shelves are about haf full of
food.

The barels contan mead, beer, ae, and tonic.

W513. This smal temple is equipped with
four pews, a sacrificia table, and a bone altar.
There is aso a dtatue of a skeletal figure with dull
rust-red skin, dark green ropelike hair, wearing a
black cowl, and carying a red-veined staff.

The table is blood stained and a bone handled
knife rests in a holding tray on the table's side.

W514. Four prison cells line the walls of this
circular room. Within them are two ogrillion and
two orog.

Two ogrillion (hp 22,19) and two orog (hp 12,
8) are nasty and hateful. They are constantly tor-
mented and tortured by the duergar.

W515. A large pile of rubble fills the cavern to
the SE. Along the other walls are many broken
picks. A large crate of coa sets to the E. Two flat
bed cats st off to the side. Numerous bed rolls
fill the centre of the chamber.

The rubble is from mining out the rest of this
complex. Behind the crate of cod is a conceded
door. If the party examines the coa hin, they will
notice that the coad is sSloped downward toward
the wall. This is because those beyond open the
concedled door and get cod from the near side of
the bin.

W516. This room is in ruins. Two winches re-
main, but water now falls down the shaft. The
water is coming through cracks in the NE and
NW wals. A smal stream runs across the room
and out a set of double doors to the SE.

If the secret door to the NE is opened, the wa
ter there will likely knock the PC opening it into
the winch shaft (make a Str and Dex check or
fall) Such afall will causdd damage, and the



PC must then make another check on W600 or
be washed into yet another shaft. The winch
lines are till dangling into the shaft. Anyone a-
tempting to climb on them will have to rolla bend
bars or the force of the water will wash them off.
However, if a PC was securely attached to one of
these lines, he could then be winched up or down
the shaft.

W517. This room is empty. Yet it must have
once contained many golden items for the floor
and walls are covered with gold marks and
scrapes.

The duergar from above have aready looted
this treasure vault.

W518. This large cavern has been eroded by
seepage from the streams that run overhead.
Unless the water is let out of it, only those who
can breath water or hold their breath can enter
here. Even then there are several strong cur-
rents to contend with.

W519. The entire NE wal is seeping water
which then collects and runs down the stairs to
the NW.

The wall here is more mud than stone now,
and any PC prodding it will cause it to collapse. If
the door to W516 is closed, this will wash al in
the areato W520 (heavy armored PCs may
drown). If the door is open, then make everyone
roll a Str check, those failing will either be
washed to W520 or the shaft a W516 (take the
closest).

W520. The water here is 11' deep. Since the
ceiling is only 10" high, this means the entire pas-
sage is water filled between the two stairways. A
crack in the W comer drains the water away.

W521. (swollen shut-requires double open
doors roll) The water which completely fills this
room is extremely cloudy with bits of debris
floating  around.

A swarm of 30 leeches (hp 10) has been de-
vouring the bodies that were once chained here.
Now these bodies and the wooden items of the
room are al but disintegrated pulp floating in the
water. Six manacle chains, a few branding irons,
and the metal from arack are all that remain of
this torture  chamber.

W522. A terrible smel fills the air. A giant bed
and teble take up most of the space in this room.
There are cracks and small fissures running  over
most of the NE portion of this chamber culminat-
ing in a collapse to the E.

Under the mounded covers on the bed is the
rotting corpse of the ogre which once served as
torture master. All messing with the corpse must
save Vs poison -3 or contract a respiratory dis-
eae from the dead ogre. Those failing will imme-
diately start coughing and wheezing. This
condition will worsen until they die &ter lords,
unless a cure disease is used.

W523. The crevice runs under a collapse that
blocks the passage. You can see that there is
open space beyond. Suddenly you hear a distant
woman's voice cal from the SE, “Oh please help

me, I'm trapped.” It then fdls silent.

W524. You see a beautiful solid gold statue of
a naked woman before you. She holds a flower of
silver in her hand as if offering it to you.

This datue feeds on the death of others. The
illuson becomes more and more pure and inno-
cent the longer the statue is unfed. It is actualy a
statue of Nerull’s Avatar, As soon as any PC
comes within striking distance, the statue will at-
tack (AC 0; hp 60; THACO 10; Dmg 2d20; MR
90%). As it attacks, the illusion will disappear
and the rust-red skeletal form of Nerull's Avatar
will replace it. Any PC killed by the statue will be
forever dead (not even wish will alter this). The
statue can’t move except to attack. If killed, it
will permanently revert to the form of the gold
statue with a value of 10,000 gp and weighing 800
pounds.

W525. The length of this temple is sundered
with a sheer crevice which ends in the middle of
the altar. The balcony to the SE has crumbled
and collapsed, and its pillars have toppled. Water
now gushes into the crevice and a rumbling can
be heard far below. A rust-red skeletal statue
with green hair is wedged between the cave
walls asif trying to keep from falling to its de-
struction.

Four tentamort (hp 22(10, 6), 21(13, 5),
15(13, 8), 13(13, 4)) are hanging out near the
doors. During battle a grell (hp 21) will float up
through the crevice.

If the area is examined, a spot midway along
the crevice will be found where four large marks
appear in each sde of the crevice. These look ex-
actly as if some mighty being with huge talons or
tentacles literally ripped the floor apart. The
datue of Nerull's avatar has several scrapes and
cuts on it as if it had been attacked. Findly, this
crevice offers the only other way down to W600.
Those going this way will come out & W601. The
dtar and statue will both radiate magic, but the
functioning of this magic has been destroyed.

W526. This area seems especially cold and
forbidding. No moss, lichen, or even insects live
here. All seems barren and deathly.

A spectre (hp 34) and 3 wraiths (hp 28,24,15)
roam the area from this halway to the collapsed
concedled corridor to the NE.

These were once the four evil haf orc clerics
which served Nerull to the bitter end. They have
paid the price.

W527. This room is nicely decorated with a
wall tapestry depicting the rust-red figure you
have seen. On the pillow is a black opa (60 gp).

These gems are just a few out of the collection
which the clerics used to have. They have been
handled so often and with such longing by the un-
dead that they are now cursed and will cause any-
one who grasps it to fed briefly wesk. The stone
will then cause a gradual loss of energy levels
(simply subtract all experience the PC should
gain while in possession of the gem).

W528. As you enter this room, the fireplace
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sputters weakly to life. On the mantel piece is a
golden statue battle scene depicting a horde of
miniature trolls and ogres destroying a smal cas
tle (900 gp value).

W529. Thefireplace in thisroom burststo
flame with much more fortitude than the fireplace
you just left. This kitchen is nicely decorated and
looks asif it once fed the leaders of the under-
world. Laid out on the table in a fold of black vel-
vet are eleven gem stones: a 700 gp spindl, a
huge 100 gp rhodochrosite, a very small 20 gp
spinel, asmall 65 gp jet, avery small 2,000 gp
orientdl emerdd, a very smal 20 gp aexandrite,
a very smal 50 gp star ruby, a very smal 60 gp
black opal, avery large 20 gp hematite, a huge
2,000 gp adexandrite, and a large 300 gp amber.
These gemstones were once the prize of the half
orc. Once they are carried for a day, they trans-
fer their gp value to the holder in the form of ex-
perience points. However, when the gems and
carrier are separated, they subtract twice that
many points. Over the fire place are six corked
bottles. Four of the bottles hold rancid honey
mead, while the other two are a potion of sweet
water and a potion of gaseous form.

W530. Four squat kegs rest on a bench in this
pantry. The side area to the SE is lined with
shelves of rotting roots, dried fungus, and shriv-
eled mushrooms.

The kegs are each about haf full of wine, beer,
and de.

W531. Within this room is a corpse of a
dtrange looking dwarf, obvioudy not a duergar.
His face is human&e, but twisted with horror.

This is a dead derro cook.

W532. (barred) A large metal bound stone
double doorway blocks the passage.

It is barred by a heavy beam on the NE side.
Only tremendous force or magic can get past it
from the SW.

W533. This room looks like a tavern after a
good brawl. The stools are broken, the tables
are overturned, and there is food and grime on
the floors. A handful of trolls are enjoying a com-
bination of eating and fighting. Two orderly ta
bles with large chairs rest upon a landing to the S.
Here sit three very large trolls. Stranger dtill are
the two living troll heads upon a shelf to the N.
Another complete troll keeps prodding them
with a stick. One of the heads spits a its antago-
nist.

Eight trolls (hp 39, 36,36, 35, 34, 32,31,30)
are on the lower floor. Two she leaders (HD 8; hp
39, 33; Dmg 1d6 +4/1d6 +4/1d10 +4; ML 15)
St a one of the upper tables. With them is the fe-
mde shaman/chief (HD 8 +6; hp 47, THACO 1;
Dmg 1d8 +4/1d8 +4/1d12 +4; SA spells, falure
55, spells/level 3, 3,2, 1, ML 16).

The two heads are from losers of past troll
brawls. They have been placed where all can
taunt them until they regenerate their bodies.
They are in very nasty spirits.

W534. This kitchen is trashed and appears to
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be used more for a garbage room. Old mush-
rooms and roots are squashed into the grime.

The pantry to the NW dtill contains some meat
and a few spices. Other foods are tossed care-
lesdy onto the floor. Three of the five barrels in
the NE storage room are dtill full of wine beer,
and de.

W535. This room contains a sx foot diameter
pit, several bones, rubble, and rocks. It has a
dight pungent smell.

These are the dens of the four female troll
leaders, two of which happen to be home (HD 8;
hp 34, 31; Dmg 1d6+4/1d6+4/1d10+4; ML
15). Each has a collection of 250 gp in gems as
well as 300 gp in various gold items: combs, axe
heads, statuettes, mugs, etc.

W536. Strangely, this room contains a bed
and a shelf upon which are a pouch and a beautiful
500 gp candelabra

Thisisthe den of the female shaman/chief at
W533. The pouch contains a 1,500 gp fire opal.

W537. A crude dtar of bones with a similarly
crude statue of some ogref/troll creature is
guarded bv four trolls.

Four trolls (hp 32, 30, 29, 22) guard the
datue. The datue is of Vaprak.

W538. The rack which once rested in this
prison/torture chamber is now in ruin. Other tor-
ture instruments are bent, broken, and tossed
around the room. In the near cells are three
duergar and two other strange dwarves. In one
of the back cells are two strange fish men.

Three duergar F2s (hp 18, 15; THACO 19;
Dmg 1d3 fists), two derro (hp 8,4), and two kuo-
toa (hp 12,6) ae here, the later in the far cage.
They will flee the area halowed (attacking PCs if
they get in the way).

These are the stockpile of possible slaves or
meds which the trolls have amassed. One of the
two rooms separating the cages now contains the
amour  weapons, and two 30 gp leg bands of the
duergar as well as a refuse pile. The other has a
pile of old bones in it.

W539. This room has a most disgusting
smell. A large pile of refusetills the room to a
height of three feet.

The trolls use these rooms as waste areas.

W540. Therock floor of this room has been
dug up in many places forming three to five foot
semicircular pits. Seven of these seem to be
filled with green or gray bodies. Numerous rocks
lay around these pits.

These seven trolls (hp 38,38,37,34, 33,29,
29) are prepaing for deep. In combat, they will
throw the rocks first.

In the grime of four of these hovels are six
gems: a 100 gp and 500 gp pearl, a 1,000 gp peri-
dot, a 60 gp coral and 400 gp spinel, and a 1,000
gp star sapphire. The room is generdly filthy and
smelly.

Tower of War,
Dungeon Level 6

(W600)

Although this level wasn't visited by the hor-
ror, tremendous shock waves were sent through
it which caused structural damage. All walls,
floors, and ceilings here are cracked and unsta-
ble. Any large force such aslightning bolt will
certainly cause a maor collapse inflicting 1d100
damageto al in the area. Smaller force such as
forcing open a door or a body collapsing against a
wall has a 50% chance of causing a minor collapse
inflicting 2d20 damage to those within 10 of the
area. Even prodding a wall or shooting arrows at
the wall induces a 10% chance of a mini collapse
inflicting 1d10 damage to al within 5. Careful at-
tempts to clear rubble can cause an escalating
collapse (start with a mini collapse and if this oc-
curs roll for minor collapse and if this occurs
there is a 50% chance for a mgor collapse).

Vaprak tilled this level with the strangest, most
mutated types of mongters he could. There used
to be three times the current number, but they
have been eating each other out of existence.

W601. Water leaks through several cracks
high on the NW wal making a mini waterfal. It
then combines with an underground stream  run-
ning from the E, washing out of the room to the
SE. Severd large stones and two falen columns
lieinruin.

Just as the first character sets foot into this ca
vern, a roper (HD 10; hp 50; THACO 11) and a
behir (hp 47) meet each other here and do battle.
The anvivar will attack the party only if it has a
chance of winning. After the batle, the four cave
fishers (hp 19, 13,13, 12) high on the walls will
aso atack.

The roper has a 100 gp amber, and a450 gp
peridot in its stomach. There are ledges on the
sides of the streams which can be walked on
(make a Dex check to avoid dipping). The
dreams themsdlves require a Str check to avoid
tumbling 25’ taking 1d8 damage until you can
check again.

W602. The passage dead ends in a small
chamber.

A grel (hp 24) floats on the air currents cre-
ated from the stream.

W603. This room has a small collapse near
the top of the natural stairwell.

If either the secret or concedled door are
opened, rubble will spill into the room-the way
is blocked. However, both of these can be dug
through (20 minutes to get past the concealed
door, three hours for the secret door).

W604. A stairway exits the hall to the NE.
Next to it is a door.

Inside the door is another set of stairs which
look much cleaner and safer than the outer Stair-
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way. However, it is an illusion after the first three
steps. Those taking a fourth step will  plummet
50", taking 5d6 damage, into the pit below. Just
as the character fdls, a puff of smoke will issue
behind him, masking the fact that he fell.

W605. DM's Note. It will take three hours to
remove this rubble.

W606. Two mounds of rubble lie beneath
gaps in the celling. A hideously mutated statue
stands atop a dais in a triangularalcove to the SE.
By the looks of the once grand sofa and table set
in this room, important beings must have used it.

The statue was once of Nerull but was trans-
formed to look like Vaprak. It is dowly retrans
forming back into Nerull. At this moment it has
aspects of both. Ifit is touched, the PC will see
the statue as one of the two gods avatar. The av-
atar will speak, “Take me as your deity or die!
What is your choice?’ If the PC declines, he will
fal over dead and begin to rot. If he accepts, he
will instantly atain al the powers of a first level
cleric (in addition to his current powers, clerics
will simply gain a level) and will slowly begin an
dignment  change to that of the god (Nerull is
NE, Vaprak is CE). If the character wishes to
give up his current class, he can become a cleric.
The character’s old deity will not likely intervene
or even punish the character as none wish to be
come entangled in the drife between Nerull and
Vaprak.

The two gods are using this statue as a visua
representation of their current sway with these
underworlders.

W607. This temple of evil now lies in ruins.
Four of the six columns supporting the balconies
have falen, leaving one balcony all but de-
droyed. Two large ceiling slabs he on the floor
amidst piles of rubble The dtar dill remains in-
tact.

An invisible stalker (hp 45) has been placed on
this level by Vaprak to kill any non-monsters
which come here. It is currently on the remaining
balcony. It will make noises to attract the PCs up
on the balcony, it will then fly down and use its
vortex attack to collapse the remaining two pil-
lars. All on the balcony must Dex check -5 or fall
in the collapse taking 4d6 damage. Those saving
remain on wha is left of the bacony. This could
cause a minor cave in.

On the altar rests two half orc clerics who
poured their evil prayers toward Nerull to save
them. Nerull answered by locking their spirits
into the altar itself. Once a PC touches the altar,
he becomes subject to the spell capahilities of the
6th level clerics spirits (SA spells, falure 25%,
spellglevel 5,5,2). Thereis no defense except
casting dispel magic, remove curse, dispel evil,
raise dead, forbiddance, resurrection, or similar
wizard spells. The dtar itself is nearly indestruc-
tible (treat as an artifact/relic) while the two spir-
its are fused within it.

W608. Severd collapsed areas and two dabs
of ceiling congest this room. An eight foot tall
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snaillike creature turns to face you.

A flail snal (HD 1(x6); hp 7(x6); THACO 15 re-
duces with loss of flalls; #AT 6 to start with) will
condder any cregture as a possble enemy.

W609.  This onetime dining hall is completely
ruined. Rubble piles cover the area, tables and
chairs are overturned, and dlabs of the ceiling lay
on the floor.

The centrd dab is actudly a mimic (HD 8; hp
31). It will likely consider the party a formidable
opponent and attempt to attack only if they are
weakened or in battle, possibly when they return
from W610.

W610.  Upon entering this room you smell an
odor not unlike blooming mustard plants. The
rest of this old storage room is in ruin. A collapse
has knocked severd barrels off a bench. The bar-
rels are broken and empty. Thereisn't asingle
scrap of food to be found.

A mustard jelly (hp 45) is currently in ‘the W
comer of the room, enveloping the shelves there
for the last hit of food.

W611. It appears that the dungeon dampness
got to these doors as they have rusted off ther
binges. The room beyond has completely col-
lapsed except for a pocket in the center.

Two rust monsters (hp 31, 17; are browsing
about in the rubble.

