
The Caves of Argent Tor 

The water is pure, but what about the guardians? 

Alan Jones 

Unexpected discoveries are made under the Silver 
Sierras.  
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Adventure Summary 

This adventure is designed for 4-5 players of levels 6-7 (between 28 and 30 total levels). It is set in a mountainous 
region of Glantri, but any similar terrain with mysterious deserted caves would be suitable. 

Adventure Background 

The PCs have to travel into a wild region of the Silver Sierras to collect pure water from the roots of the mountains to 
cure their friend Guldor 



The Journey to the Cave 

Whether the PCs travel from Assusia or direct from the Blackmoss forest to the cave, they encounter no dangers on 
the way. The trails through the mountains are rough and ill maintained but they make good progress under clear 
skies. There is a chance that a dwarven character will spot evidence of dwarven workmanship on bridges, way marks 
or the road itself as they travel (Spot DC20 / Search DC15). The workmanship is old but of high quality. No 
recognizable clan names or information can be gleaned from these items. 
 

The trail to the caves is ill maintained but it is better than nothing. Occasionally well fitted granite sets emerge from 
the rough grass and soil that makes up the majority of the road way. The remains of soaring bridges are bypassed by 
serviceable but rickety rope and plank constructions. Beheaded stumps of way markers poke up from amongst the 
scrubby vegetation that lines the road.    

Towards mid afternoon the PCs will approach the mouth of the cave. 

Eventually you see in the distance a steep cliff, a path has been cut into the face of the cliff and this zigzags up the 
rugged rocks towards the cave mouth. The cave is dark against the silvery grey of the cliff face.  

A Spot check at DC13 will show the giant sitting in the shadows of the cave   
 

� Sallo, Giant, Cloud:CR8;Huge Giant (Air); HD 17d8+102 (Giant); hp178; Init +1; Spd 50; AC:21 (Flatfooted:20 
Touch:9); Atk +22 base melee, +11 base ranged; +22 (2d8+18,Rock); +22 (4d6+18,Morningstar); SA: Rock Throwing 
(Ex) , Spell-like Abilities Levitate 15 3 Obscuring Mist 15 3 Fog Cloud 15 1 ; SQ: Scent (Ex), Rock Catching (Ex); RF: 
Skills and Feats: EHD calculated as if large creature; AL NG; SV Fort +11, Ref +6, Will +6; STR 35, DEX 13, CON 
23, INT 12, WIS 12, CHA 13. 
Skills: Climb +16, Jump +16, Listen +10, Spot +10.  
Feats: Alertness, Cleave, Great Cleave, Power Attack, Simple Weapon Proficiency. 

   

The Riddler at the Gate 

If the PCs fail to spot the giant, Sallo will hail them as they start to climb the zigzag path up the face of the 
cliff. 

“Halloo there! What business do you have with the Caves of Argent Tor?” He speaks fair common with a 
deep booming voice. His skin is a pale, milky blue which contrasts strongly with his brassy hair. What 
strikes you most are his eyes, so blue they could be holes revealing the sky behind his head. He is well 
dressed and his fingers and ears shine with gold and silver rings upon which huge rubies and emeralds are 
studded. “I am Sallo, guardian of the caves.” 

 
If the PCs start to attack the giant, he will defend himself but only do subdual damage. All the time he will 
click his teeth and shake his head,  

“Sallo is not here to fight, why do you act so foolishly? You are not orcs or goblins to be so brainless.” 

If he manages to knock all the PCs out he will put them in his sack and carry them far away, back along the 
path and leave them there before returning to his cave.” 
 
Once the PCs have announced their purpose in coming here the giant will offer them bread, cheese and 
meat from his sack, slicing morsels off with a dagger larger than Kudan’s sword. 

“Before I can let you pass I must ask you three riddles, if you can answer these you may enter the caves. 
Be warned, dangers lurk within, do not ask Sallo what they are, he does not know. Sallo must guard the 
entrance so the elders say, they don’t tell Sallo why.” 

The Riddles 

“Twice in each millennium, I go right up in smoke. It eggs me on to come again, I squawk, but never croak.” 
(Phoenix) 

 

“It can occur with awful speed, two seconds really all you need. An early rise for formal strife, could be the 
last day of your life.” (Duel) 

 

“Its grey and fleet, above the street, it always misses passing feet, it decorates its whole domain, and it’s 
fuelled by loaves or seed or grain.” (Pigeon) 

 
Sallo will let the PCs have as many guesses as they need. When the PCs get all the riddles correct he 
smiles and steps aside. “Good luck with your mission. He pulls a harp out of his bag and starts to wax the 
strings. Sallo has never been in the caves and has no knowledge of what is in there. If asked what would 
happen if they had not got the answers right he would have stopped them from entering the cave. 



The Upper Levels 

Once the PCs move past room 2 they will need darkvision or a light source to see where they are going. The walls of 
the caves are water smoothed but are irregular in outline. Passages are usually 8-10’ high and between 5 and 10’ 
wide unless otherwise specified.  
 
Within the upper levels are three derro patrols which the PCs may meet as they traverse the passages. The base 
chance is 1 in 12 but if any noisy combat takes place then this goes up to 1-4 on a d12.  Check for an encounter 
each time the PCs leave a chamber.  
 
Two of the patrols are comprised of 4 derros (Ftr1) + 1 sergeant (Ftr3), the other comprises 4 derros (Ftr1) and 1 
captain (Ftr5).   
  

Derro Patrol 1 

���� Male Dwarf, Derro Ftr1 (3): CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11, 11, 11; Init +2; Spd 
15; AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); 
+0 (1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 
 
���� Male Dwarf, Derro Ftr3: CR 4; Medium Humanoid ; HD 3d10+6(Fighter) ; hp 27; Init +4; Spd 15; AC:17 
(Flatfooted:14 Touch:13); Atk +2 base melee, +7 base ranged; +4 (1d6, +1 Hand axe); +8 (1d8, Crossbow, 
repeating); +2 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), Darkvision 
(Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +5, Ref +5, Will +1; STR 9, DEX 19, CON 15, INT 12, WIS 11, CHA 
6. 
Skills: Appraise +3, Climb +2, Craft (Blacksmithing) +1, Craft (Metalworking) +1, Craft (Stone carving) +1, 
Craft (Stonemasonry) +1, Craft (Weaponsmithing) +1, Jump +2, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -4.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Point Blank Shot, Shield Proficiency, Simple Weapon 
Proficiency, Weapon Focus: Crossbow, repeating, Weapon Focus: Hand axe. 
Possessions:  
Weapons: Bolt, repeating (1 gp); +1 Hand axe (2,306 gp); Crossbow, repeating (250 gp). 
Armour: Studded leather (25 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 

 



Derro Patrol 2 

���� Male Dwarf, Derro Ftr1 (3): CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11, 11, 11; Init +2; Spd 
15; AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); 
+0 (1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 
 
���� Male Dwarf, Derro Ftr3: CR 4; Medium Humanoid ; HD 3d10+6(Fighter) ; hp 27; Init +4; Spd 15; AC:17 
(Flatfooted:14 Touch:13); Atk +2 base melee, +7 base ranged; +4 (1d6, +1 Hand axe); +8 (1d8, Crossbow, 
repeating); +2 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), Darkvision 
(Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +5, Ref +5, Will +1; STR 9, DEX 19, CON 15, INT 12, WIS 11, CHA 
6. 
Skills: Appraise +3, Climb +2, Craft (Blacksmithing) +1, Craft (Metalworking) +1, Craft (Stone carving) +1, 
Craft (Stonemasonry) +1, Craft (Weaponsmithing) +1, Jump +2, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -4.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Point Blank Shot, Shield Proficiency, Simple Weapon 
Proficiency, Weapon Focus: Crossbow, repeating, Weapon Focus: Hand axe. 
Possessions:  
Weapons: Bolt, repeating (1 gp); +1 Hand axe (2,306 gp); Crossbow, repeating (250 gp). 
Armour: Studded leather (25 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 

 

Derro Patrol 3 

���� Male Dwarf, Derro Ftr1 (3): CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11, 11, 11; Init +2; Spd 
15; AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); 
+0 (1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 
 
���� Male Dwarf, Derro, Ftr5: CR 6; Medium Humanoid ; HD 5d10+10(Fighter) ; hp 46; Init +4; Spd 15; 
AC:14 (Flatfooted:11 Touch:13); Atk +5 base melee, +9 base ranged; +7 (1d6+3, +1 Hand axe); +10 (1d8, 
Crossbow, repeating); +5 (1d3, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +6, Ref +5, Will +1; STR 10, DEX 19, CON 15, INT 12, 
WIS 11, CHA 6. 
Skills: Appraise +3, Climb +5, Craft (Blacksmithing) +1, Craft (Metalworking) +1, Craft (Stone carving) +1, 
Craft (Stonemasonry) +1, Craft (Weaponsmithing) +1, Jump +5, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -1.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Point Blank Shot, Shield Proficiency, Simple Weapon 
Proficiency, Weapon Focus: Crossbow, repeating, Weapon Focus: Hand axe, Weapon Specialization: 
Hand axe. 
Possessions:  
Weapons: Bolt, repeating (1 gp); +1 Hand axe (2,306 gp); Crossbow, repeating (250 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 
Magic: Potion: Protection from Elements (6) (900 gp). 



