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The following adventure is designed for 
use by a beginning Dungeon Master. It will 
tell you what to say to the players, when 
and what to roll, and includes page refer- 
ences for additional information. 

Before you start, you should look 
through the rest of this booklet, to see what 
information is given. One section called 
“Procedures and Rules” (pages 14 - 21) 
gives details on handling most situations. 
Retainers should not be needed if there 
are 4 or more players, but if you use them, 
be sure they are properly handled (page 
20). The Order of Events checklists will be 
helpful during the game. 

Monsters and treasures are explained 
afterwards in separate sections. All the 
details on the monsters and treasures 
found in this adventure are fully explained 
here, and you will not need to refer to 
those sections. 

Before you start the game, make sure all 
the pre-game details have been handled, 
using the Pre-game Checklist. 

PRE-GAME CHECKLIST 

1. Do all. the layers know how to play? 
Have they rayed the Solo Adventure in 
the PLAYAS’ MANUAL? 

2. Have you read this book up to this point? 
Have you looked through the rest of this 
booklet? 

3. Do you and the players know the “Who- 
Why-What-Where-When” of the adven- 
ture? 

4. Are all the characters ready to go, in- 
cludin equipment? 

5. Have &e players chosen a Caller and a 
Mapper? Do they have a piece of graph 
DaDer and a Dencil. to mav with? 

If any answer is “No,” stop and fix the 
problem. 

In this adventure, you will find many 
sections to be read to the players. Listen to 
them while you are reading; they contain 
information for you, too! 

Whenever you find a paragraph that 
starts with “DM:” it contains information 
for you only. Stop for a minute and read it. 
The DM Information contains instructions 
on how to run the coming encounter, or 
how to handle a new situation. 

Adventure Record Sheet 

Using a blank ptece of scrap paper, make a 
list of the details you will need during the 
adventure. Near the top of the page, write 
the name of each Character, making a list. 
To the right of each name, write the class 
of the character. To the right of the class, 
write the Armor Class of the character. 

Ask the Caller for the party’s marching 
order. The characters would normally 
travel in single file or in pairs. Write the 
marching order below the character list, 

using initials, and note which end is the 
front to avoid confusion. 

The rest of the sheet may be used for 
keeping track of time, the details of mon- 
sters encountered, treasure found, and any 
other notes you wish to make. 

When you are ready, turn the page and 
start reading, following the instructions 
given. 

Group Adventure 
Start: Read the following to the players: 

an Gas rul& by- a’magic-user named 
ygar, a man of great and mysterious 
wers He ruled the lands from his 

f&t of the mountains to the north. 
“Gvgar died after a long and pea 

rule, but no successor was named. 01 
the Year?. the unclainied castle fell mt 
1VinS. 

“Sow. centuries later. the outline of 
ken toner5 can still he see 
.ii, e\ er beckoning to see 

fame and fortune. 
hare gathered around a 

n the &Id Dragon Inn, in 
er of town, to discuss vour pl 
Inn is busy filled ~ i t h  rucidv-face 

wnsfolk and other adventures wh 
e eanng, drinking, laughing. and ha 

“IOU ha\e all heard the tales t 
1 r  1 1 .  ners, tales or monster5 iurKi 

ruins and Lguarding rich 
ne of vou ha\e been there 
evening of discussion vou 
vour luck in the castle ruin 

to meet at da.rr n for the shoi t journej. 
“One special note: the town rulers 

ha\e offered a rennrd of 1,000 gp for 
the capture of Bargle, the I eneqatfe . - - .  . . L . .  -urer: I he death of Aleena. 

noizn cleric. \\-as the ‘last straT\ 
v want to stop this dangei once an 

r all, so keep your e\es open!” 

DM: Stop a moment and make sure that all 
the characters are ready to go. Then con- 
tinue reading: 

\ou follon the dirt road past 
YOU greet the T\ orkers tending 

the crops It’s a IoTeh sum 
md all 5eems peaceful. 

“The land ou tier liimself 
I .  gon, ~\atching his men, and chat 

th voii before vou continue or111 ard 
e mentions that he has had no prob 

DM: Now read the next section to yourself, 
and then continue with #l. 

DM Information 

Find #1 on the map on this page; that is 
the location of the characters at this point. 
They have approached from the south 
(from the bottom of the map), heading 
north (towards the top of the page). 

Assume that the walk from town took 
about 1 hour, and that the time is now 8:OO 
a.m. Note this near the top of your Adven- 
ture Record Sheet, and keep track of the 
passage of game time from now until the 
adventure ends. 

The Hit roll charts and Saving Throws 
that you will need during the adventure 
are given here, for your convenience: 

up to 1 10 11 12 13 14 15 16 17 18 19 
1 +  t o 2  9 10 11 12 13 14 15 16 17 18 
2 +  to3  8 9 10 11 12 13 14 15 16 17 
3 +  to4  7 7 8 9 10 11 12 13 14 15 16 

Monster Saves As: 
Saving Normal Fighter 
Throws Man 1-3 4-6 

Pnison 14 12 10 - . ~. . ~~ 

Magic Wand 15 13 11 
Paralysis 16 14 12 

17 15 13 Dra on Breath 
Svei  18 16 14 
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Your first game 

1 Read the following: 

DM: Encourage the players to send some- 
one forward to examine the door. They 
should do so, to be sure their path will be 
safe. If they don’t investigate now, a hid- 
den monster could surprise the party as 
they pass by. The following encounter is a 
“warm-up” for both you and the players to 
practice playing in a group. 

