An eerie, pale gold light spills forth from the pageway ahead of you, as the tunnel
begins to slope downwards and widen and the gresomabths out beneath your feet. A
few dozen more paces reveal the source of thesgebdo your wary eyes - a gigantic,
sprawling cavern, miles wide and seemingly wormftbe natural rock. Strange
growths of luminescent fungi above light the enpilgce in an eerie, twilight glow, while
ahead of you lies a maze formed from ridges oftehed basalt, forests of giant
mushrooms, and twisting lakes of bracken, stagwater. At the center of all this rises a
ghostly metropolis - ringed round with massive antiroken walls, filled with thousands
of buildings suitable for use as households or shapd with a towering citadel at its
core - yet seemingly utterly empty of all life.

You have surely reached the FORSAKEN CITY OF NAAVRO

THE OUTER CAVERN

The cavern area surrounding the walls of Naavraswdderness in microcosm. The
cavern floor has been shattered and reshaped Ipatisage of time, and many forms of
fungi and underground beasts have spread througfisaetaiches. Even traveling from
the cavern’s outer entrances to the gates of theaken City can be an adventure in
itself.

Three types of terrain can be found in the outeewa The firstpare stone is default —
empty, unrelieved plains of cracked and raggedlyaaasaltic rock, broken only by the
occasional patch of loose sand-scree or a lonelydiubloom. Vision and line of sight
are unlimited when within this region, as is moveinefor though many small fissures,
ravines and slick patches mark the area, it imgegytno more difficult to traverse than
say, a typical dungeon staircase.

Fungal forest, by contrast, presents many obstacles to traaélirtyg the speed of all
movement and imposing a to-hit penalty on missitedf —2 per range bracket, as many
interposing objects exist to block fire. Abserd tise of magics such pass without
trace, any travel through a fungal forest leaveack that a blind man could follow.

Fungal forests are found only on the tops of higges within the outer cavern, for
reasons that are not entirely clear, and existarfynkinds of strange, verdant growth —
from oily mosses that crush slickly underfoot twésing mushroom stalks that rise twice
a grown man’s height, and all sizes in between.

Though eating the mushrooms found here is possib&enot recommended — if any
character experiments, roll d% to determine thesequences. (If the character is a
druid, ranger, or has extensive wilderness sunaxgkerience, add +5 to the roll for every
level/HD they possess.) On a roll of 01-30, theshmaom in question is actually
poisonous — roll 1d6; on 1-4, the poison only otfliacute stomachache and nausea,
penalizing AC and to-hit by —2 apiece for the &2 hours; on 5-6, the hapless
adventurer must save versus Poison at +2 or diea @Il of 31-90, the mushroom has



no harmful effect when eaten, but no beneficial eitiger; on a roll of 91+, the
mushroom is actually healthy, and can be colleotatbnsumed as standard rations.

Areas of openvater within the Outer Cavern are quite often less thalpitable — the

water is often stagnant and bracken, tainted wihykinds of unpleasant minerals, and
if drunk untreated will inevitably result in acutausea shortly after consumption — the
mechanics of which will result in the unfortunatetim gaining not only no respite from
thirst, but needing to consume an extra meal’s lgugfdood as well. Depth of the water
can vary greatly from location to location and egs&p by step — each pool shown on the
map can have a depth ranging anywhere from 4’ t¢rad 2d4+2 to determine, if
necessary) and incautious waders will discovertti@atmurky and seemingly-calm
surface of the waters hide, all too often, a suddehprecipitous drop-off of the rock

floor beneath!

Wandering Monsters

Roll once per hour for wandering monster encountérsn within the Outer Marches.
The base chance for an encounter occurs on afrblP@n d8; if the party has spent
most or all of the hour in or aroumdhter terrain, this chance rises to 1-3.

If the dice indicate presence of wandering monsteis2d10 and consult the table
following. Infungal forests add 4 to the 2d10 roll (treating modified reswoit®1 or
more as a roll of 20); iwater, subtract 4 from the 2d10 roll (treating modifregults of
1 or less as a roll of 2).

2 4d8giant rats

3 1d6+2Zgiant toads

4 1crimson death

5 2d4+2merrow

6 3dlZgiant rats

7 3démongrelmen

8 1 (50%) or 2-4 (50%)aavros manticores
9 1d4+Irust monsters

10 5d6giant rats

11 1Naavros doppelganger

12 4d4+4ghoulish lizards

13 1d6+1giant scorpions

14 lquasit

15 1d3cockatrices

16 2d8ghoulish lizards

17 4d4vargouilles

18 1d1Qgiant scorpions

19 1 (25%) or 2-7 (75%ghambling mounds
20 1d4+2wyverns

Cockatrices (MM 15) remain airborne as much as possible, divingaiantial prey from
directly overhead and returning to the skies aftesund’s worth of attacks. Their



preferred order of targets are other flight-capaiplponents first, enemies with
demonstrated missile-fire capability second, dlleos last. Individual cockatrices will
flee at best possible speed, in a random diredfioaduced below one-third their
maximum hit points.

Crimson death (MMII 32) will seek to hide and attack from behind in astbafter the
party passes, striking at a single vulnerable taagd hopefully overwhelming the
hapless victim immediately and without chance faticoy. Its intelligence is sufficient
for it to choose to strike at a badly injured closgafirst, if such a target presents itself,
otherwise a magic-user or similarly lightly-armoiadividual. If the crimson death’s
first kill goes unnoticed by the party, there isase 80% chance that the dread creature
will quietly trail the party’s movement, attackiagain in the hopes of a second grisly
meal some 7-12 hours later. Such a pattern wiltinae until the crimson death is
detected and driven off, or the party passes berkatgates of the Forsaken City.

Doppelganger, NaavrogMM 29) cannot take humanoid form, but instead can @iy
the form of a quadripedal animal. The doppelgasgeatural form is similar in size and
shape to that of a donkey or pony, but with strjragidly-bulging limbs, pale and mottled
skin and an unusually mobile mouth with equivaldetterity to a human hand. The
doppelganger still retains all its excellent ingghce, mimicry abilities anBSPand will
attempt to infiltrate itself into the party by taki on the form of a mule or other pack
animal. If such a ruse works, it will then begiattempt to eliminate party members in
their sleep, one by one.

Ghoulish lizards fight as ghoulsNIM 43) but take the form of 5’ long, emaciated and
gangrenous lizards; their base move is 15”, ang shiéke with but one bite a round for
1d6+2 damage. Their paralysis is saved agains? & the roll. In battle, they spread

out and seek to strike at their enemies from disiat once, leaving no target unengaged.
Humans killed by ghoulish lizards will not rise @sdead.

Giant rats (MM 82) move in tight packs, seeking to overwhelm tlosest creature with
as many attackers as possible, biting until thedy gtops moving and then moving on to
the next target. They will feed on hirelings aratlpanimals as easily as adventuring
humans, and show no mercy towards potential ptewd noises or use of fire may serve
to drive them off prematurely.

Giant scorpions(MM 85) approach without attempt to flank or ambusleksg to

grapple at prey with their claws and holding thetiam in place for stinging. Roll claw
attacks in a combat round first; if a claw attagk Bnd the scorpion attempts to sting the
same target, its attack roll is at +4 due to abibtpin the opponent. Giant scorpions will
not seek to follow opponents into water of any dept

Giant toads (MM 96) wait in or near pooled water whenever possdo, will only be
hostile if they believe their ponds are likely #® disturbed. They will seek to drag
adventurers into the water with them, to eventuddtywn; if a giant toad’s attack hits by
more than four points above that needed to hitahget AC, said target must make a



save versus Death Ray or else be drawn into therwetpped beneath its surface unless
or until the toad is killed. Note that each toathve in any encounter can only trap one
opponent at a time, and the trapped character tillastske at his tormentor with small
hand weapons (daggers, hand axes &c).

Manticore, Naavros (MM 65) stalks along the ground, looking for preywyill strike

with its tail spines from a distance, then charge melee. Manticores within this cavern
are slightly different from their surface-dwelliogusins; their wings are smaller than
usual, heavily armor-plated, and unusually flexiltieis not suitable for flight but able to
block up to four attacks per round from thrown assile weapons (no roll needed; the
missile simply deflects harmlessly off the interpdsving-armor). Manticores will fight
until killed; if the party attempts to flee, theseasts will pursue for only 1d4 combat
rounds before abandoning the hunt.

Merrow (MMII 96), or aquatic ogres, fight with piercing spesssvell as crudely-
shaped hurled knives (1d3+2 damage, -2 ‘to hit’ ugoor balance and construction).
They will attempt to take prisoners if given thenbe, and force-march any captives to
their lair at locatior2. They will also seek to retreat to their lairefluced to half
maximum HP, but make little effort to hide themitrand can easily be followed as long
as they do not cross into deep water. No treaswarried aside from weapons and a
few bits of spoiled meat, results of a poor dayisth

Mongrelmen (MMII 92) are all of but 1 HD in strength; they are agts, scouts and
scavengers within the caverns surrounding the kers€ity, and will seek to avoid
combat with the party unless forced to fight. Thap offer little to the adventuring
party, but may trade information for foodstuffstiamasure if the party is willing.

The mongrelmen can offer basic directions to therowelair (location2), the mycotene
grove (locatior), the eternal flame (locatidt0) and the high warren (locatidr?).

Note that in all these cases the mongrelmen wilisedadventurers to stay away, as the
areas are dangerous, and provide only the mostiosres detail as to what threats are
present in each location. The mongrelmen also kihatveven greater danger is present
in locations5 and9, but have not even the faintest notion as to wdsitles in each area.
The mongrelmen are aware of the shades residémtations4 and8, but will not speak
of these dread beings under any circumstancesrfe¢ae of the shades is absolute.

Quasit (MM 80) will only appear once; if further wandering mster checks indicate this
encounter, reroll or treat as ‘No Encounter’. Tdumsit is a pathetic, cowardly agent of
the demon-prince Orcus, recently sent to this plad¢eep tabs on the cambion
Evahxtus (see locatio®) and discover as much information as possibléhercurrent
state of the Forsaken City. To date, the quasitafrmost completely failed in its mission
and is sufficiently desperate to take almost apgasures to achieve something
resembling success.

Accordingly, the quasit will attempt to trick, deéeoe, bargain with or goad the
adventuring party into doing its dirty work for given even the slightest chance. It will



cheerfully promise the characters valuable (ancrstent) treasures, make up
horrendous stories about the dread deeds anddel pf Evahxtus, and make similarly
desperate and outrageous claims as needed tcegesitty on its side. No lie is too
incredible, no ploy is too far-fetched.