W612. Many runes are scribed al around this
room. Numerous religious articles hang from
pegs on the wall. At the far end of the room is a
wooden case some four feet long that has been
mounted on the wall. However, your attention is
drawn to the homed apelike creature that squats
defensively in the center of the room. Ingtantly
dl the runes begin to glow a deep hlue.

Thisis alesser guardian daemon (hp 42; SD
standard + immunity to hurled weapons). The
runes and religious items once protected the
room from al spells below 7th level. However,
the collapse has weakened the effect so that only
1st and 2nd level spells fal.

The case is filled with a golden scepter (1,000
gp) resting on rust-red velvet. However the red
treasure isin its secret bottom-a rod of resur-
rection with 41 charges.

W613. A large dab of stone from the ceiling
lays upon a crushed black puma. A door to the
NE is open to a corridor blocked by rubble.

Upon closer inspection it will be found that this
dead anima was a displacer beast.

W614. Two heaps of rotting vegetation lie
next to the water line on these' stairs. Large
rocks are scattered about.

Two shambling mounds (hp 38, 27) lie in wait
for any food that happens by.

W615. (All doors very stuck-roll twice to
open) Water tills the passage here. Even here
walls and ceilings have collapsed into min.

If the PCs are observant, they can determine
that the water is draining out the double doors to
the NW. If these doors are forced, the water will
suddenly gush out. PCs will be sucked onto the

(taking two rounds). In addition to taking 3d6 dam-
age, dl must make a Con check or drown.

W616. The stairs here are covered with a
green tinted frothy water way.

If the party comes this way, they must make a
Str check each ten feet of the 50 foot descent or
be washed to the bottom due to the moss on the
stairs and the water rushing over it. This will
cause 108 damage per ten feet of descent. The
dtars are completely blocked.

W617. Water entering this room pools up and
seems to seep through the wall to the SE. A de-
composing ogre and harpy body linger in the
pool. The ogre has a gold am band on (50 gp).

The pool is occupied by three water weird (hp
20, 18, 15).

W618. A large fountain rests a the end of this
hall. 1t appears that another passage used to con-
tinue on to the SW, but is now collapsed.

The fountain is a killer mimic (HD 9; hp 37).

W619. Water enters this room from two
sources. A great waterfall gushes through the
shaft in the ceiling and a large stream runs in from
the doorway to the N. Both water courses are
plummeting down what was once a winch lift
shaft. Some thirty feet below, the water crashes
onto apile of rubble that tills the shaft to this
height. The body of a dragonne lies crushed to
death on that rubble.

Anyone in the area where the water falls
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rubble blockage and held their Until the area drains

through the ceiling must make a Str check or
tumble into the next shaft. The edge of this pit is
unstable and anyone approaching it has a 10%
chance of it breaking off. Those fdling into the pit
will take 5d6 damage

W620. The way past the secret door is
blocked by a collapsed roof.

It would only take 30 minutes to push through
this collapse. The room is filled with gold statues:
two 1,000gp dwarves, three 2,000gp elves, and a
3,000 gp human. Under the rubble in the room is
another 3,000 gp human statue and a locked chest.
Opening it will cause five darts to fire (THACO 13;
Dmg 1d3; SA poison class F, Onset immediate,
Str Death/O). The chest contains 2,000 gp in small
diamonds and a six dose poison potion (Class J,
Onset 1d4min, Str Death/20).

W621. The tundling  ends here in a cavern
filled with a near barricade of rubble and broken
wooden items: chairs, tables, doors, dressers,
etc.

Two umber hulk (hp 51, 32) have made this
their home here. Hidden under a large dab of
stone is a cache of 8,000 gp of golden items: a
chair, two miniature elephant statues, 12 amileg
bands, and a golden spear and cane.

W622. Three barrels seem to have escaped
the destructive force that came through this area

One has water, the others beer.

W623. This narrow crevice looks like it would
barely accommodate a man-sized being.



Those in metd amor will have to strip them-
selves of it to get through. There is only a 50%
chance that they will be spotted from below.

W624. A natural cavern extends into the
darkness.

Two phycomid (hp 19, 17) have been oozing
around this cavern.

Tower of War,
Dungeon Leve 7
(W700)

Nerull finaly stopped the destruction that Va
prak was causing a this level, so it remains rela
tively intact. However, Vaprak did form the long
secret tunnel that leads to P700 so that this level
would be slowly assaulted by the denizens of that
area

This level was to be the entertainment and re-
laxation level of the daves. Although they are
rarely alowed to enjoy this area, it has till
worked as the leaders planned. Their daves
push themselves to near death in hopes of enjoy-
ing a few hours here. It seems to work especidly
well among the dwarves. One popular past time
is to spectateat the arena of death, a punishment
for other daves.

An additional function of this level is to provide
for ablock (along with W800) in the great pas-
sage running from the underworld to the surface.
Of course this alarmed the leaders that were to
be stationed here so much that they had daves
construct two secret stairways to the level above
and below this one. To keep them quiet, the
same slaves were then sent to the arena.

Plans are just now being implemented for a
new winch lift that bypasses the ruined levels.
This work is being done at W717.

The individuals of the elite ogre guard on this
level are equivalent to ogre leaders.

W701. Two giant barrels of ale rest inside
niches of this room.

The de is for the elite ogre guard beyond. Be-
hind one of the barrels is stuffed three black
cloaks, identicad to those worn by the priests of
this level and were used by those from W600
when theyvisited here by the back way.

W702.  Three par of large ugly legs stick out
into the hallway, protruding from an acove to the
SW.

Three ogres (hp 34, 30, 23; Dmg 2d4 +2
broadswords) wait here. The sounds of combat
will attract other ogres. Each has a 60 gp golden
sword  sheath.

W703. Severa large hides are stretched out
on the floor. They are obviously used to Sleep on.

Throughout these rooms there are a total of
six elite ogre (hp 38, 34, 34, 33, 29, 25; Dmg
204 +3 broadswords). They will be asleep or
resting. Each has a 60 gp golden sword sheath.

W704.
approach.

These six dlite ogres (hp 40, 34, 33, 31, 30,
27, Dmg 2d4 +3 broadswords) will likely be talk-
ing and thus the party will be warned of their
presence. Sounds of combat will attract other
ogres. Each has a 60 gp golden sword sheath.

W705. A large opening drops through the
floor. You can see a sturdy looking ladder severa
feet  down.

W706. You see before you the one of the
greatest hordes of gold that man has ever seen.
Two 5000 gp lifesize statues of trolls, a 1,000
gp golden chest full of unmarked coins, and a
15,000 gp solid gold couch fill the SE end of the
room.

An illusion covers the 30" pit that is lined with
poisoned caltrops (3d6 damage from the fdl, plus
each character will fall on Id6 caltrops causing
Id4 damage each, save vs. paralyzation +3 for
each cdtrop or become permanently paralyzed.
Neutralize ~ poison will cure the paraysis.

The golden items are only lightly coated with
gold (some 500 gp worth if scrapped off). How-
ever the pit istilled with golden caltrops (5 gp
each for 100 cdtrops) and numerous gold coins
(356 gp) which were tossed in by the daves-
they loved to watch them disappear through the
illusonary floor. There are aso two dead derro
here.

W707.  This treasure room is filled with gold:
two picture frames (200 gp each), a vase (160
gn), five paper weights (50 gp each), a battering
ram head (1,500gp), achest full of 843gp, anda
miniature gold sphinx (780 gp) .

W708. You see a room with blackened walls.
In its center looms a 30 foot long grey dragon
with a mottled red and brown back. A sturdy gold
collar and chain dretching from the room to the
SE hold it back as it lunges at the door. A dwarf
quickly ducks through two large double doors
into the room from which the chan comes.

The dragon is actudly a fire lizard (hp 50). The
dwarf is more accurately a derro (hp 13). The liz-
ard will atack any nonderro beings that are hos-
tile to it or the derro. If the PCs are accompanied
by derro or are friendly to the derro, the lizard
will not attack.

Through the double doorway the lizard has a
nest which contains one egg (5,000 gp to the
right buyer). The gold collar and chain (5,000 gp)
are attached to a ring in the center of the SE wall.

W709. Inthe center of the room lies ahuge
stone dlab resting on a track of cylindrical gold
rods. In the SE of theroom is a 15 by 15 foot
shaft leading down. A trail of rubble leads from
the middle door in the NW wall to the shaft. Four
nine foot tal ugly humanoids stand a the winches
on both sides of the pit. Behind the stone dlab,
two dwarves are drawing something on the NE
Wall.

Four trolls (hp 38, 34, 33, 28) operate the
winches. If the PCs are not entering the room via

Severa sitting ogres look up at your
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the shaft, the trolls will stop winching up a load of
four derro (hp 15,12,11,10; Dmg Id3 fists) and
attack. The two derro (ho 17. 13: Dme |d4
rocks) aready here will throw rocks a the-trolls
if the PCs attack trolls.

The four derro will plead with the PCs to finish
winching them up. If the PCs comply, the derro
will describe the areas leading to W717. Each of
the four trolls wears a golden sash (200 gp). The
two derro are dwarven engineers chalking out a
new passage that will eventually connect to
W717. The stone slab used to haul gold between
this shaft and the one past W718. The 50 golden
rollers are each worth 100 gp.

W710.  In this room you see several mining
tools: a blunt pickaxe, a broken wheelbarrow,
shovels, rubble, and a few timbers.

These are dorage rooms for the ongoing min-
ing operation here,

W711. (the NW door is trapped-see below)
A couple of small seeping mats lie along the
wals. A smdl tral of rubble leads from door to
door.

Although the NW door looks like a typical door,
it is actualy a swinging door. The door knob is
false and pulling on it will cause the 5'x10' pit lid
to open. The pit is 20' deep, causing 2d6 damage
to those who fal in. This noise will aert the guard
in W712.

W712. Numerous short deeping mats cover
the floor. A small trail of rubble leads from the SE
door to adoor to the NE. Several of the mats
have deeping dwarves upon them.

Four derro (hp 16, 13, 11, 7; Dmg |d3 fists)
are sleeping away. Another derro (hp 24; Dmg
ld4 rocks) is pushing a cart full of rocks towards
the PCs. A bored troll (hp 28) stands guard in the
E comer. If the paty does not attack the derro,
they will attempt to tell the PCs of the Sleeping
guard a W713.

The troll wears a golden sash (200 gp). The
rubble is being removed from W711 to W709 so
it can be taken to W900 and tossed into the lava
whirlpool.

W713. Four nine foot long bunks are
crammed into this smal room. A deeping mon-
der lays on one of them.

One troll (hp 30) lies here. He wears another
golden sash (200 gp) .

W714. You have entered a dining hal. A
wooden ramp leads up to a stage aong the back
wall. Dust leaks through a door upon the stage
and small bits of rubble lead from this door to the
one you're standing at. On either side of the door
is a chained dave. Finally, a large spit rests near
the stage.

Six derro (hp 18,15, 15(9), 13, 12(6), 9; Dmg
|d3 fists) are here. Two are chained by the door
(current hp reduced from lashings), one is cook-
ing at the spit, and the others are eating. Two
trolls (hp 43, 33) are whipping the chained
daves. If the PC attack the trolls, the derro will
joinin.



Each troll wears a gold sash across his chest
(200 gp each). _

W715. The door is propped open by crates of
food stacked to the ceiling. To the right there are
two large barrels. Both the NE and SE walls
have been stripped of al shelves and have chak
makings upon them.

One barrel contains water, the other contains
low quaity ade The shelves have been removed
in preparation for the new passageway that will
leed from W709 to W717 (the chalk marks deline-
ae the dimensions of the new passageway).

W716. Three doors stand aong the NE wall.

All three used to be cook’s quarters. Now the
SE two are empty of al except chak outlines on
the walls in preparation for the new tunnel. The
other room is tilled with crates of food and a few
kegs of beer.

This room is bustling with activity as a
whole mining crew of dwarves work steadily.
Some are upon a stone block pyramid that
reaches up into a shaft in the celling, others are
removing the rubble that constantly trickles out
of the shaft, down the pyramid's sides, and onto
the floor. A large pile of such rubble tills the en-
tire NW end of the room. There is also a small
team of dwarves holding scrolls and chalk, evalu-
ating the SE wall.

24 derro (hp 21, 20, 17, 17, 15, 15, 13(x3),
12(x5), 11, 10, 9(x4), 8, 7(x3); Dmg |d4 mining
picks for 12 derro or Id3 hands or Id4 rocks for
the other 12) work here. Those in the shaft can
cause a minor cavem doing 2d8 damage to al be-
low them. These derro are so cruel that if the
party befriends them, they will only try and cap-
ture the PC's (by separation) and then torture
them.

This is to be the new shaft for the winch lift up
from this level. It will bypass the two ruined
levels above. The engineers are deciding where
to open the wall to alow for the roller bed's new
loading room. The plans detal the entire find re-
sult including an extended stairway from W739.

W718. A six inch trench runs down the length
of this hal. The trench has a gold roller every five
feet. The passage ends to the SW in a collapse
out of which runs a deam of water. The dream
drains into a small crevice.

Anyone jumping in the crevice will emerge in
room W720. ‘It would take a Str of 25 to swim
back up the crevice. This passage used to run un-
der the lift going to W600.

W719. All you see is darkness ahead.

A continual darkness el blankets this room
in blackness. Each of the steps leading into the
room is covered with aglyph of warding these
glyphs activate cause blindness, cause deafness,
cause critical wounds, poison, cause disease and
causes 7d4 damage each.

Within the room is a small horde of golden ob-
jects: two end tables (250 gp each), a statue of a
derro (725 gp), a two-handed sword and sheath
(225 gp and 125 gp), and a golden chest (200 gp)
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filled with 324 gp in unmarked coins. The priests
here have a secret operation in which they steal
gold from W707. If caught, they intend to blame
it on the eite ogre guards they keep in here.

W720. Thee two rooms ae completely filled
vr\{ith water asis the stairway leading up from
them.

A crack in the wall drains the water from W718
above. A crevice to the SW drains dl the water
away a a farly swift rate. Those approaching the
areaof the secret door need torall aStr check or
be sucked into the crevice. A PC will cork it and
create a suction around them requiring a com-
bined Str of 40 or a successful bend bars by the
trapped victim to get free. While the creviceis
corked, the water level will raise one foot every
turn.

W721. Empty crates line both side walls.
Their open ends dlow you to see small blankets
or mats in them. Food scraps litter the floor.

Eight urd (HD 4(x3), 3(x5); hp (20, 19, 17),
(14,10,8,8,6)) ae adeep in the crates (actually
one is on watch and will wake the others when
the PCs enter). One carries a potion of fire
b_:eath and another carries a wand of magic mis-
siles.

One of the top crates contains three 80 gp
golden sheaths and two 200 gp golden sashes. The
rooms from here on to the NW are tilled with se-
crefly escaped urd and verbeeg from P700. They
have not yet ventured past W720 to the SE.
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W722. Crates and barrels fill most of this
room. To the NW is a dtatue of a rust-red skeletal
figure with green hair and eyes holding a staff.
The datue rests back in a smal acove.

Sxud (HD 4; hp 23,20,20,18,17,17; Dmg
|d4 spears) are trying to arrange the food items in
the crates. One of the urd carries a rod of terror. It
will  duck through the illusonary wall to the SE and
then step back after using this rod. Another urd
caries a dagger +2.

The trap door leading to W724 is not concealed
or secret. Below the statue of Nerull is a ladder
and passage to W723. The statue weighs 600
pounds. All of the urd wear 5 gp golden rings.

W723. A rust-red dtar with a set of malachite
service pieces (60 gp) upon it is built along the NW
wall. Severd stacks of mats both large and small
lie next to the dtar A gold plated table (1,300 gp)
rests against one wall.

SxurdHD 3; hp17,12, 11, 7,6,6; Dmgld4
spears) and three verbeeg (hp 26, 21, 16; Dmg
Id6 + 5 spears + Str) are currently discussing the
need to explore the waters of W720. One of the
verbeeg wears a ring of water walking, which
proved no aid a W720. The group holds a potion
of water breathing and is trying to determine who
should use it. The dtar is one of Nerull's.

W724. An open hole in the floor lies to N. Five
empty chairs rest in the SE end of the room. Be-
side one of them is a coiled golden chain (80 gp) .

Five verbeeg (hp 37, 34, 26, 24, 18; Dmg



Id6 + 4 spear + Str) are always on silent guard in
this room. If they hear anyone coming up the pas-
sage to the NW who doesn't call out the password
“okta jada” they will al quaff an eighth of their po-
tion of invisibility and ready their weapons to at-
tack. If they have time, they will pick up the gold
chain and stretch it between two of them who will

then trip enemies or try to jerk them towards the

hole.

W725. (glyph of warding causes 7d4 damage)
A rust-red and black blanketed bed sits beside a
desk and chair. Several tapestries on the wall por-
tray various scenes of death.

These four rooms are the priests' bed cham-
bers. One of the priests is in his room now, a half
orc P7 (AC 1 plate mail +2; hp 29; THACO 16;
Dmg Id4 +I scythe; SA spells, failure 20%,
spellsilevel 5, 5, 3,1).

