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LEGEND OF THE TOMB

The legend of the tomb is an old story with many parts, some of
which may be lost or obscured. Characters aftempting to glean
special information by consulting sages or through legend lore
spells may still have difficulty obtaining as much background as
they desire, for the scraps of information are often minimal and
mystical.

These bits of information are available as clues, and characters
can make of them what they wish: Ancient Burial Places; Ancient
Tombs; Sorcerous Kings; Challenges, Surpassing (Certain Death);
Soul Eaters; Treasure, Great . . . The otherparts ofthe legend can
be furnished by the Dungeon Master from the description which
follows:

The Tomb of Homors: Somewhere under a lost and lonely hill of
grim and foreboding aspect lies alabyrinthine crypt. It is filled with
temible traps and not afew strange and ferocious monsters to slay
the unwary. It is filed with rich treasures both precious and
magical, but in addition to the aforementioned guardians, there
is said to be a demi-lich who stillwards his final haunt. (Be wamed
that tales told have it that this being possesses powers which
make him nearly undefeatable!) Accounts relate that it is quite
unlikely that any adventurers will ever find the chamber where the
demi-lich Acererak lingers, for the passages and rooms of the
Tomb are fraught with temible traps, poison gases, and magical
protections. Furthermore, the demi-lich has so well hidden his lair,
that even those who avoid the pitfalls will not be likely to locate
their true goal. So only large and well-prepared parties of the
bravest and strongest should even consider the attempt, and if
they do locate the Tomb, they must be prepared to fail. Any
expedition must be composed of characters of high level and
varied class. They must have magical protections and weapons,
and equip themselves with every sort of device possible to insure
their survival.

Possible Locale of the Tomb:

1) The highest hill on the Plains of luz

2) An island (unmapped) in the Nyr Dyv

3) In the Bright Desert

4) At the westemn border of the Duchy of Geoff

5) Somewhere in the Vast Swamp south of Sundi

6) On an island beyond the realm of the Sea Barons

NOTES FOR THE DUNGEON MASTER

As clever players will gather from a reading of the Legend of the
Tomb, this dungeon has more tricks and traps than it has
monsters to fight. THIS IS A THINKING PERSON'S MODULE, AND IF
YOUR GROUP IS A HACK AND SLAY GATHERING, THEY WILL BE
UNHAPPY! In the lafter case, it is better to skip the whole thingthan
come out andtellthemthat there are few monsters. It is this writer's
belief that brainwork is good for all players, and they will certainly
benefit from playing this module, for individual levels of skill will be
improved by reasoning and experience. If you regularly pose
problems to be solved by brains and not brawn, your players will
find this module immediately to their liking.

Negotiation of the Tomb will require quite a long time, so be
prepared to spend several sessions with this module. When the
game ends for the day, assume the expedition is spending the
intervening time until play again commences resting and
recovering from adventuring up to that point. Allowing actual/
game days on a 1/1 basis gives players a chance to recover
some lost hit points, too. As there are no monsters fo be randomly
encountered within the Tomb, the pary might be allowed to
encamp close to the entrance without fear of random encoun-
ters, but if you do so opt, do not inform the players of this.

Please read and review all of the material herein, and become
thoroughly familiar with it, before beginning the module. As
players enter keyed areas, you will note from appropriate
information whether or not the area has one or more illustrations
for visually highlighting play. Read aloud appropriate sections,

but never give any additional information which player charac-
ters would have no way of knowing, and avoid facial expressions
or voice tones which might give helpful hints or mislead players.
The real enjoyment of this module is managing to cope, and
those players who manage to do so even semi-successfully will
appreciate your refereeing properly and allowing them fo “live or
die” on their own.

The starfing information for the module depends upon whether
you are using the Tomb as an inseriion into your own campaign,
as a section of THE WORLD OF GREYHAWK, or simply as a one-shot
exercise for your players. Because of the variableness, the
information for starting is stated so as to assume the expedition
has arrived at the site of the TOMB OF HORRORS. As Dungeon
Master, you may fill in whatever background is needed, and ifthis
is a section of a campaign, players cannot have obtained the
Legend information without consulting sages, casting legend
lore spells, finding the information in some arcane work, or
whatever, all prior to locating the actual locale of the Tomb and
then getting to it, so that background will have been accom-
plished. (When this module was used at Origins |, referees were
instructed that the hill had been found inthe Vast Swamp, and the
parly had arrived there in barges.)

Start: The party has anived at the site of the demi-lich’s last haunt.
Before them is a low, flat topped hill, about 200 yards wide and
300 yards long. Only ugly weeds, thorns, and briars grow uponthe
steep sides and bald top of the 60’ high mound. There are black
rocks upon thetop ofthe hill, and ifthese are viewed from a height
of about 200’ orso above the mound, it will be seen that the whole
is shaped like a human skull, with the piles of rock appearing as
eye holes, nose hole, and the jagged teeth of a grinning death'’s
head. A thorough inspection and search of the entire area will
reveal only that the north side of the hill has a crumbling cliff of
sand and gravel about 20 high in about the middle ofthe whole.
(This is the area 34 squares wide which forms the east-west axis of
your dungeon map.) A low stone ledge overhangs this eroded
areq, and shrubs and bushes obscure it from observation at a
distance.

It will require a full turn for searching each 10" of this cliff area.
Search must be done from a distance with a long spear or 10’
pole. Prodding must be high in order to collapse sufficient
material to expose a portion of a tunnel entrance. Once an
entrance is exposed, it will require about 1 hour for 6 characters
working in teams of 3 to thoroughly clear a passage, but a crawl
space can be opened in 1 tumn by 3 characters digging with
swords and hands. Note that probing ofthe gravel and sand face
can begin wherever the players choose—east, west, middle,
several locations or merely a single one at a time. Leave this
strictly to the players to decide. The best manner to handle it is to
ask where they will search, once they have determined that they
will investigate the area and have stated how it will be done and
with what. Remember low probing, or probing with short
implements (daggers, swords, etc.) will not reveal anything.

As soon as any entrance is cleared and entered, go to the KEY.

Note: Characters who become astral or ethereal in the Tomb will
affract a type I-IV demon 1 in 6, with a check made each round.




KEY TO THE TOMB

4. FALSE ENTRANCE TUNNEL: The corridoris of plain stone, roughly

worked, and it is dark and full of cobwebs. The roof 20’
overhead is obscured by these hanging strands, so casual
observation will not reveal that it is composed of badly fitting
stones. Daylight will be sufficient to reveal that there is a pair of
oaken doors at the end of the passageway. If the roof is
prodded with any force, or if the doors are opened, the roof of
the tunnel will collapse and inflict 5-50 (5d10) hit points of
damage upon each character inside of it, with no saving
throw. The doors open outwards by great iron ring pulls. The
cobwebs must be burned away to be able to inspect the
tunnel ceiling. THIS AREA IS ILLUSTRATED BY GRAPHIC #1.