If combat begins, the quasit will attempt to flémast immediately, returning only if it
sees a surefire chance to attempt to poison artgref injured PC with its claws and
fangs. It will claim that the burning itch caudegits attacks is merely the initial
symptom of a much more long-lasting and debiligaiiment, the antidote for which it
will only provide if the adventurers carry out figlding. If this threadbare bluff is not
believed, the quasit will again try to flee, neagain to willingly cross the PCs’ paths.

Rust monsters(MM 83) are smaller and scrawnier than usual; -1 hphipelie, to a
minimum of 1 hit point per die. They will attemiot strike with hit-and-run attacks,
turning one item per rust monster into uselessbusthen fleeing behind cover or into a
nearby fissure or crevasse. They hope to cirderat to the battle site after the party
departs, feeding on the abandoned rust left behind.

Shambling mounds(MM 87) may attack openly, but are more likely (75%/latten
themselves out upon the party’s approach, so tiegtdppear to be nothing more than an
unusually thick coating of moss and slime uponrdok. They will remain in this

position until the adventurers attempt to pass overround them, at which point they
rise and attack — achieving surprise on a roll-8fdn 1d6. Natural fungi in a forested
area where these creatures dwell will be stuntdtédvand slow-growing, as the
shambling mounds take much of the nutrients andasimeeded by the fungi for
survival.

Vargouilles (MMII 123) keep as close to the ground as possible wtiill eemaining
airborne. Though not by any means intelligenty tth@ have enough cunning to
recognize most major holy symbols, and will attdeise characters that have such
emblazoned on shield heraldry, tabards and gambesgmeference to more mundanely
garbed targets. These foul creatures will fighth®death.

Wyverns (MM 102) are hunting creatures, and only 25% likelgttack a group of well-
armed travelers if not provoked with missile firespell attack. They generally keep to a
slow glide some 100’-200’ above the surface ofdéwgern, however, so can easily be
spotted and attacked by an alert party; the wyvethsuffer surprise on 1-4 on 1d6 if
attacked from the ground, as these creatures m@sahever threatened by any of the
ground-dwellers present in this place. Once emdjageombat, however, the wyverns
fight with utter viciousness and fury, leaving meyknowingly alive behind them.

1. Northern Tunnel

This entrance to the cavern surrounding the Fors@kiy of Naavros is low-ceilinged,
dank and continually dripping with oily water frasome unknown cistern above.
Coating the walls in this area is a white, challdgstance that is highly reactive to open



flame; if travelers even bring an open torch otdaminto this area there is a 20% chance
that the walls erupt into a fiery conflagrationflicting 3d12 damage on all present. If
the walls are actually exposed to high heat, ofsmuhe chance of an explosion rise to
100%. Mining the chalk is possible, though streraiork; a total of 100 pounds of
mineral can eventually be reclaimed from the amed,it would be worth up to 20 g.p.

per pound to an alchemist, battle-wizard or otksearcher into strange minerals.

2. Merrow Lair

This location is detailed in the map on pagdt is home to an unusually advanced tribe
of aquatic ogres who dwell here in bountiful squaperiodically sending forth small
parties to scout around and hunt interlopers theratise mostly content to hold their
own tiny corner of the underworld. Their reacttorthe adventurers is likely to involve
contempt and paranoia, resorting to force as a&pete to parley or other subtlety.

Several distinct locations can be found withinldieof the merrow. Most common are
the structures marked ‘h’; these are dwelling aoade partly by chiseling away cave-
holes beneath the water, partly by weaving crudésvaad roofs from stalks of the larger
fungi of the cavern. Each location holds 1d4 vexmerrow (MMII 96, hp 24 each), as
well as 1d6+1 femalmerrow (hp 18 each, -1 to damage due to poor training and
condition). Treasure here consists of 100-1,0p0and 2-8 chunks of onyx (each worth
100 g.p.v.) in each location. Note that the watar these locations, and elsewhere in
the lair, ranges from 15’ to 20’ in total depthther than the more forgiving depths of the
rest of the caverns.

Locations marked ‘f" are pens for kdpe beetles(MM 9, hp 6 each) — 3-12 in each.
The beetles are fairly docile and will not attackess prodded or poked, but will not
seek to leave the area if released, either. Otigest pens, chosen by the Dungeon
Master, will have aing of swimming, dropped in a crack and long-forgotten, within;
this item will only be located with the most caleffisearches, or else the clever use of
detection magics. Otherwise, the pens have neuredo speak of.

The location at ‘s’ is what passes for a weaportsnand crafts factory among the
merrow; a dryland stockade with rock-benches tordaipon, a firepit over which
leathers can be cured and old bones can be waenddittle else of note. The chief
crafter here is a scraggly-toothed, hunchbackedawsethp 19, -1 to Armor Class due to
age and infirmity); he is accompanied by 1d3+1 radrmerrow (hp 21 each). Treasure
here consists of 2,200 g.p., kept in sacks burettath the chief crafter’s rock bench;
the crafter keeps it hidden both to avoid rousimgdreed of his fellows and to insure that
he should have something to bargain with shoulbe @r duergar merchant ever come
calling (even though the ferocity and paranoiaisfféllows insures that no such trader
has ever dared venture here). Shifting the bemget at the loot below requires a
successful Bend Bars/Lift Gates check.

Finally, ‘i marks the resting place of the true stexr of the merrow tribe — an ancient and
wickedvamepiric ixitachitl (MM 55, hp 35) which dwells in here in secret, having
accepted exile to this place in a dark pact witwiicked god following the death of its



tribe in battle decades ago. The ixitachitl hasglbeen trapped in this alien, dryland
place with nothing more than a bunch of savage oneto rule over, and is frustrated
almost to the point of insanity with its bleak d@gisce; though it opposes the adventurers
with all the cunning at its possession should theyde, it will fight to the bitter end as

it feels it has very little to lose. In additiomits other abilities, the ixitachitl can cast
spells as a cleric of the 8th level — it commonigys forbless command protection

from good; augury; detect charm silence 15’ radius animate dead cause disease
glyph of warding; cure serious woundsraise water. Kept within an airtight, locked
bronze chest sunk beneath the deepest part ofithehitl's cave are 800 p.p., a lavender
ellipsoidioun stone and araxe +2, throwing

3. Mysterious Statue

This area, a valley some 100’ wide and surroundredlicsides by ridges, is notable for
the complete smoothness of the cave floor withilat-and uncracked despite the
significant tectonic activity elsewhere in the cawveln the center of the area, placed
upon a small outcropping of natural stone, is sbimgteven more unusual — a statue of a
humanoid figure, some 8’ tall and carved out oforglwhorled marble. The statue is
finely detailed, down to individual locks of haivrinkles on its outstretched hands and
folds of cloth in the robe it wears — but its fag@bsolutely bare of any features
whatsoever. A spear or staff, also carved frombiears clutched in the figure’s left fist

— butt against the ground, upper point brokenaffjlago.

The presence of the statue here has three notédd¢se First, no random encounters
occur while the party remains in the area; no nmearst less than High intelligence will
follow the adventurers into the statue’s vicinapd visitors will feel a strong sense of
calm and tranquility while in the area. Secondygoof divination spells is strongly
increased +dentify drains only 4 Constitution if cast in this aregther than 8; casting
time forlegend loreis halved; and all other divinations take effexifahe caster was
four full levels of experience higher. Third amadafly, the statue does sometimes
suppress other, outside enchantments broughttgpyesence — there is a 5% chance per
hour (check every six turns subsequent to the jgaatyival in the area, chance not
cumulative) that every character present is aftebieadispel magig cast at the 12th
level of ability.

4. Shades’ Bastion

As adventurers approach this area, they will ndtie¢ obscuring shadows begin to
appear with more and more frequency — puddling &tbrghe least overhang or fungal
frond, deeper and more foreboding than any suchlghme beneath the omnipresent
golden glow of the cave above. Stepping into orela¢h the shadows will result in an
unpleasant sensation of tingling and sense of snathwarmth, extending to shortness
of breath and lassitude if the character remainsxtended periods (1 turn or more).
None of these sensations produce any in-game pEdhiough naturally the players
need not be informed of this fact...

The grounds outside of the Bastion are patrolled pgick of twelveshadow mastiffs
(MMII 84, hp 30, 28, 27, 25, 24, 22, 22, 21, 18, 18, 17 witich prowl! below ridgelines



and slink in and out of patches of shadow. Thahghe is only a 20% chance that the
mastiffs are directly in front of the charactersantihey approach the area, they will
quickly pick up on any intrusion and arrive witHir2 turns unless the PCs approach with
absolute stealth. They will attempt to use thamip-inducing howl on first approach,

but close to melee only if the party attacks irpogse or otherwise takes openly hostile
action.

The external wall surrounding the Bastion propesingply built, of large blocks quarried
from a pale gray granite and set into place. Atdwems who have visited the Forsaken
City itself will easily notice an obvious similayibetween this wall and the wall
surrounding that place; though the constructiotheffortifications of this place are of
much lower quality, comparatively speaking, lookindhe merely adequate examples of
the mason’s art. Walls are 15’ high, 10’ thickla base and narrowing to a mere 5’
thickness at their top, and have no battlementsesrellations.

The towers set into the external wall extend sofidgh, but are mainly for show; the
interior of each is but a single bare room, witl tbwer roof as its ceiling. Resident
within each tower are sevehadows(MM 86, hp 24, 18 x6) which take the appearance
of inky-hued, featureless watrriors in full platenar and carrying stubby halberds; they
move and fight as normal shadows, however. latihenturers attempt to scale any part
of the outer wall, the shadows in the nearest tawitemerge to contest their passage,;
otherwise, they will remain in the towers untileafthe adventurers have passed into the
inner courtyard of the Bastion.

Within the curtain wall and towers is a broad, eyrqaiurtyard — half open-air space, half
high-roofed shallow cave hollowed out from the sadiéhe cliff face. Through a
combination of natural rock overhangs and ancikatiew magic, this entire area is lit
only to twilight brightness at best, and with ewveorse visibility in many places;

artificial lighting of some sort or infravision reecessary to see clearly.

Lining the back side of the courtyard are severetsw- five of which are home to the
five shade wizardgf) resident in this place, the other two of whickdaeen
abandoned for centuries. The Dungeon Master mage&evhich shade dwells in which
tower, and which of the towers are vacant.

Each of the towers has three levels. The firsteseas entryway, guardhouse and
deterrent against unwanted visitors — in additmother defenses to be chosen at the
Dungeon Master’s discretion, powerful magics ekt which will target any living
creature that remains here for more than two rouiedsing a save versus death magic or
be drained of 1-4 points of strength for 2-12 tuass per the touch of a shadow),
paralyzation or suffeblindnesgas the clerical spell) and spells or sutfenfusionfor 4-

16 rounds (as the magic-user spell).