Find out which characters are examining 
the door closely, and which are keeping 
watch for other dangers. Then read the 
following: 

DM: If the characters closely examining 
the door, select a fighter or dwarf (if 
possible), or randomly pick a character, to 
be the victim of the coming attack. Do not 
tell the layers what you have done! 

with the victim you have chosen, what their 
characters intend to do. Remember what 
they say, and make notes if you wish. Then 
read the following: 

Ask t R e players, one by one and starting 

You will need the following details about 
the monster. Copy them onto your adven- 
ture Record Sheet: 

CARRION CRAWLER 
Armor Class: 7 
Hit Dice: 3 + 1 
Move: 120’ (40’) 
Attacks: 8 
Damage: Paralysis 
Save as: Fighter: 2 
Morale: 9 
Hit points: 10 
Align: Neutral 
XP Value: 75 

If the monster is put to sleep by a Sleep 
spell, read #2. If the monster is killed, 
read #3. 

The carrion crawler will use all 8 of its 
tentacles to attack the single victim you 
have chosen. Tell that player to roll ld6 for 
initiative, while you roll Id6 for the mon- 
ster. If your roll is higher, make 8 Hit rolls 

for the carrion crawler. If the player’s roll is 
higher, allow the party to move or attack 
first. 

Be aware of the actions of the other 
characters, but do not allow any of them to 
attack in the first round unless they are 
next to the victim. If any Missile Fire 
attacks are desired, tell the players “You 
must move around for a clear shot, to 
avoid hitting your friends. You may fire 
next round.” 

If any of the carrion crawler’s attacks hit, 
the character must make a Saving Throw 
vs. Paralysis (one per hit) or be paralyzed. 
If any Saving Throw is failed, tell the 
victim “You fall over.” Tell the rest of the 
players that they see the victim fall, but do 
not say whether the character is alive or 
dead. 

After the first round of combat, ask each 
player for actions for the coming round. If 
the first victim is paralyzed, the monster 
will attack the next closest character. If no 
characters are nearby, it will crawl out of its 
hole and attack the nearest. 

If more than one character moves in to 
attack the monster, the 8 attacks will be 
divided among the two closest opponents. 
Anyone hit must make a Saving Throw or 
fall over, paralyzed. 

Continue running the battle as long as 
necessary. The party should be able to kill 
the carrion crawler fairly easily. Any para- 
lyzed characters will recover in 3 turns ($4 
hour), unharmed. The party may wait in 
the outer ruins (this area) while their 
friends are recovering, or may drag them 
out to the edge of the fields (an even safer 
move). Whichever they choose, be sure to 
keep track of the passage of game time, 
counting the battle as 1 full turn. 

2 The carrion crawler is put to sleep by a 
magic-user or elf spell. When it goes to 
sleep, it merely stops moving, and its tenta- 
cles slump to the ground. Any character 
with a sword or dagger can kill the monster 
with one blow, and without waking it up. 
When the monster is killed, read #3. 

3 ’The carrion crawler is killed. It slumps to 
the ground, motionless. Read the following: 

DM: If the monster climbed out to attack 
the party, skip to #4. Otherwise, continue: 

DM: The huge door is too heavy to be 
moved, and it would take hours to dig 
another hole through the rubble. If the 
characters cooperate, they can grasp the 
body of the monster and pull it out of the 
hole. Its tentacles are not dangerous after 
death, and the creature may easily be 
pulled out of the hole. Read #4. 

4 Read the following: 

DM: In the future, you should not remind 
the players about traps. But in this “warm- 
up encounter,” try to help them decide 
what to do. There are no traps or other 
unusual features to be found, but the 
characters should always check. 

A skeleton will be found at the bottom of 
the hole, mostly covered by the treasure. 
Close inspection will reveal that it is the 
skeleton of a short man-like creature 
whose head is smiliar to a dog’s. It does not 
move, being merely an old skeleton of one 
of the carrion crawler’s past victims. Read 
the following: 

DM: The garnets are worth 100 gp each. If 
a dwarf examines them, the value will be 
discovered; otherwise, they must be identi- 
fied in town. The bag contains 15 cp and a 
brass key. 

On your Adventure record, under the 
carrion crawler information, make a note 
of all the treasure found. 

Anyone may take parts of the carrion 
crawler or kobold skeleton if they wish, but 
they are useless and have no value. When 
the players are ready to continue the ad- 
venture, read #5. 
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5 Read the following: 

accurate picture of the area. You may add 
the path leading to the front gate and the 
fallen doors if you wish. 

Offer the players the following choices of 
action. If they pick one, turn to the entry 
number given. If they insist on actions not 
given in the list, do the best you can. 

Examine fallen blocks 6 
Peek into holes in wall 7 

8 Go to the closed gateway 
Enter the gaping hole 9 

DM: Allow the players to choose from the 
list of options given in #5. Mark off 1 turn 
of time for examining the fallen blocks. 

,- I . :-c I ~ ~ __.*J ” , --,. p.n-r. * .. ”\ .. , , , 
and the rubblc i s  scartcred throughout 
the courtvnrd. 