. FALSE ENTRANCE TUNNEL: This is another plain stone passage-
way, but the ceiling is only 10’ high. Daylight will enable
adventurers to dimly see what appear to be two separate
doors at the end of the corridor. The floor paving at 50°
distance within the passage will shift slightly when characters
tread upon its surface. They will hear a rumbling from behind
(or beside if some are at 30" within) them. Atthis instant begin
counting slowly to 10—about 1% seconds per count—and if
you reach 10 before any player has reacted as noted below,
the huge stone block, 10’ thick, has slid shut and completely
sealed off the passageway. This block cannot be moved or
forced back. Trapped characters can escape only by the
following means: disintegrate, phasedoor, stone-flesh
(assuming a sufficient quantity of the block can be
changed), transmute rock-mud, wish. Players giving notice
that their character is running out will be able to cover 1’ of
distance/1” of movement rate for their character/count. Thus,
a base 6" movement rate means that the character can
cover 6’ of distance in the space of a single count. Mentally
note such character's actions, and when the 10 count is
finished, compute where @ach charactgr is. The block begins
slow movement, so that at the count of 1 only a slight bit
protrudes, at 2 itis 2'+ a bit outinto the corridor, at 3itis4'+, at 4
itisé'+, at 5itis 9, at6itis11'+,at 7itis 13'+, at 8itisat16', at 9
the block is 18'+ across, and at 10 it has slammed shut and
crushed anything between it and the wall. EXCEPTION: Aniron
bar will stop the block, but only ifthe baris placed onthefloor
where it will wedge the block. A bar elsewhere will bend and
allow the block to come shut, but 1 count will be gained as
the bar bends. The doors at the end of the passage are false
ones. THIS AREA IS ILLUSTRATED BY GRAPHIC #2.

. ENTRANCE TO THE TOMB OF HORRORS: Even a bit of daylight
entering through a crawl space or a torch will reveal that this
is an unusual tunnel. Bright, brilliant colors are to be seen
everywhere, the stones and pigments undimmed by the
passage of decades. (USE ILLUSTRATION #3 NOW.) The floor of
the corridor is a colorful mosaic of stone, with a distinct,
winding path of red tiles about 2’ wide (the line snaking its
way south down the corridor) easily visible to the onlooker.
(See special note regarding the pit traps at the end of this
paragraph.) No stonework can be seen on the walls or the
ceiling 20’ above, for some sort of cement or plaster has been
smoothed over all of these surfaces and then illustrated. The
scenes painted show fields with kine grazing, a copse with
several wolves in the background, slaves (human, orc, elven,
and strange human-animal mixture — pig-human, ape-
human, and dog-human) going about various tasks. Certain
of the frescoes show rooms of some bulilding — a library filled
with many books and scrolls, a torture chamber, a wizard's
work room (see 4. below for more details of this area). There
are chairs, windows, boxes, bales, doors, chests, birds, bats,
spiders and all manner of things shown on the walls.

All pits (except where noted to the contrary) throughout the
Tomb are 10’ deep and concealed by a counter-weighted
trap door which opens as soon as any person steps on it.
Thrusting with force upon these traps with a pole will reveal

them 4in 6 (dé, 1-4). Those who step upon a pit lid will have a
base 100% of falling, modified downwards by 1% per point of
dexterity through 12, and 2% for each point above 12, i.e.
dexterity of 13 =14% chance of not falling into a pit, dexterity of
14 = 16%, 15 = 18%, 16 =20%, 17 = 22%, and 18 dexterity = 24%
chance of not going in. At the bottom of each pit are 5 iron
spikes coated with poison. Roll dé to determine how many
spikes wound the victim; 1, 2, and 3 meaning that number of
spikes have wounded the victim, 4-6 equal NONE HAVE
WOUNDED the character. Each spike causes 1-6 hit points of
damage, and the victim must make a saving throw versus
poison for each spike which wounds him or her. Any failure
means the victim is killed by the poison.

A. This area is where the torture chamber is painted, and the
wall hiding this passage shows a painting of the iron door
which evidently confines some sort of a horrid creature (its
taloned and scaled hands grasp the bars of its small
window) which can be loosed to torment prisoners. If the
plaster and lath behind it is broken away, a normail, inward
opening door will be revealed.

B. If the pattern of the floor has been carefully observed and
studied from the entrance to this point, the individual with
such perseverance will be rewarded by suddenly under-
standing that a message is contained in barely notice-
able runes in the mosaic floor. It says "ACERERAK
CONGRATULATES YOU ON YOUR POWERS OF OBSERVATION.
SO MAKE OF THIS WHATEVER YOU WISH, FOR YOU WILL BE
MINE IN THE END NO MATTER WHAT!

Go back to the tormentor or through the arch,
and the second great hall you'll discover.

Shun green if you can, but night's good color

is for those of great valor.

If shades of red stand for blood the wise

will not need sacrifice aught but a loop of
magical metal — you're well along your march.

Two pits along the way will be found to lead

to a fortuitous fall, so check the wall.

These keys and those are most important of all,
and beware of trembling hands and what will maul.
If you find the false you find the true

and into the columned hall you'll come,

and there the throne that's key and keyed.

The iron men of visage grim do more than
meets the viewers eye.

You've left and left and found my Tomb
and now your soul will die.”

4. FRESCO OF THE WIZARDLY WORK ROOM: The most outstand-

ing feature of this area is actually outstanding! Two jackal-
headed human figures (USE ILLUSTRATION #4 AS SOON AS THE
PARTY EXAMINES THIS AREA CLOSELY) are painted so as to
appear to be holding a real bronze chest. If this box is
examined closely, the viewer will note that it is hinged on the
bottom so as to allow the lidto swing down ifa catchontop s
pressed. The catch has an easily detectable poison needle
trap, and this can be avoided easily by pressing the stud with
a dagger pommel, etc. However, when the box opens, if will
appear to be absolutely empty, but if a character actually
feels inside the chest he or she will find a rod which stands
vertically from the bottom. This lever moves easily, and if it is
pulled with any force it will open the shaded trapdoor which
covers a 30’ deep pit (spiked and poisoned as are all traps of
this sort here) which will inflict 3-18 (3 dé) hit points of damage
to allwho fall within, exclusive of spike damage. Note: This irap
door is 3’ thick and cannot be detected by sounding or by
any magic which detects secret doors, or even traps. True
seeing will.reveal a fine rectangle where the stone plug s, but
it will not show what it does. Once triggered, the pit remains
open thereatfter.

