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It was a long time ago when the Tomb ofHorrors first 
made its appearance. Before I put it into manuscript 

arried the scenario around 
in by briefcase, so as to be ready for those 
boasted of having mighty PCs able to best 

any challenge offered by the AD&D game. After an 
hour or so of time spent within the weird labyrinth of 
Acererak’s final ”resting place,” the players whose 
characters were survivors typically remembered 
suddenly that they had pressing engagements 
elsewhere. Clutching their precious character sheets, 
they fled the table. Those who had already lost their 
vaunted PCs had previously departed, muttering 
darkly about ”impossible death traps.” Had I been 
mean and cruel, I would have required participants 
to hand over their character sheets upon the demise 
of a PC, torn them up, and then smiled wickedly as I 
asked for the name and address of their DMS so as to 
pass on the news of the sad loss. But I am very kind 
at heart. 

Why then the scenario m the first place! Thank 
Alan Lucien for conceiving of such a horrid little 
adventure. From his ba 
that was to become the 
to chuckling evilly as I 
very expert players in my campaign, and this 

eloped the material 
vors, and I admit 

. There were seve 

to their skill-and the 
-invincible characters. 
g Rob Kuntz’s PC, 

Robilar, and Ernie Gygax’s PC, Tenser. To make a pair 
of long tales truncated, 
servants, managed to 
encounter, and as the sku 
assail the one daring vi 
Robilar swept all imm 
his bag of holding and escaped. Ernie likewise 
managed to attain the ultimate, destroyed Acererak, 
and likewise left laden with loot. 

So I learned a lesson as a Dungeon Master. Even 
truly demanding scenarios with PC destruction 
lurking at every turn of the maze can be overcome by 
expert players. The PC level and abilities must match 
the challenges posed, and material resources in spells 
0 
demands of the adventure have to be available. 
Those given, there is no such thing as “impossible.” 
Subsequently, the initial version of the scenario 
proved that true. Although most who dared the 
hazard failed, at least on the first go-round, there 
were those exceptional few who managed to play 
through and succeed to some degree. In one 
tournament use of the setting, a team managed to 

c items or both sufficient to deal with the 

re was never 

ent. As you will soon 

leaven with some of the essence 
seed with incredibly insidious tr 
encounters, and blend with the 

ve nothing more than a 

Sa
m

pl
e 

fil
e



I-oreword 
familiar but subtly altered to deceive and 
discommode. Even a GM veteran of tkae old, daring 
to venture into the new, would have no agsurane of 
survival if relying on former knowledge. Former 
players, then, whose characters have succeeded in 
mastering the original, with only their more limited 
recollection, will need to perform as heroically as was 
done in the past to enable their PCs to emerge into 
the clean sunlight once again. 

In short, Return to the Tomb of Hmms is a whole 
new cat. If the old model was a lurking leopard, this 
one is a cunning feline that has aspeds of even more 
ferocious nature. It is fitting that the adventure is 
being released in the Year of the Tiger. 

When first approaching this I admit to having 
some trepidation. Having written the original work, 
then designing what I thought of as the ultimate in 
such adventures (the Nerropolis campaign adventure 
scenario for the Dangerous Journ ys, Mythus game), it 
seemed likely to me I wouldn't be able to say much 
in the way of a rave. (A lesson to me not to assume 
too much.) Take what is written above to heart, 

Perspicacious Reader. Here is a very different, multi- 
environment adventure of &reat scope. It offers m r e  
by far than did the old Tomb o j H m s ,  and it is more 
deadly, too. If you must seek to relive the glories of 
eld, then even your hands will discover that the new 
funerary site has different and m o ~  hair-raising 
challenges, sufficiently so as to make it worth more 
than the price of admission. When treated as a whole, 
this module is as demanding and thrilhg as can be 
asked. 

If you are reading this after having purchased the 
work, feel good. You are going to have some great 
times Game Mastering it. Should you be perusing it 
in contemplation of its acquisition, hesitate no longer. 
Lastly, if you are a player "sneaking a peek," this is 
far enough. Buy it and give it to your DM as a 
present. Maybe that will e m  your PC some divine 
intervention later on. Odds are it will be needed. 

Gary Gygax 
Lake Geneva, Wisconsin 
1998 
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I 
The Tomb of Horrors by Gary Gygax is an AD&D 
classic. It was the first of the modular adventures 
published hyX3R,m&+m this day it remains a 
faw&for many long-time 
playing through this adv 
engender fond nostalgia. 

may. The reputation of 
players and characters 

ecstatic. However, there 
Tomb of Horrors if the ori 

Those who su 
from the tomb. 
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Those who were drawn to the area were less and less 
inkmsted in exploring the depths of the tomb. 
Instead, they were drawn by the legend of Acererak 
himself, who by all accounts was a being of 
surpassing power, holding secrets over DeathiW. 
As time wore on, a community of the like-minded 
grew up around the mound of the tomb located in 
the Vast Swamp. This was not a city of pure-hearted 
seekers of knowledge nor a collection of mere tomb 
robbers. Instead, those who gathered in this new city 
of grim aspect sought to understand the forbidden 
arts of W e .  They were, in fact, almost all 
practitioners of the hd dark arts: n e c r o m .  Thus 
was Skull City born. 