“YoL~ see a group of creature5 hiding 
in the 5hado~ of the wall. axoiding the 

I .  1 r, 1 1 1 1  $ 7 ,  

cannot see them clearlv enough to de- 
termine their exact numbers or their 
equipment canied.” 

open cuniignt. i ne\- are kobolds 1 ne1 
seems to be about 1 0  of them, but i o  

DM: Mark off 1 turn of time for finding 
the holes and looking through them. En- 
courage the players to talk about what to 
do next. 

As they talk, tell the mapper to draw the 
area inside the outer walls, and read the 
following: 

of the castle ruin. Those doors are 20’ 
uicte. The castle nall extends 80’ to 
each side of the doors, eact and west. 
11-1 1. , . 
I ne m e  varis ot me c;tstie are eacn 
about 100’ long. reaching north to the 
face of the mountain‘s ruSgeert clrff.” 

DM: If the party decides to enter the hole 
in the wall, read #lo. If they go to the 
closed gateway, read #8. Mark off another 
turn of time for discussion and some 
movement, back to the outer ruins in front 
of the wall. 

8 DM: The party decides to go to the 
closed doors at the front gate. When they 
get there, they may try to open the doors, 
but will have no success. Give them the 
options listed in #5. 

9 DM: If the characters did not look 
through the holes in the wall, roll ld6. If 
the result is 1-3, the kobolds gain surprise: 
In the coming battle, each kobold will get 
one free missile fire attack before the party 
can act. If the result is 4-6, no free attacks 
will occur, but the kobolds will attack any- 
way. Read #lo. 

10 DM: The kobolds in the courtyard are 
guards. They have been ordered to not let 
anyone enter the ruin. Seeing the party, 
they have closed the front gate, and will 
hold it shut if the party tries to break in. 

These kobold guards are the biggest in 
their tribe, and have maximum hit points 
(4 each). They are armed with short bows, 
arrows, and short swords. Each kobold has 
2 quivers of arrows (20 per quiver), so you 
will not need to keep track of their equip- 
ment. A hit from a kobold arrow will inflict 
1-6 points of damage, but the short sword 
attack of these weak creatures causes only 
1-4 points of damage. Use the “up to 1 Hit 
Die” line of the Hit roll as chart, kobolds 

6 

are merely Yz Hit Die creatures. Each 
kobold carries a small leather bag contain- 
ing 3-18 cp, but no other treasure. 

A Sleep spell cast at the kobolds will 
automatically put them all to sleep. If this 
occurs, stop (regardless of what is happen- 
ing at the time) and read #16. 

Read the following to the players: 

DM: Find the planned actions of each 
character, one by one. If they want to talk 
about the situation, rounds of time will 
pass, and the kobolds will keep firing. For 
each minute of real time the players spend 
talking, count off one round of game time, 
and make one round of Hit rolls for the 
kobolds! Treat any part of a minute as a 
full round. The characters should take 
cover before they start talking, and you 
may remind them of this. 

Missile fire is featured in this encounter. 
The kobolds begin firing as the party 
enters through the hole in the wall. The 
battle could result in the following situa- 
tions: 

a. 

b. 

C. 

d. 

e. 

The characters respond with missile fire 
of their own, and do not approach the 
kobolds. Some characters may take 
cover behind boulders. If this occurs, 
read #12. 
One or more characters move towards 
the monsters, and are fired upon sev- 
eral times. If this occurs, read #13. 
The characters move cautiously towards 
the kobolds, using boulders for cover. If 
this occurs, read #14. 
One or more characters remain inside 
the hole entrance, keeping the attention 
of the kobolds while the others circle 
around. If this is done, the kobolds will 
be busy with missile fire, and the party 
may break in. If this occurs, read #15. 
The characters all go back out, circling 
around to enter by the gateway. They 
will still not be able to get in, and must 
return to the hole in the wall (or go 
home). 

KOBOLDS 
Armor Class: 7 
Hit Dice: Yz 
Move: 90‘ (30’) 
Attacks: 

(range 50/100/150) 
Damage: 1-4 or 1-6 
Save as: Normal Man 
Morale: 6 
Hit points: 4 each 
Align: Chaotic 
XP value: 5 each 

1 sword or 1 arrow 
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11 DM: The party attacks the kobolds 
hand-tn-hand. If nnssihle. earh monster 

r 

t 
? 

1 
1 

f 
L 

S 

t 

S 

You must carefully keep track of the 
exact position of each character during this 
encounter. As characters move, the missile 
fire range will change. Characters in metal 
armor move 20’ per round; in leather 
armor, 30’ per round; unarmored, 40’ per 
round. 

When the party first enters, the kobolds 
are hiding behind some rubble next to the 
path inside the gateway. They are 110’ 
away from the party, so their first missile 
fire attacks are at long range ( - 1 penalty 
on each Hit roll). These attacks may be 
aimed at any characters, either selected or 
randomly determined. 

During the first round of movement, the 
approaching characters move into medium 
range (no range adjustment). All the mis- 
sile fire is aimed at the approaching char- 
acters. The kobolds ignore those charac- 
ters taking cover. 

Carefully keep track of both the posi- 
tions of the characters and the passing of 
each round of game time. Remember to 
roll for initiative each round, to see if the 
characters move before or after the 
kobolds fire their arrows. 

When any character gets within 20‘ of 
the kobolds, all the monsters will drop 
their bows and draw their swords. They 
will all attack immediately; read #11. 