 

The Pool of Healing (2) 

The 10’ passage continues for about 40’ before opening into 15’ diameter chamber. 

This roughly circular chamber has a 5’ diameter pool from which a fine mist rises. As you approach you can 
sense that the water is warm. The water is clear and bubbles rise from the bed. A f’ wide passage leads 
north east and another southeast. 

 
Bathing in the pool for 10 minutes is equivalent to having a greater restoration spell cast upon you. A 
Spellcraft check at DC25 will reveal the pools properties. 
 

Animal House (3) 

The passage widens into a cavern roughly 25’ by 15’. In it a pale haired dwarf fumbles with a set of keys as 
he tries to open a cage. In the cage a hideous creature, the size of a large wolf, with patchy fur and 
shrunken unhealthy black skin paces back and forth.  

 
The derro heard the PCs talking and rushed in here to free the Feral Yowler. The Yowler will attack with its 
yowl on its first round before engaging in hand to hand combat. The derro after freeing the Yowler (free 
action) will attack with his crossbow then with his hand axe if PCs close in. 
 

���� Male Dwarf, Derro Ftr1 (3): CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11 ; Init +2; Spd 15; 
AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); +0 
(1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 
 
 � Feral Yowler (1): CR 5; Medium Magical Beast; HD 7d10+56 (85); Init +7; Spd 50'; AC 16 (Touch 13, 
FF 13); Atk Bite +11 (1d8+7), Claw x 2 (+6 (1d6+5); Face/Reach 5ft/5ft; SA Trip, Yowl of Fear; SQ 
Immunities, Minor Displacement; AL CE; Fort +13; Ref +8; Will +4; Str 18; Dex 17; Con 27; Int 7; Wis 14; 
Cha 16; Height 7' long; Weight 400;  
   Skills: Hide +13, Listen +5, Move Silently +13, Spot +5; 
   Feats: Improved Initiative, Power Attack, Stealthy;  
   Trip (Ex): On a bite attack can trip (+5 mod) as a free action 
   Yowl of Fear (Su): Every 1d4 rounds can yowl. DC16 Will save or be shaken while it is sight of the 
creature and 2d4 rounds after. 
   Immunities (Ex): Immune to fear, negative energy, energy drain effects 
   Minor Displacement (Su): Melee or ranged attacks miss 20% of the time. 

 

Guard Room (4) 

A pair of rough wooden tables, some mismatched chairs and some sleeping mats fill most of this 25’ by 30’ 
chamber. You can just see a battered chest stuck behind one of the tables. 

The chest is locked (DC20) and trapped (hammer blow to the nuts). There is a name-plate on the chest, in 
dwarven runes. “Kurto of clan Buhrodar made this.” In a less cultured hand is scratched, “And now it’s mine 
so keep off, Gore Hammer.” 
 

���� Hammer Trap: CR 2; Section of the chest springs out and hits the thief in the vulnerables +10 melee 
1d8 damage. ; Search (DC 20); Disable Device (DC 20);  

 
 The chest contains 1 citrine, 1 freshwater peal, 1 chunk of haematite, [70gp] a cheap paste necklace on a 
cat-gut string (necklace of fireballs (Type II)), a wand of burning hands, Scroll (Invisibility (CR4), Cat’s 
Grace (CR4), Darkvision (CR4)).  
 



Pillared Chamber (5) 

The passage widens here but much of the space is occupied by contorted pillars of flowstone.  

Pool Room (6) 

This roughly square chamber is some 20’ on each side. In the north-west corner is a small pool, no more 
than 5’ in diameter. Though the water is clear you cannot see the bottom.  

 
Anyone bathing or drinking the must make a fortitude save at DC12 or be infected with pond rot a disease 
that affects the skin and hair. Unless a cure disease is cast upon the victim they will suffer from itchy, 
scratchy skin and scalp. This causes a -1 penalty to AC, concentration checks and prevents natural 
healing. The disease will last for 1d3 weeks. At the end of this period if the cure disease has not been cast 
the victim has a 10% chance of loosing 1 permanent point of charisma because of the discoloured and 
scared skin and patchy hair loss.  
A druid will be able to tell the water is affected by just looking at it.  

Pillared Chamber (7) 

The passage widens out into a roughly circular chamber some 25’ across. Most of the space is occupied 
by large flowstone pillars. 

Large Pillared Chamber (8) 

This roughly trapezoidal chamber is about 40’ north-south and about 25’ east west. Narrow, winding 
passages lead off to the north and the south. Massive flowstone pillars, like the columns in a cathedral 
support the high ceiling. Water has carved them into grotesque shapes giving the room a fearsome air. A 
stone wall has been built across part of the south-eastern wall. 

 
Two gargoyles cling to the pillars, one to the northernmost, one to the southernmost. They can only be 
seen on a spot or search check against their hide check of +17. 
 
When the PCs move towards one of the exits or towards the hidden door they will attack. 
  

���� Gargoyle (2):CR4;Medium Magical Beast (Earth); HD 4d10+16 (Magical Beast); hp36, 32; Init +2; Spd 
45, Fly, Average 75; AC:16 (Flatfooted:14 Touch:12); Atk +4 base melee, +6 base ranged; +6/+4/+4 (1d4,2 
Claws; 1d6,Bite; 1d6,Gore); SQ: Freeze (Ex); ALCE; SV Fort +8, Ref +6, Will +1; STR 11, DEX 14, CON 
18, INT 6, WIS 11, CHA 7. 
Skills: Hide +9, Listen +4, Spot +4.  
Feats: Multiattack, Weapon Finesse: Bite, Weapon Finesse: Claws, Weapon Finesse: Gore. 
Description: A gargoyle is a vicious flying predator that enjoys torturing creatures weaker than itself. 
Gargoyles appear to be winged stone statues, for they can perch indefinitely without moving and use this 
disguise to surprise their foes. They require no food, water, or air but often eat their fallen foes out of 
fondness for inflicting pain. When not enjoying their favourite pastime, a gang of gargoyles can be found 
waiting silently for prey or bragging among themselves. Gargoyles speak Common and Terran. 
Combat: Gargoyles either remain still, then suddenly attack, or dive onto their prey. 

 
There is a well hidden secret (Search DC30) stone door in the wall to the south east.  

Stair Chamber (9) 

The door swings open silently and reveals a small chamber with a stone stair leading down into darkness. 

The top stair is alarmed:  

 � Alarmed Stair: CR 1; Sets off an alarm in the guard room below.; Search (DC 26); Disable Device (DC 
26);  

Flooded Area (10) 

As you walk down the corridor you start to smell rotting meat, fouled water and corrupting vegetation. You 
soon see that the corridor ahead is flooded with dark stagnant water. 

 
The water is some 8’ below the cave roof and soon becomes 10-20’ deep in the centre of the passages, 
dropping to about 6’ deep at the edges. PCs that enter the water must make a fortitude save at DC16 or 
contract Blinding Sickness (see DMG pg75). If PCs do explore the water they will find bodies of derro and 
dwarves weighted down with huge boulders.  
 
The south passage at the crossroads leads to a huge underground sea that stretches out in all directions 
as far as the PCs can see. 
 



The western passage soon sees the PCs emerging onto dry land.  

The passage has many scratch and gouge marks on the floor, walls and ceilings as if something large and 
scaly has squeezed its way through. Eventually the passage widens out into a large roughly circular 
chamber. Pilled up into a sort of bed is a pile of gems, coins and other treasure.  

 
The treasure comprises 12000 cp, 8000gp, 11 gems (Silver Pearl, Red Brown Spinel, Brown-Green 
Garnet,  Star-Rose Quartz, Onyx, Carnelian, Rose Quartz*2, Moonstone, Blue Quartz, Eye Agate) [620gp], 
+1 longbow, potion of Cat’s Grace, 3 arcane scrolls (1: Cat’s Grace, Spectral Hand; 2: Slow, Magic 
Weapon; 3: Shield, Spider Climb, Bull’s Strength) and a wand of Detect Magic with 31 charges. 
If any of the coins, gems or items are taken the dragon will know and will hunt down the PCs.  

Pillared Chamber (13) 

The passage ends in an oval chamber forested with flowstone pillars. Water has carved them into 
grotesque shapes and the sound of dripping water reminds you of an old man cracking his knuckles.  
 

Shadow Puppets (14) 

A wall has been built across a route to the east, opposite a bulge in the passage to the west. The wall is 
old and the mortar is crumbly to the touch. 

 
If the PCs start to pull down the wall, three shadows attack through the wall at the PCs damaging it.  
Beyond the wall are three derro skeletons and a chest. The chest is locked (DC20). 
 
