THE HOUSE OF THE ZODIAC

An Advanced Dungeons & Dragons Adventure

For 5th-7th  level characters

By K.K. (Ken Kupstis)

     “The Man in the purple cloak watched as the workers finished building his tower.  It had a magnificent view of Rauxes below. Well pleased, the man paid them all in platinum coins, and conjured a celebration feast for them out of the air.

    Later, the Chief Engineer felt a pang of guilt that he had not told the man how poorly defended his tower was…easily approached, no moat, no gate, nothing that a sane man would want in a stronghold. So he journeyed back to the tower…to find it GONE.”

DM’s Background

THE HOUSE OF THE ZODIAC is essentially two separate quests; designed so that one must be completed before the other.  Player characters that survive the first quest might advance in level and strength (due to money and magical items gained during the first quest), and this is desirable, as the second quest could be challenging for PCs of level 6-8 and even higher. 

     The House of The Zodiac is the stronghold of a 14th-level Illusionist, who whimsically designed his refuge to be a haven of comfort for those of good alignment, and a house of horrors for thieves, or those of evil alignment. It should be noted that many of the beasts found in the House are actually ‘programmed’ SHADES (see the Illusionist spell) They are tangible constructs and can touch and hold objects such as weapons or treasure..  As such, the inclusion of an illusionist in the party may be beneficial to the party, but may also lessen the challenge of the adventure.  (SHADES can be disbelieved, but it will not destroy them, merely limit them to AC 6, 60% of hit points and damage potential). It should also be noted that “Hack & Slash” PCs will have a very hard time in The House Of  The Zodiac.

     There are different motives for adventurers to enter The House:

1. They find it & get curious.

2. They’re hired by a ‘businessman’ in Rauxes (Actually a high-level Thief not wanting to get his hands dirty) to ‘map out’ the place and destroy any monsters within it (Thereby giving the local Thieves’ Guild a cozy new home).

3. Rauxes’ latest “Ruler”, an insatiably greedy bureaucrat, has deemed the House to be within city limits and

Therefore is 12500 gp delinquent in back taxes. He’s hired the PCs as ‘Tax Collectors’ –to salvage 12500 gp from the House, keeping 10% each plus anything left over for their efforts.

4. If Evil or neutral-aligned, the party’s heard rumors of a poorly-defended stronghold near Rauxes just begging 

To be looted.

The Beginning

(After only an hour’s journey from Rauxes, you crest a hill overlooking the city.  You see a 10’ high wall of ornate purple crystal with an archway set in its center.)

The wall is 10’ high and non-magical, leading in a perfect circle some nine hundred yards.  A dwarf  or miner will find its stones (Amethyst) to be more valuable than those normally used in construction, worth approximately 800 gp if removed, but such an operation will take over a month without magical aid.
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The Courtyard

(Entering, you see  various statues of men and beasts  within 20’ feet of the wall, but none are farther inside than that. Most of the area within the wall is an empty clearing, except for a large, knobby, gleaming rock about 20 yards ahead.)

50% of the statues are just that; the others are men and beasts petrified by a high-level CHROMATIC ORB spell.  The PCs can determine this by a DETECT MAGIC spell, or by noting that some of the ‘statues’ have eyelashes. Should the party be able to turn STONE TO FLESH (Spell, potion), they may do so.  The freed creature’s reaction is rolled normally, with a 20% bonus to those who’ve freed it.   Determine the petrified statues with a 5th-level monsters roll.

The ‘knobby, gleaming rock’ is actually a resting ANKYLOSAURUS (AC 0, HD 9, hp 42, MV 6”, DAM 3-18), a “pet” of the Illusionist. If approached, it will awaken and move, but will not fight unless attacked.  It usually just grazes within the wall, coming and going as it pleases. If awakened, it will take a round to smell the party to determine they’re not edible plants, and will swing its spiked tail once as a warning. If left alone, it will go back to sleep. If fed, it will follow the party member who feeds it, until destroyed. It has no treasure.

The ‘clearing’ is an illusion, easily seen through by Disbelief, a DETECT MAGIC , DETECT ILLUSION, or similar spell. DISPEL MAGIC or DISPEL ILLUSION must defeat 14th-level magic to succeed.   PCs Detecting, Dispelling or Disbelieving the Illusion will see:

(An enormous tower, hewed from the same purple stone as the wall, rises before you to a height of 180’ above you. It seems more than 500’ in diameter. It has no windows and no ‘doors’ as such, but set  7’ up on one face is a five foot archway filled with purple mist.)

Most PCs will detect the tower merely by bumping into it; however, only Disbelief or the magicks above will reveal the archway. The sides of the wall are equipped with handholds, making for easy climbing, and there is a 2’ ledge around the archway. The rest of the Tower can be climbed, but has no other access points.

THE ENTRANCE

(The purple mist in the archway carries the scent of Vanilla, but has no other noticeable effect. Entering, you stand in a curving hallway of softly luminous white bricks. Strangely, the archway you’ve just entered from is now a wall of the same glowing bricks.  The hallway leads to your right…)

Once the PCs are within the Tower, the Archway behind them seems to be made of the same  white bricks.

The bricks radiate faint magic from a CONTINUAL LIGHT spell. If  PCs merely follow the hallway, they will emerge EXACTLY WHERE THEY ENTERED.  ONLY BY KEEPING IN CONTACT WITH THE LEFT-HAND WALL will they find any further access. Detection spells will merely inform them that the ENTIRE AREA is magical & illusory.  Disbelieving the illusion requires rolls made EVERY TEN FEET. As noted previously, “Dispel” magicks must be cast against 14th level. There are no wandering monsters in the outer hall.  Keeping contact with the left-hand wall, after 250 feet, will lead to:

1. THE  INNER  CHAMBER

(Passing through the illusory wall, you enter a wide, well-lit chamber. The air is a comfortable temperature, smelling of vanilla and  hums with soft, relaxing music.  Eight-foot thick purple couches line the walls.  Before you is a large bronze fountain, its water gushing to a ten-foot height.  Around the chamber is a mural depicting a purple –robed 
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man amid various adventures; the mural is interrupted by man-sized mirrors every twenty feet, and a huge, ornate bronze DOOR set into the far wall.  Above you, after a height of ten feet, the walls become black stone, and glowing sigils set every ten feet above you look like constellations in the night sky. As you gaze at the chamber, you all feel refreshed...)

Entering the chamber has the effect of a DISPEL EXHAUSTION illusion; each character entering will restore 50% of lost hit points for 14 rounds (It should be noted that restored hit points are ILLUSORY, and any ‘healed’ damage will return after 14 rounds, whether PCs are in the chamber or not!).  The fountain’s WATER is fresh and clear. The couches are indestructible and very comfortable.  The mirrors and murals are non-magical as well, but the mirrors and couches are so well-built it takes Giant Strength to remove them.   Any humanoids remaining in the Inner chamber for more than one turn will activate the following PROGRAMMED ILLUSION:

(As you inspect the chamber, you notice a man who wasn’t there before; a tall human male with white hair, wearing a purple cloak. He’s seated on one of the purple couches, which rises into the air ten feet above you.  “Welcome to my humble abode. Those of you with no ill intentions may rest here in this chamber for as long as you please; it is one of the few relatively safe places in this world.  But know that your safety ends beyond this room. May your stars grant you the ends you deserve.” The man smiles and vanishes; the couch returns to the floor).

The Illusion speaks in Common and only appears once per party. It says nothing else and takes no action; it can be dispelled by casting against 14th  level magic.

2. THE DOOR

(The Door is a huge bronze portal, eight feet high by six feet wide. In its center is a depression in the shape of a human hand.  Around the depression are twelve keyholes, each with a different sigil around it.)

The door radiates magic. It CANNOT be picked by thieves, or forced by ANY means short of a MAUL OF THE TITANS (And even such effort requires a full WEEK of hammering!)  Anyone placing their hand into the depression must save vs. Spell  (at –2) or unleash a CHAOS spell on a 10’x10’ area immediately before the door.  Even if saving throws are made, the door will still remained locked and the individual’s hand will remain PURPLE for 14 days (No saving throw; only removeable by WISH or ALTER REALITY).

3. ABOVE THE CHAMBER

(Above the murals and mirrors, the walls of the chamber have a foot-wide ledge every ten feet. The first ten feet is easily accessible by standing on the couches. Only the lack of additional stars around the ‘constellations’ prevent the ceiling from looking exactly like a night sky.)