The second level of each tower is used by eachesfogoursue personal interests, and so
is different for each of the towers. Note thatvas of the towers have been long since
abandoned, the furnishings within those two towmelisremain but be badly decayed,



covered with dust and suffering from extreme negldte exact nature of each tower’s
contents is as follows:

One tower features a library of magical textsitem in ancient and forgotten
tongues and dealing with many esoteric and absimagters of the art Arcane.
Study of the texts here requires some magical ndefinothe comprehension of
languages, as the vast majority of the writing®tze in alien and forgotten
tongues; however, should such an ability be avia)abcharacter may treat their
Intelligence as two full points higher than itsusdtscore for the purpose of
learning new magic-user or illusionist spells. &ltitat new spell magics are not
immediately available here — a character must tspwjl scrolls or spellbooks
with them for study, but once present will be abl@se the resources of the
library in order to unlock increased understandifghagic.

One tower has a taxidermist’s lab within — mahnglges filled with embalming
fluids, wire ties and similar paraphernalia, staadd workbenches featuring
preserved corpses or reassembled skeletons iropospose, and cubbyholes in
which spare pieces and bodies can be stored winlier project is in progress.
Many of the creatures being worked upon here afaserdwellers, though none
are of humanoid form or intelligent (at least, aisds the characters’ experience
extends at any rate). None of the cadavers heraramated undead.

One tower has a weapons chamber within, withrsgadummies, target pells,
and other tools for practicing the martial disaipk placed throughout. Devices
for training in the form of nearly every type of agon known, from blade to
bludgeon to polearm to missile weapon, can be fpalhavell-crafted and
showing the nicks and dents of frequent use.

Along one wall is a weapon display case, bronzevé and with glass panels,
within which are four elegantly-crafted weaponsseanitar, a long dagger, a
broadsword, and a two-handed sword. All of thesepons are well-made, but
nonmagical. The case, however, bears a powertusahtle enchantment — if
locked with the proper key, any later attempt &mla weapon from the case
without use of that same key will permanently cleatige weapon in question into
a-2, cursedtem. Even nonartifact magical weapons are sulgethis fate; once
this change has occurred, it cannot be reverseshypyneans short ofweish

One tower’s chamber is overgrown with many kinélplants — ferns, small trees,
vines, grasses and many other types of vegetatiarriotous indoor maze with
only the barest degree of order. Passage throtgfisiarboretum is possible
without upsetting any of the life within, but difilt, as the trails through the
overgrowth continually twist and double back uploemselves. A druid or
ranger will be able to identify many of the plafdand here, but will realize that
just as many types of plants come from distantuarichown lands. Unless the
Dungeon Master decides otherwise, none of the a&gethere poses any threat
to the party.

One tower has a library and research area dedit¢atthe study of the demiplane
of Shadow. Books here discuss the environmeritaifdtrange and alien place,
its inhabitants, societies and customs. Accefise®e books allows research on
shadow creatures and the plane of Shadow as aisagigition, magic-users may
learn enough from the texts here to be able to samshadow mastiffarith use




of amonster summoning IVspell, and tenebrous wormath use ofmonster
summoning VI. Note that the character must be able to cast magics
normally through other methods already in ordeadcess such powers; the
knowledge here merely expands the options avaitalhém.

- One tower has within it a music hall and consema with several instruments
placed throughout — lutes, woodwinds, a harpsiclagainst one corner, &c.
Several comfortable chairs have been placed thaughnd the interior walls of
the area have been added to in a way that enhande®gfines the acoustics
within. One result of this last effect is that apell or spell-like ability cast
within the area that relies on volume or pitchadirsd to create its effect (such as
ashoutspell, or the charming song of a harpy) is sawgairst at —2 to the roll,
and deals an additional +1 h.p. of damage per die.

- One tower features within it a large steam-filiedm, kept at a constant
sweltering heat that is uncomfortable though ndytdangerous. The steam
reduces visibility to a maximum of 1”7, and to soextent muffles quiet sounds as
well — attempts to hear noisee at a —10% penalty to the roll. If an air edetal
is summoned using the steam as a focus, it wik@esall the normal abilities of
its kind and take but half damage from fire attaagsvell; however, cold-based
spells willslowit in addition to inflicting full damage if the eteental fails its
save against spells.

The third and topmost level of each tower is a suoys and well-appointed
bedchamber, in the colors and tastes of its ovtheugh the shades have no need for
food, sleep or similar they do recollect somewtidhe habits of their mortal life and so
maintain these chambers in order to maintain suattises. The furnishings and
sumptuary in each of these chambers has an asse=z®are value of between 5,000 and
15,000 g.p. apiece (roll 2d6+3 and multiply theuteby 1,000) and may have additional
minor magic as chosen by the Dungeon Master as well

A brief description of the fivehades(MMII 108) resident in this area follows. The
Dungeon Master should remember that these beingslived for centuries and possess
just as much cunning and life experience as artynaage or lich, and roleplay them
accordingly. Though they remember the Forsakep@ilNaavros in its prime and have
studied it from a distance for a great many yeaws, the shades will not willingly part
with any information on the history or occupantgshd city, save under the most dire of
circumstances.

Dungeon Masters should remember that a shade’satastdiistics are modified
extensively in the presence of light of varyingdksy as peMMIl, and make the
appropriate adjustments should combat occur. Tiestcs below are without
modification.

Algatheon— Il 17; AC 1, hp 31, #ATT 1 for 1-4 dmg or byedp AL LE; St 11, In 17,
Wi 13, Dx 16, Co 9, Ch 7; spells normally prepared:

* 1st level:darknessx2; detect illusion; phantasmal force wall of fog

* 2nd level:blur ; hypnotic pattern; improved phantasmal forcex2; misdirection



* 3rd level:fear; hallucinatory terrain ; paralyzation; spectral force suggestion

* 4th level: confusion; improved invisibility ; phantasmal killer x2; shadow monsters

* 5th level:maze projected image shadow door

* 6th level:demi-shadow magi¢ veil

* 7th level: alter reality ; prismatic spray

Algatheon moves with complete and utter silencd,@nnot be detected by any means
that requires the use of one’s ears. He is evintaltast spells without the need to utter
any verbal spell components, and so is effectivmimune to such effects as magical
silence He wears &loak of displacementbracers of defense AC &nd aring of free
action, and carries twpotions of flying as well as a (normal) silvered dagger that can be
used in melee if necessary.

Brihegeos— M-U 15; AC 0, hp 26, #ATT 1 for 2-5 dmg or byefipAL NE; St 9, In 18,
Wi 12, Dx 6, Co 11, Ch 9; spells normally prepared:

* 1st level:charm person detect magic protection from magic; shield, spider climb

* 2nd level:darkness 15’ radius ESP, magic mouth; mirror image ; stinking cloud

* 3rd level:blink ; dispel magicx2; haste protection from normal missiles

* 4th level:dimension door, minor globe of invulnerability ; monster summoning |;
polymorph other; wizard eye

* 5th level: Bigby’s interposing hand hold monster, monster summoning Il x2; wall
of force

* 6th level:geas monster summoning IV

* 7th level:monster summoning V

Brihegeos is specially versed in the use of sumngpniagics, and may choose to have
any creature conjured by his spells be laced widdewstuff (-1 to AC, +1 hit point per
die, inflict 1-3 Str damage per attack — as a shaddle wears aobe of the archmagi
(black), aring of protection +6, +1 on saving throwscarries alagger +1, awand of
fear with 27 charges and threetions of healing

Mykandreon- F6/M-U 13; AC -5 (or 3), hp 49, #ATT 1 for 4-1ind or by spell, AL N;
St 16, In 17, Wi 8, Dx 17, Co 12, Ch 11; spellsmally prepared:

* 1st level:comprehend languagesenlarge jump; magic missile shocking grasp

* 2nd level:darkness 15’ radius detect invisibility; mirror image ; ray of
enfeeblement strength

* 3rd level: clairvoyance fly; haste hold persor protection from evil 10’ radius

* 4th level:fear; fire shield; polymorph self, Rary’s mnemonic enhancer

* 5th level:animate dead cloudkill ; feeblemind telekinesis

* 6th level: disintegrate; invisible stalker

Mykandreon considers himself a capable warrioeaiVely weaving battle-magics
together with sword-blows, and will in combat séelenhance himself with numerous
personal spell effects before entering melee. éd# in one hand lmngsword +2
keeping the other hand free to cast spells, andsgeadowscale mail +4- this unique
piece of armor can with but a thought become asbstaintial as gossamer for a period of
4 segments, granting no Armor Class bonus duriagtime but allowing its wearer to
cast spells freely. Mykandreon is also commonlyigoed with aing of protection +4,



+2 on saving throws awand of enemy detectiorwith 15 charges, potion of gaseous
form and twopotions of extra-healing

Olanthes— Il 15; AC 2, hp 34, #ATT 1 for 1-6 dmg or byedjp AL LN; St 8, In 18, Wi
10, Dx 16, Co 9, Ch 14; spells normally prepared:

* 1st level:audible glamer, darkness detect invisibility; phantasmal forcex2

* 2nd level:blindness detect magic¢ hypnotic pattern; improved phantasmal force
invisibility

* 3rd level:non-detection spectral forcex2; suggestion

* 4th level:emotion; improved invisibility ; phantasmal killer

* 5th level:demi-shadow monstersprojected image

* 6th level:demi-shadow magi¢ programmed illusion

* Tth level: alter reality ; prismatic wall

Olanthes seems simple-faced and harmless, butualdg is quite cunning, and also
adept at deceiving even the wisest of his enertaegets of his spells treat their Wisdom
as two points lower than its actual score for pagsoof saving against magical attacks.
He commonly wears @oak of protection +4 aring of protection +2, and owns a
crystal ball, a set okyes of charmingand potions o&nimal control andextra-healing.

Trimestigen — M-U 18; AC 0, hp 33, #ATT 1 for 3-8 dmg or byeip AL LN; St 10, In
19, Wi 15, Dx 11, Co 10, Ch 12; spells normallypganesd:

* 1st level:affect normal fires, dancing lights, enlarge, Nystul’s magic aura unseen
servant

* 2nd level:darkness 15’ radius forget, levitate, rope trick , wizard lock

* 3rd level:blink, clairvoyance dispel magig infravision, slow

* 4th level:charm monster, hallucinatory terrain , remove curse wall of fire, wizard
eye

* 5th level: contact outer plane feeblemind magic jar; teleport; wall of stone

* 6th level: disintegrate; repulsion; stone to flesh

* 7th level:delayed blast fireball limited wish; power word, stun

* 8th level:mind blank; polymorph any object

* Oth level:time stop

Trimestigen is the leader of the shades of thei@asand has great power indeed in spite
of his reclusiveness. Any spelllgght or continual light cast directly on him, or
centered on an object or area within 10’ of hisiggms is immediately reversed in effect,
producing a similar area of magical darkness. @stigen always wearsring of
elemental command (shadow)a unique item which appears to provide nothingemo
than a constardlur effect until its full powers are unlocked; Trimigein has achieved
this initiation, and can also use the ring’s powersvokeray of enfeeblement(once
per turn),spectral force (twice per day)shadow magic(once per dayyanish (once per
week). The archimage also owns a sdiraters of defense AC 2astaff of power

with 18 charges, a scroll inscribed wiimited wish, power word, blind and
imprisonment, and potions ofliminution andextra-healing.