14 Read the following: 
ap-nplrw.mT~,Psfy~w~.?mw W-IP. 

‘‘~’ou see that the hail of arrows is 
dangerous, and approach with caution, 
taking cover Ixhiiid boulders ai i t l  mor- 
ins trorii rock to rock.” 

DM: Using this strategy, the characters will 
have cover, but will move at half normal 
speed. Keep track of the positions of each 
character, from round to round. Apply a 
-2  penalty to all the kobolds’ Hit rolls 
when attacking the approaching characters 
that use this strategy. Read #13 to handle 
the missile fire, but remember to use 

(a) half normal movement rate for char- 
acters, and 

(b) a -2 penalty to all kobold Hit rolls 
for missile fire. 

15 Read the following: 
.c?””.,@.-.m, 11*q-?*.*\ar. ** 

‘TYo~~ decide to split up. Someone stays 
at the hole in rlic NAI, kwping the 
kobolds’ ;itrcntion, while some of \‘ou go 
bnck out 10 circlc. ; i r o ~ ~ n d  LO the front 
gate.” 

DM: Other than using a Sleep spell on the 
kobolds, this is the best possible strategy. 
The kobolds will keep firing at the charac- 
ters by the hole in the wall. 
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Keep track of time! A character in metal 
armor (moving 20’ per round) will take 6 
rounds to get to the doors. During this 
time, the kobolds will all keep firing at 
their targets by the hole in the wall. If no 
characters are firing back at them or mov- 
ing toward them, 3 kobolds will stop firing 
and hold the doors. 

When characters try to break into the 
front gate, roll ld6. Modify the result as 
follows: 

Subtract 1, because the doors are locked. 
Add the Strength adjustment of the 

strongest character forcing the door (+ 1 
for 13-15 Strength, etc.). 

Add 1 for each additional character 
helping to force the door, whatever their 
Strength scores (+ 1 for 2 characters forc- 
ing the doors, + 2  for 3 characters, etc.). 

Subtract 3 if kobolds are holding the 
doors closed. 

If the adjusted total is 5 or 6, the doors 
are broken open. If the total is 4 or less, the 
doors hold fast. Characters may repeat the 
attempt once per round. 

If the doors are broken open, the char- 
acters may move in while the kobolds draw 
their swords. No free attacks are gained by 
either side. Read #I1 to run the hand-to- 
hand combat. 

16 Read the following: 
Msar ,9ry-rrnnr. \ ra. .  .I, . v-,,.. j .  * ”. _. .. - . . . - -  

“ A s  you cast the Sleep spell, y o n  see all 
the kobolds srop and fall over.” 

D M  Stop keeping track of time in rounds; 
the battle is over. The characters may a p  
proach the kobolds or do whatever they wish. 

The characters may kill all the sleeping 
kobolds easily. However, if they keep one 
or more as prisoners, binding them with 
ropes, read #17. Otherwise, read #IS. 

17 Read the following: 
p. -* . . -> , , ,“q. , - w .  . . . . I ..* . ... ..- , 

“You tie the kobold securelv; you have a 
prisoner. 110 \ou tv;tiit t o  n.ake  hini u p  
m d  Gilk to hiin?’* 

DM: If the players do not wake the kobold, 
read #18. If they wake him, continue: 
t I,$.* ,,*v“\u\ * .PI.. .  .,. . I - . . .-. . ..~. P ~ . r 

“The kobold awakens. and looks 
around in panic. He srrugglcs a bit h t  
fiiitls hiins;cll securely tictl. I n  a strarige 
dog-like \,oic e. he gro\rls. ’ \I l iat  do \ ~ I . I  

want S”‘ 
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DM: Play the role of the kobold prisoner. 
He will not say anything about the rest of 
the dungeon, but will reveal that he is one 
of the guards, placed here to prevent any- 
one from entering the ruins. 

The kobold will offer to give money if 
the party will let him (and any other surviv- 
ing kobolds) go. He asks to be untied to 
show the party where the treasure is. If the 
party unties him, however, he will run for 
the door to the ruined castle, and get away! 

If the party insists on keeping a rope tied 
to him, he will lead them to a pile of rubble 
by the east tower ruin. After digging for a 
minute, he will pull out a small iron box, 
which is not locked. The box contains 100 
gp and a black gem (onyx, worth 50 gp). 

If the characters want to kill the kobold 
after getting the treasure, remind the law- 
ful characters that they would keep their 
part of the bargain, and let the kobolds go. 
If released, the kobolds will all leave peace- 
fully. After thanking the party, they leave 
by the front gate and run away to hide in 
the mountains. 

When all the kobolds are gone, read 
#18. 

18 Read the following: 

DM: Now stop the game. Tell the players 
about each of the possible strategies given 
in #lo. You may either read each section to 
the players, or play each one, as if it 
actually happened! If you play them, treat 
them as practice only. Remember what the 
characters’ hit points and equipment are 
now, so they can be returned to “normal” 
after the practice. 

When you are ready to continue the 
game, read #19. 

19 DM: To run the rest of this adventure, 
use the following Encounter Key for de- 
scriptions of each area of the dungeon. 
Keep track of the location of the party on 
your map. When they approach a num- 
bered location, find that number in the 
key, and read the description. 

Remember to keep track of time. The 
party’s movement rate per turn is equal to 
the movement rate of their slowest charac- 
ter (probably 60’ per turn). 