The walls are pitted and easily scaleable; even non-thieves are treated as first-level thieves for the purposes of climbing them.  The ledges are unbreakable, but hard to notice as well. Anyone startled or jostled on a ledge must roll their Dexterity or less on 3d6 or fall. If anyone falls, roll a d8. On an 8, they land on a couch and suffer no damage (regardless of height).  On a 1-7, they receive 1d6 of damage per 10’ fallen.

(OPTIONAL RULE: As each Tower level corresponds to a different House of the Zodiac, you may wish to use Players or PC Horoscopes to various effects in the tower levels of ‘their sign’.  One option is to have the PC take NO damage from their ‘symbol’…and be unable to INFLICT damage on it either. )
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TOWER LEVEL ONE

(Once on the ledge, you find that the constellation is merely a glowing sigil on the surface of a black tapestry. Peering inside, you see a 20x20 room  dominated by a huge set of bronze SCALES, each five feet in diameter.  Above the scales is a small, slanted platform where a large metal KEY teeters, perfectly balanced, ready to slide onto either scale.)

There is nothing in the room besides the SCALES and the Key; both radiate magic. A FIND TRAPS spell will reveal a trap, but will not reveal what kind (due to a MISDIRECTION illusion).   Except for a 5’ square ‘lip’ around the room, and a massive column supporting the SCALES, the entire FLOOR is illusory. If anyone approaches the SCALES normally, they will fall 20’ into a dark, soundproofed pit (suffering 2d6 damage). Anyone else will not see them fall, but will see them ‘stumble’ then get up and stand around aimlessly, not responding to any communication. Those falling into a pit cannot hear or see without magical aid.  Getting the Key requires a successful jump onto either scale (Which will  

Drop an ‘unbalanced’ PC seven feet without damage). The iron Key, being magnetized to its platform, will not fall regardless of PC actions.  Using a human pyramid, LEVITATION or FLIGHT magicks, the Key can be removed easily. Anyone touching the central ‘balancing’ mechanism, or any other part of the SCALES, will receive 5 points of electrical damage (no saving throw) per attempt, unless specifically using nonconductive materials to do so.

TOWER LEVEL TWO
(Entering past the curtain, you see a beautiful, sunlit forest. In its center are two huge trees; an oak and a maple. Between them is a small, clear pool. A scent of perfume hangs in the air…and a quiet conversation ends with feminine laughter and soft, running footsteps.)

The “Forest” is only 30x30, with HALLUCINATORY TERRAIN making up the rest.  A (Shade) DRYAD ( AC9, HD 2, hp 10, #AT 1,  D 1d4 (Knife), MV#12, SA Charm, SD Dimension Door) and a (Shade) NYMPH (AC 9 HD 3, hp 13,  #AT 0, MV# 12, MR 50%, SA Blindness, SD Dimension Door)  hide within.  Both will hide upon any sign of intrusion, and neither will emerge unless an intruder is a high-charisma Male, in which case both will attempt to CHARM him. Charmed males’ only motivation is to remain within the forest, and will fight any attempts to remove them, or harm the nymph or dryad.  If  the party resists their CHARM or BLINDNESS powers, both will insist that the OTHER has the Key. In fact, the Key is suspended from a wire between the top branches of their trees. If attacked, they will Dimension Door away…But if either of their trees are climbed (without permission), they will ‘attack’ the climber once per round by tickling (requiring a DX check to resist falling). They have no treasure, but any FEMALE PC bathing in the pool receives 2 additional Charisma points until she bathes again.

TOWER LEVEL THREE

(Entering, you see an arid desert stretching to the horizon…but directly in front of you, almost buried beneath a huge sand dune, is a slab of sandstone supported by two huge columns. A dark entrance yawns within.)

PCs entering the ‘crypt’ will find a 20x20’ burial chamber inside it (And a wary Dwarf  or Thief might notice that its walls don’t look quite right), with a sarcophagus of carved sandstone within.  A FIND TRAPS spell will reveal the sarcophagus is trapped.  Once opened, the (false) left and right walls will collapse, letting two (Shade) GIANT SCORPIONS (AC 3, HD 5+5, hp 27,29, #AT3, D 1-10/1-10/1-4,  MV#12, SA Poison sting) attack the sides of the party, while a (Shade) LARGE SCORPION (AC 5, HD 2+2, hp  12, #AT3, D 1-4/1-4/1, MV#9, SA Poison Sting) attacks the ‘opener’. 
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Within the sarcophagus is a mummified corpse wearing a torque worth 800 gp,  two bracelets worth 200 gp each, two rings worth 50 gp each, and a small ornate silver dagger which is actually a Key. The corpse clutches a Scroll in each hand: one has the Cleric spells NEUTRALIZE POISON, CURE CRITICAL WOUNDS and RAISE DEAD; the other is a CURSED scroll, and the reader must save vs. Spells or be transformed into a Giant Scorpion…

TOWER LEVEL FOUR

(The curtain opens into a grassy plain, stretching to wooded horizons.  There are two distinct paths leading away from the entrance. Before you is a ‘scarecrow’ of dead branches, rotted cloth and rusty armor. One side of it is pierced by arrows; one side by strange-looking darts. A Wind blows, and the scarecrow turns several times. Beyond it, in a straight line twenty yards away, is another scarecrow…and another…and another…)

Although larger than the other rooms, most of the ‘grassland’ is HALLUCINATORY TERRAIN.  The Left path leads to a huge, twisted Banyan Tree which is the lair of two (Shade) MANTICORES (AC 4, HD 6+3, hp 41, 36 #AT 3, D 1-3/1-3/1-8, SA Tailspikes, MV#12/18).  As soon as a PC sights the tree (two rounds’ walk), one round later they will smell a foul odor; the next round they will hear the swish of a tail, then a volley of spikes will fly.  The Manticores will continue to attack until their prey dies or flees.  In the filth of their lair under the tree, they have collected  39 pp, 197 gp, 562 ep and 14  50-gp gems,

The Right path leads to a circular copse of young trees and saplings; the home of two (Shade) CENTAURS (AC 5, HD 4, hp 22, 18, #AT 3, D 1-6/1-6+weapon, MV#18).  Each has a composite bow, club, 70 gp, and an Arrow of Slaying (Mammal, Thief). The male wears an Iron Key around his neck. They will treat strangers with suspicion, unless

 accompanied by Elves.  They fear and avoid the Manticores, but will assist in an attack on them if offered, and may be willing to trade the Key for a portion of the Manticore’s treasure.

TOWER LEVEL FIVE

(The curtain opens onto the side of a sea-washed cliff.  Thirty feet below is a surging tide pool of sea water about forty feet in diameter, with identical cliffs on three sides. A small break between the cliffs enables a new wave to surge into the pool every other minute. The sky is dark, with the sun hidden behind storm clouds.)

The cliff face is negotiable for ten feet or so, then becomes smooth and wet, subtracting 10% from any thief’s chance of climbing.  The water beneath is 15’ deep, climbing to 20’ every third round. Swirling debris limits visibility to 5’.

Caught in the tide pool are any number of fish, the only threatening ones being four (Shade) SHARKS (AC 6, HD 2x6, 2x4, hp 24x2, 14x2 each, #AT 1, D 2-8 or 2-5) that will attack anyone entering the pool.  The turbulence within the tide pool negates PCs’ Strength, Dexterity and Shield bonuses during combat.  At the bottom of the pool is a locked strongbox with 2100 sp, 900 gp, and a gold Key. 

TOWER LEVEL SIX
(Entering, you  are assaulted with the stench of musk and sweat.  Guttering torches illuminate a fifteen-foot wide passageway leading in either direction.).

Both passages lead into a concentric-square maze, the floors of which gradually slope upwards.  The tops of the walls are  8’ wide, and are the preferred ambush sites of the two (Shade) MINOTAURS (AC 6, HD 6+3, hp 40, 35, #AT 2, D 1-4/1-10, SA Grapple, charge, SD +2 to surprise rolls) that hide here. Whichever path the party takes, the Minotaurs will track them, wait until they reach a dead end, then strike the rearmost party member with their axes by surprise. If the double-ambush fails to kill the PC, they leap down into alternate passages to escape retaliation, then attack again later.  Both Minotaurs carry huge axes (treated as Halberds).

In the filth of their main chamber is 1426 ep and a Brass Key.
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TOWER LEVEL SEVEN

(A tang of salt is in the air as you pass through the tapestry. You pass through a cavelike entrance only a few yards wide. Beyond the opening  are high dunes of pebbles and sand. Bright sunlight filters down from above, and the cries of seabirds fill the air.)