Each of the rooms has a golden hiked sacrificial
knife (35 gp) , a few malachite religious tokens (45
gp), and several of the writings of Nerull (20 gp to
followers). The desks are al locked. They contain
writing materials as well as notes about the at-
tempt to construct a new stairway and winch it to
the upper levels, the success of this level's “en-
tertainment facilities” in boosting the derro
slaves’ morale, and a black book of guards and
slaves to watch. One of the rooms has a secret
bottom in the desk drawer. It contains a list of thir-
teen derro names. Below the list is written,
“These derro have escaped with mining instru-
ments and cannot be found. | suspect they entered
the secret area near the elite ogre barracks.” This
priest's suspicions are correct. In fact the derro
made it all the way to P700.

W726. The passage branches ahead.

Actually this is only a guard post. Three elite
ogres (hp 35,32,20; Dmg 2d4 +3 bastard swords
+ Str) have their swords coated with poison
(class C, onset ld4 +imds, Str 25/2d4). Each
carries a 60 gp sheath and a bag of 30 gp unmarked
coins. One has a vial with six more doses of poison
class c.

W727. Several black and rust-red bound books
rest upon shelves. Evil symbols adorn their cov-
ers.

These books are more of the teachings of
Nerull They would have a value of some 650 gp
among that sect.

W728. The corridor here becomes a 10' circle
for about 3 feet then returns to normal-sized.

This is designed to allow the boulder from W729
past, but stop the block, wedging it against the
stairs.

W729. The celling hereis 15 high. Strangely,
there is a 10' black block and a 10" diameter bal of
stone on either side of this hall.

Eight elite ogre guards (hp 40, 37, 32, 27, 26,
26,25,23; Dmg 2d4 +3 broadswords) stand two
each in the alcoves next to the two huge stones.
Each ogre has a 60 gp golden sword sheath.

The blocks are coated with greasy soot and can
only be moved if a Str of 20 is applied to each. Each

of the stone balls has two stone wedges keeping it
in place. This is the “cork” mechanism for sealing

off this level from both above or below. The ball

can be released, rolling down the passage, clear-
ing anything in its path, then the blocks would be
pushed down to seal off the passages.

The boulder causes 10d8 ifit hits. Small PCs can
lay in the comers of the passage and not get
squashed; however, this will only reduce the dam-
age to 6d6 for larger PCs. The boulder towards
W739 will smash into the rubble there pushing it
halfway to W800, totally blocking al possible re-
treat by that path. Even if al set monsters are
dead on this level, have a couple of wandering
monsters release the stone wedges if necessary.

W730.  Six pillars support this large unholy
room. A rust-red altar and table rest upon a raised
slab of stone to the SE. Near the entrance, two
gold statues stand atop daises. One is of a mighty
warrior of huge stature, the other is a tall skinny
giant of ugly complexion.

The statues are of a troll and elite ogre. This
room is currently empty. Any good PC touching
the throne will yell out in pain, and take Id8 dam-
age. If this occurs, if the statues are harmed, or if
the altar is defiled in any way, the two statues will
animate. The troll statue (ACO; MV12; HD9+9;
hp 53; THACO 11; #AT 3; Dmg Id6 +4/ld6 +4/
Id10 +4; SA as troll; SD as troll; ML 18) and ogre
statue (AC 0; MV 12; IID 10; hp 40; THACO 11;
#AT 1, Dmg 1d10+6 two handed sword + Str;
ML 18) are only plated in gold and worth 2,000 gp
each (after battle value is likely to decrease).

W731. A 15 tall statue of a rust-red skeletal
figure with green eyes and hair holding a red
veined staff stands atop a dais at the end of this
passage.

If this statue of Nerull is not shown respect in
some form, the two statues at W730 will animate
and come to its aid.

W732. In the recesses of a deep, dank
dungeon you seem to have stepped into a tavern.
Three bars service the three different levels. Ta-
bles and benches rest on each level.

This area is fairly empty since the arena is hav-
ing games. Four derro bartenders (hp 18,14,11,
9; Dmg 1d3 knife) are tending the bars. Three de-
n-o (hp 11, 11,6) are talking at the first bar. Two
drunk elite ogres (AC 5 drunk; hp 30, 27; Dmg
2d4 +3 bastard swords + Str) sit at the middle
bar. There are no customers on the bottom level,
however, two of the priests are sitting in the pri-
vate room on this level. They are two half orc P6s
(AC 3 plate mail; hp 39,30; Dmg ld4 + 1 scythes;
SA spells, failure 20%, spells/level 5, 5, 3). The
fast has a scroll of cause serious wounds ~ (x3),
cure serious wounds, neutralize poison, poison
(x2). The second's scythe is a scythe +1.

The ogres are each carrying golden sheaths (60
gp). The three levels of the bar are segregate be-
tween slaves, guards, and priests. After the arena
event, this place will really fill up.

W733. A bloody baffle rages on in the arena pit
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before you. Some 15" down a troll fights what ap-
pears to be a human warrior. A crowd of dwarves
and giants watch the spectacle from the edge of
the ring as well as from several balconies which
open above.

Atroll (hp 36(29)) is fighting a captured F7 ad-
venturer (AC 3 splint + shield; hp 32(26);
THACO 14; Dmg ld12 +2 bastard sword + Str).
A crowd of 20 derro (hp 23,19,18,18,17,17,17,
16,14,14,14,13,12,12,11,10, 109, 9,7) six
trolls (hp 39, 35, 33, 26, 24, 22) and five elite
ogres (hp42,41,32,31,30; Dmg2d4+3  bastard
sword + Str) are watching. If the PCs start a bat-
tle here, the warrior will begin yelling in the de-
n-0's language. The derro will then rally and attack
the guards while others go to W734 to free the de-
rro slaves there. About half of the spectators are
drunk (-2 AC and THACO). The other priest, a
half orc P7, of this level is among those seated on
one of the balconies (AC 3 plate mail; hp 26;
THACO 16; Dmg Id4 + 1 scythe; SA spells, failure
20%, spells/level 5,5,3,1). He carries a potion of
fire resistance and wears a ring of free action.

The trolls (excluding the combatant) wear 200
gp sashes. The ogres have 60 gp golden sheathes.

W734. This place appears to be the holding
area for arena combatants. Iron barred cells line
the walls.

Two trolls torment the captors at each of these
areas (hp 40,39). The captives from both areas in-
clude 12 derro (hp 22,19,17,17,16,14,13,13,
13,12,10,10)  and two trolls (hp 45,33).

The four troll guards wear 200 gp golden
sashes. All the cells are locked, but the troll
guards carry the keys.

W735. This bustling kitchen has more the ar of
a tavern about it. The dwarves within are al laugh-
ing and talking in loud voices.

Fourteen derro (hp 19,17,15,14,14,14,13,
11, 10, 10, 10, 9, 9, 6) are here. About half are
drunk (-2 AC and THACO). Some will welcome
the party, others will run in fear thinking that the
party escaped from the arena.

This ringside tavern is a favorite of the derro
who are allowed to enjoy this area for a day or two.
The quards rarely come into this place.

W736. Sleeping mats are neatly stacked along
the walls. The odor of ale is strong here.

This is where the derro that are not to be re-
warded with a stay at W737 sleep. The four ad-
joining rooms are each filled with bowlike pits in
which the trolls of this level sleep. All occupants
are elsewhere at the moment.

W737. This place reminds you of an inn. A fire
is burning low in a central tire pit. Seven doors
open into this area, three of which are above along
a balcony.

As the PCs enter, two trolls (hp 43, 38) and a
derro (hp 16; Dmg 1d3 fists) will be coming out of
their rooms headed for the arena. Just as the party
begins their fight here, the fight in the arena will
start (if the PCs haven't already heen there).

The trolls each wear 200 gp golden sashes. This



area is indeed an inn of sorts which is enjoyed by
derro and guards who the priests feel like re-
warding. Currently al the rooms are empty.

W738. The passage curves at this paint.

The boulder from W729 will roll easily through
here, but the block will become very tightly
wedged.

W739. Rocks, dust, and dwarves fill the end
of this sloped passage. A stairwell going down is
clogged haf full of debris from the dwarves who
are making another stairway above the existing
one, though there seems to be no easy way to
join the two stairways together.

Twelve derro (hp 20, 17, 17, 15, 15, 13, 11,
10, 9(x3), 8; Dmg ld4 mining picks for 8 or 1d3
rocks or hands for the other 4) are here. The de-
rro in the upper stairway are 8 above the rubble
pile and can toss rubble down upon those below
(THACO 18; Dmg 1d12). These derro arein a
nasty mood and will not consider helping the
party in any way.

The rubble is being taken down to W800 so it
can be cast into the lava river. The stairwell down
is usable though PCs will have to crouch to fit.

Tower of War,
Dungeon Leve 8
(W800)

W801. Thisisamost impressive cavern. A
swinging bridge runs between a central plateau
and a set of large double doors in the NW wall.
The plateau drops 20 on al sides to a pit of black
goo. Upon the plateau are two winches mounted
near a pit, five one foot wooden domes, and a
stone  building.

Above the wooden shock absorbers is a shaft
running to W700. The shaft enters the ceiling a
its lowest point (thus the trapped gas near the
ceiling does not leak out). Five tralls (hp 36,35,
31,29,28) and nine derro (hp 20,18,18,15,15,
14, 11, 11, 8) work here. They are taking the
rubble coming from W700 and shipping it to
WO00 to be melted away. The goo is 10' deep tar
with a dried crust. It will not ignite unless a very
hot tire is applied to it (bon fire, fire ball, or lava).
Those falling on it will take 1d6 damage and bresk
through the crust. These poor souls will not be
able to free themselves without something to pull
on. However it takes a full hour to completely
sink into the pit. Of course those landing head
firsd or even spread eagle will suffocate shortly.
Any large fire (fire ball) on the plateau has a 50%
chance to ignite the gas.

If the tar is ignited, it will soon al go up in flames
and in [d4 rounds ignite the gas above (see
W824). Each round the tar burns before the explo-
sion, those in the area will teke 1d12 damage. An
explosion here will destroy anyone present. The
trolls each wear a 200 gp golden sash.

W802. (locked) Two gold statues of human fe-
maes stand here (2,000 gp each).

W803.  Golden objects lie around this room in-
cluding a bucket (45 gp) , a keg (45 gp) , four cylin-
ders (100 gp each), a collection of six mugs (20
gp each), a coil of wire (10 gp) and a statue of a
rat (120 gp).

W804. Shdlow, round, uneven pits have been
dug into the floor here and in the adjoining room.
This area smells foul.

The troll guards stationed to this area make
this their deeping chamber.

W805. A warm dining hall stretches out be-
fore you. It is a little nicer than other hals you
have seen in this tower.

A troll (hp 35) and eight derro (hp 23,20, 18,
15, 14, 12, 12,8) are currently lounging around
in this area. The troll wears a 200 gp golden sash.

Both guards and slaves enjoy being assigned to
thislevel. The cavern is spacious, guards treat
daves nicer dter several were pushed into the
tar pit, and even the daves get bed chambers (a-
beit dlightly cramped). If this area is destroyed
by the explosion, the E wall of W806 will blow out
and the passage leading to W801 will be blocked.
Those in the room will take 2d20 damage and
then be trapped here with no likely escape. Lava
from W823 could flow in.

W806. Four short leeping mats line the floor.

No derro dlaves are currently in these sleeping
chambers.

W807. This storage room is farly well
stocked. Two large barels rest near the door.

The barels contain de.

W808.  Rubble lines the hallway here and dust
comes from the clogged starwell to the SE. Sev-
erd dwarves work busly about the area, over-
seen by three guards.

Seven derro (hp 17, 16, 13, 11, 9, §, 3) are
watched by a troll (hp 24) and two elite ogres (hp
42,29, Dmg 18 + 3 scimitars). The dwarves are
piling rubble from W700 here in preparation of
taking it to W833 to be melted.

W809. DM's Note. A small trip wire is
gtretched across the hall. Only those looking for
something will notice it. It sounds a quiet bell at
W8L11. Thereis a dot in the ceiling above in
which a portcullis is drawn up, but the PCs will
likely be watching their footing and not see this.

W810. DM's Note. The PCs are sure to no-
tice the notches aong this hall. They are about
six inches long and an inch high. The slope up will
prevent them from seeing what lies within. When
they open the fase double doors at the bottom of
the stairs, this will pull corks out of the barrels
and oil will rush into the hal and cover the floor.
Some of it will run down the stairs causing those
climbing them to make a Dex check or tumble
back down (all below a tumbler must check with a
-3 pendty). Damage is 1d4 to 3d4 depending on
the distance falen.

If the ail is lit, dl on the stairs will suffer 2d6
damage per round until it burns away in 3 turns.
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Those at the bottom of the stairs (were the oil
collects) suffer 3d8 damage per round. This will
likely prove fatal. Even the halway above will
cause |d4 damage per round for 1d10 rounds un-
til the oil there burns away. Then the smoke from
the stairs will cause those in the hall to make a
save vs. poison each turn or pass out from smoke
inhalation (a tail after passing out results in suffo-
cation).

W811. This room contains a winch, flaming
torch in a wal sconce, and a chair.

An elite ogre is on duty here at all times (hp
36). A smal bell in the comer will sound if the trip
wire & W809 is sounded. The ogre will then wait
until the intruders have gone into W810, then it
will quietly winch down the portcullis at W809. It
will then go out to W809 and empty a flask of ail
so that it runs down to W810. Then it will wait
until the intruders come back to this area so it can
watch their horror dtricken faces as it lowers the
torch to the ail.

If the PCs are smart and use missile weapons
againgt it immediately, the torch might still land
near the oil so that it will light it several turns
later. The ogre wears a 50 gp gold neck band.

W812. Severd barrels line this narrow hall,
each sitting next to a notch in the NW wall. A
rope attached to the barrels' corks stretches
dong the floor.

This rope is attached to the false doors a the
bottom of W810.

WB813. A st of stone dtairs raise up to a door
on the SE wall.

As the PCs enter this room, an elite ogre (hp
23, Dmg 1d10 + 3 two-handed sword) steps out
of W814 on his way to the chapel. He will be
wearing two 20 gp golden wrist bands. The
guards that are normaly here are a W843.

W814. Severa large beds and a couple of
chairs fill half of this toasty room. Although there
is no fire in the fireplace, the ar is quite warm.

The back of the fireplace has smal holes in it.
Hot air comes in this way. This is actualy a con-
ceded door and the hot air comes from beyond.

The elite ogre guards who sleep in this room
are currently in the chapel at W843. A bag of 30
gp is hidden in one of the pillows.

W815. You have waked into a room with a
wing to the left and right. Large sleeping mats lie
in the NW wing and uneven bow-like pits are dug
into the SE wing.

All the occupants are either on special duty or
a We843. This is the elite ogre and troll barracks.

W816. (locked) Animpenetrable darkness
looms through the doorway.

The priests originaly stayed here before their
current area was made. They have not allowed
anyone else to enter it. A permanent darkness
spell is cast in the room.

W817. This kitchen area is equipped with two
stoves. Both are in operation right now asfive
dwarves prepare a smal feast.

Five derro (hp 22,14,139,3; Dmgld3fists



or 1d8 hoiling water), The barrels in the hal out-
side contain water for derro and beer for the
guards.

They are prepaing a med for the guards who
will be returning from the ceremonies at W843
shortly.

W818.  This storage room seems to be provi-
sioned with two qualities of food. The food and
the lower shelves seem to be older, more rotten,
and less fresh.

The guards’' food is kept on the top shelves
while the daves food is on the bottom. One bar-
rel contains ae and the other contains water.

W819. (locked from the hall side) A large
number of small dirty mats line the floor like so
many rags. Little piles of dirt and grimefill the
edges of the room.

Four sick derro (hp 17(8), 14(3), 14(11),
13(2)) are resting here. All the others are on
work duty at W808 or on the stairs of W700. Any
PCs coming into close contact with these
dwarves must make a save vs. poison or they will
come down with a pneumonialike disease.

Thee four know of the secret passages lead-
ing to W801, but will only divulge this information
if it could save ther lives.

W820. A long 3' diameter stone cylinder rests
in this room.

If the pile is examined, scrapes will be found on
the inside and the two ends. The middle of the
outside will look as if it had been molded of clay.

pe was origindly used to alow severa
derro wearing rings of fireresistance to safely
cross the lava river in order to work on items a
W833, W826, and W824. These derro dso con-
structed the tool closet between here and W819,
W822, and the secret trap door atop W8003.
These derro and their alies have been secretly
using the pipe to cross the lavariver and steal
gold from W803. This is dtill very dangerous and
the dwarves adways end up with some heat dam-
age. The pipe is just long enough to perfectly fit
from W821 to W822.

W821. This odd shaped room is empty of al ex-
cept very warm air. A wall in the SE comer is made
of stone and appears to be partialy crumbled.

A section of the SE comer wal near the floor is
just a stack of loose stones. These are in a rough
3 diameter circle. When removed, the stone pipe
a W820 fits through it nicdly. These stones are
very hot and will cause 104 damage to bare skin.

W822. A gmdl treasure trove of golden ams
and amo he next to an eight foot plank.

The plank is used to cross the tar pit to W803.
The derro have been collecting golden battle
supplies for a possible revolt: 12 30 gp daggers,
four 45 gp shields, 16 5 gp arrow heads, one suit
of chain mail (230 gp) , and six 15 gp spear heads.

W823. A bubbling flaming river of molten lava
flows from W to E here. The air is scorching.