���� Shadow: (3) CR3;Medium Undead (Incorporeal); HD 3d12 (Undead); hp22, 19, 17; Init +2; Spd 30, Fly, 
Good 40; AC:13 (Flatfooted:11 Touch:13); Atk +3 base melee, +3 base ranged; +3 (,Incorporeal touch); 
SA: Strength Damage (Su) , Create Spawn (Su) ; SQ: Racial Traits: Undead, Subtype: Incorporeal, Turn 
resistance (Ex); ALCE; SV Fort +1, Ref +3, Will +4; STR --, DEX 14, CON --, INT 6, WIS 12, CHA 13. 
 
The chest contains 5000sp and 4 gems (2 Eye Agate, haematite, malachite) [40gp]  

Driving the Spikes (15) 

PCs will hear the sound of hammering and grinding when they get close to this room. They always gain a 
surprise partial action on the creatures in it. 
This rectangular cave is filled with boulders and some of them are moving! The moving ones have 3 or 4 
spiked fists like large maces and a oval mouth. The whole body of the creature has angular protrusions. 
Standing amongst them is a blond dwarf with pure white eyes. He turns and orders the creatures to attack. 
 

���� Stone Spike (3):CR2;Medium Elemental (Earth); HD 3d8+12 (Elemental); hp28, 26, 23; Init -1; Spd 20; 
AC:17 (Flatfooted:17 Touch:9); Atk +6 base melee, +1 base ranged; +6 (1d8+4,2 Slam); SQ: Racial Traits: 
Elemental; ALN; SV Fort +7, Ref +1, Will +1; STR 18, DEX 8, CON 19, INT 4, WIS 11, CHA 11. 
Skills: Listen +6, Spot +4.  
Feats: Power Attack. 
 
���� Male Dwarf, Derro Ftr1 : CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11 ; Init +2; Spd 15; 
AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); +0 
(1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 

 
A search (DC16) amongst the boulders turns up 3 bloodstones (100gp each). 
 

Waste Not, Want Not (16) 

This chamber is littered with rubbish, bones, planks and other assorted detritus. 

 
PCs prepared to search the chamber will find 2 50’ lengths of serviceable if dirty rope. 
 



Tight Squeeze (17) 

The passage floor rises up and almost touches the ceiling, leaving about 18” gap at the highest point. 

 
PCs in metal armour will need to take it off before progressing. 
 

Empty Chamber (18) 

Strange echoes reverberate around this chamber as you move around this 20’ by 15’ chamber which is 
otherwise devoid of interest. 

 

Cave In (19) 

The passage widens up and then ends abruptly in a massive cave in. From the cracks running across the 
ceiling and down the walls another one could occur at any time. A large pile of precariously balanced 
boulders fills the northern part of this chamber. 

 
Each round that the PCs spend investigating there is a 20% chance that a block will fall from the ceiling 
(+15 melee, reflex save at DC20 for ½ damage otherwise 2d6 points of damage to a random character.  

  



The Fortress of Argent Tor 

The stairway from room 9 on the upper level spirals down for a long distance, the stones of the treads slightly worn 
but the wooden handrail is burnished to a silky finish by the passage of many hands. 

At the foot of the stairs there is a small patch of level stone in front of another solid wooden door.  

 
The door is not locked but if the PCs set the alarm off at the top of the stairs the occupants of the chamber beyond 
are waiting for the PCs silently. Two are waiting in the NW corner of the room, another in the corridor to the east 
while a fourth has run for help.  
If the PCs have not set off the alarm then the occupants of the room have a chance to be surprised if they fail a listen 
check at DC 10. The PCs have a chance to hear the occupants if they have not set the alarm off if they succeed at a 
listen check of DC 12 when standing at the door.  

The Guard Room (1) 

The door opens onto a large square room, will lit with torches in each wall. In the far corner is a table laid 
with plates, bottles and flagons. A pot bubbles on a small fire and a savoury aroma rises from it. The wall 
has a finely carved cornice and the stone of the walls is well cut and equally well laid. 

If the PCs have surprised the occupants: 
 

Four derro scramble to their feet in a clatter of chairs as they see the door open, they reach for weapons 
and turn to attack. 

One will make a burst for the corridor if he gets the chance.  
 
If the PCs have not surprised the derro: 
 

Two derro stand behind a topple table, crossbow bolts aimed at you. Grinning evilly, they fire. 

 
The table gives them a +4 to AC.  

 

���� Male Dwarf, Derro Ftr1 (4): CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11x4 ; Init +2; Spd 15; 
AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); +0 
(1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 

 

Flooded Room (2) 

The door has stuck in the damp. 

This room stinks of damp and ankle deep water covers the floor of this 15’ square chamber. Saturated and 
mouldy beds stand ready to collapse to the north between them is a chest also on the point of collapse. In 
the water is the skeleton of a dwarf or a derro, it is difficult to tell which. Part of the ceiling has collapse and 
water is dribbling in from above. Like the guard room this room is well constructed and has some fine 
carvings, which have been partially destroyed by the collapse of the ceiling. 

 
The chest is locked and contains rotten clothes, rotten leather armour and a rusty axe with a rotten handle. 
A search through the slimy remains (DC12) will reveal a handful of coins 1gp, 5sp and 12cp. The coins are 
quite worn and bear the profile of King Kurto IV – the name in dwarven runes.  
The carvings are of dwarven make and are of an abstract, repeating pattern common many generations 
ago but which have long gone out of fashion. 



Bunk Room (3) 

This 15’ square room has two bunks and a chest in it. It is obviously a bunk room for the guards. Someone 
has chipped off part of the repetitive decorative cornice in this room leaving it looking shabby and tired. 

 
The chest is locked (DC20) and contains spare clothes and a handful of coins in a leather purse (4gp, 6sp, 
10cp). The coins are quite worn and bear the profile of King Kurto IV – the name in dwarven runes.  
 

Bunk Room (4) 

This 15’ square room has two bunks and a chest in it. It is obviously a bunk room for the guards. Someone 
has chipped off part of the repetitive decorative cornice in this room leaving it looking shabby and tired. 

 
The chest is locked (DC20) and contains spare clothes and a handful of coins in a leather purse (1gp, 1sp, 
10cp). The coins are quite worn and bear the profile of King Kurto IV – the name in dwarven runes.  
 

Stuck Door (5) & Ambush (6) 

The door to this room is jammed tight and will not open. The dwarven wizard XXX waiting in the room has 
seen the PCs approaching and has cast hold portal upon it to prevent them finding him and the tunnel. He 
doesn’t know which side they are on.  
 
As the PCs struggle with this door or the one at the end of the corridor a group of derro appear from the 
east. They will fall back to draw the PCs through the eastern door so that the crossbowmen in room 6 can 
get a good shot at the PCs can be surrounded. 
 
Beyond the door is a plain 20’ square room with corridors exiting to the north and south. 
Two derro will be in each corridor, 1 kneeling and one standing behind. Both armed with crossbows. 
 

After three rounds of combat a group of dwarf rebels will emerge from room 5 to turn the tide of battle.  

“Gandal! Take the upsiders to the king; Muz, Gun, with me. Give them time to get away then fall back with 
me.” The slightest of the dwarves shouts in dwarvish before drawing a wand and loosing a volley of 
magical energy at the nearest foe. Two of the dwarves, rusty red hair sticking out from battered helms 
charge to his side and form a barrier of steel against the foe, just in time as more derro approach from the 
corridors to the north and south. 

“With me.” the final dwarf barks, almost identical in appearance to the first “You heard my brother, follow 
me. We must get you to the king.” 

 
If the PCs hesitate he will curse in dwarven, “You gemless rust-minded pebbles! We have little time. We 
must lose them in the tunnels and get you to the king. NOW!”  (Command DC14 will save to negate cast at 
Kuldan).  
There is a chance that a PC will spot (DC12) that the dwarf has a holy symbol of Yamuga round his neck. If 
asked about it he will say nothing until they have reached a place of refuge.  

“Yamuga, yes I have heard her called that, we know her as Terra, she cares for all of us that live below the 
ground that fight the powers of chaos and Entropy.” 

  
 



The enemy: 

� Hook Horror: CR 6; Large Aberration ; HD 10d8+20 (Aberration) ; hp 69; Init +3; Spd 20, Climb 20; 
AC:22 (Flatfooted:19 Touch:12); Atk +13 base melee, +9 base ranged; +13/+8 (1d6+7, 2 Claws; 2d6+3, 
Bite); SA: Improved Grab (Ex) ; SQ: Light Sensitivity (Ex), Blindsight (Ex): 60 ft.; RF: Power Sunder, 
Rending bite; AL N; SV Fort +5, Ref +6, Will +8; STR 24, DEX 17, CON 14, INT 7, WIS 12, CHA 9. 
Skills: Climb +16, Hide +8, Jump +15, Listen +13.  
Feats: Cleave, Improved Trip, Power Attack. 
 