Use the Order of Events checklists to be 
sure you are running each turn and en- 
counter properly. If you have any prob- 
lems, remind the playefs that you are still 
learning, find the explanation of the situa- 
tion in this booklet, and read it. 

Dungeon Level One 
Notes for the DM 

The first level of this dungeon may be used 
for two or three group games. It was 
designed using the guidelines given on 
pages 46 - 47. Treasure is placed accord- 
ing to the frequency given. Of all the 
rooms, ’/3 are empty, ‘/3 have monsters, ‘/6 

have traps, and ‘/6 are “Specials.” 
One room (#27) contains dangerous 

monsters and a difficult situation, and 
should not be entered by beginning char- 
acters (nor run by an inexperienced DM!). 
Its doors are specially locked to prevent 
first level characters from entering. When 
any character reaches the 2nd level of 
experience, the room may be entered. 

The second level of the dungeon is left 
for you to fill! A map is given, along with a 
list of possible monsters. No Wandering 
Monsters are encountered on Level One, 
but they should now start appearing occa- 
sionally on levels 2 and 3. Dungeon level 3 
is left entirely for you to create, and you 
may add lower levels if you wish. 

The characters should be able to leave 
the dungeon at any time, whenever they 
need rest and healing. Since the dungeon 
is near to their home town, they should not 
have to spend a night inside. Other dun- 
geons may be so far away as to make the 
return trip to town nearly useless. A brief 
stay overnight in an unoccupied room may 
allow spell casters to relearn their spells, 
curing any badly wounded characters in 
the morning. A dungeon may thus be 
easily explored for a few days, or until a 
full load of treasure is found. 

Some standard features of this dungeon 
(which may be told to the players) are: 

All walls, ceilings, and floors are 

All walls are 10‘ high (inside). 
All areas are dark; characters must 

carry light sources. 
All room descriptions include the fol- 

lowing information, in this order: 
1. size, measuring north to south, 

then east to west 
2. exits 
3. contents 

made of stone. 

Encounter Key: 
Dungeon Level One 

20 Entrance: 

The path through the rubble leads from 
the main gate to the doors of the castle 
ruin. The walls of this castle are still firm, 

and this is the only entrance. The doors 
are not locked, and will open easily. 

If anyone climbs the walls outside, they 
will discover that the first floor of the castle 
remains intact, but the upper stories have 
fallen completely apart. The rubble in the 
area is all that remains. 

When the doors open, the characters see 
the first room inside the castle. Read the 
following to the players: 

DM: As the party enters the room, sunlight 
will brighten the area, but the rooms to the 
sides will remain dark. Ask the characters 
what their light sources are, and make 
notes of which characters light torches or 
lanterns. Everyone does not have to have 
their own light source. 

The party should search this area before 
continuing, but nothing of interest remains. 

The party can choose to go north, to the 
next door, west to room 22, or east to room 
23. 

21 Wrong way: 

DM: You should not be reading this to the 
players. As the party approaches a num- 
bered area on the map, find that number 
in this Encounter Key and use the infor- 
mation given. There is no #21 on the map. 
Look carefully at the map, find the party’s 
location, and turn to that number. 

22 West hall: 

This 30’ x 30’ room has doorways in the 
east and west walls. It contains the remains 
of 3 chairs and 2 small tables. A fireplace is 
in the middle of the north wall. 

If they search carefully, the characters 
will find 3 old silver teaspoons, worth 10 sp 
each, and a small ba of dried-up peas. 

If they search the ireplace, they will see 
that the chimney is clogged with old tim- 
bers. If they search the chimney, read the 
following: 

8 
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1 GIANTBAT 
Armor Class: 6 
Hit Dice: 2 
Move: 180’ (60‘) 
Attacks: 1 bite 
Damage: ld4 
Save As: Fighter: 1 
Morale: 8 
Hit points: 9 
Align: Neutral 
XP value: 20 

The movement rate given is only for fly- 
ing. The bat flies out and attacks the 
character disturbing it. If the bat is hit, roll 
2d6 to check morale; if the result is 7 or 
less, the bat will fly off through the west 
doorway, landing on a chest in room 28. If 
an 8 or more is rolled, the bat will fight to 
its death. 

One of the pieces of rubble shaken loose 
by the bat is an onyx gem, worth 50 gp. 
However, it will not be found unless char- 
acters examine the fresh rubble carefully. 

23 Hallway: 

This 30’ x 20‘ area has doorways (without 
doors) in the east and west walls. Normal 
wooden doors are in the north and south 
walls. The room contains some trash but 
nothing of interest. 

24 East hall: 

This 30’ x 30’ room has empty doorways 
in the east and west walls, and the doors 
are missing. A fireplace is in the north wall, 
and the room contains the remains of 4 
chairs and one small table. 

An old pillow stuffed with feathers will 
be found if the characters search the room. 
There is also one loose brick inside the 
chimney of the fireplace. However, the 
chimney is filled with old fallen timbers. If 
a character searches the chimney, some 
timbers fall, and a Saving Throw vs. Wands 
must be made. If failed, the character takes 
2-5 points of damage from falling timbers; 
if successful, 1 point of damage is still 
inflicted. The loose brick is automatically 
found while the chimney is searched. A 
finely made silver dagger is hidden in a 
niche behind the loose brick. It is not 
magical, but may be sold in town for 75 gp. 