5. THE ARCH OF MIST: One section ofthe path shown onthefloor



leads directly into this archway. If any character stands within
1’ of the entranceway upon the path, the base stones will
glow yellow on the left, orange on the right, and the keystone
7' above will glow blue. (When this happens, SHOW YOUR
PLAYERS ILLUSTRATION #5.) There is a misty veil across the
archway, and nothing will cause the vapors to clear, nor will
any sort of magic allow sight into the area, until the glowing
stones are pressed in the proper sequence — YELLOW, BLUE,
ORANGE. If this sequence is pressed, the vapors disappear,
and the path appears to go eastwards. If the archway is
entered when it is clouded, those characters doing so will be
instantly teleported to 7. (see below). If it is passed through
after pressing the glowing stones in proper sequence, those
stepping through ON the path will be teleported to 11., those
who pass through off the path will be sent back to 3.

. THE FACE OF THE GREAT GREEN DEVIL: The otherfork ofthe path
leads right up to an evil-appearing devil face set in mosaic at
the comidor's end. (SHOW YOUR PLAYERS GRAPHIC #6). The
face has a huge O of a mouth; it is dead black. The whole
area radiates evil and magic if detected for. The mouth
opening is similar to a (fixed) sphere of annihilation , but it is
about 3’ in diameter — plenty of room for those who wish to
leap in and be completely and forever destroyed.

. THE FORSAKEN PRISON: This miserable cubicle appears to
have absolutely no means of egress, and even a magical
means of detection will not indicate any. There are 3 iron
levers (about 1’ long) on the south wall ofthe chamber. These
levers will move horizontally or vertically, singly or in
combination. Only the act of moving all 3 together upwards
or downwards will have any results. Moving them straight up
opens a small trapdoor in the center of the ceiling (10’
above). Pushing them simultaneously down opens the entire
floorto a 100’ deep pit with no exit. Damage from thefallis 10-
100 (10 d10) hit points, and the floor will automatically return
to a closed position in 1 turn, thus sealing any inside the pit
there until another victim tfriggers the drop away again.

The ceilingroute is a crawl space some 3’ square. Atthe place
it tumns east there is a plug in the ceiling which can be
detected only with magicalvision means orif a characterhas
sense enough to test for secret doors by rapping. Secret door
detection will not be of avail here except as noted. Eventually
the small tunnel leads to a magical one-way door which
opens in the pit side as shown, and players are back fo
square one . . .

. GARGOYLE LAIR: When any door leading to this room is
opened, it frees a mutated 4-armed gargoyle from temporal
stasis. This monster is a huge (H.P.: 64; 19 strength)
monstrosity that attacks 6 times/round as a 12 hit dice
creature inflicting damage as follows: 2-8 x 4/3-12/1-6, and if
any 2 of the clawing attacks (2-8 x 4) hit, the creature will do
an additional 7 hit points of rending damage to the
opponent so struck. Around the creature’s neck is a collar
studded with huge, gleaming gems (blue quariz stones of
100 g.p. value each, 10 gems total). Hidden in a secret
compartment of the collar is a slip of parchment with the
following written on it in magical runes which require a read
magic spell to understand: “Look low and high for gold,
to hear a tale untold. The archway at the end, and on your
way you'll wend."” Beneath the runes is the initial “A”. (USE
ILLUSTRATION #8 FOR THIS ENCOUNTER).

. COMPLEX OF SECRET DOORS: Each of these portals must be
opened by hand, and each requires a different method of
opening. Meanwhile, each round thatthere are characters in
a shaded room, a number of bolts will be fired into the area
from hidden devices in the walls and ceilings, and 1
character, randomily determined, in each such areq, will be
hit for 1-6 points of damage unless he or she makes a saving
throw versus magic. There is absolutely no way fo prevent the
bolts from being triggered and from hitting, and armor and
spells will NOT have any effect either. The various secret doors

open as follows:

A. pull down
B. pivots centrally
C. pull inward and up at bottom
D. slides up
E. double panels pull inward
F. slide left
G. 7 studs — press all and
door opens, 1 & 7 bring
door falling inwards
for 3-18 h.p. damage

10. GREAT HALL OF SPHERES: This area is similar to 3., for the floor

1.

is of inlaid tiles and the walls and ceiling are painted with
figures of animais, strange signs and glyphs (which mean
absolutely nothing), and humans and human-like creatures
with spheres of different colors. These globes are 2-dimen-
sional, of course, and their significance and pattemn are
described below. (AS SOON AS THE PARTY ARRIVES HERE SHOW
THEM GRAPHIC #10.) From north to south, with the west wall
being the first column, and the east the second, the figures
and spheres appear as follows:

GOLD held high above head" PALE BLUE at shoulder

(False door) SILVER at feet

ORANGE held waist high (secret one-way door**)
(False door) GREEN held high above head
PURPLE ot feet YELLOW at shoulder

BRONZE held waist high
GRAY at shoulder
(none)

PINK held high above head
BLACK at feet***
PALE VIOLET at shoulder

BRIGHT BLUE ot feet (none)

WHITE held high above head RED held waist high®***

TURQUOISE at shoulder BUFF at feet

SCARLET held waist high (none)

PALE GREEN af feet INDIGO held high above
head

" an illusion covering a crawlway to 11.
"* this door can be opened by a knock, disintegrate,
rock to mud, or stone to flesh spell
an illusion covering a crawlway to 14.
"*** an illusion covering a crawiway to 13.

s

A Magic Archway: When the party examines this arch give
them ILLUSTRATION #5, and inform them that the stones
glow in these colors whenever any person comes within 3’
of the portal: lower left, OLIVE; keystone RUSSET; lower right,
CITRON. No matter which stones are pressed in what order,
the archway remains clouded and veiled with a haze
which nothing can enable the onlookers to see through.
All living matter which goes through the arch will be
teleported to 3., while non-living matter is teleported
simultaneously to 33,, i.e. characters stepping through will
appear at the start totally nude, while everything else with
them will go to the crypt of the demi-lich. (Cruel, but most
entertaining for the DM . . .)

THE THREE ARMED STATUE: When players find this smallish
room they willimmedicately see what appears to be a broken,
8’ tall statue of a 4-armed gargoyle (GRAPHIC #11), with a
broken off 4th arm on the floor nearby. No amount of fooling
around with the broken arm will enable itto bereplaced, and
the statue will do nothing at all meanwhile. A close look at its
open and outsiretched hands, however, will detect that a
large gem (a 100 g.p. blue quartz one fits perfectly) will fit in
a carved depression in each of the 3 remaining hands, while
the broken one has no such concavity. If 3 large gems of any
sort are placed within the hands, the stoney digits will close
and crush them to powder, dump the grains on the floor, and
retumn to their normal positions. If this is repeated twice more,
and 9 gems are so crushed, a 10th (or more) will cause the
triggering of a magic mouth spell to speak the following
words:



12.

13.

14.

“YOUR SACRIFICE WAS NOT IN VAIN. LOOK TO THE FOURTH
TO FIND YOUR GAIN."

As these words are spoken, an invisible gem of seeing will
come into being in the palm of the broken off arm of the
statue. The gem must be found and the character so doing
will need to wipe it free of a magical substance before it can
be seen or used. Note that if the arm is carelessly moved, the
gem will fall off and roll away. Detect invisibility or any other
sort of searching except by careful feeling will be useless.
Describe the gem, once wiped clean and visible, as an oval
diamond, with two fiat and polished sides, very clear, and
about one inch diameter by one-quarter inch thick. It will
operate only 12 times, then shatter.