Those in this area will take Id8 damage per
round. Breathing causes 3d8 damage per round.
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Those in metal amour will take no damage the
first round, but will receive damage a round after
leaving. Other heavily armored PCs will take no
or little damage the first round. Touching any
stone with bare skin causes |d6 damage. Anyone
faling in the lava will take 3d20 damage per round
and must make a system shock roll or simply
pass out due to the pain.

The rock in this area is like putty for the first
inch due to the heat. Remember that this area
will be blindingly bright to infravision.

W824. A large white hot chain runs across the
tunnel and into @ masoned  stone wall to the SE. A
heavy black beam runs up to the ceiling here and
is wedged against a large boulder.

If just the rock wall is crumbled, the tar gas
trapped in the top of this room will begin to enter.
In 1d20 + 10 rounds, the gas will ignite causing a
massive explosion which will destroy most of the
areas dong the lava river, W801, W85, and
those near the shafts on W 700 and W900. Those
here will receive 1d20 damage due to minor col-
lapses. Those at W825 will be destroyed (unless
they save vs. paralyzation a -2 penadlty in which
case they will be thrown back towards W814 or
even into W808 with severe damage (3d20).

If just the boulder is released, the lava will melt
a smal hole through the stone wall in 1dIO + 10
rounds, igniting the tar at W801 in 1d6 rounds,
causing the trapped tar gas to explode in |d4
rounds. However, this explosion will mostly be
contained in W81 and will result in W805,
W824, W801, on W900L, W903 and the shaft
area, and dl of the area near the shaft on W700 to
be destroyed. Further, the entire ceiling be-
tween W801 and W709 will collapse. Those in
W825 will receive minor damage (1d8 each) but
the area here must then be treated as W823 with
respect to heat.

If the wall is crumbled and the stone is col-
lapsed, the tar will ignite instantly and 1d4
rounds later the gas will explode. The explosion
will destroy all of W801, W805, W824, and the
area near the shafts on W700 and W900. Those
in W825 must save vs. pardyzation or take 3d20
damage, those succeeding take half.

The underworlders made this device to make
shaft access into thelr lower two levels impos-
sible in event of an invasion. They only counted
on the tar flaming and are not aware of the gas.

W825. The ar here is very hot. A large winch
is connected to a red hot chain which disappears
through a niche in the SE wall. Beside it is a large
black beam which aso runs through the SE wall.
The base of the beam is wedged in a smal sunken
area

All in this room take ld4 damage per round if
breathing. Lying near the beam, out of direct
view, is a large sharpened axe. If the beam is
broken, it will release a large rock it was support-
ing over W824. Thiswill dam up the lavariver
until melted through in two turns. The winch re-
quires two Str 18/00 PCs to operate (the handles
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are too small to accommodate a team greater
than two). If the winch is turned, it will crumble
the rock wall a W824. See W824 for effects if &-
ther the beam is broken or the winch is turned.

W826. A natura stone bridge crosses the
lava flow here. But a manmade wall rests on the
Ssde

Damageislike that in W823. Those between
the wall and the doors will only take Id6 or 3d6
damage if breathing. Three wyvern watch spells
guard this bridge (7th level casters).

W827. This place is decorated in black and
rust-red tapestries and furnishings. Setting in
the room are a large golden framed sofa, two
golden framed chairs, and a few tables.

The false closet contains severa old black
robes. The sofa frame is worth 2,350 gp, the
chair frames are each worth 325 gp. Severa
smal sickles tie on the tables. The six tapestries
are worth 200 gp each, but few would buy them
as they show scenes of torture and evil triumph-
ing over good. Severa of the tables contain small
bags of galic.

W828. A black blanketed bed rests opposite a
shelf of rust-red bound books.

The books are various teachings of Nerull They
have a 500 gp value to those of thisfaith. The
books will have a glyph of warding on them which
CaUses a poison, cause Serious wounds, or cause
disease spell to inflict the one disturbing them.

W829. Two huge burly looking men stand
poised to atack. Both are heavily armored.

These are actudly dtatues of elite ogre which
have been painted to look real. The only item
which is not made of stone here is the NW ogre's
gauntlets which are gauntlets of ogre power. If
removed from the statue, it will be noticed that
each is connected to a fine blue metal chain which
disappears up the statues arm. The gauntlets
may be put on and the great strength will be be-
stowed upon the PC, but he can only get the
gloves ten feet away from the dtatue before the
chain stops him. Even if the statue is destroyed,
it will be discovered that the chain runs into the
floor (where it is attached to a large block of simi-
lar metal about 3' down. The other item in this
roomisasmall holein the NW wall leading an
arm’s length back to a large ring made of the
same blue meta. If the ring is pulled with a Str of
18/00 or more, it will open the secret door
(which will dlide back in place with a similar Str
one round after being released. The gauntlets
can be used to open the door.

No other physicd means of opening the door
works. The small chains holding the gauntlets
are equivalent to +3 meta can only be snapped
by a Str of 20 + which successfully bends bars.
They can be cut if 120 points of damage is done to
each one. This would be very noisy and would
likely break or chip the weapon.

W830. DM's Note. As each, of these doors is
opened, a poisonous gas will be released. This
gas will be obvious and those opting to hold their

bresths are safe. However, those breathing must
save vs. poison at-5 or die. Each of the six doors
is held by a complicated lock which requires a
minimum of five rounds to pick. Moreover, these
doors are designed to slowly shut when not held
and the locks automatically reset. Thus, the
paty can easly become separated and the long
lock picking time can essily result in PCs needing
to breath or pass out (and breath anyway).

) This defense was set up by the priests who use
eys.

W831. A statue of a dull rust-red skeletd fig-
ure with dark green hair and green eyes rests in
the centre of this secret shrine. He holds ared
veined staff in one hand and a skull in the other.
S(ael\lleral small sickles are mounted upon the
walls.

The skull is redl and contains a 5,000 gp jacinth
and a key (which works the doors at W830). The
staff is also aserpent staff. These itemswere
placed here in case this tower was ever being
overrun and the clerics had to use this secret
passage to circumvent this level's defensive de-
vices so they would not be trapped here. The
items were to be used in such an emergency.
The shrine look was just to throw off those who
might happen to discover this unauthorized
room.

W832. The ar is very warm here.

This stone wall is a heat shield. Even when the
drawbridges are down, those past this wall will
be safe from damage.

W833. Theair isextremely hot. Up ahead
you see a stone drawbridge supported by two
heavy chains which are glowing.

Remember that this area will be blinding to
those using infravison The chains are glowing
due to the heat. Being in this area anytime that
the drawbridge on your side is not fully drawn
will cause damage. Damage is |d6 per round if
not breathing or 3d6 per round if breathing.
Touching anything with bare hands will cause |d4
damage per round. Those in metd amor will not
take damage the first round in this area, but will
take damage one extra round &fter leaving it.
Other heavily armored PCs will take no or little
damage the first round. Metd gauntlets will de-
lay the effect. No damage is caused to those past
W834 or W832 nor those on the stairwells lead-
ing to the winch rooms (provided both the con-
cesled and normal door are closed. It tekes a tun
to fully raise a drawbridge and six rounds to fully
lower one (both require one being with Str 18/00
or two which totd 19 or more.

All handles in this area are either wrapped with
something or made of stone. Decide what dtate
the two drawbridges will be in when the party
encounters them based upon the party’s ability.
A typicd arangement will be to have the nearest
a a 20 degree angle and the other a a 75 degree
angle. This way someone must run and jump to
the other, climb in and attempt to lower it before
roasting. Furthermore once he has committed, it

will be hard to return as he must scae a scorch-
ing 75 degree angle ramp on the way back.

W834. The ar is vey wam here.

Once around this comer, no heat damage will
be taken even if the drawbridges are down.

W835. Severd crates and afew barrels sit in
this  room.

All are filled with rank water or spoiled food.
The heaviest crate (Str 18/00 to move) blocks
the secret door. This room is a false storage
room and the last ogres on duty at W840 aways
put the crate in front of the secret door when
they leave.

W836. Two large beds are the only itemsin
this - room.

Except for the two elite ogres (hp 32,29) who
are on duty here, that is. These ogres are the
winch men. They do not know of the secret door
to W842 as it is of a different type and only used
by the clerics. When this station changes, they
winch up the block and their relief team comes in
and trades with them. Both of the secret doors
out of thisroom are hidden at the back of false
closets filled with old tattered clothes bunched to
either side. Each ogre has two golden wrist
bands (20 gp per band).

W837. A large winch is bolted to the floor of
this secret room. Its chain disappears through a
smal hole in the wall.

It takes two Str 18/00 beings to operate this
winch. Due to the handle arrangement, the PCs
can’t team up on the winch. If successfully
cranked, it will gratingly pull the large stone
block up the incline. If the winch is not locked,
the stone will quickly slide back into place.

W838. DMs Note. This block was so well
constructed by the derro that only those finding a
concealed door will believe it to be anything be-
sides a dead end. It would take a combined Str of
100 with excellent hand holds to dlide it.

W839. A mutant being stands with its back to
a rust-red curtain. The thing is tal, hunch
backed, brawny, has long ams, and a warty com-
plexion.

This statue is a combination troll/ogre and was
made as a joke It weights nearly 1,000 pounds.
The curtain is easly removed.

W840. A pile of old clothes restsin the far
comer of this room.

This room is used to store the statue and cur-
tan from W839 when the halway is opened up
for mgor treffic.

W841. As you open the door, steam pours out
into the hallway. Within, a pool of steaming water
occupies most of the room.

The clerics come here for bathing purposes
and  steaming.

W842. A few items lay on a shelf in this walk
in closet. Below the shelf hang a number of rust-
red and black robes and sashes.

The items are just miscellaneous minor reli-
gious devices. Although they may look quite odd,
they are virtually worthless.



7z S |

W843. You seem to have come upon a reli-
gious ceremony in progress. A small squad of
large humanoids and a few thin ugly giants stand
facing the rust cdoued dtar where three priests
ae chaning a femae human to a table

There are 12 dite ogres (hp 45,37,33,31,31,
30,30,29,28,27,26,21;  Dmg |d8 +3 various
wegpons are employed) and five trolls (hp 32,30,
29,27,22) ae watching the services. Three half
orc P7s are running the proceedings (AC 3 plate
mail; hp 52,49 36; THACO 16; Dmg Id4 + 1 scy-
thelike poleam and Str; SA spells -failure 20,
spells5, 5, 3, 1; SD magic items). The woman
(Elegeend) is under the effects of hold person.
Sheisa FIT7 (AL NG; hp 51; THACO 14). She
was captured some time ago when her dl femde
paty came through the wall at W829 (ther wiz-
ard got them through). There is only one other
left (she is at W847).

Each priest wears a ring offire resistance. Ac-
tualy, one of therings isa ring of fire elemental
command, but the priest does not know it and its
activating condition has not been met as well.
One of the priests carries a scroll of raise dead,
regenerate, reincarnate, and resurrection. An-
other wears gloves of missilesnaring Each troll
has a 200 gp golden sash on his chest while half
the ogres wear two 20 gp wrist bands or a 50 gp
neck band (al of gold). None of the priests are
carrying treasure, though a nice set of religious
service pieces of copper and maachite adorn the
dtar (850 gp vaue).

The guards of this level believe the priests live
through the false doors. Of course, they reside at
W827, and when they pull the curtain across the
dtar they disappear this way. If the battle is going
poorly, they will try to escape in this direction.
Today’s ceremonies were to once again thank
Nerull for protecting the bottom four levels from
the ravishes of the “great monster”. They also
used the ceremony to ask Nerull for ad in bring-
ing darkness to the surface dwellers by helping
them complete their new shaft and stairway up-
wards on ' W700.

W844. A junction of hallways and acoves
comes together here. The dcove to the NE con-
tains arust-red statue of a skeletal figure with
green hair and eyes holding a staff. The other
two alcoves contain two large humanoids, one
thin and tall and one stocky.

All three are actually statues. Touching the
statue of Nerull will cause 7d4 damage (reroll
ones due to Nerull's added power) due to a glyph
of warding here.

W845. Two semicircular acoves with a solid
black statue in each are to the NE. The near
statue is of a nine foot tal thin humanoid, and the
other is of a huge dumb looking man.

The “statues’ are actudly the two top ranking
guards who have the honor of coating them-
selves in soot and standing here whenever there
is a ceremony at W843. This soot disguise will be
very difficult to notice by the PCs until it is too

late. One troll (hp 50) and one elite ogre (hp 50;
Dmg 2d4 +3 morning star) have proven them-
selves  worthy.

The troll has a 200 gp golden sash on while the
ogre has a 50 gp neck band. Of course both are
covered with soot.

W846. (locked) A lavish canopied double bed
rests in the very center of this room. And a com-
paratively smal table stands in the comer. You
can hear sobbing coming from one of the three
doors to the SE.

All items are ordinary.

W847. (The locks on these three locked and
heavy doors are only accessible from the NW
dde. The doors have smal heavily barred win-
dows.) You can see atypica bed with a small
wash pan beside it.

One of these rooms contains a sobbing, fe-
mde, dwarven F8 named Ulaka (AL LG; hp 89
Con 18, THACO 13). She is crying in frustration
because her friend, Elegeena, was just taken to
W843, and she couldn't help her.

W848.  (locked and a glyph of warding which
will cause 7d4 damage to the one opening the
door.) Two statues seem to stand guard here.
Oneis of arust-red skeletal figure with green
hair and eyes. The other looks like a darkly
dressed stately gentlemen which you might see
walking down the streets of the City of
Greyhawk.

Glyphs  of warding have been placed upon both
Touching Nerull's statue causes 7d4 damage (re-
roll ones). Touching the statue of the vampire re-
sults in a cause blindness to affect the PC.
Furthermore, another glyph of warding has been
placed upon the wall by the secret door. Anyone
touching it will cause a darkness gspel to go off.

W849. Theground hereis earthen and not
made of stone. A large 8 high mound of earth lies
in the room's center. Spidery white plants with
yellow blossoms cover the mound. In the NE is a
dtatue of a giant bat upon a stone dlab.

The plants are actualy six thornslingers (hp
26,24,19,19, 18,16) which will not attack the
vampire. Opposite the bat statue is a stairway
leading into a small tomb inside the mound. Here
the vampire has his coffin (hp 47). He is now
nearly insane with anger (see below) and will a-
tack anyone entering this place whom he cannot
get to invite him through the secret door.

This vampire was entombed here by Zagig
long ago. The walls were magically affected so
that no burrowing rat could dig a hole by which he
might escape. However, the priests discovered
him and escaped the encounter with their lives.
They now covet the thought of “owning” a vam-
pire. Since the magic of Zagig prevents the vam-
pire from leaving this room without strict
invitation, he is dtill captive and the priests relish
this aspect (this has further enraged the vampire
asitisso closeto being free at last). A second
coffin is hidden beneath the stone under the
statue. The priests love releasing prisonersin
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here and watching their “pet” feed. The only
reason he has not applied al bis abilities in an a-
tempt to kill the priests is that they have prom-
ised him that the entire area will be stoned over
and placed off limits “forever” if they are
hamed. This threat is working for the moment.

Tower of War,
Dungeon Leve 9

(W900)

The map to this level ison a“one square =
10" scale. It contains very rich minera deposits
which are being mined by the underworlders.
Pockets of gold, cod, and a smal amount of gems
has been discovered. The gold seam in particular
is of outstanding quantity and quality. The unde-
rworlders discovered this seam of gold quite
some time ago and saved the information for fu-
ture use. Now that use is being implemented.
The gold is to be used to bribe surface dwellers,
help purchase surface items from other naions in
the conquest of Greyhawk, and as a means of
wedth once Greyhawk has been conquered.

The lavariver has also been akey element in
the underworlders scheme. In fact, this entire
complex would have been extremely difficult to
make had it not been for the river. All the rock
that was formed from carving out these levels
had to go somewhere. Since they were mining
from the bottom up, they couldn't just dump it on
the ground. But the river has saved their plot by
providing a quick and convenient way of dispos-
ing of rubble, trash, and anything else that is not
wanted (disruptive daves, etc). Even the rubble
from W300 was winch lifted down to W900 or
manually hauled to W800 for disposd. The for-
mation of this entire complex was an extensive
project which required much planning.

A cart and track system exists throughout,
most of the mine aea The cats are smply deep
waled, square to oval shaped stone bowls, five
feet wide, and eight feet long. Their outsides are
molten looking while their insides are smoothly
lined with about 50 gp of gold (due to being
dipped at W917). The tracks are actually shal-
low, six inch square trenches with small rollers
every five feet. These rollers are smply gold
rodﬁ)laying in the bottom of the trench (20 gp
each).

Due to the complexity of the mining process
(crushing ore, melting the gold out, etc.), the
paty will not be able to duplicate it. However,
they can find natura nuggets of gold in the gold
mines (1020 nuggets of 1d20 gp vaue per room).
If they themselves dig with picks, a single PC can
uncover one such nugget per hour of work
(dwarves and gnomes get triple results).

W901. A two headed troll oversees a band of
large dwarves as they unload a cart of new look-
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ing golden items next to the NE wall. The ar is
fa warmer than normal.

One two headed troll (hp 44) guard seven de-
rro (hp 18, 15, 15, 14, 11, 7, 7; Dmg |d4 gold
daggers or 1d6 gold spears). The derro will grab
the gold and get out of the way if the party enters
here.