25 Bedroom: 

This room is 30’ x 40‘, with two empty 
doorways in the west wall and one in the 
east wall. The doors are missing. A large 
fireplace is in the south wall. 

This area was once a fine bedroom, but 
its once-rich furnishings - the canopy 
bed, plush chairs, tables and rugs - are 
now tattered, moldy, and worthless. 

Somehow, the moldy bed looks very 
comfortable. The first two characters to 
enter the room must each make a Saving 
Throw vs. Spells! If successful, nothing 
happens, but if failed, the victim(s) will 
walk over to the bed, lie down, and take a 
nap. The victim may sleep for years, but 
will not age nor need food or drink. 

A victim can only be awakened from this 
magical sleep in one of three ways: 

A Dispel Magic spell will remove the 
enchantment (available in town for a 
price). 

A normal pea placed under the mattress 
will cause the victim to awaken imme- 
diately, but with a sore back ( - 2 on all Hit 
rolls until a good night’s rest is had). 

If placed on the bed in room 26, the 
victim will wake. Tickling the victim (with a 
feather, for example) has no effect. The 
room contains nothing else of interest. 

26 Bedroom: 

This room looks exactly the same as room 
25, but with two doorways in the east wall 
and one to the west. The bed is completely 
harmless, and even helpful. If a sleeping 
victim of the bed in room 25 is placed on 
this bed, the victim will wake in 3 minutes, 
completely unharmed by the experience 
and refreshed by the nap. 

If the victim is tickled while on the bed 
(with a feather, for example), the entire 
bed will magically sneeze. This sneeze will 
cause the mold in the room to fly into the 
air, and everyone in the room must make a 
Saving Throw vs. Spells or start sneezing 
themselves, unable to do anything else! 
This sneezing lasts for 4 rounds, and at- 
tracts the monsters in room 35, which 
arrive 1 round after the sneezing starts. 
The monsters and the sleeping victim are 
not affected by the mold. 

This bed may also be used to cure the 
deadly choking effect of yellow mold (see 
room 27). 

27 Dining hall: 

Special Note: The doors to this room can 
only be opened by a character of 2nd Level 
or greater. You should read this entire 
encounter description before starting to run 
it. When you are ready, read the following 
to the players: 

, 

remains of fine 
male and femal 

but do not move 
On the table in 

on 
eit 

ith 

DM: From any doorway, the party cannot 
see into the fireplace. There, lurking in the 
shadows, are two harpies. 

2 HARPIES 
Armor Class: 7 
Hit Dice: 3* 
Move: 

Attacks: 

::ET:: Fighter 
Morale: 7 
Hit points: 15 each 
Align: Chaotic 
XP value: 50 each 

60’ (20’) 

2 clawdl weapon + special 
1-4/1-40-6 + charm 

or Flying: 150’ (50’) 

These horrible creatures are feared by the 
kobolds and all other creatures in the area, 
and are avoided. They, in turn, stay in this 
room, feasting on the victims who wander 
in. The skeletons are all that remain of 
their past meals. 

When any door is opened, the harpies 
start singing a duet. Every character must 
make a Saving Throw vs. Spells. The song 
of the harpies is enchanting; if the Saving 
Throw is failed, the victim is Charmed 
(fully explained on page 23), and hears 
beautiful music. 

If the door is closed immediately, the 
characters will be able to drag their 
Charmed comrades away from the room. 
The Charm may be removed by a Dispel 
Magic spell (available in town, for 100 gp), 
or by placing the victim on the bed in room 
25 (causing sleep) and then on the bed in 
room 26 (waking the victim and removing 
the Charm). 

If the door is not closed, the victim will 
walk into the room, circle the table, and 
continue toward the fireplace. If the Sav- 
ing Throw is successful, the harpies’ song is 
heard to be screeching noise, and has no 
effect. Only one Saving Throw must be 
made for the song of the two harpies. 
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If a cleric tries to Turn the skeletons, 
make the rolls normally, but there will be 
no effect. The skeletons are not animated 
monsters. 

If any character attacks the harpies, the 
monsters will fly around the room and 
over the table, avoiding combat as much as 
possible. They will not land on or disturb 
the table, however. If cornered by two or 
more characters, a harpy will fi ht. 

If any character touches a gofd plate or 
climbs onto the table to attack the flying 
harpies, a terrible thing may occur. The 
“gold” plates are actually tin, covered with 
yellow mold! 

YELLOW MOLD 
Armor Class: 
Hit Dice: 
Move: 
Attacks: 

::$I:: 
Morale: 
Hit points: 
Align: 
XP value: 

- 
1* 
0 
Spores 
1-4 plus special 
Fighter: 1 
Not applicable 
4 each 
Neutral 
15 each 

These molds are smaller than normal. For 
each plate touched, roll ld6; if the result is 
1-3, the mold releases a small cloud of 
spores, catching only the character disturb- 
ing the plate. The victim takes 1-4 points of 
damage and must make a Saving Throw 
vs. Poison or start choking, unable to do 
anything else. A choking victim will die in 6 
rounds unless taken to, and placed in, the 
bed in room 26. 

Anyone climbing onto the table will dis- 
turb 2 plates, which may both produce 
clouds of spores (roll for each), inflicting 
1-4 points for each cloud but only requir- 
ing a single Saving Throw. 