Beyond the Dunes, the HALLUCINATORY TERRAIN ends at a well-camouflaged wall. On a ledge above the entrance lurks a (Shade) GIANT CRAB (AC 3, HD 3, hp 15, #AT 2, D 2-8/2-8, SA Surprise), which will attack the ‘shiniest’ PC to emerge from the entrance. On either side of the entrance await two more (Identical characteristics), while buried within the dune ahead of the party are yet two more. The crabs on the side attack on the second round; those in the dune emerge on the second round and attack on the third. The first three attack with –3 on PCs’ surprise rolls (unless PCs state protective measures); the last two attack normally.

If the crabs are destroyed, the party may search the area. After one turn they will find a Silver Key. After two turns they will find 2-20 gems of 10-100 gp each. After three turns they will find a Potion of Water Breathing. After four turns they will find 200-500 sp…at which time the Room will ‘reset’ and five more Giant Crabs will attack.

TOWER LEVEL EIGHT

 (The curtain opens into a dark, narrow space with a wooden door directly ahead. It is necessary to approach it single file).

The door radiates magic. It opens easily. Anyone touching the handle activates two immediate & powerful  magicks:  first, the PC touching the handle is TELEPORTED (No saving throw, No chance of error) into an extra-dimensional space (See below).   Simultaneously, a SPECTRAL FORCE is created that the teleported character is in fact STILL THERE and is acting as if  he or she cannot open the door. The SPECTRAL FORCE will last for three rounds and then the illusory character will fade from sight.  The second PC touching the door handle will Teleport the ENTIRE PARTY (No saving throw, no chance of error) into the extra-dimensional space below.

(Beyond the door is ANOTHER narrow hallway with its walls in a black and white checkerboard pattern. The hallway leads twenty feet to another door with the words DÉJÀ VU engraved on it.)

The entire hallway radiates magic.  Five feet from the entrance is a one-way hidden door with a peephole. Beyond it is a 10x10 room with a fun-loving  DOPPLEGANGER (AC 3, HD 4, hp 22, #AT 1, D 1-12,  SA Surprise, MV 9) who is NOT a Shade. The  Doppleganger wears a Ring Of Contrariness with the additional power of Invisibility  and a Platinum Key. The door reading DÉJÀ VU is twenty feet away. Anyone touching the door activates a 14th level DARKNESS 10’ RADIUS magick.  The door has special hinges that make it open very slowly. The Doppleganger will not emerge immediately (unless its hiding place is discovered), but will wait for the PC to open the DÉJÀ VU door. It will then impersonate the PC, and attempt to rejoin the party (But will disagree with everyone, of course).

(Beyond the door is ANOTHER ‘checkered’ hallway leading to ANOTHER door with the words DÉJÀ VU engraved on it.)

This hallway also radiates magic. The door reading DÉJÀ VU is also twenty feet away, but anyone proceeding more than 10’ down the hallway must save vs. Spells or be SLOWED for 14 rounds.  It’s difficult to notice (1 in 8 chance), but two of the black squares on the ceiling don’t quite match…because they’re actually patches of OBLIVIAX MOSS (AC 10,

2 hp , #AT 0, D 0, SA Memory drain, steal spells, MV 0), which will attempt to steal the memories (and/or spells) of any creature entering the hallway.

(Beyond the door is a 5x5 closetlike space with another door reading DO NOT OPEN.)
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This door does NOT radiate magic and opens easily. Beyond it is a stone wall with a MIRROR OF OPPOSITION . Anyone foolish enough to ignore the door’s warning must save vs. Paralyzation or activate the mirror (A merciful DM may wish to have the PCs’ ‘duplicate’ SLOWED as well, if the character is still under the effect.)

TOWER LEVEL NINE

(Entering, you see a fifty-foot square pool, carved from black marble, with a five-foot wide ledge surrounding it.  A  male and female humanoid with elvin features and bluish skin are in an amorous embrace at the far side of the pool. Noticing you, they dive beneath the surface, out of sight.)

The Merman and Mermaid are illusory; the pool actually contains a WATER WEIRD (AC 4, HD 3+3, hp 19, #AT 1, D Nil, SA Drowning, SD half damage from fire, 1 hp from edged weapons, reforms in 2 rounds if slain, MV 12) which will attack the first party member to approach the pool.  A COLD-based spell will SLOW the ‘Weird; a PURIFY WATER will annihilate it. Otherwise it will reform in two rounds if ‘slain’.

The water is fresh and potable. At the bottom of the pool (Which is 20’ deep) is a Gold Key and a hard-to-spot DECANTER OF ENDLESS WATER (Treat as a secret door).

TOWER LEVEL TEN

(Passing through the curtain, you enter a thick forest. A narrow trail winds to the right, where a glimpse of a clearing and the corner of a wooden fence can be seen).

Within the clearing is a pen with 5 ordinary Goats (AC 8, HD 1, hp 5, #AT 1, D 1-4, MV 9). 90% undetectable in the foliage are four (Shade) SATYRS (AC 5, HD 5, hp 25 each, #AT 1, D 2-8, SA Piping: charm, sleep or fear, SD Camouflage, MV 18) who will not attack outright, but will protect themselves and the goats.  The presence of a high-charisma female will make the Satyrs pipe to Charm, otherwise they will pipe to cause Sleep or Fear. Only one Satyr has pipes, but all have short bows and short swords. 

A Bronze Key is in the Goats’ water trough; the party can also acquire it by bribing the Satyrs with wine. Almost undetectable in the Goats’ pen is a crude, dirt-smeared statuette (A FIGURINE OF WONDROUS POWER: The Goat Of Travelling). Only a Detect Magic spell or 2 turns of careful searching will reveal it.

 TOWER LEVEL ELEVEN

(Beyond the curtain is a Savannah of tall grass, in the midst of a spectacular sunset. Before you can truly admire it, a deafening ROAR freezes your blood, and the grass begins parting before you…)

A pride of four (Shade) LIONS (AC 6, HD 5+2, hp 40,39,38,37, #AT 3, D 1-4/1-4/1-10, SA rear-claw rake for 2-7, MV 12) are eager to meet the party. They attack until slain and have no treasure, but an Iron Key will be found in the undergrowth after 6 turns of searching.

TOWER LEVEL TWELVE

(You enter onto the base of a rocky hill.  A cave is situated about fifty feet up the steep slope.)

Within the cave are three (Shade) GIANT RAMS (AC 6, HD 3+1, hp 20 ea. D 2-12, MV 12) which will charge any PC approaching their cave. PCs will be –2 to hit due to rocky footing and the steep incline, and any character butted by a ram must make a saving throw vs. Petrification. Failure means the character has been knocked down and must save vs. Petrification AGAIN; failing THIS roll indicates the PC has been knocked OUT OF THE TOWER–LEVEL and has
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 ONE round to think of something before landing and taking 13d6 of damage, with ALL their possessions having to save vs. Falling! (Remember,  on a roll of 8 on 1d8 they land on a couch and take no damage.  Merciful DMs may wish to have falling PCs hit the fountain on a roll of 7 for half damage.  Falling PCs WITH EMPTY HANDS may attempt to grab at another Ledge to save themselves; roll 1d12 and subtract it from the PC’s chance to hit AC 6: Therefore, a PC must roll to hit anywhere from AC 5 to AC –8 to grab a ledge. ) Characters ‘down but not out’ lose an attack as they get back to their feet, and attacks against prone PCs are made at +3.  The Rams have no treasure, but a Silver Key can be found in the cave.

Once characters have all 12 keys, they can insert them into the Inner Chamber Door in any order. With the insertion of the last key, the door opens by itself, but the keys then TELEPORT back to their respective Tower Levels, ‘resetting’ the Shades that guarded them.  The door remains open unless closed from behind (A similar hand-shaped depression is seen behind it, with the exact effects of the depression on the other side) with a total of 22 Strength points.

4. ENTRYWAY

(Beyond the door,  soothing music and the scent of vanilla greets you once more.  A chunk of Amethyst buried in the ceiling glows by CONTINUAL LIGHT. You enter a 10x25’ corridor with a door immediately to your left, and the railing and banister of an ornate spiral staircase at the end.)

If the lit Amethyst is covered by a purple cloth, a 4’ wide flagstone in the floor will glow a faint purple color for one round. Immediately afterwards, if anyone steps on flagstone, it will descend into a dark 10x10 room. There is a locked secret door on its right wall, but most PC’s immediate concern will be the noxious purple ACID that will begin pouring from vents in the walls.  The Acid is a programmed SPECTRAL FORCE that will continue as long as anyone is in the room;  only disbelief or DISPEL MAGIC (vs. 14th level) will save the PC from taking 2-8 points of ‘damage’ per round until they escape or enter a psychosomatic coma at 0 hp.  PCs finding & unlocking the secret door will find themselves in area 36.