The cart contains freshly molded items from
W903: three spears (40 gp each), nine daggers
(25 gp each), 12 axe heads (25 gp each), a suit of
gold chain mail (1,200 gp) , and a huge gold broad-
sword scabbard (60 gp) .

W902. A 12 tdll fiery giant cranks winches
aop a strange catapultlike wagon of iron without
wheels. The wagon rests on a 10 wide track of
metal rollers set down in a shallow trench. The
catapultlike end is connected to a bowl shaped,
wheelless cart that rests on another track. This
track is only 5" wide but has gold rollers. A couple
of giant, nervous looking trolls stand guard near a
rough passageway. A handful of large dwarves
are grouped around the carts and another similar
cat on the other side of the catapult-wagon. Two
malformed giants man a huge winch which has
chains attached to the wagon. The air here is
very warm and heat radiates from a huge set of
iron double doors to the SW.

One efreeti (hp 47), two giant trolls (hp 45,40;
Dmg 2d6 + 7 club), and two fomorian giants (hp
67, 63; Dmg 4d4 + 8 morning star) oversee ten
derro (hp 16, 15, 14, 14,12; Dmg Id3 hands or
rocks). If baffle erupts, the efreeti will glecfully
kill opponents on both sides (trying to keep it
even). The derro will attempt to run and hide,
while the trolls will avoid the efreeti as much as
possible.

The fomorian each have a bag of 4 gems (4,200
gp totd) and each wears multiple gold necklaces
(smdl chains worth 4,000 gp each). The efret
was summoned and trapped by the unde-
rworlders and commanded to “Run the melting
wagon, without harming it, to melt the gold from
the crushed ore that we bring you. Never attack
unless a battle erupts. Finaly, give what ad you
are willing to help us get these mines emptied of
ther gold”’ The efreeti has perverted this com-
mandment by having those near the lava river
show up to “help them empty their gold.” Also,
when battle erupts, it will “attack” (which it has
determined as meaning “attack anyone you
wish”). The wagon's tracks are slightly sloped
toward the lava whirlpool at W9L7. It can” be
winched down there, through double doors,
where the efreeti will lower the cart of oreinto
the lava pit long enough for the gold to melt out,
but briefly enough that the cart doesn't melt. An
iron box with a mesh bottom rests on top of the
SE carts to catch the rocks and let the molten
gold flow into the cart below.

W9O03. Dwaven creftsmen  work away pour-
ing molten gold into clay molds, shaving and
working gold, and finishing the items. A shelf of
items in various stages sits to the SE, while

three large tables with dwarves al about fill the
rest of the room. Tools are everywhere. Two
strange trolls stand guard, one is huge and one
has two heads.

A two headed troll (hp 41) and a giant troll (hp
34; Dmg 2d6 + 7 club) oversee 17 den-o (hp 21,
20,17,17,17,17,16,15,15,14,14,14,13,12,
12,10,9; Dmg |d6 gold spears or Id4 gold dag-
gers).

There is a great deal of gold in this place: a
molten cart (300 gp), acooling vase (55 gp), a
cooling shield (200 gp), eight rollers (20 gp), a
half wrought chandelier (300 gp), partialy
formed arow heads (5 gp each), three complete
and eight half made daggers (20 gp each), 12
complete spears, anearly complete, mid-sized
bear statue (2,000 gp), 3,000 unmarked coins,
and a nealy complete throne (5,000 gp).

W904. This room is filled with glass ware and
bottles of strange looking fluids. A few gold bars
are scattered about. Two startled dwarves look
up in amazement

Two den-o (hp 14, 13; Dmg |d3 hands;, SA
throw acid bottles Dmg 1d12/then 1d6 second
round). Oddly enough, these alchemists were
commanded by the priests to attempt to change
gold into iron because gold isin such asurplus
and iron is needed for weapons and tools (the
iron of the underworld has been cut off due to the
capstone a WBO00) . One green/silver bottle that
rests on the shelf in a glass case will turn gold to
brass. There are numerous chemicas here in-
cluding 14 bottles of acid (as above), and three
bottles of poison (Class J, ingested, Onset
1d4min, Str Death/20).

W9O05. A passage branches to the NE ahead.

One of each guard type is here: a two headed
troll (hp 38), a giant troll (hp 32, Dmg 2d6 + 7
club), and a fomorian (hp 67, Dmg 4d4 + 8 mom-
ing dtar).

They are sitting on three blocks of gold (900 gp
each). The fomorian also has 1,000 gp of gold
chains about his neck.

W9OO06. This cavern is 30" high. Dust and a loud
crunching sounds fill the ar. The cart tracks ring
the outer edges of the room, while a 15" high
mound of rubble fillsthe centre A smaler mound
of smdl rocks and rock powder lie to the S.
Dwarves teem over the aea furioudy shovelling
rubble around, loading, or emptying carts. All this
you harely notice, for high (20') up on the NW wall
is a cloaked figure sitting in a golden throne. The
throne rests on a smal outcropping of rock. The
figure holds a staff which is shooting forth a faint
deep purple glow which strikes and surrounds a gi-
ant 16’ tall cresture. The creature looks like it was
made from the rubble that it is pounding to dust
with its two huge fists. Its lower body is lost below
the rim of the surrounding rubble, but more
crunching noises can be heard there.

One earth elementa (HD 16; hp 74; THACO 7,
$ 16') and 14 derro (hp 21,19,15,15,15,14,14,
13, 13, 13, 13, 11, 10, 9; Dmg |d4 shovels or
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picks) are here with four umber hulk (hp 43,42,
41,34). Thehdf-orc P7 (AC:2fidd plate; hp 31,
THACO 16; Dmg ld4 scythe; SA spells, failure
5%, spelldlevel 5,5, 3, 1) iswearing boots of
levitation, and carries a potion of speed. There is
a bottle of oil of earth elemental invulnerability
sitting next to the throne. He is holding a specia
staff of elemental summoning and control. No
guards are on duty as the elementd will do what
ever the cleric commands. The umber hulk are
near the bottom of the elemental, and are helping
it to crush the rock. The umber hulks are stand-
ing on an adamantite plate that covers most of
the floor under the rubble. They each have ada
mantite chains around both legs that are con-
nected to this plate (thus they can't quite reach
the tracks nor the edge of the plate). If battle
erupts, the dwarves will flee in terror, the cleric
will command the elemental to do as desired, the
umber hulk will kill anything that comes within
their grasp (within the circle of tracks), except
for the elementdl. If the cleric is wounded, he
must save vs. parayzation or lose control of the
dementd. The elementd will firs try to kill the
cleric, then cause general mayhem against any-
thing that moves for three turns.

The cleric has a set of black sapphire rings
worth 10,000 gp. The hoots are swapped among
the priests when they each take their turn con-
trolling the elementd while the oil aways rests
next to the throne. The throne itself is jewel
studded and worth 15,000 gp, weighing 1500
pounds.

The staff is a specid one which has only a 1%
chance per week of failing to control its elemen-
ta. While being used, the caster can range from
0O-100" from the elemental and a simple soft
datement of command will be heard and obeyed
by the elemental it summoned and is controlling.
However, it must aways be held by a being capa
ble of performing magic and must aways be
pointed at the elementa it is controlling. Its com-
mand words are carved on its deep purple and
black sides-its name is Horocknoth. The side
effects are that al magic used by its wielder for
the next year have a +5% chance of falure on
each use. This is cumulative with each new ele-
mental controlled within each year.

W9OO07. Theringing of metal on stone can be
heard as you approach the chamber ahead. Large
dwarves are working hard with picks, shovels,
and cats in this cavern.

These rooms and the tunnels are currently
manned by 48 derro (hp 19, 18(x7), 17, 16, 16,
15(x3), 14(x6), 13(x6), 12(x6), 11, 11,10(x3), 9,
8(x6), 7, 6, 5,3; Dmg |d4 picks or 1d3 rocks or
hands). There are two of each type of guard as
signed to wander throughout this area Two fo-
morian (hp 68, 64; Dmg 4d4 + 8 morning star)
wearing 1,000 gp in gold chains, two headed
trolls (hp 55,47), and two giant trolls (hp 45,38;
Dmg 2d6 + 7 clubs).

These mines produce mostly gold.



W908. DM's Note. Four two headed trolls
(hp 50, 44, 44, 43) are sitting on large block of
stone, guarding the passage and manning the
daves.

W908a. DM's Note. Four giant trolls (hp 46,
44,36,36; Dmg 2d6 + 7 clubs) are sitting on hig
boulders and keeping watch. One has a 6,000 gp
clear white diamond in its pocket.

W909. DM's Note. Four fomorian (hp 67,
57, 55, 49; Dmg 4d4 +8 morning stars), each
with 1,000 gp of gold chains around its neck, are
guarding this passage and keeping the dlaves un-
der control.

W910.  More ringing of metd on stone can be
heard ahead, but it sounds less frantic and more
controlled. Dwarves here are caefully working
with hammers and chisels.

These rooms and tunnels are occupied by 11
derro (hp20,18,15,15,14,12,11,11,10,10,

6; Dmg [d4 hammers).

These areas are guarded by one of each type of
guard: a fomorian (hp 56; Dmg 4d4 + 8 morning
star) wearing 1,000 gp of gold chains, a two
headed troll (hp 53), and a giant troll (hp 43; Dmg
2d6 + 7 club).

These mines produce gems of dl kinds. The
PCs could mine 1 gem per PC per hour here,
though they will be rough and uncut. These
mines have just recently been opened, and aren't
in full production.

W910a. Picks and shovels can be heard work-
ing before you. Ten dwarves are loosening up a
vein of soft black rock and shovelling it into a cart.

Tenderro (hp 23,18,17,15,14,12,11,11,11,
10; Dmg ld4 picks or |d3 hands, rocks, or shov-
els) work here, though no guards are assigned
specifically to this area. They are mining coal.

W911l. DM's Note. These areas are inhab-
ited by the 32 sdamanders and ten hell hounds.
Since any noisy combat wil bring dl in the imme
diate area, the entire list is smply given here: 32
sdlamanders (hp 57,47,43,42,42, 42,41,40,
40,40,39,39,38,37,37,37,37,37,36,36,36,

36, 35, 34, 34, 33, 33, 33, 33, 29, 27, 26), 10
hell hounds (HD 5; hp 32,30,26,26,25,23,19,
19,16,11; THACO 15)

WO12. A large cod fire burns away here.

Eight fire snakes (hp 15,12,10,10,7,5,4,4)
ae within the flames.

W913. A tdl sheet of flame with two dogs lay-
ing at its feet block the way.

This is a tire elementa (I-ID 12; hp 69; THACO
9) and two hell hounds (HD 6; hp 26,25; THACO
15). Ther only purpose is to guard the passage
(especidly  the treasure at W914) from intruders.

W914. Four snakelike beings with hipeda
torsoes stand with two large skinny hounds be-
forea smal horde of gold, gems, and a large pile
of cod to the E. There is no fire in this room.

Thee ae four sdamanders (hp 45,42,42,37)
and two hell hounds (HD 5; hp 18, 16; THACO
15). Al the gems are in ametal bin (12,000 gp
worth of red spinel, tourmaline, and fire opals).

There are two pila of gold, oneissimply gld

nuggets and molten blobs (2,300 gp). The other
pile consists of what were once fashioned items,
but are now dl partialy melted: 12 spear heads
(10 gp each), 11 daggers (20 gp each), a chest
(800 gp) , aboot (40 gp) , a smal boar (1,350 gp) ,
eight mugs (25 gp each), a table (450 gp), and a
frame (75 gp).

W915. A 30 diameter vertical disk of flame
burns in the air above a 30' long trough of brass.

Thisis a dimension door to the plane of fire Al-
though faint images from that plane can be seen
through the portal, any attempts to enter it will
simply burn the PC (even ifusng magicad protec-
tions of the most powerful type) for 3d8 as he
steps to the other side. The portal opens only
once a month and gradualy clears as that time
approaches (which is ten days from when the
paty first encounters this disk). The trough is
filled with 30 rubies (5000 gp each). However,
touching one does the same damage as touching
the disk. If dl are scooped out of the trough, the
portal will disappear and each ruby has a 90%
chance of exploding causing 1d4 damage to dl
within 30'. The trough is equivalent to + 2 magic
and would be worth a small fortune to a wizard or
weapons  smith.

W916. A pool of lava rests by the bank of the
lava river.

Al four of these pools are actudly lava mephits
(hp 20, 17, 10, 7). They are here as spies, sent
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from a being from the lower planes. They will be
undecided about the party and may ad them, tell
them of the fire creatures, tell them of the unde-
rworlders, or any of the three. It is best to use
these mephits as a baancing factor.

W917.  Cat tracksof metd lead to the edge of
alavawhirlpool The walls and ceiling look like
they are sagging due to the heat.

Just being in this room will cause 1d20 damage
per round. The lava will cause 3d20 damege per
round.

The derro on this level are treated especially
bad and, athough they will not aid the party mili-
tarily, they will tell them the layout of dl they
know of, the expected number of guards (this
changes so only use close estimates), and the
purposes of the various rooms. In exchange, the
derro wish the party to kill al enemies on this
level and the two above, and they will start their
own dero society on these three levels. Should
this somehow comes to pass, the derro will cal a
meeting and decide to grant the party 30,000 gp
in any easily constructed shapes desired (dag-
gers, spears, bars, etc.).

W918.  This huge circular dining hdl smells of
stale beer and rotting food. Fungus and mush-
rooms lie scattered about and can even be seen
growing to the ceiling and walls.

The work shift ‘is now on and the room is
empty. The crates to the W are empty as well.

W919.  (locked) This storage room Iis only one



quarter full of fungus, roots, and mushrooms.
Severa barels of de, beer, and water rest upon
a squat bench.

W920. The floor of this room is pockmarked
by pits, severa of which are filled

Six two headed trolls (hp 53, 51, 49, 45, 44,
28) and six giant trolls (hp 52,52,42,35,32,26;

Dmg 2d6 + 7 clubs). All but one two headed troll
are asleep.

W921. (locked and stuck) A brass bed rests in
the center of this room. The walls are cooled lava

The efreeti spends his nights here. Upon the
wals are carved many threats and cruel statements
towards al on this level (except the other fire crea
tures which aren't mentioned). Threats include: ‘I
shdl have you burned a the stake for 100 years
Ogwal, let me pop that zit on your ugly face you stu-
pid giant, do you pesky little derro want a light,
burnt troll flesh smells like supper,’ etc.

W922. This secret pantry is filled with food:
roots, dried meat and vegetables, spices, fun-
gus, mushrooms, etc. There are also 16 barrels
of wine, ale, mead, and beer here. Only a small
amount of the space has been emptied.

Thisis the reserve food of the bottom three
levels.

W923. Small dirty sleeping mats fill every
square inch of this two tiered room.

Sleeping here are 25 worn out derro (hp 21,
20,20,19,17,17,16,15,14,14,14,13,12,12,
12,12,12,12,11, 11, 10, 8, 8, 7, 7). They will
not put up a fight due to exhaustion.

Wo24. A lage table and severd stumps are
dl you see here.

No guards are posted here now since the
daves are exhausted.

W925. A high bench, two high tables and
some stumps sit before a tireplace. Upon the
mantel are severa dwarf heads (unruly slaves).

This is the fomorian baracks. The sde rooms
each have a single bed that fills the entire room.
Under the bench are several giant Sleeping rolls.
No guards are adeep here a this time.

W926. A rust red bone table with bone chairs
sits here. A nice med finished here severd hours

0.
agW927. This temple reeks of evil emanaing
from the bone dta. A sacrificid table and many
huge stumps fill the area. Behind the atar isa
rust-red  curtain.

Two hdf orc P7s (AC 2 field plate; hp 37, 28;
THACO 16; Dmg 1d4+3 (+2 scythes); SA
spells, failure 2%, spells/level 5,5, 3, 1) and
two fomorian (hp 61,48; Dmg 4d4 + 8 morning
stars) with 1,000 gp gold necklaces are helping
prepare for tonight’s services. (Note that the
priest at W928 will likely join battle if it erupts)

The first priest has a 2,000 gp diamond false
eye. The other priest carries a set of 20 black jas-
per gems (50 gp each) in his pocket. The gems
ae 0 permeated with evil that they each cause
one hp of damage each when touched by a good
PC. The curtan behind the dtar will scream the

cries of its past victims when touched by a non-
evil being. These sounds require a save vs.
spells or flee in terror for 1d10 rounds.

W928. The six locked cels have only three
prisoners: one nearly naked dark elf and two
dwarves.

A drow (hp 7) and two derro (hp 15 each) are
held here. A haf orc P7 (AC -3 field date. shield
+3, boots of stridingand springing, hp 42;
THACO 16; Dmg ld4 + 1 scythe; SA spells, fail-
ure 25%, spellgllevel 5, 5, 3, 2) considers him-
self the leader of this level. To state this, he
wears a crown of jade (2,400 gp).

W929. A drange symbol is carved around a
rust-red skeletal statue with green hair. To either
side of it are stone blocks resting against the
wall. A gold chest sits off to one side.

The statue is of Nerull. If the runes are bro-
ken, it will cast ebony tendrils (see Greyhawk
Adventures Hardbound Book) and continual
darkness spells upon the center of the room. The
chest (2,005 gp) is lined with an open bag of de-
vouring. One stone block has a secret lid which
opens to a Stairway down.