� Feral Yowler (2): CR 5; Medium Magical Beast; HD 7d10+56 (105, 92); Init +7; Spd 50'; AC 16 (Touch 
13, FF 13); Atk Bite +11 (1d8+7), Claw x 2 (+6 (1d6+5); Face/Reach 5ft/5ft; SA Trip, Yowl of Fear; SQ 
Immunities, Minor Displacement; AL CE; Fort +13; Ref +8; Will +4; Str 18; Dex 17; Con 27; Int 7; Wis 14; 
Cha 16; Height 7' long; Weight 400;  
   Skills: Hide +13, Listen +5, Move Silently +13, Spot +5; 
   Feats: Improved Initiative, Power Attack, Stealthy;  
   Trip (Ex): On a bite attack can trip (+5 mod) as a free action 
   Yowl of Fear (Su): Every 1d4 rounds can yowl. DC16 Will save or be shaken while it is sight of the 
creature and 2d4 rounds after. 
   Immunities (Ex): Immune to fear, negative energy, energy drain effects 
   Minor Displacement (Su): Melee or ranged attacks miss 20% of the time. 
 
���� Sharpshooter, Male Dwarf, Derro Rog2: CR 3; Medium Humanoid ; HD 2d6+4(Rogue) ; hp (15, 14); 
Init +4; Spd 20; AC:18 (Flatfooted:14 Touch:14); Atk +2 base melee, +5 base ranged; +5 (1d8, Crossbow, 
repeating); +5 (1d6, Alchemist’s fire); -2 (1d3+1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: 
Sunlight (Ex), Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +2, Ref +7, Will +0; STR 12, DEX 19, 
CON 15, INT 12, WIS 10, CHA 7. 
Skills: Appraise +3, Balance +11, Climb +6, Craft (Blacksmithing) +1, Craft (Metalworking) +1, Craft (Stone 
carving) +1, Craft (Stonemasonry) +1, Craft (Weaponsmithing) +1, Disable Device +4, Hide +9, Listen +5, 
Move Silently +9, Open Lock +7, Profession () +2, Profession () +2, Profession () +2, Profession () +2, 
Profession () +2, Profession (Miner) +2, Search +6, Tumble +9.  
Feats: Armour Proficiency: light, Blind-Fight, Exotic Weapon Proficiency: Crossbow, repeating, Point Blank 
Shot. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Alchemist’s fire (20 
gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler, Masterwork (165 gp). 
Goods: Coin: pp (4) (4 pp); Greenblood Oil (100 gp); Coin: gp (5) (5 gp); Coin: cp (6) (6 cp); Coin: sp (6) (6 
sp). 
 
���� Hammerhand, Male Dwarf, Derro Bbn2: CR 3; Medium Humanoid ; HD 2d12+6(Barbarian) ; hp 25; Init 
+3; Spd 30; AC:17 (Flatfooted:17 Touch:13); Atk +4 base melee, +5 base ranged; +4 (1d6+2, Axe, 
throwing); +4 (1d3+2, Unarmed); +4 (1d10+3, War axe, dwarven); SQ: Derro (Dwarf) traits (Ex), 
Vulnerability: Sunlight (Ex), Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +6, Ref +3, Will +0; STR 15, 
DEX 16, CON 16, INT 11, WIS 10, CHA 6. 
Skills: Appraise +2, Climb +7, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Intimidate +3, Jump +7, Profession () +2, Profession 
() +2, Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Tumble +7, Wilderness 
Lore +1.  
Feats: Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, Dodge, Shield Proficiency, 
Simple Weapon Proficiency. 
Possessions:  
Weapons: Axe, throwing (8 gp); War axe, dwarven (30 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler, Masterwork (165 gp). 
Goods: Coin: cp (10) (10 cp); Coin: sp (7) (7 sp); Coin: gp (5) (5 gp); Coin: pp (1 pp). 

 
 



The Friends: 
 

���� Sigul, Male Dwarf, Mountain Wiz4: CR 4; Medium Humanoid ; HD 4d4+8(Wizard) ; hp 22; Init +2; Spd 
20; AC:14 (Flatfooted:12 Touch:13); Atk +1 base melee, +4 base ranged; +4 (1d6, Alchemist’s fire); +4 
(1d8, Crossbow, light); +1 (1d4-1, Dagger, silvered); SQ: Dwarven traits (Ex), Darkvision (Ex): 60 ft.; RF: 
Stone cunning, +2 Fort save against poison, +2 Ref save against spells, +1 attack bonus against orcs & 
goblinoids, +4 dodge bonus against giants; AL LN; SV Fort +3, Ref +5, Will +6; STR 8, DEX 14, CON 14, 
INT 16, WIS 14, CHA 6. 
Skills: Appraise +5, Concentration +9, Craft (Blacksmithing) +3, Craft (Metalworking) +3, Craft (Stone 
carving) +3, Craft (Stonemasonry) +3, Craft (Weaponsmithing) +3, Intuit Direction +3, Knowledge (Arcana) 
+10, Knowledge (Engineering) +5, Knowledge (Geology) +5, Knowledge (The Planes) +4, , Profession 
(Miner) +4, Scry +10, Spellcraft +10.  
Feats: Combat Casting, Lightning Reflexes, Scribe Scroll. 
Spells Known (Wiz 4/4/3): 0 -- Arcane Mark, Dancing Lights, Daze, Detect Magic, Detect Poison, Disrupt 
Undead, Flare, Ghost Sound, Light, Mage Hand, Mending, Open/Close, Prestidigitation, Ray of Frost, 
Read Magic, Repair Minor Damage, Resistance; 1st -- Burning Hands, Charm Person, Detect Undead, 
Hold Portal, Magic Missile, Mount, Shocking Grasp, Silent Image; 2nd -- Bull’s Strength, Minor Image, 
Mirror Image, Protection from Arrows. 
Spells Prepared (Wiz 4/4/3): 0 - Daze, Detect Magic, Detect Poison, Ghost Sound; 1st - Burning Hands, 
Mount, Silent Image; 2nd - Bull’s Strength, Mirror Image, Protection from Arrows. 
Possessions:  
Weapons: Alchemist’s fire (20 gp); Alchemist’s fire (20 gp); Crossbow, light (35 gp); Bolts, crossbow (20) (2 
gp); Dagger, silvered (10 gp). 
Goods: Coin: gp (478) (478 gp); Explorer’s outfit (10 gp); Antitoxin (vial) (3) (150 gp). 
Magic: Ring: Protection +1 (2,000 gp); Wondrous: Amulet of natural armour (+1) (2,000 gp); Wand: Magic 
Missile (3) (Charges: 15) (675 gp). 
Banuraggil, Male Familiar, Shocker Lizard : CR 1/10; Small Magical Beast ; HD 5d10 ( Magical Beast) ; hp 
10; Init + 2; Spd Climb 20, 40, Swim 20; AC 15; Atk + 3 base melee, + 5 base ranged; +3 ( 1d4, Bite ); SA: 
Stunning Shock (Su) , Lethal Shock (Su) ; SQ: Electricity Sense (Ex); AL N; SV Fort + 9, Ref + 11, Will + 
10; STR 10, DEX 15, CON 13, INT 7, WIS 12, CHA 6. 
Skills: Appraise +5, Balance +10, Climb +12, Concentration +9, Hide +17, Jump +4, Listen +7, Scry +10, 
Spot +7.  
Feats: Alertness. 
 
���� Gandal, Male Dwarf, Mountain Clr4: CR 4; Medium Humanoid ; HD 4d8+12(Cleric) ; hp 34; Init +0; 
Spd 15; AC:19 (Flatfooted:19 Touch:11); Atk +4 base melee, +3 base ranged; +6 (1d8+2, +1 Mace, 
heavy); SQ: Dwarven traits (Ex), Darkvision (Ex): 60 ft.; RF: Stone cunning, +2 Fort save against poison, 
+2 Ref save against spells, +1 attack bonus against orcs & goblinoids, +4 dodge bonus against giants; AL 
NG; SV Fort +7, Ref +3, Will +7; STR 12, DEX 11, CON 16, INT 8, WIS 16, CHA 12. 
Skills: Appraise +1, Concentration +4, Craft (Blacksmithing) -1, Craft (Metalworking) -1, Craft (Stone 
carving) -1, Craft (Stonemasonry) -1, Craft (Weaponsmithing) -1, Heal +5, Knowledge (Religion) +3,  
Profession (Miner) +5.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Lightning 
Reflexes, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus: Mace, heavy. 
Spells Prepared (Clr 5/4/3): 
Possessions:  
Weapons: +1 Mace, heavy (2,312 gp). 
Armour: Half-plate, Masterwork (750 gp). 
Shields: Shield, small, steel, Masterwork (159 gp). 
Goods: Coin: gp (179) (179 gp). 
Magic: Ring: Protection +1 (2,000 gp). 
 