The inhabitants of Skull City are obsessed with the 
power that the dark arts can bring them. Following 
this philosophy, their reverence for Acemak and his 
achievements has developed into an almost 
theological worship of the powerful lich in his aspect 
as "The Devourer" They have built a massive 
academy surrounding the entrance to Acererak's 
tomb and engage in weekly ceremonies to garner the 
attention and favor of the demilich below. Huwever, 
for all their evil rituals and dark knowledge, and in 
spite of their professions of COIllIlllfnion with the 
spirit of the demilich, not a single resident of Skull 
City p~ssesses a glimmer of the truth. Acererak's 
tRte guise, the location of his final stronghold, and 
his ultimate sinister goal remains utterly d o w n ,  a 
black mystery to all. 

The C u r r e n t  Situation 
The world at large has been blissfuliy ignorant of 

the existence of Skull City until the pment time. This 
naivetb is becoming ciangeruus in light of a recent 
string o€ evil ommenas. These events indude 
undead mcumions into avilized regions, kreased 
hauntings, kihppings, and outright 
disappearances. In the surrounding lands it is 
rumored that all these events have a common 
perpetrator, although this is not proven. It is quspecfed 
that all of these afflictions have their source in the 
Vast Swamp. 

This suspicion is partially correct; the inhabitants 
of Skull City (who sometimes irreverently name 
themselves Skulkers) have increased their fod 
activities dramatically of late. Their activity is in turn 
a response to a strange effect that recently began to 
saturate the air, seemingly localized within the Black 
Academy. The Skulkers call the effect the Dark 
I r t t m s i a A n \ o n g ~ ~ ,  the Dark btrusion 

enhances nenomantic spells and spells dealing with 
the Plane of: Negative EReFgy in its vicinity. Inr fact, 
the spontaneorrs generation of d e a d  creatures fmm 
the bodies of the recently Jlain h a s h o b s e n d  
throughout the region. (Most unci& incursiorrs in 
ne- areas 
inhabitants suddenly g&hg resfless.) 

u n m d  by theSw, but they take it as a 
sign from A d  that gmat thingsawsoon tobe 

up their sacdkes, foul rikds, and evil rites, 
regturing them to initiate frequent raids for fie141 
victims from the c o m d e s  both near and far. The 
true M ~ U E  of tho Dark Intrusion is explained later in 
the text. 

the result of local cemetery's 

The full impkatia\s of the Dark Intrusion main  

revealedtothem.~useofthis,tfEey~~steIaped 

G e t t i n g  t h e  Characters  
Involved 

The adventurers first learn that things are amiss 
when they stumble upon the effects of the Dark 
Intrusion on their own. If the charactas (not the 
players) have themselves never ventured within the 
Tomb of Homrs, there is nothing that immediately 
suggeststhat the source of tha effects might be 
Aazerak's tonrib. (The title of this product mt 
withstahding!) Even if one or two of the advmhu-em 
are old, @z&& campaigners Wfrowtually ventured 
into the tomb twenty years ago, they remember the 
place as a passive crypt, tmlikelyto be responsiQle 
for active deedsd evil, even though they may 
remember that the tomb is nearby. Only investigation 
and research.should finally lead the Pcs back to the 
tomb, it5 information vital lor the succes of the 

gatheaed thmugh pdmmary adventwing. The 
scenes and investigations are arranged in a series of 
encounters that eventually pmvide the party with the 
information they should have befare embarling on a 
journey into the tomb. 

adventure (Ilceatysso's Journal) c!an only be 
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Calstrand (s 
he DM to d 

)ace of half an hour. A few minutes beyon 
11, an NPC dressed in common rb (a dockworker 1 

n rrarric passmg up and 
:om the seaport of 

---erland caravan 
aking the sihr an 

I 
Pontylver to the sou 
routes intersect Kals 

mundane item they s 
shops. Also, sages, w 

is reflected in his choice 
include riverboat replica 

bar itself resembles the prow of a riv 

Dead M 
One evening while some or a 

ase in the tavern, an 

You happen to glance up as a large fellow in doc 
worker’s garb opens the door to exit Khale’s. 
Beyond the doorway lies a dense fog like a physi- 
cal barrier. The man waves a brief goodbye to the 
barkeep, then steps out into the foggy night. His 
form is dimly visible for a few seconds as he 
stands just outside, still illuminated by the lig 
the tavern. Suddenly, the man’s figure is jerked 
ward, drawn almost instantly out of sight ink 
swirling whiteness by an unseen force! What can 
mly be the man’s voice screams out, ”What the . . 
3y the Lords of Light! No, let go of me! Oh no, no, 
\JOOOOOOO . . . .” His last piercing scream 
seems cut off as if by a knife’s edge, plunging the 
tavern aAd the night beyond into utter silence. 

.- blanket the river and it; banks ior many miles. 

ision. The fire in the hearth is 

(unless they possess some way to detect a suc 
spi in ambient negatlve energy-note th 

.: evil in and of itself). Notl- 

u see that?” “Some 

f the NPCs can 

gh the clammy fog; everything else is shroudeu 
rkness. Sound is muted, and the cold mist 

itely gets under the collar 
rtable (but not danger 

it. 7 
h e  leg has been torn out, and the corpse”s head 

looks to be half bitten off. The PCs don’t have more 
note this as multiple dark sha 
out of the mist, surrounding 
stration #1. It doesn’t take more 
eat to see that the attacking fig- 
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humans. Theysweun the party with nindless fq. 
Note&& this pBrcmter  is p&nariLy designed to set 
then4 and ta invoke the Pcs directly mto the 
plot, but it certainly has an b e n t  of real danger 
and may cost unwary characters a few levels. 