5. RECOVERY ROOM
(The room is lit by another glowing chunk of Amethyst. Inside is a large bed with two smiling, scantily clad elf-maids sitting on it.  On one side of the bed is a large two-drawer nightstand with two crystal decanters on top of it; on the other side is a sunken tub of the finest marble, filled with hot, perfumed water. As you enter, the elf maidens rise and say “Welcome home! What is your will?”)

The Elf-maids are actually GALATEAS, an Illusionist’s version of a SIMULACRUM. They are actually highly-crafted statues brought to life by a combination of SHADE, MAJOR CREATION and ALTER REALITY spells. Treat them as 1st-level Magic Users (AC 6, HD 1, hp 4, #AT 1, D Spell (Sleep) SD Elven abilities, MV 12).  Note that if they are Disbelieved, they suffer one point of damage per Intelligence point of the person Disbelieving them, and DISPEL MAGIC or DISPEL ILLUSION acts as a FIREBALL with no saving throw. These Galateas (Calling themselves Silver and Copper) have no other thought but to satisfy whoever enters—they are gifted singers and masseurs. They know nothing of the dungeon & prefer to remain in the room. If attacked, they will use their Sleep spells, then try to flee.

One of the Crystal Decanters is a POTION OF EXTRA HEALING with 5 doses; the other contains fine brandy. In the drawers is a shaving kit, soap, a bottle of fine cologne (25 gp), and two clean purple robes.  The bed and tub are non-magical but very relaxing. This room is generally used by the Illusionist to relax after adventures.
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6. SPIRAL STAIRCASE & HALLWAY
(The well-lit spiral staircase is constructed entirely of iron pyrite (fool’s gold) It leads twenty feet down to a twenty-foot wide hallway of with a black and white checkerboard pattern.)

The Stairs radiate magic; but only due to a MAGIC MOUTH on each step that scream assorted idiocies: “HERE WE COME, MAGGOTS!”—“SHUT UP, WILL YOU?!”—“GET OFF MY FOOT!”—“LET’S TRY TO BE STEALTHY HERE, ALL RIGHT?!”—

OH, IT’S OKAY, NOBODY HEARD US”—“HEY, I HEARD YOUR MOTHER MAKES LOVE TO KOBOLDS”—Etc.

7,  THE BIG WELCOME

(As you enter the hallway, two double doors on each side of it crash open and a howling horde of Ogres, Gnolls and armored War-dogs bursts out and charge at you.)

This is entirely a Programmed SPECTRAL FORCE, even the double doors.  Each round 1 Ogre, 2 Gnolls and one War-dog will emerge from each door, with no end in sight. PCs electing to believe the illusion and fight will suffer one cumulative point of (exertion) damage per round, i.e. 1 hp/2 hp/4 hp/8 hp, etc. Their foes will curse and bleed if struck, but will not ‘die’.  Any character may Disbelieve the illusion with a normal roll, or use DISPEL MAGIC or DISPEL ILLUSION to defeat it. Otherwise, if any PC walks “through” the horde and past the double doors, the entire SPECTRAL FORCE will be dispelled.

7. FEAST HALL
(The huge double doors to your right open with surprising ease. Within you see a well-lit, lavish chamber thirty feet wide by eighty feet long. It  is dominated by a thirty-foot long, eight-foot wide table of polished marble. Twenty padded chairs of iron pyrite are placed around it.   Each end of the room has a huge hearth with a roaring fire that produces heat, but no smoke.  The left and right walls are adorned with long, wide sheets of silvery metal framed with amethyst, each seven feet wide by twenty feet long.  The air is filled with a tantalizing aroma of  spiced meat. Another door is seen in the far left corner.)

This is the illusionist’s feast hall. A round after entering (if the PCs make any sound at all) a formally-dressed &

Unarmed (Shade) SALAMANDER (AC 5/3, HD 7+7, hp 44, #AT 1, D 2d6, SD Immune to fire, +1 weapon to hit, MV 9) will emerge from the door and say “Welcome, gentlemen. How many?” If the party replies, the Salamander will nod and write their answer on a pad. The Salamander will then invite the party to seat themselves. If the party does so, the Salamander will go back through the door and return two rounds later with a glass of water and a small plate of bread and butter for each PC.  It will then say “Servicia will be with you in a moment; enjoy your meal”, and leave again.

     If attacked, the Salamander will defend itself by tail-constriction and attempting to hurl PCs into the fireplace one at a time (Successful ‘to hit’ roll required) where they receive 2d6 of heat damage and their clothing must save vs. Fire or ignite and burn the PC further for 1d6 hp per round.

      3 rounds after the party is seated,  Servicia, a (Shade) Type V Demon (AC-5/-7, HD 7+7, #AT 7, D 1-4x6/2-12, SD +2 or better weapon to hit, MV 9/18) dressed in a topcoat and apron, will emerge and take the PCs’ orders. Virtually any type of food or drink the PCs can think of is available (Although requests for “Roast Salamander” or “Demon Flambe’” will elicit a reply of “Sorry, we’re fresh out…perhaps you’d care for a serving of Multiple Fractures, with a Good Stabbing on the side?”) Servicia aims to please and can trade witticisms with the best of them, but will refuse to serve rude PCs and will certainly attack if threatened.

     Whatever the party orders will be cooked and delivered in 2-8 turns; drinks will be served in 2-5 rounds.  There is no charge. Plates, glasses and silverware will vanish after being emptied.  If asked, Servicia will continue bringing food & drink until the PCs pass out or the next Ice Age begins, whichever comes first.
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     The table radiates magic, and carries CLAIRAUDIENCE of the PCs’ conversation back to the kitchen. The metallic sheets on the walls are magical also; any PC with an Intelligence of 13 or better can concentrate on them and create whatever vision he or she desires, even using the metal sheets as a CRYSTAL BALL, except for places he/she hasn’t visited yet. The metal sheets are virtually indestructible and resist all forms of magic.

8. KITCHEN

(You enter what is obviously a kitchen, virtually as big as the Feast Hall itself. A motley assortment of creatures look at you in vague surprise, then return to work.  On the right hand wall is a large bar and wine rack, where two small, blurry forms mix drinks with inhuman speed. In the center of the room are three long metal tables: at one, an Ogre in a butcher’s apron cuts slabs of meat to size. In the center, two more small blurry creatures put the finishing touches on several dishes. At the third, two elven women busily prepare salads.  On the left hand wall is a huge Oven situated between two metal doors).

All the creatures herein are SHADES; the “Small, blurry forms” are QUICKLINGS (AC-3,  HD 1+4, hp 10 ea. #AT 3, D 1-4, SA/SD Invisibility, etc., MV 96). The OGRE is AC 5 HD 4+1 hp 25, D 1-10 MV 9, The ELVES are AC 6 HD 1 hp 5 each SD immunities, MV 12.  None will converse beyond “We’re tryin’ to work, here”. They will not attack unless attacked first.

The left metal door leads to Cold Storage, a 20x20 supply chamber with every type of food and meat imaginable.

The right metal door leads to a dishwashing area run by a (Shade) KELPIE (AC 3 HD 5, hp 20, #AT 0, D 0, SA Charm & drowning, MV 9/12) who leaps merrily from tub to tub cleaning plates with her body. There is also a dry-goods storage area with fresh silverware, plates, etc. Like the other workers, the Kelpie has no treasure, and will only fight if attacked.  PCs can pretty much take whatever they please as long as they give a plausible excuse to the staff. If not sufficiently convincing, the QUICKLINGS will fetch “M’sear” (The Salamander) and Servicia to deal  with the PCs. 

9. THE SPHERE THEATRE
(You enter an enormous circular chamber with an Amphitheater within it.  Easily two hundred chairsface a 90x30 stage with a purple curtain behind it. The ceiling is covered with glowing constellations, to resemble a night sky.

There are 3 metal switches on the wall beside the door; one black, one white, one red. The white & black switches have been left down; the red switch has been left up. The area is dim, silent and apparently empty).

The entire area radiates magic. The Amphitheatre is  not only used for performances but as a training and practice area for illusion magicks. The BLACK switch by the door controls the House Lights, the WHITE switch controls the Stage Lights, and the RED switch activates a Magical “Stage Manager” trap, which is currently turned on.  Nothing will happen until a PC actually steps onto the stage. The effects of the ‘Stage Manager’  are determined by a roll of 1d12, depending on the PC’s alignment (see below).

STAGE EFFECTS: NEUTRAL OR EVIL-ALIGNED PC

1. PC begins a spontaneous monologue about the first creature he killed in combat.

2. PC is PARALYZED (No saving throw; must be carried off stage.)

3. PC is stricken by OTTO’S IRRESISTIBLE DANCE.

4. PC begins a soul-wrenching lament of his alignment; afterwards PC must save vs. Spells

Or change to a randomly-rolled new alignment. 