���� Muzaggun (Muz), Gunarbal (Gun), Male Dwarf, Mountain Ftr4 (2): CR 4; Medium Humanoid ; HD 
4d10+12(Fighter) ; hp (46,40); Init +1; Spd 15; AC:17 (Flatfooted:16 Touch:11); Atk +7 base melee, +5 
base ranged; +9 (1d10+7, +1 War axe, dwarven); SQ: Dwarven traits (Ex), Darkvision (Ex): 60 ft.; RF: 
Stone cunning, +2 Fort save against poison, +2 Ref save against spells, +1 attack bonus against orcs & 
goblinoids, +4 dodge bonus against giants; AL LG; SV Fort +7, Ref +2, Will +0; STR 17, DEX 12, CON 16, 
INT 10, WIS 8, CHA 9. 
Skills: Appraise +2, Climb +6, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump +6, Profession () +1, Profession (Miner) +1.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Cleave, Combat 
Reflexes, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus: War axe, 
dwarven, Weapon Specialization: War axe, dwarven. 
Possessions:  
Weapons: +1 War axe, dwarven (2,330 gp). 
Armour: +1 Chainmail (1,300 gp). 
Goods: Coin: gp (270) (270 gp). 
Magic: Potion: Lesser Restoration (3) (300 gp); Potion: Cure Serious Wounds (5) (750 gp); Potion: Lesser 
Restoration (3) (300 gp); Potion: Vision (150 gp). 

 
 



The King: Deposed 

The dwarf leads you through a maze of passages. If at anytime you try to stop, or hesitate, he urges you on. “We 
must not let the derro find the king. If they do all will be lost. Lost.” Occasionally you pass through carved chambers 
the roof of which is beyond the limit of sight, halls with columns arrayed like a forest plantation, down stairs steep and 
broad, over bridges spanning bottomless caverns till at last Gandal stops before a pair of carved doors. Two dwarves 
in shining mail flank it and bar the way with long hafted axes. 
“Let me through brothers, these are the ones that Sigul foretold, they will save our king.” Gandal stepped forward as 
he spoke and the other dwarves stepped aside to open the door. 
 

The Throne Room 

You are scarcely able to believe what your eyes are telling you. Gandal has led you into a vast semi-
circular amphitheatre. Numerous rows of stone seats, precipitously steep, lead down to a stage upon which 
a pink granite throne stands. Upon the throne sits an ancient dwarf, a golden sceptre across his lap. 
Gandal leads you down the stairs to the stage. Above you the cavern roof has been left in its natural state. 
Pendulous stalactites hang like swords above the stage and all are blackened by the smoke from the 
numerous guttering torches that light the chamber.  

As you get closer you see that the king, though ancient, is still alert and strong. He stands as Gandal 
approaches and clasps the younger dwarf in a warm embrace. “These are the ones that Sigul foretold?” he 
asks and receives a nod from Gandal. 

“I am Kurto, king of the mountain dwarves, welcome to my halls, I apologise for the state that they have 
fallen into, the foul derro have pushed us further and further back and soon the last bastions of our 
kingdom will fail. They have taken much of our wealth and most of the city and if we are to survive much 
longer we will need your aid.” 

“The derro seek a fountain deep within the city, it was created when we were on better terms with surface 
dwellers such as yourselves, they would come there for aid and healing and we would freely give it to 
them. The water is deadly to dwarves and gnomes but healed and restored humans, elves and halflings. 
Then the derro came and found that it massively increased their strength and stamina. From that day they 
started to attack the city in greater and greater numbers and soon shut us off from aid from other clans and 
from our friends amongst the elves and humans. You must destroy the fountain. Sigul has foretold that 
without that as a draw the derro will cease their attacks and we will be able to push them from our halls.” 

If the PCs ask for a reward the king will nod. “Of course you will be rewarded, most of our wealth has been 
taken by the foul derro back to their mines deeper within the mountains, and beyond our reach forever 
however we still have a few caches.” 
He signals Gandal to bring out a large battered chest which he opens and lays out an assortment of items. 
“If you agree to destroy the fountain then you may take any two of these items.” 

• Collar of Cleverness (2 tricks) (1400gp) 

• Replenishing Skin (A water skin crafted from the skin of a camel that when empty becomes 
full again 1d4 hours later) (1000gp). 

• Scarab of Golembane (Stone) (1200gp) 

• Gems (A dozen red garnets) (1200gp) 
  

As you study the items the doors are swung open and two dwarves enter running down the stairs towards 
the throne. The guards beside the king step forward to protect the king but are waved away by the older 
dwarf as he recognises the badly wounded dwarves as those that were with Sigul. They drop to their knees 
before their monarch and for a moment the only sound is their blood dripping onto the stone of the floor. 
“Sire, Sigul has been captured by the derro. They ambushed us as we returned; he used his last spells to 
give us the chance to escape. His last words as they dragged him away were, ‘They must use the 
Thunderer’s Hammer’. I’m sorry we failed to protect your son my liege, our lives are yours to take.” 

“This Sigul foretold as well, stand brave warriors, Gandal heal these heroes so they may aid the outsiders 
in their quest. You will aid us will you not?”  

If the PCs agree to aid the King he will nod and once the two dwarves are healed they will lead the PCs 
through a maze of passages, some partially collapsed. 
 

To The Fountain 

If the PCs decide to go off on their own instead of following the dwarves they will enter ‘The Maze of Narrow 
Passages’ but have a penalty of -1 on the d12 dice roll. 
 
The dwarves set a stiff pace, for dwarves, but you sense they could keep it up for hours, days even. They don’t 
speak, even too each other, you sense that they know where they are headed and the dangers they will face. 

 

The Maze of Narrow Passages 

This area may once have been part of the lower status area of the city. Bricked up buildings line narrow passages 
carved with less care than the other areas you have ventured into. The two dwarves lead the way, cautiously now. “It 



is easy to get lost here, to get turned around and end up travelling in circles. Even we find it difficult sometimes to 
make out where exactly we are. Stick close.”  
 
Roll a d10 (if the PCs are alone) or a d12 (if the PCs are with the dwarves). The PCs can end up in the same place 
twice but the key encounters (1-4) can only happen once.  

1. The Hall of Bright Carvings 

You emerge from the narrow confines of the tunnels to find yourself in a brightly lit space. A shaft of 
sunlight shines through a prism of crystal in the ceiling and its rays are scattered throughout the large 
chamber. Numerous pedestals some of wood others of the same stone as the cave wall, some simply 
carved, others crafted to resemble trees or nymphs support delicate crystal carvings. The sunlight glints off 
of the carving and splits into rainbow shards across the pale grey floor. An exit much like the one through 
which you entered lies at the opposite end of the chamber. 

 
If the dwarves are present they explain the purpose of the hall. “Guests from other clans and from the 
lands beneath the sun would bring gifts to the king, creatures and landscapes carved from the purest 
crystals found in their realms. They were placed here so that all could view them, so far the derro have not 
come to destroy them as they feel the room is cursed, guarded by the spirits of the carvers.” 
 
A successful appraise check at DC15 will give the average value of any carving to be 1d4 *10 thousand 
gold pieces. Most are made of quartz through some are carved from amethyst, some from jade, coral and a 
few from a pale wood. 
If the PCs touch any of the carvings read the following. 

A multitude of colourful snowflake-like crystals float down from the ceiling near the light well and  twinkle in 
the air before you. As you watch, they gather together to take on a bulbous, roughly spherical form that 
throbs with a deep, ominous sound and radiates a sparkling white light.     

   �Crystalmist (1): CR 5; Diminutive Aberration((Swarm)); HD 8d8+16 (43hp); Init +10; Spd Fly 20'; AC 
23 (touch 20, FF 17); Atk Swarm (2d6), Light Ray (Ranged Touch +16 1d6); Face/Reach 10'; SA Light ray 
(Ex), Distraction (Ex) ; SQ Darkvision 60 ft, hive mind, immune to weapon damage, mindless, swarm traits ; 
AL N; Fort +4; Ref +8; Wil +7; Str 1; Dex 22; Con 15; Int 1; Wis 12; Cha 8; Height 10';  
   Skills: Listen +8, Spot +9 ; 
   Feats: Alertness, Improved Initiative, Point Blank Shot;  
  Special Attacks:  
Distraction (Ex): Any living creature that begins its turn with a swarm in its square must succeed on a DC 
16 Fortitude save or be nauseated for 1 round.   The save DC is Constitution-based.  
  Light Ray (Ex): A crystalmist swarm's light rays have a range of 20 feet. The   light ray deals 1d6 points of 
fire damage on a direct hit, and 2 points of fire   damage to all creatures within 5 feet of where it hits. The 
light ray sets fire to   combustibles and damages objects struck. It can melt metals with low melting   points, 
such as lead, gold, copper, silver, and bronze. If the crystalmist is in the area of a bright light source (such 
as a daylight spell), the damage done by its light ray is doubled to 2d6 points.  
  Special Qualities: 
  Hive Mind (Ex): Any crystalmist swarm with at least 1 hit point per Hit Die (or 8 hit points, for a standard 
crystalmist swarm) forms a hive mind, giving it an Intelligence of 1. When a crystalmist swarm is reduced 
below this hit point   threshold, it becomes mindless. When a crystalmist swarm suffers 10 points of 
damage, it fragments into its individual components. The remaining individuals cannot form another swarm 
for five rounds while they regroup. Forming into a new swarm is a full-round action, and the swarm loses its 
Dexterity bonus to Armour Class in that round.  
  Mindless (Ex): Crystalmists are naturally mindless without their hive mind, and are therefore immune to all 
mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects) and illusions even 
when formed into a swarm.  
  Swarm Traits: See Page 166 Fiend Folio. They are immune to ALL weapon damage, immune to mind 
affecting spells, immune to spells that target a certain number of creatures, -10 to saving throws against 
area effects (e.g. grenade weapons). If the area effect does not allow a saving throw, a swarm takes 
double damage instead.  