I 

5; MV 12;,HD 4+3; hp 27 each; 
Dmg ld4 + s 

SA energy drain’ (touch or bite r * ains one level); SD 
harmed pnly by silver or +1 or better magical 
weapons, undqad iqununities (unaffeded by sleep, 
c h ,  hold, cold, poison, and death magic); SW holy 
water (34 pinis of &map per splash), can be 

M; ML elite (14); Int average (9); AL LE; 

‘al (bite or touch); 

The fight ccmcludeg before the Kalstrand guard kan 
respond. These v\iighfs were spontaneously ania2tted 

dead at the bottom of the river for a 
week a d  have only now gained the impetus to rise 
again. F m  whence came these bodies is explained 
under the next encounter. 
After the party has quefled this undead upri&g, 

they may elect to s e d  the bodies and 
ing area for clues ius to this strange arid 

logged and rotted and give every indication of hair- 
ing beenimrnersd in wbkrfor samefime. ’€heir 
clothes- unremarWk, but a successful MFisrcEam 
check d h v s  the hvmtigjating PC to find a tattm on 
one of the rotting mns that Rads ”Papin’s Pml.”A 
s u d  h d h g  pmfi- skill poll meats that 
the= aie multiple damp trails leading from the 
water’s edge to the tavem doonmy, and thence to 
the h t i o n  of the FCs’ met conflict. Nothing else 
is revealed in the sea&, even ifthepCs canmanage 
to search the riv- Mow the waterline. 

PCs retuning from the fag to the tavern are inun- 

co-ted with the knowledge that undead are 
seemingly rising from the riveE None wish to leave 
the cmfines ofthe inn, eventhose who have homes 
nearby. 

If the PCs revd that one of theuncPead had a tat- 
too on its ann that read, “Payvin’s Pearl,” Khak the+ 
barkeep lodss visibly shaken. If prcidded by the PCs, 
he reveals the following boxed text. Note that if the 
PCs do not gather this information from Khale, qes -  
tioning of random NITS along the piers concerning 

the btbo reveals the same basicinfor- 

ringer of the Dark Intrusion. They 

evglt. The bodies Of the d- WighQ wa-* 8 

dated with qlw&ions. Tire NPCS are f r i g h t e B b e d  when 

: IOU bureeZ vvny, mar s rayvm s Darge. 
crew deserted him a week past, now. 

Yes, that’s right, his whole crew! I heard it first- 
hand from the pierwatch. 
aboard the night ’afore ca 

in, he likes his crew 
payvin hi’elf was 

of last-minute cargo in the bazaar. 
he got back to his boat, ’ 
ou believe it? ’Twas said 

8 
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Kalstrand ano  Lnvirons 
Pcs who question people at the pier concerning 

unusual happenings of late get mostly strange looks 
for their trouble. If they m q d  about the missing 
crew, they are told that, "Crews got to look out for 
thenwelves. Better pay is a good incentive to jump 
ship; it's happened before." 
Inquiries after Captain Payvin of the Pearl have a 

25% chance per person approached (nancumzlwve) 
of uncovering a vague report that Payvin has been 
spending his days with the "Master of the Pier." 
Further questioning determines that the "Master" can 
be found in a tower at the extreme western end of the 
pier district. Further cart@f questioning reveals that 
this "Mater" is not a person but a tavern that does a 
good business serving ale to off-duty doclcwmlcers 
and riverboat crewmen. 

Master o f  the Pier Tavern 
The entrance at ground level opens into a large, 

round room, filling one level of the tower. The semi- 
circular bar situated in the center of the room appears 
to be built upon a walled spiral staircase leading up 
to the higher levels. During the day and most of the 

night this room is filled with carousing rivermen 
engaged in heavy drinking m & s m o ~ .  

points oult a man sitting at a d . e k  presSea up 
next to a cunred w e  helooks tob~deep intohiscups. 
Tara volunteers the following to anyone who aqffgsses 
a n i n ~ i n ~ s o l i G u y ~ " p < l o r P a ) l v i n - E v e p  
since his crew up and left -he's done mthirt' but sit 
there at the t a b l e d  brood. Iamseehowit  &@get 
to a man, ha*' his crew desert, but if he don't signan 
a new CT&W swm, hell lose his ship!" 