TRAPPED FALSE DOOR: At this location, as well as several

others throughout the Tomb, there are false doors which
screen a spear trap. (When one of these doors is opened,
hand the players ILLUSTRATION #12.) A spear will shoot out,
and the door opener(s) or any others standing before it are
subject to be struck. Determine at random, if need be, which
character is the target, and that player must then make a
saving throw versus magic to avoid taking 2-16 (2 d8) hit
points of damage. When the door is closed and re-opened,
another spear will fire.

CHAMBER OF THREE CHESTS: When the party enters the
crawlway hidden by the sphere illusion of a red color, they
will come to an apparent dead end, but a bit of examination
will easily discover (4 in 6) a secret door. The character
opening the door will be precipitated to the floor 10’ below by
a tilting stone at the mouth of the crawlway, and an
automatic 1-é hit points damage sustained (a mere
annoyance, but it erodes the strength of the party). At this
juncture show the players ILLUSTRATION #13 (A). The large
chests are affixed firmly to the fioor; the 1st is of gold, the 2nd
of silver, the 3rd of oak bound with thick bronze bands. Each
is about 4’ long, 2" wide, and 3’ high. In these containers are:

Gold: (Plate only over iron) 12 large asps (H.P.: 9 each;
AC 6&; attack as 3 hit dice monsters; cause 1 h.p. of
damage only when biting, but saves versus their
poison are at -2) will slither out and attack next
round. They are fast (12" move) and will continue
biting until all are killed. (USE GRAPHIC #13 (B).)

(Plate only over iron) holds aring (protection +1) ina
clear crystal box (worth 1,000 g.p.). When this box is
lifed from the supposed bottom of the chest, 8 darts
will fire upwards, and 1-2 characters (maximum which
can be in theline of fire) will take 1-4 hits each ifthey are
exposed to the path of these missiles. (Actually
reaching in and removing the case is exposurel)
Damage is 1-6 hif points per dart, with no saving throws.
(USE GRAPHIC #13 (C).)

Wood: When the lid is opened, an animated skeleton of a
giant will be instantly teleported into the chest, and it
will always strike first. The thing wields 2 (non-magical)
scimitars, and it attacks twice/round for 2-12 h.p. of
damage per hit. The skeleton has 32 h.p., AC 2, and
attacks as a 10 hit dice monster. All edged weapon
hits upon it cause only 1 h.p. of damage, but blunt
ones score normal damage. Magic does not affect
this monster, and it cannot be tumed. Holy water will
cause 1-4 hit points of damage. (USE GRAPHIC #13
(D))

CHAPEL OF EVIL: By passing through the illusionary black

sphere the party will have crawled along the smalltunnel until

reaching the end, onlytofindit is solid stone. It requires a1 in 6

to find the secret door atthe passage end, no matterwhatthe

race of the character examining the area, and no form of
magic will detect it, save the gem of seeing. Once inside,
they will see what is obviously some form of temple area.

There are scenes of normal life painted on the walls, but the

Silver:

15.

people have rotting flesh, skeletal hands, worms eating them,
etc. Yet there are also depicted various religious symbols of
good alignment, and a faint aura of good can be magically
detected. What a puzzle! Could the demi-lich actually have
been of good alignment? There is a mosaic path leading to
the altar, and to either side great wooden pews face the
worship area. (All of these benches have hinged seats. The
back pair of pews have 4,000 s.p. each hidden therein, the
next pair have 3,000 electrum pieces each, the next have
2,000 g.p. each, and the front pair have gas traps — a cloud
of gas will fill the whole chapel in 2 rounds after opening the
pew bottom, and allin the place will lose 2-8 points of strength
for 48 hoursl) A wooden railing divides the room, and south of
it is the altar, a tiered dais with a wooden chair (nicely carved
and padded but unremarkable), 2 large brass candelabra
holding 5§ white candles each, and in each corner a large
white poftery urn stoppered with a brass and wood plug. A
human skeleton in black chain mail (badly rusted and torn)
points to area B. (Now show your players ILLUSTRATION #14.)

A. Opalescent Blue Altar: This block of strange material
glows with an inner light. (A very faint evil can be detected
2 in 6 per round of detection.) If the thing is fouched by
living matter it will send a lightning bolt 40’ long and 8’
wide shooting up the aisle — base 40 hit points of
damage, save versus magic reduces the hit poinis to 20.
After this bolt streaks forth, the altar turns a fiery blue-red
and ifitis touched by any object it will explode doing base
60 hit points of damage to all creatures within a 30’ radius
(saving throw reduces damage by 50%).

B. Archway of Glowing Orange: As already stated, the
skeleton on the floor of the chapel room is outstretched
and pointing to the arch. (Show your players GRAPHIC #5,
and explain that none of the stones of the arch glow, but
that the entranceway s filled with luminous orange vapors
of an exciting hue.) These vivid orange mists cannot be
penetrated with any sort of vision or magic. The skeleton,
of course, misleads the party, for any character passing
through the portal will enter a 10’ x 10’ room where their
sex and alignment are reversed by a terrible curse.
(Although restoration of alignment and sex to original is
difficult, the curse once reversed will not alter paladin-
hood, ranger status, etc.) Re-entering the archway will
restore original alignment, but 1-6 hit points of damage
will be sustained in so doing. Going back a 3rd time will
reverse sex again, but the individual will be teleported as
arch 10. A. does. Only a wish or alter reality spell will
restore both alignment and sex. However, if alignment is
restored by entering the orange portal, a remove curse
spell will then restore original sex. Prior to alignment
restoration, no spells other than the those stated will affect
the cursed character.

C. Careful inspection here has a 4 in 6 chance of noticing a
small slot with a letter © faintly fraced above it. This is a
moving stone block described below. It cannot be
magically detected, nor will it open by physical or
magical means other than the method given in 15.

STONE GATE: This stone is only 2’ wide, 4’ high, and 10" thickin
a wedge shape. It is impregnated with strong anti-magics
which prevent its detection or removal or change to another
form or substance. The slot (€. above) is of sufficient size to
accept a coin or a flat gem. It is also just right for insertion of a
magie ring, and only such an item will actually trigger the
mechanism which causes the block to sink slowly into the
floor so as to allow entry into the passage beyond. The ring (or
any other object deposited into the siot) is forever lost, as the
sinking stone crushes all to pieces. The gate opens easily
from the other (east) side, and no special item is required to
trigger its opening from that side.