 
If any of the dwarves see the PCs touch one of the carvings they will tell them to put it back and leave 
some sort of crystal (i.e. a gem to pacify the guardians. If a mountain dwarf here or anywhere else finds out 
that a PC has taken a carving from the cave or has broken one he or she will be compelled as if under a 
geas to hunt down the PC and return the carving to the hall. 

2. A Short Cut To Mushrooms 

You squeeze through a narrow crevice between two bricked up buildings and emerge into a cavern lit by a 
pale green-grey glow. The floor is almost completely covered with giant mushrooms and toadstools of all 
descriptions. Huge red umbrellas give off a sickly sweet scent, large pillow shaped mounds puff clouds of 
black spores as you pass, shelf like brackets of orange fungus a foot thick provide a ladder up to a door in 
the opposite wall.  

 
The bracket fungus will easily bear the weight of the heaviest PC. The spores from the puff balls do no 
damage. None of the fungi are poisonous or dangerous in any way. 



3. Paths of the Dead 

A narrow spiral stair that winds downwards opens into a large domed chamber. In the centre is a pool 
which reflects the light that shines through the crystal lens set in the centre of the dome. All around in neat 
rows are tombs, too many to number and all alike. A wider path winds through the serried ranks and 
around the right hand edge of the pool. A small stone hut stands beside the path as it rounds the lake and 
as you watch a figure in tattered rags steps out and stares at you with eyes like hot coals. 

 
If the PCs pass through the chamber without damaging anything and without assaulting the keeper it will 
allow them to pass unmolested. Otherwise it will use its scatter defilers power before attacking the 
remaining PCs. 
  

  � Crypt Thing (1): CR 3; Medium Undead; HD 6d12 (47hp); Init +7; Spd 30'; AC 17 (touch 13, FF 14); 
Atk 2 Claws +7 melee (1d6); Face/Reach 5ft / 5ft; SA Scatter Defilers; SQ Turn resistance, Undead Traits; 
AL N; Fort +2; Ref +5; Will +7; Str 10; Dex 16; Con -; Int 11; Wis 15; Cha 13; Height 4' 3"; Weight 50lbs;  
   Skills: Bluff +6, Diplomacy +10, Disguise +1, Escape Artist +8, Intimidate +8, Listen +7, Sense Motive +7, 
Spot +8 and Use Rope +3; 
   Feats: Deflect Arrows, Improved Initiative, Weapon Finesse, Weapon Focus (claw);  
   Scatter Defilers (Su): Transport enemies 10d10*10 feet in a random direction once per day 
   Turn Resistance (Ex): Treat as a 10HD monster for turning purposes. 

 
The crypt thing speaks dwarven and is willing to converse with any that come through. It knows the 
following: 

• A group of orcs tried to pass this way a while ago – it has no real sense of time this could be 
a day a year or a thousand years ago. Some of their bodies lie at the bottom of the pool. 

• He misses company and the taste of dwarven ale, he would be grateful if just occasionally 
someone from the city would visit him. 

4. Welcome to the Machine 

A metal hatch is set into the floor in the centre of this otherwise undistinguished 20’ square chamber, the 
passage continues through an opening in the opposite wall. 

 
A listen check at DC12 allows the PCs to hear a thrumming grinding sound. Any PC touching the hatch will 
feel a strong vibration. The hatch is locked (Open Lock DC30, Hardness 10, 60hp, Break DC28). 
 
If the PCs try to break the door there is a 1-2 chance on a D20 that a group of Derro will appear. If the 
dwarves are with the PCs they will stop the PCs from smashing the door. They don’t know what is down 
there but tell tales of metal creatures, big wheels, bad smells and clouds of steam. 
 

���� Male Dwarf, Derro Ftr1 (3): CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11 ; Init +2; Spd 15; 
AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); +0 
(1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
Goods: Greenblood Oil (100 gp). 
 
 � Feral Yowler (1): CR 5; Medium Magical Beast; HD 7d10+56 (85); Init +7; Spd 50'; AC 16 (Touch 13, 
FF 13); Atk Bite +11 (1d8+7), Claw x 2 (+6 (1d6+5); Face/Reach 5ft/5ft; SA Trip, Yowl of Fear; SQ 
Immunities, Minor Displacement; AL CE; Fort +13; Ref +8; Will +4; Str 18; Dex 17; Con 27; Int 7; Wis 14; 
Cha 16; Height 7' long; Weight 400;  
   Skills: Hide +13, Listen +5, Move Silently +13, Spot +5; 
   Feats: Improved Initiative, Power Attack, Stealthy;  
   Trip (Ex): On a bite attack can trip (+5 mod) as a free action 
   Yowl of Fear (Su): Every 1d4 rounds can yowl. DC16 Will save or be shaken while it is sight of the 
creature and 2d4 rounds after. 
   Immunities (Ex): Immune to fear, negative energy, energy drain effects 
   Minor Displacement (Su): Melee or ranged attacks miss 20% of the time. 

 



0, 5 – 6. Dead End 

The passage comes to a dead end here, there is no choice but to turn around and try a different passage.  

If the dwarves are with the PCs they mutter about the derro blocking off old passage and opening up new 
ones just to confuse them. 
 

7 – 9. Narrow Corridors 

The passage is particularly narrow here; you have to turn sideways to get through.  
 
There is a 1-3 on a D20 chance that a derro sharpshooter is lying in wait for the first PC to go through. 
 

���� Sharpshooter, Male Dwarf, Derro Rog2: CR 3; Medium Humanoid ; HD 2d6+4(Rogue) ; hp (15, 14, 
14, 13); Init +4; Spd 20; AC:18 (Flatfooted:14 Touch:14); Atk +2 base melee, +5 base ranged; +5 (1d8, 
Crossbow, repeating); +5 (1d6, Alchemist’s fire); -2 (1d3+1, Unarmed); SQ: Derro (Dwarf) traits (Ex), 
Vulnerability: Sunlight (Ex), Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +2, Ref +7, Will +0; STR 12, 
DEX 19, CON 15, INT 12, WIS 10, CHA 7. 
Skills: Appraise +3, Balance +11, Climb +6, Craft (Blacksmithing) +1, Craft (Metalworking) +1, Craft (Stone 
carving) +1, Craft (Stonemasonry) +1, Craft (Weaponsmithing) +1, Disable Device +4, Hide +9, Listen +5, 
Move Silently +9, Open Lock +7, Profession () +2, Profession () +2, Profession () +2, Profession () +2, 
Profession () +2, Profession (Miner) +2, Search +6, Tumble +9.  
Feats: Armour Proficiency: light, Blind-Fight, Exotic Weapon Proficiency: Crossbow, repeating, Point Blank 
Shot. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Alchemist’s fire (20 
gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler, Masterwork (165 gp). 
Goods: Coin: pp (4) (4 pp); Greenblood Oil (100 gp); Coin: gp (5) (5 gp); Coin: cp (6) (6 cp); Coin: sp (6) (6 
sp). 

 

10. Complex Junction 

Passages leave this large chamber in all directions, and they all look the same. The rubble strewn floor 
gives no clues as to which one is the most travelled path.  

11 – 12. Fountain Court 

You have been hearing the sound of hammering and coarse shouts for some time now but at last you can 
tell from where the sounds are coming from. You enter another huge cavern, the centre of which is much 
lower than the edges. Buildings have been constructed around the perimeter and they descend in three 
tiers to surround a tall domed building in the centre. The buildings are derelict now, some ruined when 
stalactites have fallen from the ceiling, and others appear to have been ransacked by the derro. A bright 
orange glow illuminates the area around the central building.  

Depending on the highest search score they will see the following 
 
DC10: 1 Thoqqua, 2 Derro Ftr1 
DC12: 1 Derro Brb2 (Unless he was killed at the ambush) 
DC14: 2 Orc Ftr2, 1 Orc Clr5 
DC19: 2 Derro sharpshooters in the alleys near where the PCs are. 
 
It appears that the Derro are using the Thoqqua to burn through the door of the central building. A Sense 
Motive at DC20 will suggest that the Derro are deferring to the orcs. The door to the fountain is 120’ away 
from where the PCs are. 
The orc cleric will cast entropic shield then Magic Circle against Good while the PCs approach. She will try 
to enthral the largest fighter or a sound burst if the group are tightly packed. She will then use her wand to 
summon a lemure if she is still behind the shield of other NPCs otherwise she will draw her sword.  
 

���� Thoqqua: CR 2; Large Elemental (Earth, Fire); HD 4d8+12 (Elemental) ; hp 38; Init +0; Spd 30, Burrow 
20; AC:18 (Flatfooted:18 Touch:9); Atk +8 base melee, +2 base ranged; +8 (1d8+9, Slam); SA: Heat (Ex) , 
Burn (Ex) ; SQ: Subtype: Fire, Tremorsense (Ex): 60 ft.; AL N; SV Fort +4, Ref +1, Will +2; STR 23, DEX 
11, CON 17, INT 6, WIS 12, CHA 10. 
 