Payvin is a man in his a&€ Hties, going to gray but 
stil l  in good physical shape. However, he cuxmntly 

shdteyes dart about wmusly, andhejumjmin 
fright when the party initially approaches him. At 
first the rivedmt captain attempts to ignore the 
party, but with emugh pratding (buying his next ale 
or tellylg the captain their own story wotddbe a 

partywhat he knows about the cbppeaimce of his 
&. He speaks h a  clipped, frightened manner. The 
following bxed tact is Payvin's story, tobe read or 
paraphawed to the players: 

If the b w w ,  Tata, is ab0Ut.h- she 

looks ha=&, and ~@htly dnurk. Mtis blood- 

good start), Papvin can be coaxed into telling the 

,, 
t 
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judge for yourselves. 
“After I seen every man onto th’ Pearl, had 

Henry draw up th’ board. Orders to let none 

th’ river, blanketin’ th’ water. 
it, then. Night come on thick 

Although Payvin doesn’t know this, and the PCs 
do not discover it for some time (if at all), the crea- 
ture that he saw in the mist was only one of three 
creatures present on the ship. These three, called 
Blaesing, Absalom, and Harrow, are vampires, the 
elite servants of the Mistress Ferranifer of Skull City. 
They are based near the tomb but range widely, har- 
vesting the blood necessary to fuel thehemid ritu- 
als of Skull City. Mistress Ferranifer often simply, if 
ominously, refers to them as the Dim Triad. 

The night the Dim Triad attacked the crewmen of 
the Pearl was the first time they had traveled so far 
from their usual harvesting grounds (in the County 
of Sunn&), but they were following a surge of the 
Dark Jnbrusion north along the river, drunk in its 
black currents. They took the crew of Papin’s Pearl 
with stealth and magic, drained their blood, then 
dropped the corpses into the concealing waters of the 
Thelly River. Payvin is alive only because they were 
just leaving as he came aboard, and it amused them 
to terrorize him. The bodies of the crew remained 
beneath the river for a week (a vampire‘s victims 
must be b u d 4  to become vampires themselves) 
before another surge of Negative Energy sponta- 
neously animated them into evil wights. The party 
could meet the Din Triad 

7 

17 

hrens The Sage 
$ .  

Devourer, give them the rhyme foplnd d e r  entry 1 
in ”The City That Waits” d o n  (&e p w  57). 

10 
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-.m - . . . . . . . . . . ._. . . 

Kalstrand 
Characters who ask around can easily discover the 

names of a few well-respected sages who live in 
town. The first name upon the list is that of the sage 
Petre. Petre lives in a residential district filled with 
many fine houses of stone, merchants’ homes by the 
rich look of them. When Petre learns the nature of the 
PCs’ question, he informs the PCs that study of lan- 
guage and meanings is outside his area of expertise 
(Petre specializes in the study of bugs). However, for 
a small finder’s fee of only 25 gp (a fellow has to eat), 
he would be more than happy to direct them to a 
sage of the appropriate expertise. Upon receipt of 
such payment, Petre tells the party they must speak 
with the venerable Ahrens, who specializes in the 
study of words, both modern and ancient. Petre pro- 
vides directions free of charge. 

The abode of Ahrens lies within the merchants’ 
district. It is a single thin tower constructed of stone 
that has the strange shade of light purple. An open 
arch provides easy entry into a foyer, where stone 
benches are placed along a wall. Flowering plants 
and bushes are arranged in an artful garden in a cen- 
tral, circular plot. A woman of indeterminate age is 
tending the garden and looks up with dark eyes as 
the PCs enter. She raises a single brow, ”Yes?” This is 
Ibell, who owns the tower and supports the sage. If 
the party mentions Ahrens, Ibell asks the PCs to have 
a seat u p  the benches and enjoy the tranquillity of 
the garden while she fetches “the old fool.” After 
only a few minutes, Ahrens returms alone. He 
appears to be in his mid-fortks and is dressed in 
practical-looking work clothes and wears wire- 
rimmed spectacles. 

The party can now contract Ahrens to determine the 
meanjng of the name ”the Devourer.’’ Ahrens informs 
his pmspective dhts that it could take him as long as 
a couple pf weeks to research the meaning of the 
and that his servites do not come cheap; his rates &e 
7!% gp a day. Assuming the party agm?s to the con- 
tract, it takes the sage three full days to discover some 
meaning behind the words. The following boxed text 
contains the story he finally relates to the PCs. 

-.-- I I __l____l_ 

, it is used for e 
This was the simple track I began with my ento 
mological search for your Devourer referenc 
soon exhausted this line of inquiry, however 
ing nothing associated with the words other 
the simple meaning with which I began. I was 
forced to turn to more esoteric searches. After a 

a n d  Environs 

Sa
m

pl
e 

fil
e



1 shall be like unto a 
nexplained, but it ins 

1 
1 

with concerns of the outside world. There is no 

sible. A day's trek further south into th 
s will finally cause Panther Peak t 
lipse the view of Mt. Kroonburzh 

- -  

e 

12 

I 
Y I 

Sa
m

pl
e 

fil
e



I west. When this occurs, put the two peak !I 
back and head directly gast up the steep scree 
slope of tumbled rocks and boulders. At the top of 
this slope is a mountain valley, and at the eastern 
end of this valley is the purported site of 
Desatvsso’s private dwelling ” --- 
If the PCs inqElire further about Desatysso from 

Alums or from other Kalstrandians, they discover * 

only that the mage was said to be very powerful and 
that he hasn’t been seen in many years. Because of this 
reputatian for power, people W ~ I E  content to leave 
him pretty much to himself, ignoring his infquent 
trips inta W a n d  for supplies or news. The direc- 
tions p d e d  by Alvxms are not general knowledge, 
althoughmost suspect that Desatysso must have 
dwelt fairly close by Those who suspect that he lived 
in the Gbrioles range have never been able to confirm 
it; no one wishes to poke atmrnd in the ogre- and 
giant-idested hills to the south. Since the mage has 
not been seen m recent years, most assume that he has 
come to an evil end, as dabblers in magic often do. 