The comidor widens to 10’ and turns southward where steps
lead down steeply to a corridor west. The series of 3 doors in



the comidor ahe easlly opened on any rell of & in &, 2in & (1 or
2) indicaling that the door opanes Iolls | % thd Joor
opens g0 easily, plunging info the pd (see J. above for pd
dotails). Of counso, ¥ tho door is nol viclently pushed agains!,
It swings inwond, and ihe pary will have standard chonces of
falling in when the charactens leading the woy step on the
covel, By tho limo the Jed door ond pil hove boan reachod,
gy will comainky axpect Ihe pit, and will Do kel fo ignore i,
This corslossness will provend them kom axamining the pif
fraam withif, a3 0 woooen Soor palinibed 10 Kok B Hone will
be obdored § in &, iImmadiately lol if o rochile invasigation
ol the walls are mode. It s mosd prebable that he party will
procedd Mo aha 16

14, LOCKED OAKEN DOOR: The gate s heavily bound with iron
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bands and these ane seveial kncks opparent. If a charachar
listens with an eor 10 the door, he o she will hear har-off rmusic
and hoppy singing, cbviously coming from somewhens
beyond. The door lodioles o dim magical aura, and no
lorcing or knock spedls will open il A disinlegrale spedl, or
physicolly chopping i 1o pieces, provide the only means o
confinue post k. Once the door is destroyed, sounds of
conlusion ond unning (away) con e heand from the noth
—all music and has ceatad. There i5 a faint glow
(torchlight?) nodirards. The walls of the ang of
smooth white alaboster, and the floor is o very smooth, highly
polished smoke gidy morbie. ﬂ};'w u{r:'r: doar
figgered on cudible glamer uce T=11T)
hecrd. The lunnel Boor @ o counlerweghted beom. IS
overbalancing ooint is the 3ed square hom he door, ond
wivan 4 of Mo chonaches o0 there the Boor will Bagin to Hit
downword kom the door nodh, with the nodh end siowly
ginking. (AT THIS MOMENT SHOW YOUR PLAYERS GRAPHIC
#16.) Quickly siabe the Soor is beginning 1o slant o explained
above. Bogin counting slowly (03 per 2. above) to 5. Al
choarachsn sHill noeth of this doonwoy of the conclusion of the 5
count will foll ang siiding dowrrwards 1o hé nodh of
10 sagrmdnd, Wihan thi 40° point s morked eoch will toke =4
h.p. of hieal domoge, 212 hp. of 507, ond ihersofior oy ang
plunged infe o pit of Bomes ond molten kowa which will
snuff ihem out. Reeal rom the area during e
count s of the 471" of Bos mament rale par counl,

MAGICAL SECRET DOOR: This entronce fo e remainder of Fha
Tomik is along ihe siolreoy which leads down. it con ba found
by camy mmiesans, but nothing will encbde it to be opanad wnlil
e ored is effher viewsad through o gem of seeing, a similar
spell B eosl, of o delect mogie sped s used fo pinpoint the
moges ourg. When fhe mogic of the door i3 found, | will
neguire o dispel of remove curse spell fo remove the
guard which phisents the door rom being opened. Once
occomplshed, M secnd oor oon D oRened eqsily fom
aither shife,

FALSE CRYPT PROTECTED BY FEAR GAS: Balose the party can
anler this greq, they must descend the sfairs and antar the
slightly cloudy west passage. The lunnel i fear 9os filfed, and
unipss chorochors announca hey are iheir breath
belore enleding s 40° length, they will breathe In the gas—
EOWE VOEUS POIEON Of run oway af lop speed for 2-8 furns.
Bayond the fint 107, e gos Becomes hicker, ond B kmates
the oyos, so If is only 3 in & ko any character 1o nalice the
south door, Once the soulh door is opened, the gos
cissipatos

The False Crypl: The sleps down o the chambsar of tha and
ore fillad with webs which can anly Ba emoved by magieal
fee (buming honds, O Boaming swond, #fC.). Ay charcchi
irying 1o break through them will bacome hopelessly
enlangled and cannol ged bee unksss magically bumied oo
of wishisd oull, Al the very kool of the stairway is a silver-indaid
mace which will begin lo glow with a bidghi golden light
whan i is pickéd up by amy characher. Whanevet thisweapon
is swung af The pseudo-Bch, § willhit. The pseuda-crypl is filled
with rofting and decoyed lumishings which were once most
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cotty, ond upon o $olid gold couch (50,000 g.p. valua) o
lichHlile Bgune with o crown on it head will be slowty rising
(and fhuowing up B honds in apparent lear if the Moce is
being comed). A booming voice fom the whole of the
chamber will demand: “WHO DARES 10 DISTURE THE REST OF
ACERERAKT IT ISVOUR DEATH WHICH YOU HAVE FOUND." (Al
this announcement you should show your playerns GRAPHIC
#18.) The purpoded Ech s actually a magically-proponed
rombie with spells upon him which give the sats:
BC-E; meved bate 127 WP 32 affacis 1/ round a3 a 4 hif Gico
monsier for 310 hp, domoge: and anti-magic chams will
absort 12 kevils of spels cost belore any will take effect {arry
spall podially abjorbed s spolled). Batween sirikes 1he
romibile will gesihung with its hands as If readying a
spell. If it Is struck by the golden mace it will make a roaring
ballow (moagic mouth spal). and the waapon will obwioushy
siogger it {roll dice ond shoke your head). The 3rd lime | is
struck by the gold moce the rombdée will instonbly wither and
disoppea in o puf of dust, the mace will shatter, and aof this
rrscrrienid the roomn will shart b shake and Hores will o
come down from fhe celiing. OBVIOUSLY THE PLACE I5
BEGINMING TO COLLAPSE, but hake your fime defailing the
rurnblings. fremors, grinding nolses, falling hunks of ceiling.
arnd so forth; and if players inguire they can see a jode coller,
fhe dacd monsters fallen crown, and a fine leafhar bog (o
ghe-oway=i B0 rofen) within @asy reach. All other lems
ang iron, locked, alc. NOW BEGIN COUNTING SLOWLY T3 40
and it s odds on that o will be o stlampede up tha sialrs fo
gel owayl A programmeed illusion from e pseudo-cryp! will
ghve the kull elects of o cove-in, and achual dust will blllow up
thie stairs, while Bt of dona Begin o fall in the sast-west
turmied and than e noffksoulh flunnel and stais recched
Ircem th Dt 1 the pary nung oul, a3k them if they thought if was
oo haid a dungeon . . .