Special Attacks: Heat (Ex): Merely touching or being touched by a thoqqua automatically deals 2d6 fire 
damage. 
       Burn (Ex): When a thoqqua hits with its slam attack, the opponent must succeed at a Reflex save (DC 
13) or catch fire. The flame burns for 1d4 rounds if not extinguished sooner. The burning creature can use 
a full-round action to put out the flame (see page 86 in the DMG for more information on catching on fire). 
 



���� Sharpshooter, Male Dwarf, Derro Rog2 (2): CR 3; Medium Humanoid ; HD 2d6+4(Rogue) ; hp (15, 
14); Init +4; Spd 20; AC:18 (Flatfooted:14 Touch:14); Atk +2 base melee, +5 base ranged; +5 (1d8, 
Crossbow, repeating); +5 (1d6, Alchemist’s fire); -2 (1d3+1, Unarmed); SQ: Derro (Dwarf) traits (Ex), 
Vulnerability: Sunlight (Ex), Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +2, Ref +7, Will +0; STR 12, 
DEX 19, CON 15, INT 12, WIS 10, CHA 7. 
Skills: Appraise +3, Balance +11, Climb +6, Craft (Blacksmithing) +1, Craft (Metalworking) +1, Craft (Stone 
carving) +1, Craft (Stonemasonry) +1, Craft (Weaponsmithing) +1, Disable Device +4, Hide +9, Listen +5, 
Move Silently +9, Open Lock +7, Profession () +2, Profession () +2, Profession () +2, Profession () +2, 
Profession () +2, Profession (Miner) +2, Search +6, Tumble +9.  
Feats: Armour Proficiency: light, Blind-Fight, Exotic Weapon Proficiency: Crossbow, repeating, Point Blank 
Shot. 
Possessions:  
Weapons: Crossbow, repeating (250 gp); Bolt, repeating (1 gp); Bolt, repeating (1 gp); Alchemist’s fire (20 
gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler, Masterwork (165 gp). 
Goods: Coin: pp (4) (4 pp); Greenblood Oil (100 gp); Coin: gp (5) (5 gp); Coin: cp (6) (6 cp); Coin: sp (6) (6 
sp). 
 
���� Hammerhand, Male Dwarf, Derro Bbn2: CR 3; Medium Humanoid ; HD 2d12+6(Barbarian) ; hp 25; Init 
+3; Spd 30; AC:17 (Flatfooted:17 Touch:13); Atk +4 base melee, +5 base ranged; +4 (1d6+2, Axe, 
throwing); +4 (1d3+2, Unarmed); +4 (1d10+3, War axe, dwarven); SQ: Derro (Dwarf) traits (Ex), 
Vulnerability: Sunlight (Ex), Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +6, Ref +3, Will +0; STR 15, 
DEX 16, CON 16, INT 11, WIS 10, CHA 6. 
Skills: Appraise +2, Climb +7, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Intimidate +3, Jump +7, Profession () +2, Profession 
() +2, Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Tumble +7, Wilderness 
Lore +1.  
Feats: Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, Dodge, Shield Proficiency, 
Simple Weapon Proficiency. 
Possessions:  
Weapons: Axe, throwing (8 gp); War axe, dwarven (30 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler, Masterwork (165 gp). 
Goods: Coin: cp (10) (10 cp); Coin: sp (7) (7 sp); Coin: gp (5) (5 gp); Coin: pp (1 pp). 
 
���� Male Dwarf, Derro Ftr1 (2): CR 2; Medium Humanoid ; HD 1d10+1(Fighter) ; hp 11 ; Init +2; Spd 15; 
AC:16 (Flatfooted:14 Touch:12); Atk +0 base melee, +3 base ranged; +4 (1d8, Crossbow, repeating); +0 
(1d6-1, Hand axe); +0 (1d3-1, Unarmed); SQ: Derro (Dwarf) traits (Ex), Vulnerability: Sunlight (Ex), 
Darkvision (Ex): 30 ft.; RF: SR 18; AL CE; SV Fort +3, Ref +2, Will +0; STR 9, DEX 14, CON 13, INT 10, 
WIS 10, CHA 6. 
Skills: Appraise +2, Climb -1, Craft (Blacksmithing) +0, Craft (Metalworking) +0, Craft (Stone carving) +0, 
Craft (Stonemasonry) +0, Craft (Weaponsmithing) +0, Jump -1, Profession () +2, Profession () +2, 
Profession () +2, Profession () +2, Profession () +2, Profession (Miner) +2, Swim -8.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Blind-Fight, 
Exotic Weapon Proficiency: Crossbow, repeating, Shield Proficiency, Simple Weapon Proficiency, Weapon 
Focus: Crossbow, repeating. 
Possessions:  
Weapons: Hand axe (6 gp). 
Armour: Studded leather, Masterwork (175 gp). 
Shields: Buckler (15 gp). 
 
���� Hilo Nose Poker, Male Orc Ftr2: CR 2; Medium Humanoid ; HD 2d10+2(Fighter) ; hp 21; Init +3; Spd 
20; AC:20 (Flatfooted:17 Touch:13); Atk +5 base melee, +5 base ranged; +6 (1d12+4, Greataxe); SQ: 
Light Sensitivity (Ex), Darkvision (Ex): 60 ft.; AL CE; SV Fort +4, Ref +3, Will -1; STR 17, DEX 16, CON 12, 
INT 9, WIS 9, CHA 6. 
Skills: Climb +1, Jump +2.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Combat 
Reflexes, Shield Proficiency, Simple Weapon Proficiency, Toughness, Weapon Focus: Greataxe. 
Possessions:  
Weapons: Greataxe (20 gp). Armour: Scale mail (50 gp). Shields: +2 Buckler [Head of Karaash on it] 
(4,165 gp). 
 
���� Ruurk Rock-Hater, Male Orc Ftr2: CR 2; Medium Humanoid ; HD 2d10+2(Fighter) ; hp 21; Init +3; Spd 
20; AC:20 (Flatfooted:17 Touch:13); Atk +5 base melee, +5 base ranged; +6 (1d12+4, Greataxe); SQ: 
Light Sensitivity (Ex), Darkvision (Ex): 60 ft.; AL CE; SV Fort +4, Ref +3, Will -1; STR 17, DEX 16, CON 12, 
INT 9, WIS 9, CHA 6. 
Skills: Climb +1, Jump +2.  
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Combat 
Reflexes, Shield Proficiency, Simple Weapon Proficiency, Toughness, Weapon Focus: Greataxe. 
Possessions:  
Weapons: Greataxe (20 gp). Armour: +2 Scale mail (4,200 gp). Shields: Buckler (15 gp). 
 
� Rudush Fear-Lover, Female Orc Clr5: CR 5; Medium Humanoid ; HD 5d8+15(Cleric) ; hp 41; Init +4; 
Spd 20; AC:16 (Flatfooted:16 Touch:10); Atk +4 base melee, +3 base ranged; +2 (1d10+3, +2 Karaash Crit 



x3); SQ: Light Sensitivity (Ex), Darkvision (Ex): 60 ft.; AL LE; SV Fort +7, Ref +3, Will +6; STR 12, DEX 11, 
CON 16, INT 4, WIS 14, CHA 9. 
Feats: Armour Proficiency: heavy, Armour Proficiency: light, Armour Proficiency: medium, Improved 
Initiative, Lightning Reflexes, Shield Proficiency, Simple Weapon Proficiency. 
Skills: Concentration +11. 
Spells Prepared (Clr 5/4/3/1): 0 - Cure Minor Wounds x2, Guidance, Resistance x2; 1st - Command (d), 
Cure Light Wounds, Divine Favour, Entropic Shield, Shield of Faith; 2nd - Cure Moderate Wounds, Enthral 
(d), Sound Burst, Spiritual Weapon; 3rd - Summon Monster III, Magic Circle Against Good (d). 
Possessions:  
Weapons: +2 Greatsword (Karaash sword serrated) acts as if the wounding talent was on it. It has an evil 
aura. 
Armour: Chain shirt (100 gp). 
Shields: Shield, large, steel (20 gp). 
Magic: Wand: Summon Monster II (3) (Charges: 36) (3,240 gp). 
 
����  Lemure: CR 1; Medium Outsider (Evil, Lawful); HD 2d8 (Outsider) ; hp 9; Init +4; Spd 20; AC:13 
(Flatfooted:13 Touch:10); Atk +2 base melee, +2 base ranged; +2 (1d3, 2 Claws); SQ: Mindless (Ex), 
Immunity: Fire (Ex), Immunity: Poison (Ex), See in Darkness (Su); AL LE; SV Fort +3, Ref +3, Will +3; STR 
10, DEX 10, CON 10, INT --, WIS 11, CHA 5. 

 

The Fountain 

The doors to the fountain have been sealed shut with some strange mixture of stone fragments. (A dwarf will 
recognise this as kosmosnae (ugly-not-stone). The thoqqua has done severe damage to the elegantly carved doors 
and they would appear to be ready to collapse (10hp left).  