5. Boiling Lake

The waters of this lake are unusually warm to theh (though not sufficiently so to
cause damage) and create a thick fog that pecsisttantly over the water’s surface, to a
depth of 6 to 12 inches at all times. As a resdéing the depths of the lake is all but
impossible from the surface; some clues as to dare of this place can be seen from
examining the rocks around its edges, which ateg#and pockmarked as if by intense
heat. A glint of green-hued crystal can be seemfthe island at the center of the lake,
though identifying the source is difficult at best.

Dwelling beneath the waters of this place is a aapgaticcemorhaz (MM 82, 14 HD, 70
hp) which will emerge to strike at passerby 1 tafter their arrival, or as soon as any
character comes within 1” of the water’'s edgeaddition to its normal move, the
remorhaz can swim at a speed of 18”; it does, heweequire water to breathe, and will
begin to suffocate if trapped in air for longerrtithree combat rounds. If within the
water, it is capable of lunging up to 20’ high s initial surfacing action, which may
serve to surprise low-flying prey! Reducing theature to 20 hit points or less will
suffice to drive it back below the surface, to latkits many wounds.

If the remorhaz is dealt with or avoided, the paniyy investigate the island; the glint of
crystal comes from a deposit of green emerald gamsiveighing a full 20,000 cn in its
raw state and able to be refined into some 3,000.gof gems if handled by a proper
crafter. The intact gemstone deposit would alsedbeed by many a surface elven clan,
who would be able to use its size and structuregave in many powerful ritual magics
(of effects to be decided on by the Dungeon Mastiegjr appreciation for such a prize
would be substantial, as would their scorn showdy discover that a certain band of
adventurers had discovered such a treasure anddhdckpart for mere monetary gain...

6. Eastern Tunnel

The mouth of this tunnel emerges some 60’ abovédbe of the cavern below, allowing
characters an excellent view of the surroundingdaape, nearby landmarks (provide a
brief description of locations, 7, 9 and10, as well as pointing out the location of the
Forsaken City’s walls) and possible obstacles weteing. Descending the relatively
short distance to the canyon floor, however, igasy task, requiring two full turns to
traverse the many switchbacks and avoid weak psitwhigail. There is a base 50%
chance that some type of wandering monster encutiite party during this descent.
Exit from the cavern through this passage is eguaking, and has the same odds of an
unwelcome encounter.

7. Mycotene Grove

No less than five different ridges meet at thimpand jam together into a single
highland plateau, rising in some places to a f00’labove the surface of the remainder
of the cavern. The top is heavily covered in thaeties of fungi that are commonly
present throughout the rest of the cavern, anduaitpie type — a high-reaching stalk that
sprouts blooms of a brilliant emerald, easily Misifsom several hundred yards away.



The slopes surrounding this area are steeper thaal,.and quite unstable — though they
can be ascended, any effort to do so by a nonth&3% likely to trigger a minor
avalanche, requiring all below to save versus Dn§jeath or else suffer 2d6 damage.
Descending the slope suffers a similar problemyghan this case the chance of an
avalanche is only 20% and only those characteitseifiront half of the marching order
risk damage.

Within the fungal forest at the top of the ridgeediiive unusual creaturesmycotenes
which are to large fungi as treants are to nornegst If an encounter occurs, treat the
mycotenes here as 7 HEzants (MM 96, hp 32, 31, 28 x2, 26) save with the following
changes; Alignment is Neutral (evil); fire-basetheks are only at +2 to hit (and -2 to
save against); lightning and electricity-basedcktidhave no effect whatsoever; no ability
to animate other trees/fungi. The mycotenes a% #ely to attack any being which
intrudes on their grove, unless a druid is in thdyp and even in this latter case there is
only a 50% chance that the mycotenes will issuenanediate warning to depart forever
rather than simply attacking with intent to Kill.

If the mycotenes are dealt with or evaded, the mtvers will be able to examine the
emerald blooms scattered throughout the area.tahdbseventeen are present, scattered
across random fungus stalks around the area; gestalk has more than one bloom
upon it. If plucked, a bloom can be consumed eeitmmediately or at a later date, and
serves as potion of healing this potency lasts for 3-6 days only, howeved an
subsequent to this period is either simply us€[&5% chance) or actually toxic (as a
potion of poison 25% chance).

8. Shades’ Redoubt

The sides and summit alike of this large, sheesesHll are cloaked in eerie, pooled
shadows, and the assorted fungus crowning its Ipaad fronds and foliage of an
unnerving hue of purplish-black, alerting evenlgeest perceptive of the fey and
otherworldly magics that lie present in this plaégproach here is 50% likely to be met
by a small pack of 1d3+dhadow mastiffs(MMII 84), part of the large pack of these
monsters kept by the masters of this place aloagdps of the hill. Even if the first
group of these monsters is vanquished, check ayairy three turns for a fresh
encounter, as nearly two dozen mastiffs in all pralang the slopes and ravines of the
exterior part of this hill.

Thorough and determined searching of the areaewdhtually uncover one of the several
entrances to the maze of tunnels carved belowitheTlinese passages are crudely
shaped, with many jagged outcroppings and blindexsy, lit by the twinkling of fat-
bodied fireflies whose presence creates just enbglghto prevent use of infravision and
ultravision. Ceiling height ranges from 6’ to amn&’ in places, posing a difficult fit.

Prowling throughout the tunnels are a total of flmmebrous wormgMMII 127, hp 44
each) which will seek out and attempt to consunmyeiminuder bringing a light beneath
the surface of the redoubt. Chance for an encountle one of these creatures is 30%
per turn if the characters have a lit torch, lampdaivelight spell, rising to 75% if a



continual light source is used for illumination; but falling tarere 5% chance if the
party enters without artificial light. Only onenebrous worm will be encountered at a
time, and it is 50% likely to retreat from combfats opponents douse all forms of open
light and flame.

The entrances to the living chambers maintainethéyhreeshadesthat live here are
concealed by both powerful magic and clever crathe mundane style; chance to locate
is but 1 in 12 for most characters, 1 in 6 for elee dwarves who search, and elven
ability to detect secret doors without searchingfiso use here. Each of the three
chambers is furnished to similar specificationghvai mix of comfortable furniture, desks
for planning and study purposes, shelves to hatteoand reports, and a small training
salle in which to practice swordplay. Dungeon Mesimay go into detail as desired
regarding the value of treasures in this placeeghaoh chamber will generally possess no
less than 5,000 g.p.v. in coinage, gems and otidaesi of value, along with at least one
magical scroll or miscellaneous magical item (raidomly or choose, though nothing
with immediate or obvious combat usage would be@ppate).

Combat statistics for the three shades in residahttee redoubt follow. Note that all
three of these beings are powerful and experiehgbters, well-versed in both the swift
defeat of less capable opponents and in prudehtivaitval when faced with superior
odds, and the Dungeon Master should play them dowgly. While the shades here are
unlikely to tolerate outsiders who interfere witle tForsaken City or delve deeply into its
secrets, they do generally oppose and despisehttethren located at the Bastion
(location4) and might be willing to offer advice or aid t@arty intent on causing

trouble for that group.

Akhileos — F18; AC -7, hp 106, #ATT 1 for 8-17 damage, Al;Gt 18/59, In 14, Wi
16, Dx 11, Co 17,Ch 9

Akhileos is a most capable warrior, but is by nangefoolhardy; he constantly watches
his flanks, and when in combat with multiple oppatsewill seek to place his back
against a wall or fight from within a doorway omsliar space to limit the number of foes
able to engage him at one time. He fights wittvethanded sword +4with a fearsome,
serrated blade; any opponent cut by this weapaiwes a —2 penalty to attacks and
Armor Class due to the terrible pain inflicted lagk blows, until such time as wounds
are healed (by either normal means, or magic).e Nwait a target receives this penalty
only once, when first wounded by Akhileos’s swdtthugh it persists until all injuries
have been healed. Akhileos also wears a stielof plate +5, acloak of protection +3
and carries potions aifvisibility andspeed

Mnethron — M-U7/F12; AC 0/-3, hp 50, #ATT 1 for 4-11 damageby spell, AL NE; St
17, In 16, Wi 10, Dx 15, Co 15, Ch 13; spells ndiynarepared:

* 1st level:enlarge hold portal, sleep unseen servant

* 2nd level:darkness 15’ radius invisibility , web

* 3rd level:dispel magig lightning bolt

* 4th level:hallucinatory terrain



Mnethron is arrogant, hot-tempered and vain, bugkgwitted and ferocious in battle.
He will seek to use his spells to confuse and sepapponents, then duel with targets
one at a time once they have been divided. Mnetiwearsbracers of defense AC 3
and carries ahield +1, +4 vs missileas well as éongsword +2, +4 vs magic-using
and enchanted creaturesand awand of frost with 27 charges.

Xanithes— F16; AC -6, hp 89, #ATT 2 for 7-12 damage ed¢hCE; St 18/24, In 11,

Wi 12, Dx 17, Co 16, Ch 10

Xanithes will seek to harry opponents, strikinglatks or rear to catch targets off-guard
and meleeing for one or two rounds before withdngwiHe uses pairdtand axes +3n
battle, with which he is extraordinarily swift aadcurate; if his first blow in a combat
round connects, his second attack may be rolleaowitneed to consider shield or
Dexterity bonuses to his opponent’s Armor Clasani¥hes wearsplint mail +4, aring

of spell turning, andboots of speedhe also carries upon his person potionfyafig
andinvulnerability .

9. Shattered Tower

The crumbling remains of this tower and assortatwldings squat ominously atop a
narrow, weathered ridge, strewn about with wiltad dying fungus; an ill-aspected
location by anyone’s reckoning. Its origins areefer lost, but recently it has been
claimed as a lair by theambion Evahxtus MIMII 37; AC —2, HD 12, hp 53, #ATT 2 for
x dmg with+2 morning star, St 19, In 15, Wi 8, Dx 19, Co 16, Ch 14, can distct
magic, levitate, polymorph self), a servant of the dread Demogorgon, and pregent u
the Prime in order to investigate the city of Nasvand release the demon lord within.
Evahxtus is well aware that such a mission is yikedyond his powers, but presently
lacks the means to gain outside assistance; hdevithore than willing to use trickery,
coercion or any other such means at his disposainuince outsiders to aid him in his
schemes.