The jada cofier i worth 5000 gp. ond confaing & healing
potions. This Crown and wodth 25,000 gp. The
small sack holds 278 p.p. 29 base 10 g.p. gems, a scroll of 7
MaGic-user spolls (peebend bo roll, but they are all 15t and 2nd
lewal), and a Mop showing a localion sevenal hundred miles
away which supposedly has o ich reasure (1l 15 o foke,
nofurally). if this coesn make Them suspicious encugh 1o
take onolher run through 1o chéck things cu, put the module
anwery Tor use when you hawe 9 diffiénant groug (or Tha Some
ones) inguiing oboul one of e Key melerencos in he
Legend. Hobe thal something 5o simple a3 o commune el
will ngvescl Ihial the gemibich hos not been desiroyved. In any
areenl, Avererok will see fo ihea ighling of things eveniually, Thi
only neosune k8 in the pseudo-crypl is the gold couch,

LABORATORY AND MUMMY PREFARATION ROOM:

thee i onky 1 Bom of svenhual use within this tolally plain and
cluttered ploca, s volurme of ifems within it I3 caloulated o
wiashe tirmee o thve phoryecs, All ol The wialls cng fingd wilh shelves,
and upon thesa ofe obd jars llled with dust and imEothent
ingradients of ofl sods. Thave s O lorge desk ond stool, 2
workbenches, ond 2 mummy preparation fables. Clay pots
and ums on hede hobles ond the Mool obviously once
conlained unguents, oinfmants. olls, pedumes, eic. Linen
WIGDRInGs Goe in rolls of strewn about. Dried herbs of unigent
fobier reolud, Bondd, Shoulls and i ke liRad e work Banches.
In e south ang 3 wals of aboul 7 diomaler and 4" depih
which conloin mudy Bauids. (SHOW THE PLAYERS GRAPHIC
#8.) The 15t holds 3° of difty walid, The 2nd containg o siovw-
acting acid which will cause 245 h.p. of damage the round
ofier | comes in substoniicl (Immansed am. splashed on,
&t} conboct with Besh—minor contact will Souse Gnby a rmild
fich; of the bofiom of this val ks one-hall of a galden key. The
Jd vot conloing o groy ochee jelly (HP. 48 416 hp. of
damage due 10 B huge size) with the ofher half of the gold
ke berveath i The wals o Ofgd 10 the Roor and oo ey
to move. The key ports ané magical and will not e amned by
anything, and if the pads ane joinaed 1Ogeined they Iom one



solid ke, hansofar called the FIRST KEY. As the acld will hamm
aven maogical weapons, the players will hove fo figure some
wiy 1o neutralize o drgin off the confents of the 2nd val, s a
reachin-and-grope-for-it lechnigue has o 1% cumulotive
chance par iund of being successhul,

200 HIWGE PIT FILLED WITH 200 SPIKES: (SHOW GRAPHIC #20.) This
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10° deep, cpen pit compladaly fills tha and
extends o as to make jumping across tholally Impossible lor
st creatunes, Ergo, the pit must be crossed by climbing
down and walking across i, then climbing up the ofher side.
Simnplel Wrong—any lootsiep upon The lost 3’ (eoas! podion)
of the pit will couse o voliey of splkes fo be dischanged
upwards, and eoch person in the ol or leaning cver its edge
will b siruck by 2-5 spikes, each hil cousing 1-6 hif points of
domage, No soving throw, Some magical means musk be
used lo get ocmoss, for new spikes will come up where the
ones which were dischorged corme rem,

THE AGITATED CHAMBER: The sectat door ho this ploce 5 o
normnal sort, 50 i con be found wifthout undue diiculty, It
appaears to be filled with funenary offerdngs and fumitume.
(SHOW GRAPHIC #21). There are 4 rofting sofas, sewveral
thrane-like chais, woses, and ums which ore dented, chipped
and broken, stands, smoll tables, and braziers, all jJumbled
together. Only the rather ploin topesties hanging upon the
east and wesl walls appear o hove been spared a rough
laoting. There are & locked frunks and 24 locked coffers
amidst the genesal hovoc. The heov trunks are emphy, but
the srmall coffers hold efher 1-3 ongry osps (HP. deoch AC &
attack as 2 hit dice monsters; nomal poison + 1hp. domoge
Far Mwer i) i 4=-3 o Qb i rolled, B-80 2.0, B4-5 on Qb s ralled, or
2-8 base 10 g.p. gams il § is rolled. The waight of the players
upon e balanced loor will hovwe St o mechanism imo
miction, and each round ey remain in e Sloce o aé miust
be rolled. Any Sod numbar resulling Fom a roll means ihat on
the mext tum the foor of e rotrm will jurmp ared Buck up and
dowm olently. Each phoyer rmiust b rolbed fon wilh @ 200 &
chance lo fall and suflain 41 hit point of damoge Rom
abrasions and contusions.

The lopesiries, which aoppear to fecture wead-grown ocks
and green ond golden fon scenes of undersea life, are
specially ant-mogic reated creations of green slime and
brown mobkd, I they are tom, they instantly lem into green
slirma and cover aach and eveny player character/characier
standing before them, Le, each covens a 20'long by 10° deep
anea of Noor when it falls. Covered characters ane tumed fo
green sime and gone, with no recourse possible due 1o the
amount of sEme. Mote that the lopesines con be handled
narmally, just not yonoed $0 af to hear tharn (and thiny arewell
offived ot the top); howeser, ¥ amy characler is helding ona
whien the room bacomas ogitaled. #f is 75% probable that the
jerking motion will tear the thing If these hongings cang
subjectad lo buming ey instanthy fum ho Brown mold and
dirain 4-32 (48] h.p. orheol Fom all charactars within 5 of tha
mold {and it getsworse iomtheng . . ). Nobe the secret door
bahind the tapastny on the wes! wall,

. THE CAVERKN OF GOLD AND SILVER BISTS: As a pivald joke,

Acarerak hos coused a baeautiful and good aligned sinen bo
ba placed into this covem under an enchantment. She must
be asked to come oyt io break the spell, and she can give no
cluas as to 1he matum of ner durance, (DISFLAY GRAPHIC
w22

The mists are silvery and shol thiough with celicole sireamers
of golden color. Vision axdends only 47, Thene 15 g dim aura of
good if detected for. Those who step info the mist must save
versus polson of become idiots undil Ihey can breath the
clean air above ground under e wanm sun, Al the center of
i ecvemn i3 o beaudiid grofio in which cwells ihe gieen,

If shap i5 sked lo come with the parhy, shé will do 50, Sk wilh
ihem through the adveniure, and hensaiar be their end for
e, Shi had the lollowing shatistics: AC §; Mowe 127//247; Hil
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Dice 4: HP.: 20; Magic Resistance 20%; High intelligence; and
spedl powers a3 follows: charm persan (by song) of <2, all
within 3%, Invisibllity, suggestion, polymorph sell — each
usable onca par day. Any creature whom the siren fouches in
anger must sove versus poison of become an idiot (2
infedligence) for 520 tums. She has the power to cure [diocy
g0 coused (or that of the misis) by fouch olsc. There are 2
sacks with the sieen, o lorge one, and a small one, both of
which will disoppear If she is asked o accompany the pary.
If @ither Is touchad the dran and 1he Ofher sock disoppear.
These socks ore:

Large Sock: This bog confoins 30 pleces eoch of copper,
gibvesr, elecirum, gold and platinum. I Qppeans 1o
be a normal sock, but i rodioles mogic §itis
checked, for it 5 o small bag of halding (filled
wizight 5 pounds, 250 pound walght il insice,
30 cubic feet volume capocity).