Yellow mold can only be harmed by fire. 
The touch of a torch wiU automatically de- 
stroy the mold on one plate, but a roll must 
be made for each such touch to determine 
whether a spore cloud is released. 

If one harpy is killed, roll 2d6 to check 
the morale of the other. If the total is 6 or 
less, it will surrender, offering to give all its 
treasure to the party in exchange for its 
freedom. If the party accepts, it will pull a 
long flat chest out from under the table. 
The chest is locked, but the harpy has a 
key. It will open the lock and the chest, and 
then leave (if the characters permit) by the 
door in the south wall, continuing outside 
to flee into the mountains. 

If questioned after it surrenders, the 
harpy will tell of a magic-user who came 
one day and took charge of the dungeon. 
This man lives below, on a lower level of 
the dungeon, and the kobolds serve him. 

If the harpies are slain, a search of the 
room will reveal the harpies’ chest. The key 

found in the carrion crawler pit will fit the 
lock! The chest is not trapped. 

The harpies’ treasure box contains: a 
few more dinner outfits, all moldy and 
ragged (worthless), 2,000 sp, 2 pairs of 
turquoise earrings (value 500 gp per pair), 
and two potions of healing. In addition, 
the 12 sets of silverware on the table are 
worth 5 gp per set. The goblets are only 
worth 1 gp for all 12, and will probably 
crack on the journey to town. The tin 
plates are corroded and worthless. 

28 Storage: 

If the giant bat in room 22 flew away from 
the party, it will be found here. Read the 
following to the players: 

DM: All the boxes are covered with a thick 
layer of dust, and have not been disturbed 
for a long time. None of the boxes can be 
moved, opened, or damaged in any way! 

If the searching characters tap on any 
box, a deep voice will come from a larger 
one in a corner, saying: “Who’s there?” 
Whatever the characters say, it will respond 
with “Is Bargle with you?” Again, whatever 
the characters say, it will finish with “Oh - 
well then, never mind!” It will not speak 
again. 

29 Closet: 

This small 10’ x 30’ room has doorways in 
the south and east walls, but no doors. A 
dusty old round hatbox is lying on the 
floor in the northwest corner. 

The hatbox is tied with a string. If the 
string is cut, the hatbox can be opened 
safely. But if the large bow knot on top of 
the box is untied, the character untying it 
must make a Saving Throw vs. Poison or 
take 1-6 points of damage, from poison 
placed on the string. 

A woman’s red hat, now faded and 
moldy, is in the box. The hat itself is 
worthless, but if removed from the box, a 
hatpin will be found beneath it. The hatpin 
is solid platinum, and worth 100 gp. 

30 Stairs: 

This 20‘ x 30’ room has doorways in the 
north and east walls, but no doors. A 
stairway by the south wall leads down to 
Dungeon Level 2. There is a fireplace in 
the northwest corner of the room. Lurking 
on the stairway are 4 kobolds, who are 
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watching for intruders. They will only be 
encountered if the party starts down the 
steps. 

4 KOBOLDS 
Armor Class: 7 
Hit Dice: Yz 
Move: 90’ (30’) 
Attacks: 1 sword 
Damage: 1-4 
Save As: Normal Man 
Morale: 6 
Hit points: 3 each 
Align: Chaotic 
XP value: 5 each 

When encountered, roll 2d6 to find the 
reactions of the monsters. If friendly, they 
will warn the characters not to proceed 
down the steps to the dangerous Second 
Level of the dungeon. If they Negotiate, 
they will want payment of at least 10 gp to 
reveal the same information. 

Each kobold has a bag containing 5 cp, 
and no other treasure or equipment except 
for their crude short swords. 

31 Trap Room: 

This room is 30‘ x 30‘, with doorways in 
the south and east walls (but no doors). 

A large log is in the center of the room. 
One end is on the floor, but the other end 
is held up by a strong rope, which runs 
through hooks in the ceiling, wall, and 
floor. It is tied to a large chest, which is on 
the floor directly below the upraised log. 

If the rope is cut, the log falls, smashing 
the chest and scattering its contents. 

The lid of the chest is not held shut by 
the rope, and can be opened easily. It is not 
trapped. Inside the chest are 500 sp, 50 gp, 
and one citrine gem (value 10 gp). 

The kobolds and other monsters in the 
dungeon have avoided this area, believing 
it to be a deadly trap. It is harmless unless 
the rope is cut. 

32 Statueroom: 

This room is 20’ x 20’, with a normal door 
in the east wall and a doorway (without 
door) in the west wall. 

In the center of the room stands a statue 
of a short dog-headed man, clad in leather 
armor and apparently swinging a short 
sword (a kobold). 

If the statue is touched, the center por- 
tion of the statue (from chin to waist) spins 
in a complete circle. The stone sword will 
hit the character touching the statue unless 
a Saving Throw vs. Wands is made, but 
with a penalty of -2 to the roll. If failed, 
the character is hit for 2-8 points of 
damage; if successful, the character jumps 
out of the way in time. 
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This trap may be made harmless if a 
small button on the belt buckle of the 
statue is pushed. This button will not be 
found, however, except by a thief’s search 
(normal Find Traps roll). Once the button 
is found, the thief may automatically “re- 
move” the trap by pushing the button; no 
Remove Traps roll is made. 