5. PC searingly rebukes his god(s) for 1d20 rounds, if not muffled, there is a cumulative 5% chance

Per round that an ALEAX (see FIEND FOLIO) will appear to punish the PC.
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6. PC begins professing his love for a random PC of the opposite sex; afterwards PC must

Save vs. Spells or be CHARMED by that PC as soon as eye contact is made.

7. PC describes his worst nemesis, and a PHANTASMAL KILLER bursts through the curtain

Behind the PC, attacking by surprise.

8. PC  ‘sings’  out of normal register, then loses voice for 14 turns (cancels all verbal spells).

9. PC struck by 14th-level COLOR SPRAY.

10. PC tells 1-6 bad jokes and is showered with rotten fruit from nowhere.

11. Burlesque music begins  & PC performs a complete striptease.

12. PC begins a self-deriding speech as unseen HECKLERS boo him/her; Character loses

1 Charisma point per round until dragged offstage, or PC reaches a Charisma point

of less than 3 & commits suicide. (once offstage, PC regains 1 pt./turn)

STAGE EFFECTS: GOOD-ALIGNED PC

1. PC sings a ballad in heretofore unknown tongue; when done, PC fluently speaks a new language of  his  choice.

2. PC struck by a magical Cream Pie which sustains all nutritional needs for 14 days.

3. PC improvises a song and stage combat routine vs. his most hated monster; thereafter, PC gains a permanent

+1 ‘to hit’ and damage bonus vs. that monster.

4. PC sings a love song and is thrown a bouquet of roses from nowhere.

5. PC tells a joke eliciting mad laughter from an unseen crowd; thereafter, PC can cast TASHA’S UNCONTROLLABLE

HIDEOUS LAUGHTER once per day for 14 days.

6. Music begins & PC becomes a beautifully smooth dancer.

7. PC performs a sword-swallowing act without hurting himself.

8. PC begins reciting his spells, instantly rememorizing any previously cast.

9. PC begins singing “The Barber Of Seville” while an UNSEEN SERVANT combs & styles his hair for him.

10. Drum roll begins as a magical levitating BULLSEYE flies around the stage. If the PC hits it with any

Missile weapon (Must hit AC 0), PC receives a permanent +1 ‘to hit’ with missiles.

11. PC shouts down a phantom Heckler; thereafter PC can cast TAUNT once per day for 14 days.

12. PC improvises a dynamic one-man song/dance/drama routine for 5d6 rounds; when done, the

Unseen audience applauds wildly and the PC gains a permanent +1 to his/her Charisma.

Note that if a PC steps on stage and actually performs in some manner (i.e., singing, acting, etc.) the Stage Manager will not activate. Pulling down the red switch will cancel the Stage Manager, but will not remove effects which have already taken place. A PC can be dragged offstage by other party members, but each party member in contact with the stage must roll their own effects if the system is still on.  Good-aligned PCs receive two benefits maximum; any good-aligned PC “hogging the limelight” to receive more benefits will hear a voice saying “AHEM!”, and one round later they will begin rolls on the NEUTRAL/EVIL PC list.  The stage amplifies the voices of anyone on it, so the Occupant of area 9B will not be surprised.

9A. BACKSTAGE

(Beyond the purple curtain, the stage continues for fifteen feet, ending at three wide stone steps which lead to a  backdrop wall of silvery metal, framed with Amethyst.  Behind the  wall is a workshop area with a large table and chairs,  two large chests, and a ladder. There is a door in the far wall with a star on it and a sign reading PRIVATE. )

The effects of the Stage Manager work on THIS side of the curtain as well, until PCs cross behind the backdrop.

Concentrating on the backdrop can cause scenes to appear, as they did in the Feast Hall. Both chests are locked, but neither is trapped. The first chest contrains seven drawers, each filled with every material component of 
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(most) Illusionist spells of level 1-7. The second chest contains tap shoes, boots, stage jewelry worth 125 gp total, stage armor, wooden swords, and a GIRDLE OF SEX CHANGE. The LADDER radiates magic, but it’s difficult to discern as the Theatre itself radiates magic as well. Anyone of Neutral or Evil alignment who touches the ladder must save vs. Spells or begin an uncontrollable ‘slapstick’ routine, slamming it into the other PCs at 2 attacks per round, doing 1d6 damage.  The ladder itself must be destroyed (AC 6, 24 hp) in order to stop it.

9B. DRESSING ROOM

         (This small chamber contains a couch, chair, desk and mirror framed with Continual Light gems.  A rack of 

         costumes covers the back wall.  In the mirror, a bald woman with leathery skin is applying makeup…but nobody  

         is sitting in the chair…or in the room…)

 As soon as anyone sees the bald woman, she will angrily mutter “Can’t you read? It says private…” and VANISH.

 The woman is actually a SKULK (AC 6, HD 3, hp 19, #AT 1, D 1-8+2, SA Backstab, SD Camouflage, MV 12), the former leader of a Skulk band that died trying to loot the House. She’s less cowardly than most of her ilk, with 18 Strength, the abilities of a 3rd-level thief and (since her exploration of the House) has learned the spells CHANGE SELF and PHANTASMAL FORCE.  After camouflaging herself, she will attempt to slip out of the room, lock whoever entered inside it, and quietly stalk the party, picking pockets where possible. She’s already found three pinches of Dust of Disappearance in this room (which she hardly needs, as she is 90% undetectable when immobile).  Also in the room among the costumes is a  suit of leather armor, several furs worth 1800 gp total, and a green scarf that radiates magic. It has the name “Anne A. Conda” written on it, and if the word is spoken aloud within 20’ of it, the scarf transforms into a real ANACONDA (AC 5, HD 6+1, hp 33, #AT 2, D 1-4/2-8, SA Constriction) which will constrict around the closest creature.  (Although the item seems cursed, it can be hurled at opponents and then activated).

10A/10B: COMMODES

(Either door opens into a well-lit bath of clean white tiles).

Each commode is identical to the other. They contain inexhaustible supplies of fresh water.

11. GYMNASIUM

 (The door opens into a large, square chamber filled with exercise equipment. A rope ladder is stretched horizontally across the walls at a height of eight feet. There are also punching bags, archery targets, a boxing ring and a 20x40 pool filled with clear water. The far wall is littered with pockmarks and slopes up to a steep angle, and the ceiling is covered with iron rungs.)

There is nothing magical or threatening in the room with the exception of the Boxing Ring, which radiates magic. If a particular foe or monster is thought of or named aloud, a SHADE of the creature will appear in the ring. It will not attack anyone who does not enter the ring, and will vanish if attacked from outside the ring. If more than one PC enters the ring, another SHADE will appear until each PC in the ring has an opponent. SHADES will ALWAYS strike first every round, but will fight honorably, vanishing if a PC surrenders or is brought to 5 or less hp.

If no opponent is thought of or named aloud, a SHADOW (AC 7, HD 3+3, hp 15, #AT 1, D 2-5, SA Strength Drain, SD +1 or better weapon to hit, MV 12) will appear in the ring as soon as a PC enters, and another SHADOW (identical characteristics) will appear for each additional PC that enters.  As these shadows are used to being summoned by the Illusionist for practice combat, they have an odd sense of ‘fair play’. If attacked without weapons, the Shadows will obviously not be harmed, but will say “Point!” when a PC lands a hit, and will vanish when a PC scores five hits. If attacked with magical weapons, the ‘gloves come off’, and the shadows will attack to kill.  While the room contains a number of weapons (throwing knives, quarterstaffs, pugil sticks, wooden swords, a composite longbow and shortbow, a light crossbow, 24 arrows, 24 bolts and a dozen darts), none are magical.
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12. LIBRARY

The door is locked. If picked or forced: (The door opens to reveal a softly-lit 40x40’ chamber lined with bookshelves. In the center of the room is a writing desk and a chair, a long table with four additional chairs, and two purple couches.  Two maps are visible on the wall; one of Rauxes, one of the Continent in general.)

There are over a thousand books in the room; none are magical, but the PCs can find one on virtually any subject they can think of (85% chance). Many of the books deal in the theory and practice of illusions, and if an Illusionist or Magic-User studies the books (requiring one month undisturbed), they receive a +10% bonus to their Chance To Understand Spells of the Illusion/Phantasm variety.  On the desk is a scroll with a 4th-level Illusionist spell (ENTRY/EXIT), several sheets of high-quality vellum (10x50 gp), 2 jeweled quills (100 gp each), a bottle of regular ink and a bottle of invisible ink.