Beyond the doors you see a large circular chamber of exquisite beauty. Obviously a natural cavern the walls, floors 
and ceiling are coated with crystals in shades of rose, purple and pale yellow. Some of the crystals are as big as a 
man and light flickers from their facets. In the centre a particularly large pale blue crystal has been carved into a 
basin shaped like Kagyar’s Hammer. Liquid run’s drips from the ceiling and runs down the haft of the crystal hammer 
into the rectangular basin forming the head of the hammer.    

The fountain can only be destroyed by a dwarven cleric with a hammer. The dwarf must make a wisdom (or a Craft: 
Gem Cutting) check at DC12 to determine where to strike the crystal in order to shatter it. 
 
The crystal fountain shatters into myriad tiny shards none bigger than a finger. If a PC does a detect magic then one 
crystal shard will glow strongly with an aura of transmutation – it is an ioun stone.  

The Aftermath 

1d4*10 minutes the PCs destroy the fountain more dwarves arrive, the king and his wounded son the mage is 
amongst them. “The derro flea before us, they have retreated into the dark abyss from which they game. It will be a 
long time before these halls echo to songs and laughter again but they will. It is a shame that such n beautiful item 
had to be destroyed but now there is hope again for our clan. If you ever travel to Dengar, speak well of us.”  

 
The king offers the PCs the chance to spend some time in the guest rooms of the palace to recover before heading 
back to the surface. They are nothing special and the PCs can see that the war with the derro has left them bereft of 
gold. Their pride and strength remains intact and you are confident that they will rebuild the kingdom even if it takes 
several dwarven lifetimes.  



Appendix 1: Consolidated Encounter Statistics 

 
Location Notes Enc. Level Difficulty XP per PC Result 

Wandering: Derro Patrol 1 3 Ftr1 + 1Ftr3 5.6 -1.4 273.1  

Wandering: Derro Patrol 2 3 Ftr1 + 1Ftr3 5.6 -1.4 273.1  

Wandering: Derro Patrol 3 3 Ftr1 + 1Ftr5 6.6 -0.4 382.4  

Animal House Derro + Feral Yowler 5.6 -1.4 273.1  

Large Pillared Chamber 2 Gargoyles 6.0 -1.0 309.0  
Shadow Puppets 3 Shadows 6.2 -0.9 327.8  

Driving the Spikes 3 Stone Spikes + 1 Derro 5.8 -1.2 286.4  

Guard Room 1 4 Derro Ftr1 6.0 -0.6 360.0  

Ambush Hook Horror, Feral Yowler 
(2), Derro Rog2, Derro 
Bbn2 

9.3 1.9 796.9  

Hall of Bright Carvings Crystalmist 5.0 -2.2 200.5  

Welcome To The Machine 3 Derro Ftr1, 1 Feral 
Yowler 

7.1 -0.1 413.2  

Narrow Corridors Derro Rog2  3.0 -4.2 100.3  

Fountain Court Thoqqua, Derro Rog2 x 2, 
Derro Bbn2, Derro Ftr1 x 
2, Orc Ftr2 x 2 Orc Clr5 

9.2 2 855.9  

Total    4,851.70  

Appendix 2: Consolidated Treasure Lists 

 
Location Description Value Notes Taken By 

Patrol 1 +1 Hand Axe 2306   
Patrol 2 +1 Hand Axe 2306   

Patrol 3 +1 Hand Axe 2306   

Guard Room Gems 70   

Guard Room Necklace of fireballs (Type II) 2700   

Guard Room  Scroll (Invisibility (CR4), Cat’s Grace (CR4), 
Darkvision (CR4)). 

600   

Guard Room Wand of Burning Hands (CL1 43 charges)  Pippin thinks it has 46 and has used 1  

Dragon’s 
Treasure 

Coins (12000cp, 8000gp) 8120   

Dragon’s 
Treasure 

Gems (Silver Pearl, Red Brown Spinel, 
Brown-Green Garnet,  Star-Rose Quartz, 
Onyx, Carnelian, Rose Quartz*2, Moonstone, 
Blue Quartz, Eye Agate) 

620   

Dragon’s 
Treasure 

Longbow +1 2375   

Dragon’s 
Treasure 

Potion of Cat’s Grace    

Dragon’s 
Treasure 

Scroll (Cat’s Grace, Spectral Hand) CL4 400   

Dragon’s 
Treasure 

Scroll (Slow (CL6), Magic Weapon (CL1)  475   

Dragon’s 
Treasure 

Scroll (Shield CL1), Spider Climb (CL1), 
Bull’s Strength (CL4)) 

250   

Dragon’s 
Treasure 

Wand of Detect Magic(CL1) (31 Charges) 232   

Shadow 
Puppets 

Coins (5000sp) 500   

Shadow 
Puppets 

Gems (2 Eye Agate, haematite, malachite)  40   

Driving the 
Spikes 

Gems (3 Bloodstones) 300   

Flooded Room Coins 1.62   

Bunk Room (3) Coins 4.70   
Bunk Room (4) Coins 1.20   

Fountain Court +2 Buckler 4165   

Fountain Court +2 Scale Mail 4200   

Fountain Court +2 Karaash Sword 0   

Fountain Court Wand Summon Monster II (CL3 36 Charges) 3240   

 



Appendix 3: New Monsters 

Crystalmist   

 
Diminutive Aberration (Swarm)   
Hit Dice: 8d8+16 (52 hp)  
Initiative: +10  
Speed: Fly 20 ft (perfect) (4 squares)  
Armour Class: 23 (+4 size, +6 Dex, +3 natural), touch 20, flat-footed 17  
Base Attack/Grapple: +6/---  
Attack: Swarm (2d6)  
Full Attack: Swarm (2d6) and light ray +16 ranged touch (1d6)  
Space/Reach: 10 ft/0 ft  
Special Attacks: Light ray, distraction  
Special Qualities: Darkvision 60 ft, hive mind, immune to weapon damage, mindless, swarm traits  
Saves: Fort +4, Ref +8, Will +7   
Abilities: Str 1, Dex 22, Con 15, Int 1, Wis 12, Cha 8   
Skills: Listen +8, Spot +9  
Feats: Alertness, Improved Initiative, Point Blank Shot  
 
Environment: Temperate and warm mountains  
Organization: Solitary or cloud (2-6 swarms)  
Challenge Rating: 05  
Treasure: None  
Alignment: Always neutral  
Advancement: None  
Level Adjustment: ---  
  
A multitude of colourful snowflake-like crystals twinkle in the air before you. As you watch, they gather together to 
take on a bulbous, roughly spherical form that throbs with a deep, ominous sound and radiates a sparkling white 
light.  
 
A crystalmist swarm is a hive entity composed of minute crystalline creatures. Normally, crystalmists are content to 
drift about in the air, absorbing sunlight. This powers their crystalline structure, at the heart of which is a pulsating 
pinpoint of light that changes colours gradually throughout the day. As individuals, crystalmists have no real combat 
capabilities and are completely harmless. However, when threatened, they can form into a very dangerous 
community being.  
 
Each individual crystalmist is completely mindless unless part of a hive mind. Groups of crystalmists have no 
recognizable society or community, although they seem to prefer to gather among their own kind. They have no real 
language, but are believed to communicate with each other by colour modulation. Crystalmists reproduce only rarely, 
by fission.  
 
Crystalmists do not eat other creatures, nor do other creatures usually prey upon them. Occasionally, bats or birds 
might eat some for their mineral content, but for the most part animals ignore crystalmists.  
 
COMBAT  
When a gathering of crystalmists feels threatened, it may form into a swarm and attack. Crystalmists store energy in 
their bodies, which they are able to unleash as a powerful beam of light when formed into a swarm.  
 
Distraction (Ex): Any living creature that begins its turn with a swarm in its square must succeed on a DC 16 
Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.  
 
Light Ray (Ex): A crystalmist swarm’s light rays have a range of 20 feet. The light ray deals 1d6 points of fire 
damage on a direct hit, and 2 points of fire damage to all creatures within 5 feet of where it hits. The light ray sets fire 
to combustibles and damages objects struck. It can melt metals with low melting points, such as lead, gold, copper, 
silver, and bronze.  
 
If the crystalmist is in the area of a bright light source (such as a daylight spell), the damage done by its light ray is 
doubled to 2d6 points.  
 
Hive Mind (Ex): Any crystalmist swarm with at least 1 hit point per Hit Die (or 8 hit points, for a standard crystalmist 
swarm) forms a hive mind, giving it an Intelligence of 1. When a crystalmist swarm is reduced below this hit point 
threshold, it becomes mindless.  
 
When a crystalmist swarm suffers 10 points of damage, it fragments into its individual components. The remaining 
individuals cannot form another swarm for five rounds while they regroup. Forming into a new swarm is a full-round 
action, and the swarm loses its Dexterity bonus to Armour Class in that round.  
 
Mindless (Ex): Crystalmists are naturally mindless without their hive mind, and are therefore immune to all mind-
affecting effects (charms, compulsions, phantasms, patterns, and morale effects) and illusions even when formed 
into a swarm.  



Appendix 4: Maps 

 
 

 



 