Several locations exist within this encounter area:

- The main area of the tower itself, cleaned sonawhdebris by Evahxtus to use as a
headquarters. Journals and maps detailing the mlsragplorations (written, of course,
in the foul script of the Abyss), trophies from pascursions, trinkets that might prove
useful in proving boasts or linking sympathetic magand other such prizes are here. A
chest, double-locked and trapped with a poisonlegsdve vs. poison at —4 or die) is
kept here, containing 3,000 gold pieces, a sanstiribed withunholy word and a

philter of love.

- A cellar area beneath the tower, kept as a $a@trangbox and prison cell if such ever
be needed; the only entrance is kept blocked hyge Btone slab, which requires a Bend
Bars/Lift Gates check to be shifted by any beinthwai Strength of less than 18/51, and
which has beewizard locked by Evahxtus besides. It is, at present, empty.

- An outbuilding converted for use as a sort obktacurrently home only to the
moldering corpse of an enormous, bat-like creattineahxtus brought this being to the
caverns of Naavros to serve him as a mount, butd@uovermatched by the local
wyverns; the monster was quickly slain, and Evasxias been unable to locate a
replacement. The corpse of the creature is notachd



- A cellar crypt beneath an outbuilding, seemirgtypty save for an enchanted garnet
gemstone set into a torch sconce; the garnet aailyradiates light with the brilliance

of daylight, and can be freely taken if desireddde¢n beneath the floor is a sarcophagus
housing astampire (MM 99, hp 39) that serves Evahxtus as an unwillingiagee
cambion has bound it with threats and the powén@farnet gem, freeing it from
captivity only for brief periods. If given its feddlom by accident or deliberate
forethought, the vampire will consider Evahxtusfaiemost enemy — but will certainly
not bear interfering adventurers any good wilheit..

- A small shrine, well-cleaned and in good condifis present in another outbuilding; its
holy symbols and regalia are very similar to tHad deity of good aspect of the Dungeon
Master’s choice, but differ in subtle but importarays; only careful inspection by a
cleric of 7th level or greater will discover thecgetion. No power or aegis bars
Evahxtus, or any other demonic being, from entetinigjplace, and the cambion may try
to exploit this fact by meeting the party here whil polymorphed guise.

10. Eternal Flame

At this point, a smooth, shallow depression has leaeved from the rock, in an oval
some 5’ wide and 3’ long, and to a depth of 18 @scht its center. Within burns a
brilliant blue flame, seemingly without fuel or gaative source yet alight regardless.
No means short of magic will suffice to douse itifliance; should a character be so
foolish as to touch bare skin directly to the flamevill burn for 1-6 points of damage.

A torch, lantern or other light source lit fromgtlame will exhibit some unusual
properties — burning for twice as long as usual, \&ith a 25% chance of not being
snuffed in normal (non-magical) conditions that Womormally suffice to do so. This
includes deliberate attempts to snuff the flaméhmge who lit it — a potentially annoying
inconvenience!

11.Southern Tunnel

The entrance to this tunnel is located off a btunth into a shallow cave, and appears to
casual inspection to be nothing more than an ewcnatyny blocked by a rockfall.
Searching, as for a secret door, is required togmze the truth and determine the
methods by which key boulders can be shifted teakan entrance. However, any such
attempt to gain passage must first contend wittother traps placed here — for this
entrance to the caverns around Naavros is knowmetoambiorlNyrextes and he has
taken measures to insure that others will findfftailt to use.

The most obvious threat here is the presence @ ligard-ghast, a larger cousin of the
ghoulish lizards sometimes found roaming the oetsalvern, which makes the cave area
its lair. Treat it as a ghad¥i\ 43), save as follows: Hit Dice 9 (and 54 hp), #Ad Tor
2-20/3-12 damage (bite and tail slap), Size L (@0Y). Its treasure includes 6,000 c.p.
and 1,200 e.p., mixed in scattered piles alondltoe of the cavern, and tw&crolls of
protection from magic.

Even if the lizard-ghast is defeated, one morel4pg remains; any being passing
through the secret door within the rockfall mustesaersus spell or contract a wasting



ailment (as a clericalause diseasspell). This affliction may be cured in the notma
manner, but has a chance to take effect agaie ipéinty ever passes through the portal
once more. The spell-trap can be avoided by & Whe makes a successful Remove
Traps roll, at a —25% penalty due to the inferrsalire of the magic involved, or by
application of bothhemove curseandexorciseon the area by a cleric of at least the 9th
level of ability.

12. High Warren

At this location along the cavern’s edge existergées of natural chimneys and well-
placed handholds, such that ascent up the sideafavern wall is possible to a
reasonably high distance. Any character wltmb walls skill can ascend a distance of
240’ in but three turns; even unskilled and unaidearacters have a 50% chance of
making such a climb, though such an endeavourregllire a full hour’s exertion. The
apex of such efforts is a reasonably flat ledgespa good 15’ by 20’, and with an
excellent view of the surrounding valley and evemsthing of the buildings within the
walls of Naavros.

While the party is in this area, check for randamainters as usual. If the dice indicate
an encounter has occurred, it is automatically wiftock of 1d4+4wnvyverns, who will
automatically notice and attack the party, and wdwanot be surprised. Characters in the
midst of ascending to or descending from the Higird@h will have to make a difficult
choice between fighting off their assailants orcanirating on avoiding a fall.

THE FORSAKEN CITY

Journeying through the cavern wilderness may bg éomd arduous, but eventually will
result in characters reaching the lost and abarttoiteof Naavros. Up close, the city is
quite awe-inspiring — ringed about with massivelsvalfull 50’ high, 30’ wide at the
base and narrowing to 10’ wide at their uppermosttp The stones used to construct
the wall are massive in size, each weighing severa, and so cleverly placed together
that there is seemingly no need for mortar. Thkiskconstruction and smoothness of
the walls imposes a —20% penalty on any thiefesnagit toclimb walls.

The gateway arches beneath the city gates areid®’amd 30’ high, and open for transit
in and out of the city though characters passimgpath them will feel a sudden chill and
feeling of nameless dread. The streets beyonsdtaegely empty, narrow and twisting
with featureless buildings on all sides. Houseab @ops are constructed all alike, of
clay-brick walls inscribed all over their outsideface with ancient runes of binding
engraved in lead. Buildings are generally twdi@é¢ stories high, windowless on the
ground floor, and show signs of sudden abandonmémd drying on plates inside, pots
rimmed with the gummy residue of evaporated liquimis unmade and clothes waiting
to be laundered. Unless the Dungeon Master deoitheswise, nothing of value can be
acquired here — even food will crumble to tastetksst if touched or taken.



The nature of the Forsaken City is such that mamgskof magic are altered or limited
within its walls. Spells that create fire are selyeweakened, producing only brief
sparks as opposed to full-on blazes; spells thatecfire-based damage do only 1 point
of damage per die. Magics fifjht andlevitation are also limited, allowing the
character to ascend only to a height of 10’ abbeeground; this applies both to spells
cast and to magic items, though not to naturahflig=inally, spells thaaummon or

charm monsters have a 20% chance to fail, detbctionmagics are severely limited,
with their duration measured in rounds rather tians. All these effects persist as long
as the characters are within the walls of Naavros.

Random Encounters

While exploring the Forsaken City, the characteitklikely encounter both wandering
monsters and magical hazards. Rather than plasad encounters, a random check is
used to determine the frequency of meetings witih slangers.

If the party is engaged in active explorations,dhance of a random encounter is 1 in
10, checked every three turns, and checked on 2déectable below. If the party takes
refuge in a house or other building, however, th@nce of a random encounter ranges
from 1 to 1-3 on d10 (exact odds should vary baseBungeon Master discretion of the
party’s overall efforts to keep a low profile; adwerers who avoid lighting a fire, keep a
quiet watch &c will have the minimum chance foremcounter, while those who are
boisterous and destructive will be more likely tvaect hostile intention) and the creature
attracted should be selected with a roll of 1d4+3.

1 iron golem

1 (75% chance) or 2 (25% chance) clay golems
3-12 stone guardians
4-10 chaggrin grue
2-5 Naavros golems
3-18 margoyles
Binding trap
Suffocating dust trap
10 Electricity trap

11 Noise trap

12 Magic drain trap

O©CO~NOOUILPA,WN

Binding trap takes the form of a web of grayish-white magicadrgies spread across

the street ahead of the party for a distance of@60. They are only faintly visible
without magical aid of some kind (assume 10% chamspot in advance unless the
party is advancing cautiously and checking forgjamd will activate and ensnare all
those within, one combat round after being distdrbéach character in the area of effect
must save vs. spells, or be subjected to one dbtloaving spell effects (choose
randomly for each character targetdd)gn death flesh to stonghold person slow,

each lasting for a period of 1-4 hours unless coratispelled before that time. Note that
the torpor imposed bigign deathcannot be voluntarily ended by the target of #ffsct,
and the condition dlesh to stong being only temporary in nature, does not reqaire



system shock roll when cured or when the effectregp After initial discharge, the
trapped area will be safe to traverse for 1-3 turns

Chaggrin grue (MMII 72) normally lair in locatior2, andare prowling the city in search
of prey and useful information. They may seekrtdbash a small or careless
adventuring party, but if faced with superior fiogger will likely be content to shadow
potential prey and wait for a larger confrontatiorbegin before joining in to cause
maximum chaos. Their stealth skills are somewdnakihg, however, so that they can be
easily spotted in such an effort. If reduced tib tineeir normal numbers they will flee.

Clay golems(MM 47) patrol the streets of the city of Naavros iraanless fashion.

They will attack the closest living creature theg @nd fight until all visible enemies are
killed or they themselves are destroyed; howewery will not pursue opponents into
buildings or leave the city. If appearing in patte golems will exhibit minimal grasp of
tactics, seeking to guard each other’s backs andngdo flank a powerful enemy. Each
golem has a 50% chance of having a random typerofgget into its forehead, which may
be freely taken if the construct is destroyed.

Electricity trap will be generated from a glowing sphere of intiétyawoven magical
energy, set against the ground, a wall or otheéurfées or freestanding as the Dungeon
Master desires. When discharged, characters witbiitake 8d6 damage, characters at a
distance of 10’ to 20’ take 6d6 damage, and chara@0’ to 30’ away from the sphere
take 4d6 damage. A save vs. Wands will, in alesaprevent all damage from the trap
effect. The trap will reset itself in 5-10 combatinds.