A Trip to the Glorioles 
If the Pcs follow Ahrens’ advice to seek out Desa- 

tysso, they will need to leave.town and head for the 
Glorides. The foathills of these mountains are approx- 
imatdy 30 miles from Kalstrand, almost a full day’a 
travel at standard movement rates a m  the grassy 
plains. Even from a distance, the two landmark peaks 
mentioned in the diredions axe visible amidst the gen- 
erally blunted and worn appearance of the surmund- 
ing heights. The foothills and lower peaks of the 
Glorioles are heavily forested in dark coniferous 
woods; only the two tallest spires S ~ Q W  bare rocky 
surfaces to the empyrean vastness of the sky. 

Once the Ks enter into the mountain range prop- 
er, random encounters with wild mountain creatures 
becomes a definite possibility. The Pcs’ level of 
power will likely make most dangers negIigible; 
however, random encounters with mountain@mt 
foraging parties are a possibility. For every 8 h m  
the PCs spend within the Gloriok mguntains, ttky 
stand a 20% chance of encountering a creature or 
monster according to the table on this page. Note 
that during the €” trip back from Desatysso’s 
Stmnghold, they are still in danger of running into 
random encounters. 

grass, possibly the site of an ancient conflict, now 
The heroes also pass by a large mound covpd  in 

ountain giant foraging party (ld4) 

champion (15); Int semi- (3); AL N; XP 

Ogres (2d10): AC 5; MV 9; HD 4+1; hp 17 

or 4d10+10 (giant-sized club); SA hurl rocks (2d10 
hp); SD catch rocks (30%); SZ H (14’ tall); ML 
champion (16); Int average (10); AL CN; XP 7,000 
each 

‘*A 

13 

Sa
m

pl
e 

fil
e



Kalstrand and  Environs 
long forgotten. If the heroes pass back this way, there 
is a chance that the mound figures more SigIuficantly 
in their travels (see the Forgotten Down encounter 
described under Back to Kalstrand). 

If the PCs follow the directions given them, they 
make their way through the rough mountainous ter- 
rain, along the forested sides and bottom of a broad 
valley, until they do indeed come upon a massively 
tall and wide talus slope on the east side of the bank 
when Panther eclipses Kroonburzh. By eye, the 
ascent up the rocky slope doesn’t appear to be partic- 
ularly hazardous, but only a fool would consider the 
ascent to be risk free. To the north and south of the 
slope are wall-like cliffs of bare stone, unassailable to 
those without special climbing gear. 

Characters proficient in mountaineering or rogues 
with the climb walls ability have their normal 
chances to mount the loose, rocky slope; all others 
must attempt Dexterity checks at a -4 penalty. Each 
PC scrabbling over the scree must make three suc- 
cessful rolls: one at the bottom, one 600 feet up the 
steep slope, and the last when the PC has almost 
made it to the top 900 feet above the base of the boul- 
der-strewn incline. Those who fail a check slide and 
tumble back down the slope ldlOO feet, suffering 1 
point of damage for each 10 feet tumbled. 
Additionally, each failed check has a 35% chance of 
starting a mini-avalanche; all PCs below the point of 
the avalanche’s origination are pelted with tumbling 
rocks and boulders causing 2d10 points of damage, 
and they must also make Dexterity checks at a -4 
penalty or tumble down the slope in turn. 

What makes the ascent more dangerous are the 
two hill giants at the top of the slope; they guard the 
mountain vale beyond. The two hill giants wait in 
hiding until PCs are 200 feet from the top; at that 
point they leap out and begin throwing nearby rocks 
at the puny invaders. Display Illustration #3. The 
giants also hurl rocks at any PCs who come into 
range (between 3 and 200 yards) via flying magic or 
other esoteric means. If any rocks strike a PC, that 
character must make a Dexterity check at a -4 penal- 
ty or begin a sliding tumble back down the boulder- 
strewn slope as described above. When the PCs reach 
the top of the slope, the giants grab up their large 
clubs and engage the PCs in melee. 

I 

Hill giants (2): AC 3 (hides); MV 12; HD 12+2; hp 
72,68; THACO 9; #AT 1; D m g  ld6 (fist) or 2d6+7 
(giant-sized club); SA hurl rocks (Dmg 2d8); SD catch 
rocks (30% chance); SZ H; ML elite (13); Int low (6,7); 
AL CE; X P  3,000 each. 

Desatysso’s Stronghold 
Surrounded by cliffs that tower over a thousand 

feet high on all sides, save to the west where the 
talus slope drops steeply away, is a small mountain 
valley, approximately 700 feet by 700 feet. Against the 
eastern cliff wall is what was once a multi-chambered 
abode of stone that served as Desatysso’s stronghold. 
Display Illustration #4. While the mage was in resi- 
dence, the place was like a small fortress, filled with 
magical servants and traps capable of withstanding 
rare giant attacks or rarer human incursions. 
However, since his disappearance over two decades 
ago, his automatic defenses have slowly eroded, and 
the miniature keep was finally overrun by vengeful 
giants; Desatysso used to dominate the giants to use 
them as guardians of his vale. The giants chafed 
under the magical command of Desatysso, and after 
his disappearance they wasted little time in destroy- 
ing the domicile of their oppressor. 