Small Sack: To dedermingthe contents of thesmallsack rolla
a1

12 kg with wool
34 5 pieces of jewely

54 1-4 palians of extra-healing
7 18 $Croll

8 4-48 bose 100 g.p. gems

9 bracers of defense, AC &

0 ring of teather falling

It is not possible te gain bolh the large and the small sacks. If
a charocter or charockers state they will giab them simulk
toneously, dice to see which s touched a faction of o
spcond sooner. The othér disappaars — along with the siren
= lorever,

Thé sirgn will comerse in a endly iashion only, asking how
characters ane and if they find the going hoed in 1he Tarmib.
She will answer any direct questions wilh R evaske reply
"l cannct say,” “That Is unknown o me," “Possibly,” efc. unkil
sho is read, She knows nothing of the Tormb in any esent,

FALSE/TRUE DOOR: When Ihe pory recches this point and
opens the door, it s probable that they will believe i 1o be
noihing mone than a fakse door, byt the seemingly blank wall
of golicd stona bahind the false door hides o secral door. Mota
fhat jush beyand the secret dood is o secet rap door in e
comdor oo This opens fo o steep flight of namow stairs which
spiral down o o 5 wide possogewoy which emenges of arga
4.

A The mos kel place thal will be found, howeer, i 1he
passage il of sleep gos which is reached by the east
door. When the doors 1o the nodh (which open to the
sleap gas area) ang opened, evenyong inthat passoge will
instantly collapse in skurnbar for 2-8 tums, Each fum of
slumber roll o d4, and i a 4 results, o stone juggermaut
(rather like o stearm roler) comes out of the 20°%20° room
to the nodh and ol 156 spoces (10" 607 south than wast
a5 delemined by o roll of dé, Evanything & rolis over &
squashed o a pulp. Then s no oppeal. (If the party i in
this way destroyed, show them GRAPHIC #23 )

ADAMANTITE DOOR: Afhough i is moked secref, it is very
evident: the marking is simply to moke cedain that its aciuol
nature s known. It has permanent antrmagics onit, and there
is ng maglcol or physicol way of forcing entry. Thane are 3 slots
in fhe door af aboutwais! hebght. It 3 $edrd Blade are shoved
simultaneocusty info the skols, the 1° thick panel will swing
open, THIS 15 A ONEWAY DOOR WHICH CANNOT BE PREVENTED
FROM CLOSING M 5 ROUMDS!

THE PILLARED THROME ROOM: There ane scoms of massha
columns inthe huge chamber, ond eoch ofthesa 3" diamaber
pillars rodioles magic when detected for. Ay charocher whic
touchas a plllar with o withow! intent will uncontroliobdy loat
upwards (levitation) wnfil he or she bounces genily arcurid
on the ceiling just a5 o chikfs helium balloon. To stop this



effect o dispel magic of nemove curse spell must be ploced
upan each such indiddual, (Use GRAPHIC #25 to display this
140" square, 30 high room.) There seems 1o be o gentie
besaze Inthe room, for any characier Noating amangst e
many-hued columng will begin difling nodheastwards or
nofhwashwords (towards locafions A or B), From the enkry
thve cboservant characher will be able to observe part of fhe
chais (D) or room 27, il o bullseye lonthom (s employed,

A Devil Foce: {(ILLUSTRATICN #6.) About 24" above fhe foor
is o0 mosoic of o green devil which oppears to be exadtly
the same as that first encountered in the enfronce hall fo
the Tomb. Amy creatune comang within 3° of s goping jaw
will b sucked in ond inglantly lelepoded o be "spal oul™
nude from location 4., while ol non-lkdng miatter with thea
character goes to kecakicn 33,

B, Davil Face: This is identical ta A, abave, But i is tinged with
a bluish color ovar the green and any character dromn
info this mouth opening is felepored into location 27.A.
{aw.).

C, Charred Remains: Cindars, ashas, chared Dones and
skulls, rhe crispad and blockened remaing of clathing and
gear, arms and armeor — a thoroughly awful and
frightening sight — encincle o huge, glowing orange gem.
{DISPLAY ILLUSTRATION #25(C).) If evil/magic is/are
detected for, the gem will send oul pules of wickedneass
and a strong aura of dweomiH — §0 that the
detecting characier will get the fegling thot fhe
magle i wish connected, The gem & o cunsed wish
magic item, and ne maller what Is desired by the
character darning o touch it and wish, O reverse or
perversion will bing doom o thal character and ol
named in the wish. Immediciely after causing the evil wish
to transpire, the gem begins lo pulse with reddish lights.
growing progresshely sironger, brighter and hofes. Couwnt
to 10 as wsual. Tha slone then explodes, cbsolutely kiling
any choracher within g 15 radiys with a wove of searning
redictions ond Narmes. The gem remains as a nolsome
mass of stinking purplish mold which bubbles and
chuckies. In 1 week tha mass will relom as o glowing
CHONgS gem . . .

C. Ebony Dais and Silver Throne: (USE GRAPHIC #25.(0).)
Confrasting with b pashel colon of the foor and pilars of
the hiall is the stark blackmess of the huge dals atop which
rests an obsidian throng inlaid with siver and oy skulls.
Upon the Fhrone nest o crown and o scepler, both ol which
will ghver olf an aund of mcgic, T erowin o Gold negales
the pillors’ levitation efacts and anabéas he weared 1o 3ee
within thve beall a3 i e oF $hie wang in nomal doylighd, bt
outside ihis ploce ihe weone B bndl Futhemaone, the
weon knows Ihal the crown can be emodsed only by
touching the scephes 1o i3 1op. The scepber |5 ol elecium,
with a gold ball at ong end and a siker knob of the ofher. If
the sikver and is touchad 1o the crown, the wearer s
instantly snufed oul, tluming o o fefid Powder which
cannot be brought bock bo lile no mafher whot (wishes
notsithstanding). If the goldan knob & used upon fhe
crowm, the wearar con B it from his of e heod, Examing.
fion of the throne will reveol o small replica of e Crown
inlaid in silver ugon the bower font poned of the Secl, 1 1R
siver end of the scepter is appiad 1o this inddy, tha IO
sinks and revecls o 5 wide possageway.