Iron golem (MM 48) appears only singly, but otherwise has bemainilar clay golems
(qqv) appearing within Naavros. Its fists take therfaf massive, bulky hammer-heads,
which may (if the monster is defeated) be detadtmd its body and worked into
weapons by a competent smith; the resulting weapoike at +3 ‘to hit’ and damage,
and inflict double damage on magically-constru@ed magically-animated beings of all
types.

Magic drain trap is a colorless mist smelling noticeably of ozond austing metal; it is
otherwise undetectable save by magic. Spellcasteesing or passing through an area
affected by the mist have a chance (base 75%g i€tiaracter has Intelligence or
Wisdom above 15, reduce by 10% for each point allugesalue, to a minimum chance
of 15%) of losing 2-12 levels’ of spells, chosendamly; spell slots lost in this way
cannot be replaced or rememorized for 24 hoursar&iers will be instantly aware of
this loss once it occurs, but not the reason why.

Margoyles hunt in packs throughout the streets of the siigying mostly on the ground
but willing to take wing for short periods or toigadvantage in combat. They will seek
to overwhelm enemies, striking at as many targefsoasible and ganging up on
unarmored or visibly wounded characters. Individnargoyles will retreat from battle

if reduced below half maximum hit points, but dd otherwise check morale. They will
pursue into buildings, but will not leave the city.



Naavrosgolems(new monstgrattack in packs, striking in unison and seekmgielee
with as many enemies as possible. If enemiesatetney will break off pursuit after
three combat rounds, but otherwise will fight te tteath. They will neither enter
buildings nor depart the city.

Noise trap can be spotted in advance as an odd fixture growth of stone placed upon
a building wall or freestanding in the middle adguare or plaza; it radiates strong
alteration magic. The trap will activate if anytbnoise is made — one full-throated
shout, or three people talking at once, or any suaiiar volume — within 20’. When

this occurs, all within line of sight to the trapust make a saving throw vs. spells or have
their sense of hearing magically affected; all sisuneard will be echoed and distorted,
with some ‘phantom’ noises appearing at odd inleraad other real noises being muted.
Conversation between characters is still possibt®jgh difficult (through repetition and
lip-reading) but thieves will be unabledetect noise and any attempt to cast a spell
with a verbal spell component has a 50% chancailto The effect lasts until affected
characters exit the Forsaken City or are cured reithove curse

Stone guardians(MMII 115) move in a well-ordered close formation, bayime

entirety of the street they advance around anishdettone pass. Their first priority in
combat will be to keep opponents from outflankingit position; if their opponents
retreat they will pursue at best speed, but keejp tbrmation to prevent others easily
from slipping around behind them. Characters winckdnto buildings will find that the
stone guardians do not pursue, but do hold positidhe entrance to harry characters as
they emerge.

Suffocating dust trap takes the form of dull yellow dust coating eversiMe surface —
stone floor, walls, statuary and other fixtures the affected area. The dust blurs
contours and obscures writing and other markimgysishing at or otherwise disturbing
the dust causes it to explode into the air, affigcsll within 10" of the point of contact.
Affected characters must save vs. poison at —8ufber severe coughing, choking and
shortness of breath; this effect imposes a —2 petmhit and Armor Class, and a -4
penalty on all saving throws. The effect lastsI36rs, or until relieved with eure
diseasespell.

1. Rust Monster Lairs

Each of the three buildings marked with this entceunumber has been taken over as a
lair by a family of 1d3+Xust monsters(MM 83) which have burrowed beneath and into
the houses in question and begun to scavenge atinemgsorted ironware that can be
found there. The rust monsters are but recentadsrio the Forsaken City and have not
yet encountered the golems in place there; it mghpossible to lure the creatures into
fights with one or more golem sentries, if the adueers play their cards right.



2. Ruined Quarter

This borough of the city was burnt out long age@me nameless disaster; only charred
timber and crumbling mounds of unsupported brickam. A total of seveamoke
para-elementals(MMII 98; 8 HD each, hp 34, 32, 31, 31, 29, 27, 26) aesgnt here,
drifting aimlessly through the empty ruins. Whitethis area, do not check for random
encounters; instead, check each turn to see ibbtiee elementals has been encountered
(base chance 10%, increasing if the adventurers dti@ntion to themselves in some
fashion); once one elemental has been encountéedthers shall quickly rally to the
location in question, a new elemental arriving g\&6 rounds until all seven have
gathered. Elementals will attack if they outnumiber party, or if any attempt is made to
disturb the burnt-out ruins or clear away the asthhar.

Thorough searching here will locatdmazier commanding fire elementalsn the

depths of one of the houses; chance of discovahowi magical aid is but 5% per hour
of work, and even when located to unearth it fresrpresent resting place will take a full
three hours of labor. This may be aided with dlexse of adig spell or similar magics,
but such must be employed carefully or else theibranay be damaged (25% chance)
and rendered useless.

3. Pit of the Margoyles

The buildings surrounding this area have beenlity¢orn down, their brickwork
heaped and scattered across the street to forre bardicades some 5’ to 10’ high.
These barriers can be climbed over if care is takento climb over one barrier requires
a full turn’s effort, and in addition a saving tiw@ersus Wands must be made; failure
results in 2d4 damage due to falling and bruisaipose part of the barricade collapsing
against the character, or similar.

Resident within this area are a total ofr@érgoyles(MMII 83, hp 31 x3, 30 x4, 29 x2,
27 x7, 26 x5, 25 x3, 23 x2) which use this area k8r and home base. They scavenge
for food mostly in the wilderness outside the dityt return to this place regularly for
safety; the canyons and fungal forests outside heamy powerful and dangerous
creatures, while the Pit within is relatively sgfeen the barricades collapsed across
streets that would otherwise grant golems access.

The one building that remains standing in this @lischome to the margoyle hetman and
warchief (fights as a 7 HD monster; hp 42) anddaigisor, an obsequious and greedy
spined devil(MMII 49, hp 17), banished from the Nine Hells for ungpegtcrimes.

The spined devil is the mastermind behind the meatf the barricades surrounding this
area; he fantasizes of ransacking treasures frerhehrt of the Forsaken City, but has
neither the bravery nor the ability needed to meadiuch dreams.

4. Earthen Dome

A huge mound of glistening earth and stone risas fthe ground in this area, a full 60’
in diameter and 20’ high at its peak. Its exteisantterly smooth, as if cut by a razor,
and there is no known portal or entrance. Attertptsreach the surface via nonmagical
means will fail utterly; even magical weapons winlkerely scratch the surface, though



spells and items specifically designed for excawatir construction will suffice to gain
entrance.

The inside of the dome is hollow, home tdae (MMII 32, hp 47) of the Elemental Plane
of Earth who seeks to investigate and loot thedt@as City. This fell genie, Mazzerone
by name, is greedy, grasping and ruthless thoughelaes an attitude of relaxed and
cosmopolitan urbanity. Unless the adventurersaredpvith open hostility, he will be
quite willing to parley with them and extend hisspdality; he has a small stash of
human-suitable confections and liquers which héshidre to put them at their ease. In
conversation, Mazzerone will seek to (politely) guims guests for any information they
may have uncovered about the city of Naavros, wdtdeewalling their own questions or
actively misleading them in an effort to bring thgnef. If caught in a lie, he will be

icily correct and seek to end conversation as dy@&& possible. Mazzerone is quite
capable of using his natural powers to exit the el@ithout difficulty, and may meet
face-to-face with adventurers who spend extendedgselingering about the outside of
his demesne.

If a battle begins, Mazzerone will be able to callnot simply his own capabilities but
also his two petrysmals (MMII 26, hp 34, 31) and sizhaggrin grue (MMII 72, hp 25
x6) that will aid him in battle. If five or mord the dao’s minions are destroyed,
Mazzerone will attempt to flee; if he successfebcapes he may appear later at the
Dungeon Master’s discretion, in concert with anydering monster group.

Mazzerone’s treasure, within a chest at the cerftéte dome, includes a stash of 12 bars
of platinum — each worth 400 gold pieces, and weamgi0 pounds — philter of
persuasivenessadecanter of endless wateand aing of contrariness. The Dungeon
Master may also wish to place maps, journals, loerotvritings here to lead characters
towards a portal to the Elemental Plane of Eartl,ta introduce individuals there who
may feature in later, extraplanar adventures.

5. Death’s Manor

This location is noteworthy for not being the sdrtenk-faced, wall-to-wall tenements
common elsewhere in the city, but rather reminisoéa palatial manor as found in the
surface world. The lawn behind the ornamentaldegaanade up of eerily-colored
mosses rather than simple grass, and the main stilises brick walls lined with lead
runes, but the overall sense of elegant and griacefgnificence should still be jarring
and unsettling to even the most experienced explore

The master of this estate is Black Marlirdemth knight (FF 23, hp 50). He is arrogant,
callous and dismissive of any who cannot be oftagem, but may be receptive to the
party if they approach him with proper deference humility. He wears tarnished
mithril chain beneath a tattered and ragged shobuidepest gray, and fights with a
short sword of life stealing he carmove silently, hide in shadows hear noiseand
backstab, all as a thief of the 10th level of experience.



In addition to Black Marlin, several other beings & residence here. Sixaiths (MM
102, hp 26, 24, 23 x2, 22, 19) fill the roles afvemts and confidants in the death
knight's odd fantasy of noble ennui, and an ill-pErednightmare (MM 74, hp 36) is
kept in the stables. This last beast might beaseld to a PC to serve as a mount for no
more than 24 hours, if the PCs agree to enter thenGLaboratory (locatioB) on Black
Marlin’s behalf and retrieve a small bronze pyrafnain that location; if such an
agreement is not reached, however, the nightmdreeact with naught but hostility
towards the party, battling them to the death drewmet.

6. Ochre Jelly Dens

Each of these five houses has been occupied bygtae jelly (MM 75) of four times
normal size and twice normal Hit Dice. They mayrisantly identified by the
absolutely foul reek emanating from them, and tiaels and reddish discolorations
marking doors and window shutters. If characteekgo enter, the ochre jelly will be
waiting for them, and will instantly attack. Igfits to the death.

7. Echoing Garden (galeb duhr druid)

This location is a mix of stone plinths, stalactitend similar rock formations with
assorted fungi, mosses and other plantlike lifeiovi here is never more than 20’ due to
obstructions, and often limited to 10’. An eerilersce, quieter even than the gloom
present in the rest of Naavros, pervades the areasters present elsewhere in the
Forsaken City will not enter this area, and randmmounters should not be checked for.