W930.  (locked) You enter a nicely decorated,
though dark, bed chamber. Two beds, a shelf,
and a desk occupy the area

The shelves contain religious writings of
Nerull The desk drawers have writing equip-
ment in them. Several notes will be found taking
about the ruin on the third level above this one,
the unlimited supply of gold from W907. the
newly discovered gem mines deeper in the com-
plex, the growing unrest of the efreeti a W903,
and strange molten foot prints found in the
deeper mines.

WO31. (locked) Four cages line the hal here.
They contain 1) an acid pocked troll, 2) four
mamed dwarves, 3) a black closked figure, and
4) a stone hox.

The troll is wounded (hp 42 (30)). The
dwarves are actually derro (hp 20, 18, 14, 11).
The cloaked figure is actudly a haf orc P7 (AC
10; hp 41; THACO 16; Dmg Id3 fists; SA spells,
falwe 25%, spells/level 5,5, 3, 2). The priest
will ad the paty to overthrow the clerics of this
level, then atempt to kill or capture them. The
troll will attack anything. The dwarves will un-
conditionally  surrender.

The box contains the priest’'s persond items:
field plate, a potion of ventriloquism, and a bone
box. Within the bone box is a scarab of death. The
cleric was imprisoned for conversing with severa
two headed trolls about worship rites to Vaprak.

W932. (open) Two mutated giants are
straightening this room up. It contains a stone
sarcophagus, a rack, a fire place with irons, and a
gold spiked dab of stone (200 5 gp spikes).

Two fomorian (hp 82, 67; Dmg 2d6 + 10 flail or
202 + 8 whip) are here, and each wears a 500 gp
gold mesh belt. The sarcophagus has a lock on it
and a hole a the top where boiling liquids or acid
can be poured down upon the victim. Six flasks of
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ail and two bottles of acid (1d12/1d6 Dmg) rest to
its side. Various small knives, pins, €., lie about.

WO933. Two giant beds rest against the walls
here. Several gruesome pictures of beings in
various torture machines hang on the wal, and a
st of manacles are chained to the SW wall.

This is the two torture masters bed chambers.

W934. (locked -10% PL and has a glyph of
warding cast on it that will trigger three spell re-
sults: cause deafness, cause blindness, and cause
serious wounds). This room is filled with many
bottles, strange items, and two oily barrels.

The barrels are filled with lantern and greek
ail. The bottles have various contents: 23 greek
oil, 18 lantern oil, 29 empty, 15 acid (1d12/1d6
Dmg), a philtre of love, a bottle of sweet water,
and a giant-sized short sword (bastard sword
classed) sword of wounding. There are aso nu-
merous bottles of poison (pick from the DMG) .

W935. This curtained chamber has a nice
bed, desk and chair.

The NW chamber has nine derro skeletons
(AC 6, MV 9; HD 3; hp 24, 21, 21, 20, 19(x4),
18, THACO 17; #AT 1, Dmg |d6 pick; SD Y; MR
Specid: SM: MO -).

‘Eight golden statuettes of ogre magi (50 gp
each) ret on the SE desk. Thev are coated with
poison (Class * Onset 1d10 rds, Str Death/(5
permanent)).

W936. A hdf orc is resting in a pool of water.

A hdf orc P7 (AC 10; hp 28; THACO 16; Dmg
1d4+1 scythe; SA spells, failure 25%, spells/
level 5,5, 3, 2).

All of his items are in a built-m wall chest aong
the steps to the SW. This chest is locked and he
wears the key around his neck. The chest con-
tains field plate, a black/rust-red robe, a set of
keys, and a potion of climbing. The only items he
has near him are his 3,000 gp ruby ring of efreeti
summoning (similar to ring of djinni  summoning)
and his scythe. If he is killed or the ring is taken
from his hand, the efreeti will be tree of servi-
tude. This ring will also cease to hold its efreeti if
more than one wish per month is asked for from
the efreeti.

Tower of War,
Dungeon Level 10

(WBQO)

This level is the home of the nine ogre magi
who are the leaders of this entire operation. The
entire pyramid dtructure (inside and out, includ-
ing the statue) is a relic and nearly indestructible.
It has several powers which include those de-
scribed under WBO04, WB07, WB19, and WBIS6.
It can only be activated by priests of Nerull, and
the functioning of the dtatue's right am to lift the
pyramid requires Nerull's full and direct concen-
tration. This pyramid is the capstone to the giant



spiral staircase which leads to the heart of the un-
derworld. Entrance and exit to or from this dair-
case is protected by the pyramid. No magic
(including wish) can move the pyramid by itsdlf.
The first 300" of the spird staircase is encased in
adamantite which is attached to the pyramid's
foundation, so attemptsto dig around the cap-
stone will prove futile.

This entire level is more like one room of a typ-
ica dungeon. As such, the monsters are al listed
here so you can place them as you like. Chose
from these suggestions.

1. Try to match the power of your paty with
the layout you choose.

2. Ogre magi: obvioudy if they are al adeep in
their huts, they will be least effective. Alterna-
tively, if four are & WB19, two at WBO7, and two
a WB16, they will be most effective

3. Each ogre mage has a two headed and a gi-
ant troll assigned as his persona bodyguards.
These will dways be near him.

4. No monsters but Ogre magi will go past
WB15.

5. Having a group of monsters aready at
WBO05 will make a much more exciting and formi-
dable  opponent.

6. Placing the elite ogre archers at WBO02 will
be very efective.

7. The myconids will
hide.

The Mongers of WB00

Ogre magi. Of al the ogre magi in the under-
world, these nine are among the most powerful.
Each has surpassed numerous tests (including
disbelieving the fire a8 WB04), and has achieved
the unheard of power of P9s in addition to their
nomad  powers. (AC -3 drow, black chain +5
and black shields +3); hp 79,76, 75,75, 74(x3),
73, 73; THACO 16; SA spells, failure 20%,
spells/level  6,6,4, 3, 1). Magic items. The first
has a scroll of 5 spells level 1-6 and a mirror of op-
position on the front of its shield for use on oppo-
nentss. The second keeps a tome of
understanding a WBI18. The third has no magic
items. The fourth hasaring of protection +4
AC, +2 saves which is cumulative with his "non-
magic” drow amour for AC -7, and he also wields
asickle + 1. The fifth carries a potion of healing
and asickle + 1. The sixth has no magic items.
The seventh wields a sickle of venom +3 (treat
as dagger of venom except for the +3). The
eighth wields a sickle +2 Findly, the ninth
wears a girdle offiregiant  strength (+4 THACO,
+ 10 Dmg). Specid prayers to the dtar at WB17
keep their drow amor from disintegrating.

Nine two headed trolls (hp 61, 56, 53, 53,52,
49, 48, 48, 47) and nine giant trolls (hp 56, 45,
45, 44, 42, 41, 41, 40, 38; Dmg 2d6+7 clubs)
serve as body guards to the ogre magi. Six fo-
morian (hp 73, 71,71,69,67,67; Dmg 2d10 +8
halberds) are general servants and guards. Each

run from the violence and

wears a 1,000 gp gold chain with a 2,000 gp ja
cinth attached to it around their necks.
Twelve dlite ogre (hp 43, 40, 36, 36, 36, 35,
34,34,34,33,32,31; Dmg 1d6+3/1d6+3)  typ-
ically man WBO02 and the top of the pyramid.
There are thirty smaler myconids (HD 3; hp 20,
19,19,17,17,17,16,16,15,15,15,14,14,14,
13,13,13,12,12,11,11,11,11,10,10,9,8,7,
7,6, THACO 17; Dmg 3d4), twenty medium
sized myconids (HD 4; hp 30,24,23,22,20,19,
18,17,17,16,16,15,15,15,14,14,13,10,10,
10; THACO 17; Dmg 4d4), five large myconids
(HD 5; hp 35,29,26,17,15; THACO 15, Dmg
5d4), and one enormous myconid (HD 6; hp 38;
THACO 15; Dmg 6d4). These are slaves and
food producers  (gardeners).

WBO01. You stand upon a pyramid&e landing
which lowers to the floor of an unimaginable ca
vern, easlly 200° in diameter and about as high.
In the center of the cavern rests an incredible
pyramid structure. It has an adamantite plate
foundation. The sides run steeply up to a dtatue
which stands at its top like some godlike guardian
of this cavern. The 100 high statue is of a skele-
tal figure with dull rust-red skin, a skull-like
head, locks of dark green hair, green eyes, tal-
ons, and teeth, wearing a black cowl. It holds a
red-veined sablewood staff tipped with a sickle
blade in its right hand and a giant 10° skull in its
left. At the base of the pyramidisa 10’ wide
notch which spouts forth a sickening black-red
flame. Surrounding the pyramid are nine large
huts which appear to be made of ocozing tar. A
couple of stone buildings lie to the NW. The only
other item in the room is a giant adamantite U-
shaped hook embedded in the ceiling above.

Nine giant troll skeletons (hp 46, 44, 43, 39,
39,37,30,28,22)  serve as mounts for the ogre
magi. Each has built a bone char in the center of
the troll's rib-the ogre magi ride in comfort as
the skeletd trolls walk around.

WB02. DM's Note. This area is equipped
with six large arrow dlits. Since it is some 20’
above WBO01, those within it can fire their weap-
ons at anyone on the landing at WB01, on the
stairs leading to the chamber’s floor, or any-
where else within sight. (Those within 5 of the
wall directly below WBO02 can not be tired upon).

The entrance to this room can only be gained
by going through the opening a the bottom of the
pyramid stairs & WBO01 and climbing the 45  lad-
der. A barrel of oil and a burning torch rests near
the top of this ladder which will cause 3d6//2d6/
|d6 damage (decreasing each round) to anyone in
the shaft.

WBO03. DM's Note. Note that the faint scent
of blooming mustard plants will be smelt near
here. An illusion covers these two pits making
them seem like pat of the cavern floor. The two
dopes leading down to them and their sides are
oled, making them extremely slick (-50% dimb
walls). They are 50’ deep, but a fal into them
causes only 4d6 damage as the PC will land on a
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mustard jelly (hp 48 and 36)

WB04. DM's Note. The fire here is only par-
tidly red. If a disbelieve attempt of a natura 20 is
rolled, the flames will till be seen and heard, but
not felt (including damage). To dl others it will
cause 6d6 fire damage per round (even to items).

The concedled door is an open archway con-
ceded only by the flame. Also hidden by the
flame is a ladder leading to the steep, narrow
stairway that cimbs to the pyramid's top.

WBO05. A large catapult here is attached to the
pyramid by a swivel base. However, the catapult
ismissing a winch-dl that you see are two
chains with hooked ends dangling from the boom.
There are release rings on the catapult’s base,
but no winch to pull the boom down to them. A
large box sits to the back of the catapult.

It takes two fomorian, three giant trolls, or
four two headed trolls to hand cock the catapult
(THACO 14; #AT 1/2, Dmg 3d12 rock or 5d6 oil
of fiery burning). There are 50 rocks in the large
box and 12 potions in a side holder.

WBO06. A secret door on the bottom of the
statue's staff opens into a hollow shaft with a lad-
der.

This passage climbs to the hand grasping the
daff, runs through the hand, up the arm, through
the shoulders, down the left arm, and into the
pam where a concedled trap door opens up into
the skull

WBO7. Inthe skul are two gold chairs (4,000
gp each) upon agold platform (8,000 gp). The
chairs each have gold mesh belts built onto them
(seat belts) and are aligned so those sitting in
them can easily see out the eyes.

Those seated in this skull can cause it to do
various things based upon the number of priests
at WB19. They can cause the right arm of the
datue to move as if it were dive, repositioning
the skull to anywhere within the arm’s move-
ment; this requires four priests at WB19. The
am wil aso snatch the skull out of the way of at-
tacks both magical or physical giving a bonus on
saves and AC equal to the total number of priests
seated at WB19. Findly once per round, the
skull can spit blobs of lava which will explode into
fireballs upon physical contact; one blob per
priest at WB19 doing 1d6 times the number at
WB19. Every two blobs require the concentra-
tion of one being in one of the seats for tiring.

In any event, those in the skull can use their
norma  means of atack out of the eye sockets.

WBO0S8. This black tar hut has four tentacles
radiating from it.

Treat the hut as a permanent version of the eb-
ony tendrils  spell listed under Nerull in the
Greyhawk  Adventures Hardbound Book. They
will not attack any creature which worships
Nerull. Each hut contains a ghastly bone frame
bed with sheets and blankets made of unspesk-
able things. The other item in each is a sit-
ting chair of solid gold encrusted with rust-red
jacinth gems worth 9,000 gp per chair.



WBO9. A dazzling swirl of colorful mushrooms,

mosses, and various other fungi lines the floor and
walls here.

All are edible if properly prepared.

WBIO. Two large mounds of moss-covered
stones rest on the floor here.

These are the myconid community mounds.
Each mounds has a 500 gp moss agate which will
cause a blanket of moss to grow in a 12' radius
wherever it is placed.

WB11. DM’'s Note. This building was sup-
posed to be a barracks, but the trolls prefer to
deep on the ground, the fomorian and giant trolls
deep on the tops of the four buildings, the my-
conids deep near ther fungus, and the ogre magi
deep in the huts. The rooms are tilled with bed-
rolls not currently being used.

WB12. (locked) This pantry iswell stocked
with roots, dried or salted meat, spices, mush-
rooms, and fungus. Two large barrels rest in the
center of the room (one wine, one de).

WB13. This dust filled room is obviously sup-
posed to he a walk through dining hall. A bar lines
either side of a wakway leading between two sets
of double doors. Off to either side is a kitchen area
complete with shelves, stove, a chopping table,
and al necessary utensils.

This was to be a quick food stop for the under-
world amy as they made their way to the surface.
WB14. An ezie moss lines the walls here and
produces a soft blue-white glow which illuminates

two gardens of strange plants.

The plants are Tolokroot, a specid plant able to
grow with minima light and which will produce
large meaty roots of good nutrition if poor taste.

WB15. DM’s Note. The temple is haunted by
two powerful spectres (hp 59 each; Dmg 8 aways,
SD turn only on a natural 20 due to their relation
with the temple). They search the temple for
those not of the faith of Nerull. Even if destroyed,
they will rise again, a turn later, from the atar a
WB17. If raise dead, reincarnation, or resurrec-
tion are cast on both specters, they will not be able
to reanimate from the dtar, and daying both will
cause the collapse and ruin of the temple. These
two spirits are the projection of the temple's
power.

WB16. Four scintillating curtains hang to the
NE, N\W, SW, and SE (DM’s Note. These will
magicaly portray the char above them a WB19
including anyone setting in the chair). Beside each
is a torch held by a troll-like hand (the number lit
will equal the number of priests a& WB19). A circle
of runes with five upon the floor is surrounded by
five empty gold candle scones (each contains a
5555 gp fire opa).

The troll-like hands holding the torches are ac-
tualy crawling claws (hp 4 each).

If a priest of Nerull stands to the right of the
sconce, the gem will burst forth flame shooting 10
into the air with aroaring sound. While in this
date, a priest is nearly impervious to attack (be-
coming pat of the relic). If five priests are here,
the magic circle will shoot forth a ring of fire. And if
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al positions a& WB19 and WB16 are occupied,
then Nerull's avatar will be summoned within the
magic circle and the statue atop the pyramid will
fully animate. It will lift the sickle blade up to the
adamantite u-shaped hook in the celling, hook it,
and then lift the entire pyramid off its adamantite
foundation to reved a huge spira staircase leading
to the dak heat of the underworld. However,
Nerull is now too occupied with Vaprak to perform
such a feat, even if summoned.

The sconces can be grabbed and, if they are
flaming, will destroy the priest which activated it if
amed a him (trest as WBO04). Furthermore, any
PC doing this will later be able to control the scone
to tlame upon command. The lit torches will have
the same effect on its corresponding priest at
WB19; however, it will not later remain useful like
the sconces unless its corresponding tire opal is
dropped into it. If the magic circle is aflame,  treat
as WB04 except that it does10dI0 damage. A
read magic will reved the nine names of Nerull,
which, if said in succession, will amost aways cal
his avatar to destroy the spesker (now he would
only be able to gate/teleport in some horrid being
to do this job).

WB17. Evil pours forth from this rust-red bone
dtar. A sense of death and foreboding fills your
soul.

All non-evil PCs must save vs. spells or flee in
terror. If a paladin or good aigned priest embeds a
+ 3 or better magic weapon into the heart of the
dtar, the temple will slowly crumble and tal to
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ruin. The blade will be destroyed as well, but the
PC will instantly increase a level due to the great
droke againgt evil he just peformed. The dtair-
case to the underworld will collapse as well.

WB18. (locked) A small shelf contains severa
books. Next to the shelf is a comfortable looking
reading chair of gold and silk (800 gp) with a gold
foot stool (80 gp) and reading table (235 gp).

The shelves each contain a tome of the teach-
ings of Nerull. Also, the second ogre magi has a
tome of understanding on his shelf which al the
ogre magi have read.

WB19. Four flane jets shoot out of the corners
of this room and nearly touch in the center over
the opening to WB16 below. Between each of
these jets sets a thronelike chair of bone. Each is
set with a tire opal in its back (4,444 gp each).