33 Closet: 
This small room is 10‘ x 20‘, and has only 
one entrance, the normal door on the east 
wall. The room contains piles of rags and 
trash. Hiding in the pile are 4 giant rats,’ 
which will attack if the room is entered. 

4 GIANT RATS 
Armor Class: 7 
Hit Dice: Yz 
Move: 120’ (40’) 
Attacks: 1 bite .k):ri:: Normal Man 
Morale: 8 
Hit points: 1 each 
Align: Neutral 
XP value: 5 each 

1-3 

The rats will fight to the death, but there is 
nothing of value in the room. 

34 Storage: 

This 30’ x 30’ room has doorways in the 
north and west walls, but no doors. It is 
identical to room 28, filled with boxes of all 
shapes and sizes. These boxes, however, 
can be moved and opened, but they are all 
empty. All, that is, except for one, a large 
box at the bottom of one pile. Inside the 
box is a zombie, which will stand and attack 
with a sword if the box is opened. It 
surprises the character opening the box on 
a roll of 1-4 (on ld6), gaining one free 
swing. 

1 ZOMBIE 
Armor Class: 8 
Hit Dice: 2 
Move: 90’ (30‘) 
Attacks: 1 sword 
Damage: 1-8 
Save As: Fighter: 1 
Morale: 12 
Hit points: 12 
Align: Chaotic 
XP value: 20 

The zombie will climb out of the box as it 
attacks. If Turned by a cleric, it will either 
go to room 35 to join its comrades (if the 
Turning cleric enters by the west door) or 
to room 24 (if the cleric enters from the 
north). 

I There is nothing of value in this room. 

35 Closet: 
This small 10’ x 30’ room has doorways in 
the south and west walls, but no doors. It is 
piled with trash and rubble. There are 4 
zombies hiding in the room (5 if the zom- 
bie from room 34 joins them). 

4 ZOMBIES 
Armor Class: 8 
Hit Dice: 2 
Move: 90’ (30’) 
Attacks: 1 sword 
Damage: 1-8 
Save As: Fighter: 1 
Morale: 12 
Hit points: 10 each 
Align: Chaotic 
XP value: 20 each 

38 Statue Room: 
This 20‘ x 20’ room has an empty doorway 
in the east wall and a normal door in the 
west wall. 

In the center of the room stands a statue 
of a short dog-headed man, clad in leather 
armor and apparently swinging a short 
sword (a kobold). The statue is completely 
harmless. 

39 Closet: 
This 10’ x 30‘ room has one entrance, the 
door in the west wall. It contains some 
trash, but nothing of interest. 

END OF DUNGEON LEVEL 1 

These monsters have been waiting for visi- 
tors for years. They cannot surprise any- 
one entering, and will always lose initiative 
in combat (no roll needed). 

If Turned by a cleric, the zombies will 
either go into room 36 to wait by the 
stairway (if the cleric Turning them is by 
the south door) or to room 34 (if the cleric 
enters by the west door). 

If anyone starts sneezing in room 26, 
they will go there to attack the intruders. If 
then Turned, they retreat to this room. 

A forgotten bracelet (worth 500 gp) lies 
under the trash in this room, and will be 
found if the characters search carefully. The 
zombies’ swords are rusty and worthless. 

36 Stairs: 
This 20’ x 30‘ room has doorways in the 
north and west walls, but no doors. A 
stairway leads down to Dungeon Level 2. 
Trash and rubble is scattered about the 
floor, but nothing of value or interest re- 
mains. (If the zombies in room 35 are 
Turned, they may be found here. If 
Turned again, they will retreat to room 35 
or room 37, depending on the location of 
the cleric Turning them.) 

37 Kobolds: 
This room is 30’ x 30‘, with doorways in 
the west and south walls (but no doors). 
The room contains some trash and rubble. 

Standing in the center of the room are 5 
kobolds, who are looking around the dun- 
geon to chase off intruders. 

5 KOBOLDS 
Armor Class: 7 
Hit Dice: Yz 
Move: 90’ (30’) 
Attacks: 1 sword 
Damage: 1-4 
Save As: Normal Man 
Morale: 8 
Hit points: 3 each 
Align: Chaotic 
XP value: 5 each 

Dungeon Level Two 
General Notes: 

The map of this level is given, see inside 
front cover, but is left for you to fill with 
monsters and treasures, using the guide- 
lines given on page 47. The following 
monsters may be included: 

1 kobold lair (20-40 with chieftain, di- 
vided among 4-10 rooms) 

1 Crab Spider lair (avoided by the 
kobolds) 

Beetles and Centipedes 
Rats (Normal and Giant) 

Kobolds 
Beetles and Centipedes 
Gelatinous Cube 
Undead (skeletons, zombies, ghouls) 

Wandering monsters may include: 

Dungeon Level Three 
This area is left entirely for you to design. 
It should include the lair of Bargle (Cha- 
otic magic-user Level 5-7) and his guards 
(Charmed ogres), plus his wandering de- 
coys (Living Crystal Statues dressed like 
Bargle), and possibly some Dopplegangers 
as well. 

You may also include a small tunne! 
leading to a large cavern, the lair of a small 
dragon. Such a cavern should have a large 
exit leading outside in the nearby moun- 
tains, and the dragon should not be part of 
the “normal” dungeon. You may make this 
cavern known to Bargle, and the dragon 
might be a friend of his. The cavern could 
provide an escape route for Bargle if the 
party is conquering the dungeon. 
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