13. GUEST SUITE

(You enter a lavishly prepared bedroom, with a bed, desk, chair, couch, and a chest of drawers. A gnome is laying on the bed; he appears to be sleeping.)

The gnome was a student of the Illusionist, but has been murdered by the SKULK. Any PC investigating will find that he has been stabbed in the back, and replaced in the bed to seem asleep.  The chest of drawers is filled with gnome-sized clothing. There is nothing else in the room.

14. GUEST SUITE

(This lavishly prepared bedroom has been wrecked by combat. The desk has been overturned, the chair is splintered. The corpse of a young male human with a bloody dagger in his hand lays next to the corpse of a bald, vaguely elvish humanoid with leathery skin. The humanoid is covered with superficial knife wounds, but appears to have been scared to death. The human has been stabbed in the back.)

This is essentially the same room as #13. The human male is another student of the Illusionist; he surprised a Skulk as it prepared to strike and counterattacked. His opponent died of fright, but the student was slain by the female Skulk. There are human-sized clothes in the chest, and nothing else in the room.

15. & 16. GUEST SUITES

(Another lavishly prepared bedroom.  It does not appear to be used.)

As #13 & 14, but these rooms are empty and undisturbed. The hall beyond this room ends in a 10’ staircase leading down.

16. STOREROOM

The door is locked. Once picked or forced: (The room is dark, musty and crammed with crates, shelves and boxes.)

The storeroom is loaded with every conceivable type of merchandise listed in the PLAYER’S HANDBOOK except for livestock, armor and weapons. There is nothing magical in the room.

The  right-hand wall leading up to the Storeroom door is Illusory.  If the party is oblivious to its presence, a Thief, Dwarf or Gnome might quietly wonder why it would be necessary to build a staircase leading to only ONE room.
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Anyone peering through the Illusory wall will see darkness. Once lit, they will see a staircase leading down 20’.

The Staircase is coated with an extremely slick OIL, however, and anyone stepping on it must save vs. Petrification at –2 or fall down its length, suffering 2d6 damage and alerting the occupants of Area 17. Once PCs are alerted to the oil’s presence, they may safely descend the stairs if they do so cautiously. Beneath the staircase is a ten-foot hallway leading to a heavy iron door…secured with a thick iron bar, from the PCs’ side.

DUNGEON LEVEL TWO

At the bottom of the  stairs, the right-hand wall is again ILLUSORY.  Beyond the wall is a 20’ deep PIT with oiled sides, except for a 5’ wide catwalk on the right-hand side.   Anyone falling into the pit receives 2d6 damage, and the area is magicked by both CONTINUAL DARKNESS and SILENCE 15’ Radius. The pit is littered with skeletons and one starving SKULK (AC7, HD 2, hp 4, #AT 1, D shortsword, SA backstab, SD camouflage, MV 12). Due to weakness, the Skulk only backstabs as a 1st thevel thief instead of  5th. It has no treasure and neither do the skeletons.

17. TRASH ROOM

(The heavy steel door opens slowly and lets out a noxious odor of filth. Your light barely illuminates huge piles of rotting garbage and waste.  As you try to keep your rations down, you hear a wet crunching sound from somewhere in the room).

This is the house’s waste depository, and anyone foolish enough to enter or stay within the doorway suffers the effect of a STINKING CLOUD spell (Non-magical).  Within the garbage lives a NEO-OTYUGH (AC 0, HD 9, hp 53, #AT 3, D 2-12/2-12/1-3, SA Grab, Disease, SD Never surprised, MV 6)  which will attack if anyone enters or leaves the door open for more than one round.  A clever tactician, the otyugh will grapple two intruders, doing 2d6 damage to the stronger intruder, while using the weaker intruder as a shield (Lowering its AC to –1, and forcing attackers to hit the grappled PC with a ‘to hit’ roll of its own.)  It can communicate telepathically, and might ask PCs how they can bear the smell of themselves.  If badly wounded, it will hurl grappled PCs out of the room and close the door behind them with its tentacles. It will not leave the room.  At the bottom of the garbage, two of its victims have left a STAFF OF CURING and a (light) CROSSBOW OF SPEED.

18. GAME ROOM

(Entering, you see a brightly lit, clean room.  On the left hand side of the room, two MIND FLAYERS sit in golden chairs at a small, round table, playing chess.  Grotesquely, they seem to be ‘snacking’ from a bowl of severed heads beside them.  On the right side of the room, four BONE DEVILS are playing cards and munching on plates of human fingers.. They glare at you as you enter, seeming annoyed by your interruption). 

Most PCs will either Disbelieve the monsters herein, or run for their lives. The Monsters are a PROGRAMMED ILLUSION triggered by opening the door.  After glaring at the party, they will begin growling and gesturing, and illusory  Flames will leap up around the PCs. If attacked, the monsters will arise and ‘fight back’ but will neither inflict nor receive damage. Once dispelled or disbelieved, only the Tables and Chairs will remain.

The CHESS SET radiates magic. If the set, pieces, or table is touched without the proper command word spoken,

The PC touching the set must save vs. Spell or be TELEPORTED to an extra-dimensional space (See below).

(In the blink of an eye, you are on a huge, flat surface with a checkerboard pattern. A vortex of howling winds and seething dark clouds surrounds the surface. All around you are huge statues of warriors, painted white and black.)

Each square is ten feet by ten feet.  PCs will find themselves on a Pawn’s square, on the Black side if they are of neutral or evil alignment, on the White side if they are Good. PCs on the board are magically restricted to a
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 movement rate of 1”, unable to use any transportational type magicks, and are prevented by WALLS OF FORCE from going backwards or from side to side. Each round there is a  1 in 4 chance that an enemy “Piece” will engage the PC, otherwise they are ignored for that round. Roll 1d10 to find the PCs’ opponent:

1-3. PAWN  (2nd  Level Fighter: AC 4, (Splint Mail), HD 2, hp 20, #AT 1, D 1-10+1 (Halberd, STR bonus) MV 1)

4. KNIGHT  (Centaur) AC 4, HD 4, hp 30, #AT 3, D 1-6/1-6/1-12 (Lance), MV 6)

5. BISHOP (5th level Cleric: AC 3, HD 5, hp 36, #AT 1, D 2-7 (Mace), SA 3/3/1  Random Spells, MV 4)

6. ROOK  (Oliphant:  AC 4, HD 8+4, hp 44, #AT  4, D 3-12/3-12/3-12/3-12, MV 4)

7. QUEEN (Female Stone Giant: AC 0, HD 9+3, hp 50, #AT 1, D 3d6+4, MV 12)

8. KING (Stone Golem: AC 5, HD 14, hp 60, #AT 1, D 3-24, SD Magical weapon to hit,  MV 1)

If a PC survives to travel 10 squares, he or she will be fully healed by contacting the 10th square, returns to full movement rate and is no longer effected by the WALLS OF FORCE. If a PC steps off the 10th square into the “Vortex”, they are TELEPORTED back to the Game Room.  If the KING is slain, all PCs on the board are teleported back. The Chessmen disappear upon reaching 0 hp. Note that there is only 1 King and Queen, 2 Knights/Rooks/Bishops, and 8 Pawns.  Only one chessman will engage a PC at a time; once engaged, they fight until destroyed.

Destroying the King will dispel the magic of the chessboard. Afterwards, the PCs might discover that the Chessboard lifts off the top of the table to reveal a BAG OF HOLDING containing 78 100 gold piece gems, 4 potions (Extra-healing, healing, levitation & frost giant strength) and 2 scrolls (Protection from Demons;  Invisibility/Phantasmal Force/Rope Trick/Maze.)

The OTHER table is not a table at all, but a MIMIC (AC 7, HD 8, hp 50, #AT 1, D 3-12, SA Glue, SD Camouflage, MV 3)

It has 700 platinum pieces glued to its ‘back’, along with a deck of ‘cards’. The cards radiate magic; they are actually throwing weapons. Anyone proficient in throwing knives, axes or shurikens may throw them up to 50’ for 2-5 damage, twice per round. There are 24 cards; 8 have command words (VALES-Save vs. Magic or be SLOWED 1 turn (2) SOL-Save vs. Magic or be BLINDED for 1-4 rounds (2);  PETRE-Save vs. Magic or be PETRIFIED for 1-10 turns(2); TREGA-Save vs. Poison or Die (2).  Removing anything from the Mimic’s back requires an Open Doors roll; if more than two items are thus removed, the MIMIC will attack.  If spoken to, the Mimic will communicate, and will be happy to trade its ‘ornaments’ for food. It knows little about the dungeon, but it knows not to mess with the Chess set.