A tribe of hill giants lives within the broken walls of 
the stronghold now. They and Desatysso’s remaining 
traps serve as the first line of defense for the entry tun- 
nel in the cliff wall that finally leads up to the lair of 
the more powerful mountain giants. Although it is 
probably not immediately apparent to the PCs, the 
mountain giants have looted most of Desatysso‘s 
items. They keep the spoils with the rest of their 
giantishtreasurein their lair in the cliff walls high 
above. This lair can be accessed dimtly by the tunnel 
(area 9) leading from room 4 in Desatysso’s stronghold. 

Unless noted otherwise, all the ceilings in the 
stronghold are 15 feet tall (making them a bit 
cramped for giants), and all the doors are 10 feet 
wide and tall. 

None of the visible windows are large enough for a 
PC to crawl through, and all are grimed to the extent 
that nothing can be seen through them without break-, 
ing the glass. Even from a distance, it is obvious that 
the tower roof has long since collapsed (the mountain 
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giants smashed it in by tossing boulders from the 
ledge above). The massive double doors of black iron 
that lead to area 2 stand open, and four hill  giant^ lurk 
within, waiting to rush forth and begin pelting stones 
at any PC who closes to within 200 feet of the door. If 
the Pcs are able to return significant long-range 
attacks (via magic or missile fire) so as to reduce two 
or more giants to half their hit point totals or below, or 
if they seem about to achieve melee range, the four 
giants retreat back into area 2, closing and barring the 
doors after them from the inside. From here, they wait 
to engage any PCs who attempt entry. 

2. Foyer 
The bivalve iron door leading into the stronghold is 

10 feet wide and 15 feet high and is carved with many 
runes and glyphs. Black enamel covers the exterior 
surface, and there are a few rusty spots where the 
coating has worn or chipped off. The power that ener- 
gized the glyphs has long since fled, however, and the 
doors are now held physically closed by a wooden 
bar placed there by the hill giants currently inhabiting 
the structue. Characters need a successful bend bars/ 
lift gates roll to force open the barred doors. *odd 
detefinined K s  try to chop their way b u g h ,  the 
sturdy, reinforced doors can withstand 80 points of 
damage before giving way; the doors have an Armor 
Class of -3. Up to three human-sized characters can 
work together to force open the doors at any one 
time. Read the following boxed text once the K s  
have entered the chamber: 

g once was. Beyond the plaster is the crack 
f the ceiling. In the very center of the cham- 

IS a low circular basin, in the center of which is 

the hill giants who inhabit the place at the command 
of the mountain giants living in the high caverns 
above. If the PCs have gained entry without drawing 
attention to themselves, they discover the four giants 
conducting impromptu wrestling matches, their l q e  
clubs set to the side. If the giants have been alerted to 
the party’s presence, they stand with clubs ready to 
ambush anyone so foolish as to force entry through 
the iron doors. The giants here attempt to p m n t  
any Pcs from moving into room 4 but allow charac- 
ters to run through the doors leading to either room 3 
or 6. The mountain giant in room 4 wdl not come 
through to aid the hill giants in the event of a con- 
flict, mostly due to the size of the room. However, 
she does crack the door to observe the conflict; the 
PC c l w t  to the door can attempt a Wisdom check at 
a -4 PenaIty to notice this. 

The fountain was enchanted in Desatyssio’s time; 
any who drank from it were magically refreshed and 
restored as if after a full night’s s l q  and a good 
meal (invaluable after a late night‘s spell research). In 
the present, the fountain has been damaged by the 
giant’s constant roughhowin6 in the chamber, and 
the brackish water now inflicts a bacterid contagion 
that affects any PC who drinks from it within a day 
or two. The contagion lasts 24 to 48 
symptoms that include nausea, di 
ness: subtract 10 points fmq Strength, Constitution, 
and Dexterity (to a minimurn of 1) for fhe duration. 
A cure disease spell instantly cures any PC suffering 
from the effects of this bacteria. 

effect on the malady. The characters can make the 
water safe to drink simply my removing some from 
the fountain and boiling it for a few minutes. The 
water seems clean and pure to most characters, but 
druids of 4th level and higher and characters with 
the survival proficiency can note the taint of disease 
if their players think to ask about the water’s purity. 

Hill giants (4): AC 3 (hides); MV 12; HD 12+2; hp 
64,71,76,49; THACO 9; #AT 1; Dmg ld6 (fist) or 
2d6+7 (giant-sized club); SA hurl rocks (Dmg 2d8); 
SD catch rocks (30% chance); SZ H; ML elite (13); Int 
low (5.7); AL CE XP 3,000 each. 

3. Guest Room 

The spells slow poison and neutralize poison have no 
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I i 1 2  - 
Nothing of real value can be discovered m this 

room, which oesatysso had put asiderfor  AI raw 
times-hhat he entertained a guest or two>m€y person- 
al itemabd- a brush, a &, s;ratd soap, and 
similar items canbe retrieved anaid the Mer. 