When dl four chairs are occupied by Nerull's
priests, the flanes turn rust-red and activate the
powers of the skull described in WBO07, and the
four torches in WB16. When this chamber is acti-
vated, those seated here are nearly impervious to
harm (becoming one with the relic). However,
they can do nothing but concentrate on power
of the reic. The flames are identical to the flame a
WBO04. If any tire opa is destroyed, its flame will
die (reducing the number and damage of blobs the
skull can spit a& WB07 and weakening its defensive
adjustments by one). If touched by anyone who
does not worship Nerull, that person will be
drained of one level per round.
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The Tower of Power

Once known &s the Tower of Magic, these ru-
ins chalengedl who enter with strange magical
forces.

Spells and Magica
[tems

Due to the effects of the obelisk on PB0O, a
d20 must be rolled for every magicd event per-
petrated in the Power Tower. Constant magic
such as armor or swords need not roll. Magical
items which were created in this tower are
nearly immune to this effect as are the spells of
those who have been in the tower longer than a
year (only 10% of the time should they consult
this table).

Magicd Devidion Table

I-Magic backfires (example: fireball centers on
the caster)

2-Magic fals

3-lllusionary effects (as spectral force spell)
4-17-Magic is normad

18-Magc worksin strange but beneficial way
(example: fireball creates volume of water &
drowns  opponents)

19-Magic has maximum effect: duration, dam-
age, etc.

20-Spell has maximum effect and no saves al-
lowed!

Priest Restrictions

The obelisk aso blankets everything from
P400 down in a cloak through which deities (ex-
cept Boccob) simply will not see. Priests won't
immediately redize they are being ignored. Thus
a priest can cast spells here, but no new spells
will be granted in this area, nor will any deity
send aid to the PCs here.

Treasure from The
Power Tower

Many of the most valuable treasures in the
Power Tower actudly belong to members of the
Ring of Five (pften Zagig). In the unlikely event
that the PCs obtain a large number of powerful
magicd  items, the origina owners will likely
want them back. As the PCs are on their way to
town, you can have one of these powerful arch-
mages use his powers to retrieve some or dl of
these items. The mages might show up in person
or send some of their minions to retrieve the
items. These events can be an adventure in and
of themselves.

Statues of Boccob

All statues of Boccob were constructed in
mysterious ways and have specid powers. Each
will answer one question about the Power Tower
once to any group. However, the more useful the
question, the more obscure the answer. As the
DM, have fun with this, but be careful not to give
away too much useful information.

Also, anyone who aready worships Boccob
and prays or performs other religious functions
before the statue will bring it to life. It will grant
them one random spell (1st level wizard spells
for non-spell casters; wizard and priest charac-
ters will get one random spell of the appropriate
type & a level one above their maximum ability,
or a wish if they can cast 9th level spells). Only
the most recent spell so granted wil function and
the PC will know of the spell.

Any attack or desecration of these statues will
cause them to animate. They will cast one spell a
round as selected by the DM but from a random
level 1-9 (1d10 reroll 10s). Statues have 100 hp
and are AC 0.

NPC Preparation

There are several powerfl  NPCs who live in
the Power Tower. Ther exact dtatistics are not
given, only their level and character class. When
it is clear that they will be important to your ad-
venturing session, you may wish to flesh them
out with specific spells and other abilities. The
NPCs in question are the five priests of P119,
the two fighters and thieves of P832, and the five
wizards of P900. Suggestions are provided to
meke them fit the Situation. You may wish to take
NPCs from your campaign to maintain continuity
with other adventures. You should design them
olnly after you have read through the entire mod-
ule.

Tower of Power,
Dungeon Leve 1
(PI00)

PIOI. A two-level wooden platform rests
atop two stone entrance walls. Two elves arm
each of the bdlistae, and nine other elven
aches man the parapets.

Elven artillerists (4): AC 6; hp 8, 8. Weap-
ons. Bdlistae (2); THACO 20; #AT I/3; Dmg
6d6.

Elven archers (6 Fls): AC 6; hp 6 each;
THACO 19.

Elven archer sergeants (2 F4s): AC 5; hp
31,31; THACO 17.
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Elven archer captain (F6): AC 3 (elven
chain +2); hp 34; THACO 15. Weapons: long
bow +1, 12 arrows +1.

They wil greet al who arive and direct them
to P103. If the PCs are hostile or attempt to open
P102, they will attack and signal those at P104.

P102. A massive set of double doors stand
before  you.

These doors 3 feet thick, so sedled by time and
magic that they would have to be broken by siege
weapons.

P103. A finely crafted wooden fortress at-
taches to the side of the stone tower, obviously
of even make

The rooms are: &) kitchen, b) storage/pantry,
¢) murder hal/roof access, d) entrance room, €)
guard room, f) wizard's niche, @) barracks. Al in-
habitants are elves:

In the wizard's niche;

Elven mage (W(D)9): AC 8 (ring of protec-
tion +2); hp 21; THACO 18.

In the kitchen;

Elven warriors (4 F2s): AC 5; hp 15, 9, 5,
2, THACO 19.

In the guard room;

Elven rangers (3 R5s): AC 4; hp 41,25,16;
THACO 16.

In the entrance room;

Elven artillerists (2 Fls): AC 6; hp 7, 5
Véleapon: Balisa THACO 20; #AT 1/3; Dmg
6d6.

Elven warriors (4 F2s):
5; THACO 19.

There is standard kitchen equipment in the
kitchen and standard foodstuff in the pantry, in-
cluding a keg of wine and a keg of water. The ex-
tra weapons of the smdl fort are kept in the
guard room. All items collected from recent
taxes are kept in the wizard's niche.

The elves will only alow the PCs into “their”
tower if thePCs first agree to give up one third of
al magica items found or “play the game” The
game consists of throwing a pair of crysta dice
with the results as follows: (2d6)

AC 4 hp 13, 9, 7,

2-lose dl magic found

3-lose al but one

4-Slose 12

9-loe W
lo-lose 1
11-keep dl or trade for our “bonus’
12-keep all and get our “bonus’

The bonus is either a staff of power or plate
mail of etherealness and sword of sharpness, or
some other magical item depending upon what
the party could use.

Read P105 before dlowing the PCs to enter
the entrance room (d) .

P104. Standing here is a 15 high tower with
parapets and a ballista. It is connected to a smal



wooden fortress via a catwalk. The tower is
builtatop a 6 high wooden tree trunk.

Ballista: THACO 20; #AT 113; Dmg 6d8; it is
larger than the ones a PIOl and is armed by two
elves: hp 9, 7.

Also on guard are three more fighters.

Elven fighters (3 F2s); AC 6; hp 14, 10, 8,
THACO 19.

P105. As the elves prepare to open the doors
to the tower proper, you can fed the adventure
lust and excitement overcome you.

The eves will become very serious when pre-
paring to open the doors and will am and man the
balista. If questioned they claim that this is only a
precautionary step and has rarely been needed.
They will inform the party to knock a certain
rhythm on the door when they wish to exit the
dungeon. They aso request that the party hurry
through the door right after it is opened. The
elves will try to encourage the PCs, telling them
that it is not as dangerous as they may have
heard and there is great wedth to be found.

Upon opening the door an ettin (hp 58) will
step around the cornet. Have the ettin get a 10
on initiative so that it goes last and let the ballista
automatically hit and score maximum damage
(48) on the first round after al PCs and accompa
nying elves have had initiative. If it is till alive
then the elven wizard will day it. The elves will
try to act shocked a such a powerful monster be-
ing found on the first level of the tower.

This has happened several other times as is in-
dicated by the large chunks of missing wall oppo-
ste the ballita The room is barren.

P106. A large table made of purple marble
laced with gold swirls fills most of this area The
walls seem to be coated with purple soot contain-
ing flecks of gold. Upon a raised hearth is a fire-
place against the far wall.

The gold swirls of the table will seem to move
if observed for long. In actudity this table is an
atifact and thus is nearly impervious to harm. Its
use is a secret that only Zagig knew. If any wiz-
ad or cleric stares a it for long, he must save vs.
spells with a -3 penalty or immediately forget
one spell of his highest level. A successful save
results in instant doubling of all memorized/
bestowed spells for this day only. Subsequent
successfiul  saves have no  effect.

If dl in the room sit at the table, a gold symbol
of an eye in a star will magically appear upon the
table's center. A purple world with gold markings
will form from purple vapor isuing from the eye.
The fireplace will then aight with purple fire
spouting golden flecks. Four illusory purple and
gold guards will step from the flame onto the
hearth. The world will begin rotating and ancient
runes will sart dancing across its surface.

The world is Oerth and the runes are names
and numbers listing many things such as popula-
tion density and type, mineral wealth, magical
concentration, etc. However, this will not be ap-
parent to the characters, for without Zagig's

knowledge of usage the symbols appear random.
All other features of this artifact are known only
by Zagig.

P107. This room is empty.

PIO8. Three desks and chairs sit opposite a
barren wal of shelves.

A necrophidius (hp 7) guards this room. This
area has been ransacked by the wizards on P900
and PB00. Yet, one document was stuck to the
bottom of a drawer it and was missed. This docu-
ment is the original unsigned deed giving he who
holds it ownership to a prosperous tavern called
the Green Leaf in the foreign quarter of the City
of Greyhawk. However, to validate the deed the
document holder must aso produce the “Green
Leaf”, which is currently on a shelf a P908.

P109. Thereisarailed daisin the center of
this octagonal room. The walls, though once
adorned, have since been ravaged. Four smal in-
cense niches dill remain set into the stone.

If the dais is intensely scrutinized, a faint image
of a crown on the SW edge of the dais or an orb
and scepter on the NE edge of the dais will be
seen. If they are continuoudy stared a, they will
grow in radiance and brilliance until they appear
white hot (1 turn). Then the image will suddenly
burst forth, encasing everyone in the room in
blinding light (save vs. petrification or be blinded
for 1dI0 rounds). The images will then be gone
for a least an hour.

Long ago great pilgrimages were made to Cas
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tle Greyhawk to view two religious atifacts that
were kept there. These rooms once hed the a-
tifacts which have since disappeared from the
cadtle. The powers of the artifacts were so great
and they remained atop the two dais so long, that
their magic seeped into the very rock of the dais.

PI1O. A two-chambered roya cathedral
stretches into the darkness ahead. All seems un-
naturally — quiet.

Fighters (4 F2s): AC 6; THACO 19; Dmg|d6
or |d8 (long sword); Weapons: composite long
bow and long sword.

These fighters have forgotten how to exit the
tower (due to room P242). They have since gone
mad and will fire arrows a al who enter. Two are
eves and two are humans. One elf has a cloak of
elvenkind. Their initial tacticswill betofirear-
rows from the balconies.

Each fighter has 2d20 sp and 1d20 gp.

P1Il. An altar with the symbol of an eye
within a star upon it seems to float above the
floor. Atop it is a cherry wood table (60 gp) and a
lone crystal goblet trimmed in gold with the sym-
bol of the atar (50 gp).

Below this magicaly floating altar is a hole that
leads into a hollowed out spherical area. Here
lurks a necrophidius (hp 15). It is commanded to
kil all who do not openly bear the symbol of
cob. The entrance to the area beneath the dtar is
only a foot in diameter; however, any who man-
age to enter this room will find a priest scroll of



faerie fire that waslost here.

P112. An dtar with the symbol of an eye within
a star upon it seems to float above the floor.

Beneath the magicdly floating dtar is a pile of
debrisin which asmdl crystal chest (35 gp) is
hidden (tossed aside by the fighters of PIIO in
their madness). Within are two burbur (hp 3,2)
and a smdl ochre jelly (HD w=;hp 3; THACO 20;
Dmg |d2). Some characters may be wise enough
toredize what a prize they have found; others
will likely kill their treasure.

P113. Overturned and ransacked beds,
stools, and even a dresser or two aredl that are
left of this barracks.

P114. A large sturdy desk and a blanketed
bed are al you see in this secret room. Upon the
blankets of the bed is the symbol of an eye within
a sar. Overhead a stout chain supports an iron
chandelier.

These old priet chambers have previoudy been
plundered of all items except for the silk sheets (20
gp) and pillow cases (10 gp) on the beds.

P115.  Thiswak-incloset hasashelf uponwhich
rests a smdl number of texts. Beneath the shelf
hang ten cloaks. An old crate rests in the comer.

The crate contained ceremonial food a one
time but is now ful of yellow mold (hp 0).

The books are the teachings of Boccob (150 gp
asaset if you can locate a priest of Boccob to
purchase dl 125 pounds of books).

P116. Ten cloaks hang beneath a shelf.

P117. DM's Note. Recently a large band of
kobolds was forced out of the levels below and
has taken over this area. Their numbers are
quickly dwindling due to adventurers plundering
the tower. They now number only 44 along with
four weasels and 20 eggs: 26 kobolds (hp 4(x8),
3(x8), 2(x2), 1(x8); Dmg Id6 (spear)). Two ko-
bold guards (AC 5; HD 1 + 1; hp 7, 7, Dmg Id6
spear, 2 each). 4 giant weasels (hp20,13,13.) 13
femaes, 3 young, and 20 eggs are dl non-
combatants

The guards each carry a glass via of poisonous
insects which if thrown must save vs crushing
blow or bresk releasing a 6 diameter area of in-
sects (AC 10; hp 1(x10); THACO 20; SA poison
(save +4 or become violently ill second fal indi-
caes death). lllness persists for 1d6 days.

Each mae kobold carries 1d12 cp and [d6 sp.
The guards carry 1d12 sp and 1dIO gp.

Chances and number encountered per room (un-
til band is exhausted):

Kobolds Guards# Weasds# Femaest
1d20 40% 10% 1d10
E) 30% I1d4 5% 30% |d6

20% |d2
c/d 30% Id2 - 5%  60%I|d4
10% Id4 25%  10%  80%ld2
F&g 10%
h 1d6 10% 3%  20%d4
i 1d6 5% i 1d12

*every group of 4 femdes will have 1 young.
#Roll once for each guard and weasd! still dive.

Room Purposes and Contents:

a Old Dining Hall.

b. Old Kitchen.

c. Old Pantry. Now stocked with what food and
drink the band could carry. The only thing fit for
PCsisasmdl box of jerky (of unknown meat
type!). The door to PO is locked.

d. Old cooks chambers.

e Old priests chambers. Now the two guards
use these rooms.

f. Old closets. Now used as weasel nests.

Each will be filled with hair, sticks, and other soft
debris.

0. As f except hidden under the nest is a small
locked jewllery box containing four 10 gp azurite
gems and a 100 gp topaz. The box’s catch is
coated with contact poison (Class K, Onset
2-8min, Str 5/0).

h. Halway. The door into P109 is barred.

i. Old Monks' Room. Now the infirmary in
which dl the eggs are kept.

P118 ad PII9 - The Pyramids: Those
wishing to buy magicad items from members of
the Ring of Five come to the pyramids outside
the Power Tower. The walls of these temples
have been blessed such that no spell save tele-
port without error or wish will alow entrance to
them with one exception-the wall leading into
the stairwell is perfectly normal, but it is here
that one of the five priests of this area employs
his ring of spell storing which contains only pass
wall spells. The priests then deliver the cus-
tomer to the wizards below who meet them on
P400. These wizards themselves never go be-
yond P401. All but the head priest mistakenly be-
lieve that the wizards below are the actua Ring
of Fve

P118. Surrounding acircle of runes are five
white incense dticks in deep purple sconces. A
steff rack holding three staves rests in each cor-
ner of the room. The symbol of an eye within a
star is etched upon dl four Sloping walls.

Read magic will reved that the circle was de-
vised to protect those within it and to ad in ques-
tioning the gods. Most of the staves are all
simple quarter staves placed here for aesthetic
vaue as well as for defensive purposes. How-
ever two of them are staff-maces which are
taken with the clerics when they go anywhere
besides these two temples. If dl the candles are
lit, anyone in the circle will be trapped (as a hold
person spell made permanent and without saving
throw) until they are al put out. This will not be
easy as they will become asrigid as if made of
steel and attached to the floor. The flames will
continue to bum even if encased in water. The
only way to put them out is through magic, an
honest request to Boccob, or by destroying them
(25 hp each).

The incense sticks are typical however, the
five sconces are each worth 50 gp to the right
clerics.

P119. DM’'s Notes: This pyramid is home to
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the clerics of this area. The five who frequent
this area can be found anywhere in either of
these two pyramids. They might dso be found on
P300 (P326, P325, or P322) or on P400 (P401).

You will need to place them as you see fit. They
do not have to be encountered as a group.

The stats of these five clerics have been left
for you to develop. This will assure that their
ability and that of your party properly matches
for the maximum enjoyment of d . All of these
priests should be loyal to Boccob. Suggested
levels are 7,5,3,3,2. They should be quite pow-
eful  and capable of defending themsdlves admi-
rably against the party.