19. LADY & TIGER

    (You enter a 50’ square chamber, which smells of both Musk and Perfume.  The room is littered with bones.

On the far wall are two identical metal doors, each barred from the outside. The one on the left has the word “Lady” engraved on it, over which someone has painted a line of blood, and the word “Tiger” beneath it. The right door has the word “Tiger” engraved on it, with the word “Lady” written in blood beneath it.)

The doors are non-magical and have no distinguishing features except for the writing. In the room on the right is indeed a Tiger, actually a female WERETIGER (AC 3, HD 6+2, hp 39, #AT 3, D 1-4/1-4/1-12, SA rear claws for 2-5/2-5, SD Silver/magic to hit, MV 12), who has been magicked to remain in her wereshape until TOUCHED (not ATTACKED) by a human hand. If released, she will strut around and smell the party, but will not attack unless attacked. If nobody transforms her, she will strut to the door marked “LADY” and urinate on it, then leave.   If transformed, she will return to her human shape, a 6th-level  human fighter named Kasmir. She might agree to join the party if given a weapon and an equal share of  any future treasure.

The room on the left has a very lovely lady in it; too bad ‘she’ is a RAKSHASA (AC –4, HD 7, hp 42,  #AT 3, D 1-3/1-3/2-5,  SA Illusion, spells as a 7th level Mage, SD immune to spells below 8th level,  Magical weapons to hit, half damage from weapons below +3, MV 15). She will claim to be a wandering magic-user named Zaratha, who was kidnapped by 
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the Illusionist and chased into this room by a Tiger. She will plead with the PCs to ‘kill that horrible beast if they find it’, and promise them a rich reward if they safely escort her from the dungeon (giving her a chance to divide, conquer and devour them, of course.) 

Neither the Weretiger or Rakshasa has treasure. The rooms they are in are 10x10, and empty except for straw. Anyone entering the rooms for more than 1 round will be magicked into a state of TEMPORAL STASIS on the second round (Save vs. spells applies). Anyone opening the door dispels the magic.

20. GALLERY

(This room is 60 feet by 20 feet, well lit and empty except for softly padded couches, and an assortment of huge paintings on the walls.)

All the paintings are five feet high by three feet wide and radiate magic.  There are 12 paintings that each correspond with the various levels of the TOWER; touching them will instantly TELEPORT  the PC to that tower-level. Another Painting is a view of the House being constructed; touching it TELEPORTS the PC out of the tower. Another is a view of Rauxes; touching it TELEPORTS the PC to a hillside just outside the city. Other paintings are as follows; merely LOOKING at them will activate them.

1. An UMBER HULK bursts out of a cavern wall. (Save vs. Spells or CONFUSED for 14 rounds).

2. Two MEDUSAS in a sickening amorous embrace (Save vs. Petrification or Else!).

3. A BERSERKER in combat with Giants (Affects any FIGHTER as a HEROISM potion for 14 turns).

4. ELVES shattering a giant Hourglass to free a trapped human (Rejuvenates viewer by 1-10 years).

5. A PEGASUS soaring above the clouds (Gives viewer ability to FLY at will for 14 turns).

6. A  MAGICIAN climbs a crystal stairway to the stars  (Turns viewer ETHEREAL for 14 turns).

7. NARCISSUS gazes at his reflection (Gives viewer +1 Charisma but –1  Wisdom)

8. A VALKYRIE attends to a wounded soldier (Acts as a HEAL spell)

9. A CHIMERA menaces a chained, blindfolded woman  (Viewer MAZED as per the spell as a REAL Chimera

(AC  6/5/2, HD 9, hp 53, #AT 6, D 1-3/1-3/1-4/1-4/2-8/3-12, SA Breath weapon, MV 9/18) Appears and

attacks party by surprise.

10. A group of Adventurers swimming towards a door (Gallery door slams & locks; Painting bursts open

& 250 gallons of water per round surge into the room.  The Gallery will fill in one turn, PCs will begin

taking 2-20 points of drowing damage per round after 12 rounds.  The Door requires  picking by a thief, KNOCK spell or 120 hp of damage by BLUNT  weapons to open. The Water vanishes when door opens.

21. CLEANER’S ROOM

(The door is locked, with the words ONLY OPEN EVERY OTHER SATURDAY on it).  If/when opened: (You see a ten foot by ten foot chamber, with a SWORD hovering in the middle of  it.)

Anyone stupid enough to go for the sword will smack into a GELATINOUS CUBE (AC 6, HD 5, hp 27, #AT 1, D 2-8, SA Paralyzation, SD Transparency, MV 3) which will be relieved to find food coming to IT for a change.  This CUBE is released every other Saturday to ‘sweep’ the dungeon; a ‘homing’ magick sends it on a predetermined path.  If the CUBE is destroyed, the Sword (+1 Bastard Sword, +4 vs. Reptiles) can be freed.
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22. SHADOWPLAY

(You see a circular chamber, perhaps sixty feet in diameter.  The walls are lined with mirrors.  Six large stone columns support the ceiling, where moving images of the Sun and Moon chase each other across the painted sky every minute. The light levels in the room change constantly.  At its center is a statue of the Illusionist, with a large shining gem in his upraised fist. There is another door on the far side of the chamber).

The room contains 9 SHADOWS (AC 5, HD 3+3, hp 15 each, #AT 1, D 2-5+ Strength Drain, SA Magic weapons to hit; MV 12) who get their kicks out of the fast-shifting light.  They hide behind the columns until the party enters.  3 rounds after either door opens, a mechanism will activate that SPINS the entire chamber at 24” per round.  Once the spinning begins, PC must make DX checks every round or fall. They will take no damage, but will have no Shield or Dexterity bonuses, and must make another DX check to stand up again.  PCs not falling will be unsteady, moving at half speed with a +1 AC penalty, and  receive no strength or dexterity bonuses ‘to hit’ or damage until the room stops spinning. The Shadows  will attack until two-thirds of their hit points are lost, then will retreat to the Plane of Shadow. They have no treasure, but the Gem in the statue’s hand is worth 2500 gp, and removing it will stop the room from spinning.

23. CELLBLOCK

(This large chamber  contains 5 seven foot by seven foot iron cells on each wall; all appear empty.

The far wall holds a large water trough, a ring of keys, a torch and a bullwhip.)

This is a Cellblock for captured intruders; currently empty.

24. HALL OF THE DEAD

(Two huge, locked doors of bronze are engraved with a request in Common not to disturb the sleep of the dead.)

Once the doors are picked or forced: (The area beyond is dark and cool, almost seeming to feed on light. A low moan can be heard, but perhaps that’s merely an air current. Rows of well-crafted marble Sarcophagi  line a wide hall, leading to another set of bronze doors. Skeletons, standing at attention with scimitars raised, stand at each wall.)

There are NO continual lights here; the party must provide their own. Once ANY light is brought into the area, the 12  SKELETONS will animate and attack, concentrating on whoever holds the light.  The PCs will doubtlessly laugh and yawn, but the Skeletons are a mere nuisance/diversion force for the room’s actual guardians: a group of 6 (Shade) MUMMIES (AC 3, HD 6+3, hp 35 each, #AT 1, D 1-12, SA Cause Fear, SD Magical weapons to hit, MV 6) who wait on a wide ledge 8’ above the floor, 3 on each side.  They will  hurl large Rocks down at the PCs (1d12 damage on a hit) until the Skeletons are destroyed, then leap down at the party, gaining surprise 80% of the time.  Being Shades, these Mummies cause fear but not disease.  Unlike the Skeletons, they cannot be TURNED.

The sarcophagi are not trapped, but are locked and extremely heavy (requiring 20 STR to remove a lid). They hold the remains of the Illusionist’s relatives and fellow adventurers.  One such adventurer was buried in +3 CHAIN MAIL; 

Another with a  pair of BRACERS OF DEFENSE (AC 5); Another with a BATTLE AXE +2,  and one with a RING OF WARMTH.

All together, the bodies wear 21 pieces of 100 gp jewelry.  There is no immediate ill effect to looting the dead, but for PCs involved in an ongoing campaign, there is a 10% chance that each PC taking a magical item from the dead will be stalked by a REVENANT afterwards.
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25. TREASURE ROOM

(The room beyond the doors is lit from above; the entire ceiling appears to be made of jagged, glowing rose quartz and amethyst crystals.  The gleaming heaps of coins and other treasures covering the floor adds to the illumination. The far wall seems to have caved in; there is a twenty-foot wide crack in the wall with a spill of crushed masonry

 leading up to it. There is darkness beyond it.)