4. Cavern Access 

I 

The eastern portion of this chamber appears to abut 
the actual rock of the cliff face against which the 
stronghold was built. A rough tunnel, perhaps 15 
feet wide and 10 feet tall, opens in the center of the 
native rock wall, leading into darkness. The remain- 
ing walls and ceiling of the chamber are stone i locks, showing massive untended cracks. Small 
ars hold the upper portions of what were once 
eiling-to-floor tapestries. The southern extent of 
he room contains a large heap of debris made up 
f dried grass, animal pelts, and torn and ripped 
apestries obviously salvaged from the walls of this 
ery room. Against the nor 
ides flickering illumination 

A single young adult mountain giant ESIS in.this 
chamber. In the event of d c t  in room 2, she ceasee 
whatever activity she was pwiuusly engaged in 
(combing her hair, playing ntumbly peg, or napping 
upon the softbed she has made for herself) an&- 
(just a crack) the door lea- to room 2 togauge the 
fi@t If it appearsthat the PCs nught win, the giant 
silently doses the door, bars it with a large wooden 
beam, then runs into the tunnel and up to the moun- 
tain @ant lair to wam her family to expectmrnpany 
The main tunnel leading off bis chamber is just d e  
enough to &ow giants to move through it &&e file, 

Thetaptriesfrom rheheapw too stained slndyel- 
lowed to determine what they once may have por- 
trayed. A thomugh search through the filth turns up a 
set of beautifully worked silver goblets (eaChwc~&100 

mimr framed with intricatdy worked wood (120 gp). 

13 

I 
gp), a gold chain clasping a ruby (300 gp), and a- 

I 

16 

3d10+10 (gimt-sized mace}; SA hurl rocks ( b g  
2d10); SD catch rocks (30%); SZ H (13' tall); ML 
champion (15); Int very (12); AL N; XP 6,000. 

5. Storage 
This tunnel branching off the lraain passage is only 

5 feet wide and 8 feet tall, insu€ficient to allow one of 
full giantish stature to pass through. Even though 
normal giants were unlikely to gain enw, Desatysso 
still trapped the entrance against urumtho- entry; 
the mage found that some of his more crafty .servants 
could gain the service of smaller creatures to raid the 
contents of the chamber. The magical trap is still 
functioning and is aided by elemental magic of the 
earth. anyone who passes through the corridor has a 
90% chance to step on the large concealed mcky pms- 
sure plate that covers a 5-foot-by4-foot section of the 
floor. If the plate is trod upon, the rocky walls of the 
cavern magically @onstrict ia the space of a hearheat, 
almost like the mineral analog of an organic sphinc 
ter muscle, pulping anything in the passage and 
causing 2d10+20 points of damage. Any thief check- 
ing the floor for traps has the normal chance of 
detecting the pressure plate. if any pass the trap to 
reach the room 
lowing descrip 

I nis cnamDer appears to be undisturbed, a thick 
patina of dust having settled on all its contents. 
Every available wall supports a wooden rack of 
thin, diagonally crossing wooden beams, each 
piece exquisitely carved in the semblance of a leafy 
vine. Suspended on almost every point of wooden 
intersection are dark wine bottles, so dust-covered 
that their labels are hidden. This chamber appears 
to be a long-abandoned wine cellar. 

this chamber holds only the finest vintages available 
to him from twenty years ago. Although some of the 
bottles have gone over, most of them rn in excellent 
shape due to the cool conditions of the cavek. To 
someone who appreciated such a treasure, each bot- 
tle could fetch as much as 100 gp. There are 87 bottles 

in all stored here. 

e top of a large oak tab1 
splayed out. A crys- 
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giants, the table was en&anted so that it would pro- 
vide a feast for up to twelve people three times a day. 
Sadly, this enchantment no longer functions. 
Everythmg of value has been stripped from this room 
and now resides in the mountain giants' lair. 

7. Chamber of Recreation 
he eastern wall of this room appears to be corn- 

oof at the room's southwest corner. 

This chamber served as a place of relaxation when 
Desatyssowearied of researchand exprimentation 
in his attached Tower of Sorcery However, the giants 
have petty much stripped the room of any Telaxtng 
featuresky this d e ,  The stanedoorapmviding 
entry to the tower  am^ 8) aple magically trigsered to 
refease the f&y empowered fbe elemental bund 
within the hearth. Desatysgo kept the elemental 
bound for utilitarian purposes, but the elemental 
serves double duty as a guardian of the tower. The 
fire elemental is not released if a giant seeks entry 
throu& the stone doors (because they were servants 

1 

Note 
PCs who may have 

mental. The doors themselves &re 
the description of area 8 for details. 

the trap is set off from both ciiqdons; &us 

Fire elemental: AC 2; MV 12; HD 16; hp 128; 
THACO 5; #AT 1; D m g  3d8 (punch); SA sets things on 
fin? (any flammable item struck must save vs. magi- 
cal fire at a -2 penalty or ignite); SD h e d  only by 
+2 or better magical weaponry; SW cannot cross 
water or other nonflammable liquids; SZ H (16' tall); 
ML fanatic (17); Int low (7); AL N; XP 10,OOO. 