The rooms and contents are as follows:

a A secret door hides a two way teleportal to
P118.

b. This is the bedroom of the high priest. He
has a personal library of miscellaneous sagely
works (1000 gp value) and keeps an entire set of
the basic teachings of Boccob (2000 gp value
among Boccob's clerics). At his desk are per-
sonal philosophical writings and several letters to
a group of druids in the Gnaly Forest. The let-
ters speak of an entrance to the underworld
found there. It goes on to say that several bur-
rowing animals have reported that the old
Greyhawk Castle has been talked about among
the underworlders

c. Thee two rooms are the deeping chambers
of the other four clerics. They are very plain.

d. This room doubles as a dig and meeting
aea. The wizards supply the clerics with bland
but nourishing food and water kept in crates and
barrels.

e. This room contains a great collection of
sagely studies, the teachings of Boccob, and
other notes and letters of knowledge. The books
here can be read freely by the PCs and have a to-
tal value of 25,000 gp. However, taking any of
them will result in the character being divinely
cursed until they are returned. The curse will
dowly cause a loss of dl magical powers, then a
loss of al memories except how to get to this li-
brary, then a loss of generd knowledge (except
that necessary to return the books). Only divine
intervention or returning the books can cure this
effect. However, several thousand gold pieces
worth of the works could be copied in Greyhawk
before the affliction became too great to with-
stand. The curse will affect dl who come into
contact or ownership of the books until returned.
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Tower of Power,
Dungeon Level 2
(P200)

Thislevel was designed by Zagig to vent his
eccentricities. Its purpose is to guard the crypts
of M300 against pilferers.

P201. To the SE is a two tiered landing. In the
center of this entrance hdl is large pillar.

A lone troglodyte (hp 8) will hide onthe oppo-
site side of the pillar from the party. When fi-
naly discovered he will hurl a volley of javelins
(-4 surprise) and run for P202. When al isripe
for ambush the four troglodytes (hp 11 each)
hiding on the SE landings will hurl their javelins
(again with -4 surprise). As the PC's turn to
confront this assault, eight more troglodytes
from P202 will attack. Note that troglodytes
have a particular hatred of humans and will at-
tack them first.

P202. A number of batered stools and mats
he about this room.

Eight troglodytes (hp 12 each; 2 long swords,
1 stone morning star, 1 stone battle axe, 4 claw/
claw/bite) are stationed here. The false door
concedls a crude trap which will tire four javelins
when opened (THACO 20, Dmg [d4). If they
miss the first target roll to hit one other in their
lineof flight.

The troglodyte wielding the battle axe has a
key to the chest in P204.

P203. This room has ten dirty deeping mats
on the floor, a small keg on a low bench in the SW
corner, and piles of cleaned bones in the other.

The ten troglodytes which deep here are cur-
rently at their stations at P223. The keg is half
filled with avile troglodyte ale. Hidden among
the bones are 1d20 each of cp, sp, and gp.

P204. This crude dig hall, nursery, sleep-
ing chamber is tilled with several tables, a couple
of benches, deeping mats, and many troglo-
dytes. Many bones are scattered about.

The clan leader (HD 3; hp 15; #AT 1 (stone
batle axe); THACO 17) will be just getting up
from a nap (this is why he was not in the ambush
at P201). Therearealso 17 females (HD 1 Hl;
hp 5) and 8 non-combatant hatchlings. Eight of
the females will herd the hatchlings into the P205
as the rest defend the lair.

The leader has a cot in the E acove. Under the
cot is a doubly locked chest. One key is held by
the leader, the other is held by the battle axe
wielding troglodyte from P202. In the chest is
1700 sp, and 800 gp in gems (the largest is a 300
gp amethest) .

P205. A smdl fire pit is carved into floor in the
center of this room. Two heavy tables stand on
the far wall on which set several small knives.
Under the tables are four kegs. The kegs contain
foul troglodyte dae.

P206. The stairway ends at a set of double
doors.

Opening these doors will cause a gong to
sound at P207 and a green gaseous poison will be
released from the wall behind the door. Firstly a
magic mouth a P207 will say, “Alright soldiers,
we will station ourselves here for one turn and if
nothing appears for us to day, we will move on."
The gas requires a save each round in which PC's
are on the stairs or in P206, those falling fal un-
conscious for 1d4 hours. The gas dissipatesin
one turn.

Note that wandering monsters will definitely
show up at the sound of the gong to day and eat
those caught by the trap.

P207. A 15'x15' carving of a clown face cov-
ers the wall. It is jeering in a most menacing man-
ner.

If touched, the permanent illusion cast on the
clown face will make it appear asif the clown
sticks its head out from the wall, animating. It
laughs hideoudly, and says, “enjoy the mad
house, kiddies!’

Behind the wall on which the clown is carved
(which is only four inches thick) is a hollow space
in which sets a gong attached to a meta cord run-
ning to the doors at P206.

P208. DM's Notes. At exh of the dead end
passages is a jeering clown face similar to the one
at P207. Under each is carved afew words in
common. Regardless of whether or not the
words are read, as soon as any being steps to
where the clown face could see them its effects
occur. Note that many of the effects will not be-
come readily apparent. The effects and sayings
below the faces are as follows.

a “A weak decision”; -1 Strength.

b. “Oops, too slow”; -1 Dexterity.

c. “A sickly turn of events’; -1 Constitution.

d. “Dumb move’; -1 Intelligence.

e. “Foolish, foolish!*; -1 Wisdom.

f. “A disgusting sdection”; -1 Charisma.

g. “A panful choice’; -1d4 hp.

h. “What an unskilled decision”; -1 level.

i. “A totdloss’; most persondly vauable item
gone.

j- “There goes your love life"; gender change.

k. “Clown face’; PC's face looks like the
clown carving.

All effects are permanent except K, which will
wear off in 1d8 hours.

P209. A daue of a handsome man dressed in
purple garb with gold trim stands in the center of
the room. Along the walls is a large tapestry de-
picting an army of clowns being dain by a purple
clad wizard.

If a character seeks the aid of the statue of
Boccob in any way, it will nullify the worst (in the
PC's mind) effect of P208 (except that of i) and
will replace it by the effects of k. If the statue or
the tapestry are mistreated, all effects on that
PC will be doubled per occurrence.
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P210. As soon as you step into this room al of
your light sources (magical or other) wink out.
Two great candelabra on triangular stone shelves
to the NE spring to life jetting flame to the ceil-
ing. A curtain depicting a clown eating pearls
covers the SW wall. You aso see ten pedestas
on which rest glass cases filled with a light green
glowing liquid-something floats in each one.

Under each case is written one of the sayings
from P208. Each case contains a pearl whichis
linked to a specific clown face in P208 and con-
trolsits magic. If a character swallows a pearl
that affected them, it will nullify the effects and
cause a magnified opposite effect (see P208):. af
will add |d4 to the ability, g will add IdIO0 hp, h
will add Id2 levels, j will fix gender and the PC
will be forever immune to gender change, but k
will cause the clown face to be permanent. Eat-
ing a pearl which didn't effect you will cause the
magnified effect to occur in reversel

The candelabra are magical and when Idt sit-
ting in a room will automatically quench all light
sources (even magical) and will shoot forth flame
to the ceiling (max 20') whenever the room is en-
tered. The flames are warm to the touch, but not
scorching, and other than giving light have none
of the properties of norma fire.

P211. In this hall is a round table which looks
as if it were carved from giant pearl. Something
lies upon the table.

All items lost a P208i are teleported here and
dowly devoured by the pearls of P210. Currently
this hall contains: al of the PC's items lost at
P208i, a bag of 150 gp, a short sword + 1, a dag-
ger+2, two dead ravens (once familiars), a po-
tion of extra healing, and a ring of regeneration.

The table is worth 5000 gp but will magicaly
disintegrate once removed from P211 or P210.

P212. (locked) At the top of this strangely
split stairwell is a plague which says in common,
“Go wrong and al will go right.”

Those waking down the left stairway will be
imbued with a levitate spell which will automati-
caly activate when needed (one turn duration).
When the locked door a the bottom is unlocked,
it releases the trap door below it (40° deep pit,

4d6 Dmg) .

A bag of 50 gp and 20 sp is in the pit amidst
bones and dirt.

P213. This room has a number of broken ta
bles, benches, and stools. A fireplace is built into
the NE wall.

P214. Before you is a smdl fountain. On the
bottom of the pool is a carving of a clown’s face.

Those drinking the water will fed compelled to
search the maze of P208 until they come to P209
(unless they have aready been there). Those
with clown faces (see P208) drinking of the water
will cause all monsters encountered to prefer
them over all other targets.

P215. DM’s Notes. A jermlaine (hp 4 each)
waits in each of the four comers of this room
ready to pull arip cord attacked to alarge net



ENRWIMONS

overhead. This net is coated with honey and re-
quires five rolls below a PC's strength to break
free (he can roll as many times as he wants to in a
round as long as he keeps succeeding). The
jermlaine will then cal the other ten jermlaine (hp
3 exch) from P216 to ad them.

P216. A lage relief caving of a clown face
covers the NE wal.

Ten jermlane guards (hp 3 each) wait here to
atack those caught in the net of P215. They are
not aware of the secret door and will be caught by
surprise (-3 on surprise) if the PCs come from
P211. They cary a totd of 11 cp, 11 sp, and 3
gems (50 gp Moonstones).

P217. DM's Notes. Sx jermlane (hp 1 each)
will each take a pass at PCs as they pass here
cutting straps, belts, packs, or pouches. They
will then pull a wall ring which will sound a quiet
alarm to those in the jermlaine den (P219).
These activities will likely not be noticed until
[d12 turns later when the dlashed items begin to
fal apart.

P218. The NW and SW wals are each lined
with five doors.

The magic of this placeis such that only the
last door tried will be red; the rest are fase.

P219. This large room is filled with little
chairs, stools, tables, mats, cots, and other liv-
ing necessities.

There are 12 jermlaine (hp 2 each) here as well
asfive giant rats (hp 1 each). The darts of this

group are coated with poison (Type A, Onset [0-
30 min, Sr 15/0).

P220. DM’'s Notes. (Stuck) As the PCs walk
dong this spiral, they slowly shrink. After the fi-
na turn into room P220, they will only be /10 of
their origind size. Of course they will perceive
that the halls become larger as they spiral in-
ward. The magic only affects bipeds.

A group of eleven roaches have made their
home a the center of the spird. When the PCs
encounter them, they will be far more formida
ble, so treat them as eleven fire beetles (hp 5
each).

All hipeds must make a save vs. spells + 5 on
the way out or remain permanently shrunk (ef-
fects: range of missiles and spells, damage of
weapons and spells, strength, and hit points).

P220a. DM's Note. This trap appears to be a
spird halway, running 50' between each comer.
In actuality, it is a time and space trap. The spird
runs forever, and the PC's can travel into it for as
long as desired. However, upon turning the thirg
comer when trying to get back out, the 50° hal-
ways will have suddenly changed into near mile
long hallways. It will take 100 times as long to
exit the spird as it took to enter it. A party deter-
mined to reach the center of the spird could find
itself with a huge distance between it and the way
out-they might die of starvation and thirst be-
fore getting back out.

P221. These two oak, iron bound doors have
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carvings of two jeering clowns. One am of each
clown runs to the edge of the door. The hands are
made of iron and serve as clasps for an iron bar,
but no such bar is present.

P221a. (locked) This door is identica to that
in P221, except that there is a bar.

Even if the bar is removed, the doors will not
open. Even more frustrating, they are locked
with alock that can never be picked nor even
knocked as it is not a true lock.

P222. DM’s Note. Attempting to open these
doors will cause a bell to ring in P223 alerting the
troglodytes there to ambush.

P223. DM’s Note. If the dam a P222 goes
off, eight of these ten troglodytes (hp 12 each)
will step through the one way secret doors,
throw their 2 javelins and then rush to attack with
teeth and claws. The other two will step into the
hall, take the bar at P221a, place it a P221 (trap-
ping the PCs), and return to slip in behind the
PCs near P222.

P224. (Outer Ring) A curving passage ex-
tends out of sight to both the right and left. (Inner
Ring) You see the image of a grasping hand above
a wooden disk with a curved line al surrounded
by a circle of runes upon the wall.

There are two P224s-they ae identica. The
three rings of the room are magica: PCs within
the outer ring can not taste or smell (nor be
tasted or smelled), those within the middle ring
can not hear or be heard, and those stepping into
the inner ring will be teleported to the other iden-
tical room. Casting read magic upon the runes
reveals, “May the hand of Fharlanghn grasp
you”. The teleportal only functions if a being
moves more than hafway into the place

Once teleported, a being must come before -
ther the fountain at P214 or the atar a P225 be-
fore they can be teleported again by these
rooms.

P225. Three pillars support this room next to
a three tiered atar. Carved upon the grey dtar is
the golden image of a spindle with three strands
of thread coming from it.

This is a simple dtar and has no powers. How-
ever, it is watched over by Istus and thus any
acts here will likely be known to her. Her avatar
or sarvants may appear if she feels it necessary.

As Zagig became more concerned about his
aging body, his own fate and destiny gripped his
mind. Coupled with his over unquenchable thirst
for power, he eventualy turned to the goddess
Istus for direction. He congtructed this section of
the dungeon in her honor, at the same time his
“madness’ emerged.

P226. A simple wooden door with a golden
thread which seems to weave in and out of the
woodwork blocks the passage.

These doors can be easily entered, though
getting back out may be a problem (see P227).
As each one is entered, the character will feel
more and more alone and isolated. Those past
the first door will hear al others as mere whis-



pers. Past the second those same voices will be
gone while visud images will seem misty and dis-
tant. Past the third and the character will find
himself in atotally silent environment with no
one around. All the walls here are a dull grey.

P227. You see a(pick awoman, hag, queen,
peasant, efc) setting in a dull rocking chair weav-
ing a strange fabric. Without looking up, she
speaks and her voice seems to reach out to you
and resonate in your mind, “What destiny do you
choose (PC's true name)

If the first words the character speaks are a
statement about a desired future, (eg. | will find a
great sword, | will become king of the Flanaess, |
want 3000 gp etc.), then she will say, “open the
doors of fate and you shall be predestined, fail a
the third door and 4 fail at the second and ‘B’,
but fail a the first and ‘C'. Do you accept my of-
fer?’ The penalties A, B, and C must be deter-
mined by you. They should become increasingly
less severe based upon what the PC asked for
and should all concern destiny or time. For ex-
ample if the PC's response was ‘wedth’ the pen-
aties might be A) you shall be robbed of
something you hold dear, B) you will lose some-
thing of value, and C) you will not have enough
money to pay for the next med you eat. If the PC
clams the will become king of the Flanaess, the
penalties might be A) you will be constantly tor-
tured for ten years by a beings from a lower
plane, B) you never have and never will exist,
and C) you will die within a day's time.

If the PC attempts to continue conversation
she will smply fade away: when the PC leaves,
the doors at P226 will be as they were and
senses will return as lost. Otherwise, she will
say, “open the doors of fate and you shal be pre-
destined.” Each door will be made of gold with
the symbol of a spindle with three strands upon
them.

There is a 50% chance of opening each door.
You may make adjustments to this if you wish. If
a falure occurs, the PC will see the hal and dl in
it rip as ifit were tom from some page in a history
book, they will then find himself standing in the
hal before the original doors. In any event you
need to make any acquired destinies (good or
bad) come true if a al possible.

Once a character leaves this area, he will not
remember any of the events and will report that
P227 was empty except for a drand of thread he
found there (and kept if he is now predestined).

P228. DM's Note All three of these rooms
have the same effects. As a PC enters this room
he will feel agreat sense of foreboding and will
want to leave. Instead of telling them this, say in
a rather saddened voice, “I'm sorry, you are go-
ing to have to roll ad4 and record the result.”
Then look at the module and make some nega-
tive exclamation. In the next room make them
roll a d6 and then a d8. Try to make things seem
worse as they go down, bluffing as best you can.

Actually, the farther the character goes, the

better off he is, for once he leaves he will add up
all rolls made-these are his “free rolls’. Once
any character turns back and leaves any of these
rooms, he can never again gain the benefits of
the rooms he didn't enter. Returning to this area
also doesn't add any additional benefits.

Free rolls are actudly an implementation of the
good fate or promising destiny which these
rooms bestow upon those brave enough to enter
them. Any time the player wishes, in any situa
tion caling for a die rall, he can reroll the dice, or
request that the DM reroll his dice (if they have
to do with the PC) thus using one of his free rolls.
He may cal for additiond reralls, but a PC may
only reroll a reroll if he entered the d6 room, and
rerolling again can only be done if he entered the
d8 room. In any event, the total number of rolls is
deducted from the characters free rolls. Note,
rerolling should never cause a worse result. Re-
rolls can be applied to nearly anything (hit points,
saves, DM’s attack rolls on the character, etc.).
These reralls can't be used if they do not affect
the character (they cannot be given to a friend for
sav§s unless his failing would adversdly affect the
PC).

P229. DM’s Note. Anyone attempting to
open this false secret door will spring the trap
causing the pit to open. Wandering monsters re-
set the trap.

P230. DM’'s Note. These doors actually
(lzpen into a small area where a stun jelly (hp 18) is

ept.

P231. Carved upon the two stone doors a the
end of this hal are the words, “Doors of persist-
ence !

These fase doors are locked and the thief pick-
ing them will aways fail They were origindly in-
tended to lead somewhere, but when Zagig
stopped working on this area, he just placed
these words upon them as an inside joke.

P232. DM's Note. When this door is opened
a jet of extremely potent magicd gas is released.
The gas causes those affected to radiate a hallu-
cination to those around them. All in the area
must save vs. poison at-10 or al their friends will
think thev see the affected PCs exdode. Of
course, this trap is intended to scare ‘the party.
The effects wear off in a couple of minutes. The
gas magically forms from the terror caused by
the clown sec