The room contains 27,000 cp;  19,000 sp;  10,800 ep;  8490 gp, 2200 pp, 6 golden sculptures worth 500 gp each, 17 silver sculptures worth 100 gp each, and 29 pieces of jewelry worth 100 gp each.  There are also Potions of Sweet Water, Oil of Etherealness, Extra-Healing, Healing, Diminution, ESP, Gaseous Form, a suit of Plate Mail +2, a +2 Longsword of Giant Slaying, a Wand of Illumination (18 charges) and 2 scrolls: Conjure Animals, and Create Galatea.

Alert PCs will notice ‘trails’ of treasure and large claw marks near the caved-in wall (which leads to Area 28). Even more alert PCs who look UP instead of giddily adding up their wealth  might notice the jagged crystal ceiling descending on them. This trap will descend quietly two rounds after the door is opened.  Any SPELL cast on it will be reflected in a random direction (Roll 1d4: 1-left, 2-right, 3-4 –back at the caster).  The ceiling will STOP upon contact with any resistant substance harder than wood; therefore it might force armored PCs to a prone position but will stop upon contact with a platemail breastplate.  If the coins have not been removed, the PCs will suffocate in a crushing embrace of treasure!  Actually, all the PCs need do is jam any iron weapon between the ceiling and the floor, or upend one of the sculptures; this will allow just enrough space and oxygen for them to escape and remove treasure…albeit very slowly.

26. HOOKED ON COMBAT

(Beyond the door, it is apparent that the mining crew building the dungeon gave up.  Two bald, leathery-skinned humanoids lay dead of strange puncture wounds on the crude stone floor, which ends after ten feet at a gaping Cavern at least 40’ deep.  The floor and roof of the cavern is littered with Stalactites and Stalagmites.  The far wall of the cavern, at least 200’ away,  reveals several caves. Strangely, several metal cables above you arc across to the caves.)

The cavern is the lair of a tribe of seven HOOK HORRORS (AC 3, HD 5, hp 40, 37, 35, 30, 28, 25, 22, #AT 3, D 1-8/1-8/2-12, MV 9) who were here long before anyone else.  They use a narrow, dry riverbed at the bottom of the cavern to get in and out of the cavern through a small cave a mile away. Although their presence drove workers away, the Illusionist recognized their value as guards and set up the metal cables for them to attack intruders. If a party member fell down the stairs to the second level, there is a 75% chance that two of the Horrors have hidden just beneath the edge of the stone floor, waiting to ambush the PCs and pull them down to the cavern below (If a PC falls into the cavern, they receive 4d6 damage from the fall and must save vs. Petrification or strike a stalagmite and receive an additional 2d6 points of damage). The other Horrors will hide in their caves, waiting for a PC to venture out onto a cable.  Once a PC gets more than 20’ across, the Horrors will pull the cable up and down, requiring the PC to save vs. Petrification or fall each round they are on the cable.  Should a PC get more than halfway across, the Horrors will begin sliding down the cables on their hooks, gaining +2 ‘to hit’ and damage on their first attacks due to momentum. (The Horrors may only make a hook/beak attack while on the cable as their 2nd hook must be used to hold them up.) PCs on cables lose all DX and shield bonuses for AC while on a cable, and attack at –2 with no strength bonuses possible.  The cables are thick and very strong, requiring 40 hp to break.

The Tribe Leader (40 hp) will remain in his cave, directing the attacks of the other Horrors by their clicking language.   Skilled at cable-fighting, the Horrors will only lose their grip if a PC does a ‘called shot’ on their cable hook with more than 10 hp of damage.  Horrors (or PCs) on cables save vs. Electrical magicks at –4.
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The bottom of the Cavern is littered with skeletons; among them PCs can find one wearing Elfin chainmail, one with a Shield +3 and one clutching a +1 Morningstar.  In their caves, the Horrors have amassed 14 gold chains worth 50 gp each,  29 jeweled necklaces worth 100 gp each, 7 pearl necklaces worth 250 gp each, a Brooch of Shielding and a Necklace of Prayer Beads. Most caves are 11-20’ deep; only one leads further into the dungeon.

27. LAVA BED

(The tunnel begins gradually descending for hundreds of yards, you notice the temperature slowly rising, and a faint glow in the distance. A few minutes later you emerge into another cavern, ninety yards in diameter and brightly lit. There is a tunnel on its far wall; all you need do is find some way across the 50-foot river of molten lava before you.)

The “Lava” is actually an underground river with a permanent SPECTRAL FORCE and NON-DETECTION cast on it.

The Non-Detection prevents any Detect Magic or Illusion spell from functioning in the cavern. Full auditory and thermal components are included in the illusion.  Any PC in contact with the ‘lava’ without magical fire protection, or disbelieving it suffers an instant 7d4+7 hp of psychosomatic damage. The river runs between close-fitting boulders on the right cavern wall, out of sight to the left where it gradually emerges in a waterfall a mile from Rauxes.   

The SPECTRAL FORCE makes the river a time and spell-wasting nuisance; once disbelieved, it still must be crossed for the PCs to proceed. The water is 5’ deep and moving at a good clip, but not too dangerous.  

There is a 25% chance that the lava illusion has attracted a war party of 15 FIRENEWTS (AC 5, HD 2+2, hp 12 each, #AT 1, D 1-8, SA Breathe Fire, MV 9) with a 3+3 HD leader (AC 3, hp 22) and a 3+3 HD Priest (AC 5, hp 20, Spells: Faerie Fire, Heat Metal, Pyrotechnics, Produce Flame 1/day). If so, they will be located on the far side of the lava bed, hurling rocks (1-3 hp), spells and insults at the PCs until they come close enough to fight. They each carry 5-20 sp.

28. TUNNEL

(This rough tunnel snakes off into darkness. A trickle of water is at the bottom).

This tunnel allows a dark & wet passage back out to the hills outside Rauxes. It twists around for miles, however,  requiring at least a day on foot.   If they have not already been encountered, there is a 25% chance the PCs will meet the Firenewt War Party, and a 10% chance they will meet the King Of Twilight, returning from a raid. If neither are encountered, any other encounters will be on the ‘Temperate Mountain’ wandering monster table.

29. KING OF TWILIGHT

(The tunnel widens into a cavern engulfed by darkness…darkness which actually seems to ‘pulse’ from ordinary shadow to impenetrable inky blackness. One of you takes a step and sends a few small stones clattering away. Instantly you hear an inhuman voice growl: “It’s the Illusionist. Kill him.”)

This cavern is the lair of the self-styled “King of Twilight”, a Young Adult SHADOW DRAGON (AC –5, HD 12, hp 66, #AT 3, D 1-6+5/1-6+5/3-18+5, SA Breath Weapon, Spells, Dragon attacks, 15’ Fear radius, SD 25% Magic Resistance; MV 18/30) and its ‘Pets’, three DISPLACER BEASTS (AC 4, HD 6, hp 39 each, #AT 2, D 2-8/2-8, SD –2 to foe’s attacks, Save as F12, MV 15). “KOT”, as his friends call him, has learned of the Illusionist’s stronghold and has just reached his goal of looting the Illusionist’s treasure room (for HIS type of treasure, anyway).  KOT has stolen 44 100 gp gems, a suit of Leather Armor +1, a Shield +3, two jars of Kheogtom’s ointment, and two scrolls: Blindness/Paralyzation/ Improved Invisibility/Phantasmal Killer/Chaos, and Protection from Magic. 
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To all these beasts, absolute blackness is a mere hazy night. The Displacer Beasts will instantly leap to attack without fear, while KOT casts spells to assist them. Beyond the spells on his scrolls (which he will use first), he knows the spells CHARM PERSON (x2), WEB and STINKING CLOUD. He also has the innate Shadow Dragon ability of MIRROR IMAGE three times per day. His breath weapon is a  40’l/30’w/20’h cloud of negative-energy darkness which drains 3/4ths  of the life energy levels of those caught within it; save for half , effect lasts 3d4+1 turns. PCs reduced to 0 levels are comatose for the duration. KOT will instantly use the IMPROVED INVISIBILITY, then cast spells (his and the scroll’s.) He will not use physical magicks or his breath weapon  (Web, etc.) unless & until his Pets are killed. If the battle goes against him, he will use MIRROR IMAGE, read the PROTECTION FROM MAGIC scroll, scoop up his gems and escape  through tunnel #28, vowing vengeance on the PCs.

NOTE: To change the challenge of the dungeon, DM’s may wish to place the cavern complex behind the Treasure Room (And forego the barred entrance at Dungeon Level Two), starting with Area 26. This way higher-level PCs might be challenged as well. The Spells EXIT/ENTRY and CREATE GALATEA will be described in a future adventure.