W i t h K r e V e a l  the followinrr informatio= 

8. Tower of Sorcery 
Unless they climb the outer wall and enter tlmu& 

the collapsed roof, those intent upon gaining entry to 
the tower must first contend with the fin? &mental in 
room 7. The doors to the tower e a d d i t i d y  
trapped so that anyone who pulls upon the ring with- 
out first turning it a full 180 de- clockwise is sub- 
ject to attack by the scything swing of a razor-sharp 
pendulum blade that depends from a hiddewompart- 
ment in the ceiling. The PC who pulled upon the ring 
and anyone standing next ta him or hes must make a 
Dexterity check at a -5 penalty or be hit by the pendu- 
lum for ld10+10 points of damage. If the doors 
finally pulled open and someone has a chance to see 

The roof above has been smashed in by massive 
boulders that now lie scattered amid the ruin of 
what was at one time at least three and maybe 
four separate tower stories. It is difficult to say 
what this tower may once have housed; now it is a 
broken, gutted, burned, looted hollow, serving 
only as a roost for several doves that coo and strut 
among the broken beams that once supported the 
ceiling. 
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Hopefully, the PCs will be able to deduce by the + 

evidence before them that the place has been looted 
and that they need to track down the looters to learn 
all that they can regarding Desatysso. A search 
through the mess reveals little of value, but m y  
items that were once valuable: a few broken wands, 
many dozens of broken vials, a few flasks containing 
desiccated potions, a broken staff, a shattered sword 
that once apparently had potent runes of power 
engraved upon it, etc. However, the one item that 
may be found (with a successful roll to find secret 
doors) is a small silver key, hidden from casual 
scrutiny that has fallen into a crack in the floor. This 
is the key to Desatysso’s desk in room 15; locating it 
here will save the party much grief. 

DM Note: A search for secret doors succeeds on a 
roll of 1 on Id6 after a 10-mhute search; elves and 
half elves succeed on a roll of 1-2 on ld6. It takes 10 
minutes examine a 10- by 20-foot area. 

9. Passage 
From the level of Desatym’s Stronghold, the pas- 

sage begins a very steep ascent, spiraling up and up 
a total of 1,OOO feet before opening out onto the 
ledge at area 10, a giddy height above the valley 
floor. The tunnel remains 10 feet wide and 15 feet 
high throughout its steep length, and giant-sized 
creatures may only pass through it single file. If the 
lookout in room 4 made good her getaway she first 
warns her giantish family that intruders are on the 
way and then, as they assembled in area 10 behind 
her, kneels at the top of the passage ready to mll a 
very large, specially rounded boulder down the pas- 
sage at the first sound of the party’s approach. The 
passage is smooth enough so that the stone sphere 
(which fiUs the passage from side to side) will roll all 
the way down to room 4, crushing anything in its 
path. Note that she actually places the stone in the 
passage and holds it in place-a primitive but effec- 
tive “deadman’s switch”-so that PCs who silently 
sneak up the tunnel and unleash attacks at her will 
cause the boulder to be released and begin its rapid 
descent. 
Unless the party is taking pains to move silently 

(as the thief skill) or are advancing up the passage 
with the protection of a silence spell, read the f&w- 
ing boxed text when the characters are 20 feet away 
from the last bend in the tunnel before it opens onto 
the terrace detailed under entry 10. 

n, norrime souna Deglns above and ahead of you 
around the bend of the tunnel a booming echo 
that starts low but rapidly grows in volume until 
you can feel a sickening vibration in the soles of 
your boots. Suddenly from around the corner 

rolling toward you with 

Display Illustration #5. The PCs have but a single 
round to react from the time the boulder rolls into 
sight: begin counting down from 10 to add dramatic 
tension to the encounter. The boulder’s movement 
rate is 18, so most FCs who try to outrun the rock 
will quickly be overtaken by their remorseless pur- 
suer. There is 5 feet of clearance W e e n  the top of 
the spinning boulder and the ceiling of the tunnel; 
any PC who can manage to reach this height during 
the single round of preparation should be safe (slip- 
pers of spider climbing, anyone?). Alas, a failed climb- 
ing roll drops the poor FC right down into the path 
of the oncoming boulder. Take special note of the 
height of any character who attempts to jump 
straight up (either through use of the jum ing non- 

anyone 5 feet tall or more who succeeds in clearing 
the boulder will crack his or her head on the low ceil- 
ing and fall prone in front of the rolling stone. A 
halfling or gnome PC who dives for the corners and 
specifically states that he or she is lying down on the 
floor pressed against either wall can escape damage; 
any larger PC who tries this trick receives a mere 
2d10 points of damage as the boulder thunders past. 
PCs who are unable to get to safety of any sort (or 
can’t decide upon a course of action before the count- 
down runs out) are run over by the boulder and 
crushed, suffering 12d10 points of d 

10. Overlookinn Terrace 

weapon proficiency or boots ofstriding Q J springing): 

nto a wide ledge ov&looking a vek&al drop intc 
small mountain valley some 1,000 or so feet 
elow. Three separate tunnels give off the ledge, 
?ading back into the side of the cliff face, that 
.aches its summit a mere 30 feet above. The ledg 
?ems an ideal place to study any activity in the 
alley below, and the many large piles of stones 
earby would make excellent ammo for those of 
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