This area’s lone resident and caretakergalab duhr (MMII 68, HD 9, hp 44) who has
powers and ethos similar to that of a druid; iniid to the normal powers and abilities
of its kind it canpass without traceas a druid; reshape its body into soil form 2/dagt
cure light wounds 3/day,heat rock 3/day,stone shape3/day,dispel magic2/day,
commune with nature1/day, all as a 9th level druid. The galeb dulr @anverse in
faun, gnome and Druidic as well as its own aliemgtee, and will parley with the party if
they are amenable; it seeks the defeat of the dazé&tone (locatiod) and if the party

is able to slay or drive off the genie they willlwelcome in this location for the duration
of the adventure, the galeb duhr being willing $e its spells and abilities on their
behalf.

8. Golem Laboratory

This large building is noteworthy for being buititrfrom clay-brick, but from stone — the
same stone as that used to build the city walle Whlls radiate strong abjuration magic
if examined magically; experimentation will revéladt they cannot be penetrated with
dig, passwallor similar magics. Spells of apportation, suckliagension door, will still
work.

The southern antechamber to this area is vacant titeeparty arrives; this is the only
part of the complex with an exterior door. All dedere are locked, with a cunning
design that imposes a —20 penaltyopen lockschecks.



The main, central chamber seemingly was once fillgéld desks, workbenches and
similar, but has long since been smashed into fumjture is but kindling, and tomes
and scrolls reduced to scraps of illegible papattered across the debris. Passages lead
north, east and west as well as back south torttng @htechamber; a pair wbn golems
(MM 48) stand sentry in the northwest and northeastecsrof the room. They will not
move unless attacked, or unless a character ag@eane of the exit passages; the
golem in the northwest corner will move to block attempt to pass beneath the
northern or western exits, while the golem in tbetimeastern corner will attempt to block
passage through the eastern or northern exits.fi@alenote: A powerful aura of magic
permeates this room, such that all golems and ethestructed beings present heal
damage equal to one-fourth their total hit poirasheround (so 20 hp healing/round for
the iron golems) but have their move reduced toethitd normal (so the golems walk at
a speed of merely 27). Thus, outright combat withve extremely difficult, but
outmaneuvering the golems may prove effective.

Each of the side chambers to the north, west astd®af similar design — in somewhat
better condition than the central chamber, butstging some signs of havoc and
destruction. FouNaavros golemgnew monstgrare present in each chamber, and will
attack on sight; the magical aura present in tikraechamber does not extend to this
area, and so the golems present will move and fighnhally. Each of the three
chambers here has different treasures within, wthetparty may claim if the golems are
defeated:

- Western chamber: twotions of longevity, magic-user spell scroll @irotection from
normal missiles cloudkill, anti-magic shell

- Northern chamber: key capable of unlocking athrdan the encounter areayrsed
scroll, manual of golemg(clay golem).

- Eastern chamber: bronze pyramid (of unknown pswed provenance)ption of
poison, magic-user spell scroll afetect invisibility, magic mouth, gust of wind,
extension | as well as gome of leadership and influence

9. College of Testing

The doors to this building stand open, seemindbnahg free vision and passage inside
— but any who attempt to enter must make a sawrayt against dragon breath, or be
frozen in place for a long moment, then forciblyl grainfully ejected, to sprawl
helplessly in the middle of the street. Such decefbesides attacking the target’s
dignity, will also impose a —1 penalty on attacksréor the next 1-6 turns, as the residue
of the binding effect lingers in muscles and limi#s1 ejected character may freely
attempt to re-enter this location, but must make@nd saving throw; characters who
succeed in their saves may enter and leave fredlyvahout fear for up to 24 hours.

Entry into the building will result in the charargdooking around a small entry area,
tastefully decorated and with several weapons tbfgem bluish-black metal placed on
stands around the room. The weapons availableithatele:

- a well-balanced longsword;

- a massive, double-bladed battleaxe;

- a finely-crafted footman’s mace;



- along, slender dagger, suitable for either mete@rowing;

- a broad-headed spear, its haft made of the sagted a5 the rest of the weapon;

- an oddly-shaped longbow, its haft forged fronxitiee metal

A second set of doors, closed this time, standssifgthe first; they behave aszard
locked to any character who is not bearing one of thepaes found within this room.
Inscribed above the lintel is a phrase in a foegotanguage; if translated, it reads “Pass
beneath these doors with thy weapon of preferehttegu would be tested.”

Any character who enters the inside doors will finemselves alone in a shadowy,
formless place, facing a single opponent in bodysting mail and a close-visored
helm. The weapon wielded by this enemy will beisinto the one chosen by the
character (if the character gained entrance by sogans without selecting a weapon
from the antechamber, choose a weapon type tleldssst to the weapon that they carry)
and their stats will vary as follows:

- longsword: The enemy is AC 0, 36 hp, attacks as a 12 HD teoffigr 1d8+3 damage.
The blue-black longsword will function as+& defendingweapon in this location only.

- battle axe The enemy is AC 5, 40 hp, attacks as a 9 HD neorist 2d8 damage,
immune to all spells, receives no damage whatsdemer any attack upon it that scores
9 damage or less. The double-bladed axe will ses\ee weapon that strikes at +3 to hit,
inflicting 2d8 damage on a successful hit, thougler@jth bonuses to attack and damage
do not apply.

- mace The enemy has 36 hp and base attack as an 8 hHiBtendor 1d6+3 damage, and
is immune to all spells. Its AC varies in a foound pattern, being AC 0 on rounds 1
and 3, AC 4 on round 2, AC —4 on round 4; it alas h —4 penalty ‘to-hit’ on round 2
and a +4 bonus ‘to hit’ on round 4. It will alwayigld initiative to its opponent, and will
hold action in any combat round that its opponemstnot attack. The blue-black mace
functions as anace +2while in this location.

- dagger. The enemy is AC 4, 30 hp, attacks as an 8 HD iteofer 1d4+2 damage. At
the beginning of each combat round, it will varasid reappear in one of three locations
(choose randomly): directly in front of the chaeacpositioned behind the character in
place for a backstab, 3" away and ready to threndidgger he carries. The character
may choose to adopt a combat stance prior to thahieg of the combat round — in
normal stance no bonuses or penalties apply, engdefe stance the character receives a
+4 bonus to AC but a —4 penalty to all attack rotswatchful stance the character
receives a +2 bonus to hit with thrown weaponsabt? penalty to melee attacks. The
long-bladed dagger is4#2 weapon and will return to the character’'s handmieown
during this encounter.

- spear. The enemy has 28 hp, AC 5 initially, attacks &HD monster for 1d6+4
damage, immune to all spells. For every 5 hp aiafge it takes, its initiative improves
by 2 places; thus, once reduced to 23 hp or leegriemy will be AC 3, at 18 hp it will
be AC 1, &c. The metallic spear acts agpaar +3during this battle; its wielder may
accept a —1, -2 or =3 penalty to combat damagedier do gain a corresponding bonus to
attack rolls.

- longbow: The enemy has 25 hp, AC 1, attacks as a 7 HD taofts 1d6+3 damage.

At the beginning of each round, the enemy fadastim shadows to reappear in a
different location; spotting it requires a roll d&0, less than or equal to the character’'s



Intelligence. Elves and halflings may treat thitelligence as 4 points higher for
purposes of this check. If the enemy is not splpitenay not be attacked in the combat
round and receives a free shot against the charathe metal-hafted longbow ist@
weapon, and will create its own arrows from thedsivey surroundings if the character
lacks any such.

A character who is victorious in a trial will bewened to the area, healed of all damage
and blessed with a +2 bonus to attack rolls anthgatirows for the next 24 hours; the
weapon used to meet the trial will vanish forev&rcharacter who is defeated will also
be returned here, reduced to half the hit poiral titey had upon entering the location
but otherwise unaffected. If all six trials aretrard overcome by the party, the inner
door will glow with a soft silver light, and be cgarted into a one-way portal to the top
of the Brazen Tower (see next section).

None of the blue-black weapons have any magicakpewar properties outside of this
encounter area.

THE BRAZEN TOWER

This great tower, fully 500" in height and 300diameter, rises far above all other
structures within the Forsaken City. Its outer acefis unmarred by doorway, window or
other portal, but has been etched by unknown haittisan unending stream of
interweaving sigils and symbols - in a way thattfseems constant and changeless, but
which the eye will attempt to impart meaning tstéired at for too long.

The substance from which the Tower is built is stnimg otherwise unknown upon the
Prime, seemingly similar to both metal and storek yet not wholly of either nature. It is
incredibly hard - even weapons of drow-forged adamen will barely suffice to scratch
its surface - and bars all form of teleportatiorgiog, as well as disintegrate, passwall,
phase door and similar. Not just exterior wallsa(#ickness of 20") but also the material
between floors and ceilings (10 thick between dachl) are made of the strange metal.
Its barrier extends also into the ethereal andbglkanes, preventing ingress through
those methods. An entrance does exist througlothertroof, but given the difficulty

with use offly andlevitation magics within the Forsaken City, it is up to tideenturers’
ingenuity to gain entrance.

1. A wide, shallow staircase descends from the tagbp@tower into this room. Each step
is a full 5 square, with a mere 3 inches of desbetween steps, so that the distance
traversed in descent is some three-quarters afttamber's perimeter. Walls and ceiling
are studded at intervals with harsh white pinpricksontinual light that illuminate the
area. When adventurers reach the bottom, theyfimdlithemselves in a great, circular
chamber, seemingly empty save for the radiancepoaatic sphereglowing in the
exact center.

This prismatic spherebars access to the trapdoor which allows travéiemext level
below. Its layers may be negated in the normalidestut when each of the layers is



negated there is a 20% chance of a rainbow guaagipearing, of the color of the layer
negated. (Thus, when the red layer is removed tbex@0% chance that a crimson-hued
rainbow guardian appears; when the orange layemsved a 20% chance of an orange-
hued guardian appearing, &c.) Each of these mank&s 40 hp, moves and fights as an
efreet has no spell abilities save the ability to geteeggorismatic spray 3/day (all rays

of the hue of the guardian itself), and is immumalt spells save those that deal
electricity damage (which will paralyze the guardiar 1d4+1 rounds). These creations
will fight until destroyed, or banished by the cdetp destruction of therismatic
sphere(as detailed below). When defeated, each leavasd@-12 shards of tinted
crystal, worth some 100 g.p.v. each.

The one exception to the above appearance chaasesgith the final, violet-hued layer
of theprismatic sphere If this layer is removed via use dispel magic(after all other
layers have been removed), all rainbow guardiatigeaare immediately banished; but if
the entire sphere is destroyed at once tpdaof cancellationor similar item of power, a
violet-hued rainbow guardiammediately appears, and will fight to the death.

Once the sphere (and any guardians created biggsldtion) are dealt with, the
characters may pass through the trapdoor intooitetibn below.

2. The trapdoor from above descends but 10' inta@wavalkway, seemingly
suspended in utter blackness; the globemafinual light show the floor below, but
reveal nothing of the shadows to either side. Peemtavalls of force bound both sides

of this walkway, as well as the innermost sidehef $taircase beyond; they may be dealt
with via disintegrate as normal, but such spells will only destroy astftiare section of
wall at best.

If the characters find some way of breaking dowbyassing the walls and enter into
the blackness, they will quickly find themselvesgended in a strange place of shadows,
separated from any companions that may have fotldiwvern and seemingly unable to
move, breathe or speak. Each character so affedlidae attacked within 3 combat
rounds by a pack of 1d4+2 shadof@ach with hp 12), which will swoop at the chagact
from all directions; run the resulting battle notipafor though the character will not be
able to 'see’ or 'feel' his blows strike home tlomsters will recoil in pain and fear when
struck regardless. A character who wins his b&tteansported to the center of location
3, below; a character who dies has their body antitsapped within the underworld,
recoverable only by careful use of a wish.

Characters who hold to the main passage will firadtens much less strenuous; the only
danger lies halfway down the stairway, whesphere of annihilationhovers in the
middle of the air. Though dangerous in the extré@rnmiched or prodded, this strange
creation of magic is immobile unless prodded aaB3C, and can easily be sidestepped
or ducked under (though the Dungeon Master shadbabsolutely free to roll dice
behind a screen, to increase paranoia on the ppldyers).

The sphere may be controlled by a magic-user imtieal fashion, but only to keep it



moving within this level of the tower - if a PCeattpts to force it up to the next level or
down below the bottom of the stairs, or tries te the sphere to destroy the metal
making up the tower's structure, it immediatelyrafes shape into a screen 5' wide and
10" high (completely filling the passage), remamsionless for 1 combat round, then
sweeps towards its former controller at a spe€f pker turn, annihilating everything in
its path! Retreating from its advance or findingngoway to enter the blackness beyond
the stairwell are the only ways to avoid certaigtdection. The transformed sphere's
movement continues until it reaches either theotofine bottom of the stairwell, after
which it remains in place for 1 turn, then vanished resumes its original shape and
position.

At the bottom of the staircase is a strange archuaid with colorless gemstones and
within which a strange mist of pale red billowspdkting all sight of what lies beyond.
Those passing through appear within location 3.

3. Upon entry into this place, the characters mdysitbelieve that they have somehow
left the Brazen Tower entirely, for it is a strangkasted plain, empty of all life and
greenery and with a vile and sulphuric tint to #ire A ridge in the form of a half-circle
bounds part of the immediate area, from its higpesit in the 'west' to the 'east' where it
merges with the remainder of the plain, but thel leontinues without end in all
directions, a waste more desolate than could @eamgossible. The sky overhead is a
pale, unpleasant yellow, unmarked by cloud, stawuor.

In fact, this place is - by some means - a supearsitipn of the Tower upon one of the
innumerable planes of the Abyss. Demons and ofitnemnan creatures sometimes pass
through, but cannot depart from this place inteeotharts of the Tower without the
guidance of a mortal - like the PCs! Adventurersilddoe wise to find quick egress from
this place, to continue their quest unhinderethefparty chooses to leave the vicinity of
the area shown on the map, they must make theirfaterbut are unlikely to find
prosperity or weal.

Exactly where the characters enter this locatigredds on their method of departing the
previous location. Characters who descended tiveata and entered the arch appear on
the ‘westernmost' peak of the half-circle ridgdhibe them, though undetectable by any
sense or spell, is a similar arch that will retthrem from whence they came. Characters
who braved the blackness appear in the effectiiddlei of the encounter area, standing
on the endless plain. The exit is to the southebtima large boulder which keeps it from
being easily seen; it can be located as a secoef dod accessed via a bend bars/lift
gates check or other method of shifting heavy dbjélraversing it will lead to location

4.

No danger initially threatens characters in thecpl However, for each full turn spent
within the location, there is a 10% chance of &pHel-24 manesghp 4 each) wandering
into the encounter area. Arrival of more powerfairtbns may be warranted if the PCs
spend extremely long (6+ hour) periods within tbsation.



4. This chamber appears similar to location 1, abavshallow staircase spiralling
downwards into a great, empty circular chambeth aitrapdoor in the center of the floor
leading further downwards. However, further pasdage is barred not by any sort of
spell, but instead by the presence of a movania (fgy64) who stands here, brutally
scarred and with his jaw ruined and shatteredstiliproud-eyed and unbowed. He will
await the party at the base of the stairs.

When the adventurers descend, the deva will gheet twordlessly (for his injuries
render him completely unable to speak) and wiltgresfor them to return in the
direction whence they came. Should they refusayithdar their passage with his body,
and fight boldly if attacked. His weapon i$n0-handed sword +3(Int 9, Ego 18, LN
alignment;detects evilandinvisibility to 1" radiusspecial purpose - overthrow chaqs
causingblindness2-12 rounds on a successful hit; note that the@'dexgil in this place
is always assumed to fulfill the sword's speciappsge) and he may cdsimble; hold
persort mirror image ; slow each 1/day in addition to normal spell-like powers

If the deva is defeated, the adventurers may desnsword if they dare; however, the
weapon will be close-minded and sullen, and notigdeany use of its powers until after
the party has departed the Brazen Tower (at thelgast). Paladins and other clerics of
lawful alignment should likely seek to return theosd to a patriarch of a holy church,
rather than claiming it for their own to wield. Bage through the trapdoor to location 5
is also possible.

5. The drop from the trapdoor above to the floorhid thamber is a full 50°, onto an
extremely hard surface; it is up to the adventu@determine how they may enter
safely, as well as preserve some way of exitingeanore. The exit from this area (to 6.)
is through a spiral staircase leading downwardghemorth wall.

However, the adventurers will not likely seek tgal this location immediately, for it is
the treasure vault of the Brazen Tower; many chesffers, shelves and stands are here,
all glistening with rare, beautiful and valuablentys. The total quantity of gold, platinum
and gems here is well in excess of 50,000 g.pnd there are many items of magic
present as wellsword +2 nine lives stealermace +4 splint mail +2; shield +1, +4 vs.
missiles ring of protection +3; staff of command(with a full 25 chargesxhime of
opening (with 40 charges),obe of scintillating colors; 6 potions of choice and &crolls

of choice of a nature to be determined by the Dandéaster.

No immediate threat or guardian awaits in this rpbowever, the dread magics that bind
the demon lord below do have some effect on treagathering within this room, with

the result that no matter how hard the charactgreach may only carry forth a single
item (defined as one sack holding no more thanc®@@s, or one gem with a value of at
most 500 g.p.v., or one magic item) from this plagempts to claim greater prizes
result in the extra items simply slipping awayeliiairy gold, once the eye is taken off of
them, to end up in this chamber once more.



6. This final location is an echoing pit of absolyt8tygian blackness; unlike the other
locations, it is not lit in any part by continuaht spells, and descends some 300’ (to a
depth even below the surface of the ground outsa)e floor below. Such a depth
requires several spirals of the staircase (12(Qis5téo complete, each one trod in the
echoing silence of a tomb.

At the very bottom of the chamber, standing inrdiend motionless repose, is chained a
great figure, somewhat humanlike in shape but fitin arms and formed entirely from
shards of shattered glass. This being is the ddardrAhazu(sometimes also called
'lhazu’ or '‘Azahu’), a one-time lieutenant of Deonrggn and a warrior of fell and terrible
power. He will note the presence of the PCs if whén they approach, but will not
acknowledge their presence, converse with therath@rwise make any visible sign of
being aware of their existence.

The adventurers will hopefully not be foolish enbws to seek to free Ahazu; should
they try, the efforts needed to shatter his chaiag be freely chosen by the Dungeon
Master, either as simple or as difficult as desi&el/en shackles bind great Ahazu - one
around each wrist, one around each ankle, anasiiéolcked around his neck. If Ahazu
is freed, these shackles may be claimed as treamuteeach will provide protection from
spells and spell-like abilities which cause ins@ath if worn, for 3-12 such spells per
shackle; however, those wishing to claim such zepmust first survive Ahazu's wrath,
for he will not be grateful.

Ahazu will inflict attacks upon his foes for 1-3urads; his AC, hit points, and other
statistics are not fully detailed here, for defegtnim in such a short span of time is
undoubtedly far beyond the capabilities of the PRB&zu attacks by striking with his
fists (4 attacks per round, for 2d8+4 damage daitimg as a 20 HD creature), or casting
blade barrier, incendiary cloud, or creeping doomagainst enemies; Ahazu's full
powers are greater than these, but fortunatelyithe®part by magical means after only
a short time battling on the Prime, to seek outo&hemies elsewhere.

Thus concludes the chronicle of danger and adverttube found within the Forsaken
City of Naavros. Yet the end of such a journeyioabut lead to the beginning of many
others, within the depths of the Earth and beyond...



NEW MONSTER

Golem, Naavros(Glass golem)
FREQUENCY: Very Rare
NUMBER APPEARING: 1 or 1-4
ARMOR CLASS: 4

MOVE: 9”

HIT DICE: 32 hit points

% IN LAIR: Nil

TREASURE TYPE: Nil

# ATTACKS: 2
DAMAGE/ATTACK: 1-12/1-12
SPECIAL ATTACKS: See below
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: See below
INTELLIGENCE: Semi-
ALIGNMENT: Neutral

SIZE: L (7’ long)

PSIONIC ABILITY: Nil

Naavros golems, also sometimes referred to as gtdems, are an esoteric and little-
known breed of magical construct. They are sonegtinrafted in humanoid form, but
more often in the shape of great cats or massimé@rigihounds, their bodies sculpted
from smooth, whorled glass. Though not posseskeraeptional speed, a Naavros
golem does move with a liquid grace that is remalekéo behold — at least, when such
grace is not devoted to seeking to rip the obs&rtieroat out.

A Naavros golem can be constructed by a high-lmagic-user, employinglanited

wish or wish, along withglasstee| Otiluke’s freezing sphere polymorph any object
andprotection from normal missiles They will obey all simple commands, but have a
2% cumulative chance per round while in combataderserk, attacking the closest
living target other than their creator. Once aWas golem has gone berserk, its creator
cannot regain control unless no other living be#mains within eyesight of the golem;
once this occurs, however, regaining control i®euatic.

Naavros golems can only be damaged by magical vmsap8pells of most kinds have no
effect, but magical fire will serve wonfusethe golem (as the magic-user spell, for a
duration of 1 round per die of damage normally d@melglassteel stone to fleshand

its reversed version will heal the golem of all daya.