Eoch ol these ilemns i obyvioushy waleabde (25000 9.0 o
ihe crown, 12,500 g p. forthe scepter), but both o cursad,
and if they are rernowved fiom the Tomb the possessor of
@ither will be visited by o demon (hype 1) sant ko reciaim
tha ibprn and ebum it fo the throne room — 2 such demons
if a singhe eharacier hos bolh

26, SMALL ROOM WITH A DOOR OF ELECTRIC BLUE: The door

actually shimmers with o fgint blue Bght when obsersed from
within 10" or 6. Whan e door is fTouched, this gleamang

2.

grows Dright. A bross pull beckons lo be wsed, and he door
will opan aasily. Ingice the washarm reom ihene & only dust. The
aasiem room is anofher mather:

If this door is opened, the charachars will $6& a low slond
tabde upon which resls a largewooden sarcophogus. Various
broken and keoded chasts. ums, and coffers o scatberad
about. Inside the sarcophogus omé the pars of o mumny
(not an undead, axoctly, kor at this limea it is the mummified
ramains of a human) with wioppings parially urdone and
taftarad, and a huge amathiyil just bansly visibla babwear i
wrappings covaing the head. This 5,000 g.p. gam has an davil
magic placed upan it, and it i is nemowed from the eyasocke
thve remiaing bacorme a fied MUy with ihe IoBowirng §Decs:
HP: 3 2 ottocks/round due to hashe: 213 hop. damags;
raslst fire upon the wiopoings make them imperous 1o
narmal flameas, and tha creature wears a fing of fire
rasistancea,

THE PORTAL OF SCIMTILLATIMG WIOLET: This appaars o be
anather smoll 10" € 10" rgom much like the 2 numbenad 24.
When the door Is fouched a faint lilas calar which glowed
faintey from o distonce will shine forfh a bright and cos-
ruscating puple with fingas of sickly grean. If the door ks
pulled open, the charachers will 588 a bare choamber, with o
smiall door bafora them on fhe norh woll and pairs of
swoids crossed behind shields hung upon the walls. These
are 3 such sefs on each of the wolls to either hand, and 2
safs on the norh wall, 1 flonking each side of the door. I the
thrashold i crossad by any creatuna, 1 5a° will iy off tha wall
and attack the individual 5o doing. The 2 swords will Both
atlack at the baginning and tha and of eoch round, skiking
s if they were wislded by o 15! level iighber, bul being +1 on
boith “ho hit” and damagea. This iric will 5o aftack wnkil ey ane
dastroyed or Ihe one wha viclaled their area § dead. Each
ftem is AC 3 and requines 11 hp of domoge bo desinoy, ofl hity
will b takan by the shiald firsl, as it akvays infeposes itsoll,
(SHOW GRAFHIC #27 ) Sunding waapons and shiskds ratum
o thed formes posificns after the offiender is hacked o placas,
The following spells will offect these Bems, and only the
following spelis: repulslon sends ol 3 back 1o their orginal
posifion: heat metal (or o red of cancellation) wil cousa 11o
fall to pleces: ransmute metal o wood will causa 2 1o fall to
the ground os mobionkess hunks of timber, disintegrale will
destoy any and all of a sat, enchant weapon will couse o
sword to become g plain ron weapon, Worse still, it the
fhrashicld is crossed o 2nd fime, slill ancifer poir of bladas
and a shisld will aftack, and each st will afaock at 1 kevel
bettar than the last set (2nd, Jrd, dif, el all the way to 8ih),
each will howa 1 greater plus (the 15t are +1, the 2rd « 2, ale. all
the waoy to +8 for the Bth sat), eoch set ts 1 ammior class better
(sed 25 AC 2 sel 35 AC 1, sed d i5 AC O alc,, all the way o the
Bt which is AC -4), and each satis | hif paint harder 1o destroy
(the 2nd has 412 h.p. each, v 3id has 43 hop, each, elc., allthe
wiary fo the B8h which has 18 hit poinks par ilem). Onby affer all
sals are destroyed is § possible fo anlér the room.

A The Chamber of Hopelessness: Any craafure unioriunake
enough 1o be lelepoded hend Rom anea 25,8, i5 doomied,
for their fofa s clearly stated in glowing letters magicolly
writtan on the nodh wall of the place:

SO0 WHD DARED TO VICLATE MY TOME NOW PAY THE
PRICE. STAY HERE AND DIE SLOWLY OF STARVATION, OR
QOPEN AND ENTER THE DDOR TO YOUR SOUTH WHERE
CERTAIM BUT QUICK DEATH AWAITE — WHICHEVER YOL)
CHOOSE, KNOW THAT 1, ACERERAK THE ETERMAL, WATCH
AMD SCOFF ATYOUR PUNY EFFORTS AND EMNJOY YOUR DEATH
THRGES"

A smeall fcundain of water spillls into o wall Basin and diains
away through side holes, 5o there |5 ahays planty bo drink
(It s Inpossible o flood the place, for there ang Furdeds
of smeall dralm holes in the walls and fioeoe) (CISPLAY
ILLUSTRATION #27(A).) Theee are numencus skedatons haa,



28.

-

rotting equipment, and 30-300 eoch of 5.0, &5, 9B, and
p.p. huded aboul. Crushad gems and Brokan magic Bams
are litered abouwl — the work of Insane viclims and
attacking swords. (Coreful searching will find 2-20
unicrushed gems of 10 g, base value, 1 unused poticn of
diminuation, and o =1 fail) If the door to the south is
opened from this side, all of the swords and shields swoop
fromn the walls o affack, but they will cease os scon as the
charachen(s) refreats inte the chamber o the north.

THE WORMDROUS FOWER: The nomow possoge behind the
throne leods 1o o landing and sleps which funnel out 1o the
south as they ascend. The & staps ane mode of onyx, pink
marble, lapis, Black marble, serpanling (golden) and
malachite. The walls of the charmbar are Copper (untamished
and gleaming) panals 560 bahwden ran woods inlaid with
praey. The celling is siver, fommed 50 a8 bo reflect ond mulfiphy
liggint within the ploce. (USE GRAPHIC #28.) Upanthe dth slepis
a large, cylindrical kay of bronze (the SECOND KEY) for all fo
bBahald. It has an anfipathy spell cost upon if, and ory
cireature fouching B must sove warsus moagic al -2 (due 1o 1
strength of the dweomier). Those who fail the thaow will reves
bouch the key of allow it within 2 of thair persan wnder any
circurmslancas, A the heod of the sleps are a pair of huge
doors, and the key tound upon the stolr oppaars 1o fit these
wahhEs,

THE VALVES OF MITHRIL: These doors améd 14" wicks and 287 fall.
Thiy ane made of solid mithdl, 3 thick, and impregnated wilh
great magicks in crder io make them abeclubely spell and
magic prood. Where these vahes meeal, of about waist haight,
B o cup-like depression, o hemisphericol concavily, with o
cantral hole, The afer appears 10 be fhe kayhola for tha
SECOMD KEY, bul if this is insaded, the charocher so doing will
recapa 1-10 points of elechical damoge, while the FIRST KEY
will cause double Ihat amaunt of damage to any so foolish
as to insert il The real key to these greatl gotes s the scepler
from 25.0. If the gokd ball is inserfed info the depression, the
mitbwil volves will swing silentty open, | the silver sphere |5
touched to the hemispherical cup the holder of the
instrument will Ba lelepomed nstantly fo be spat out of the
devil's mouth ot &, nude, while ol non-living materials with
nam ulhﬂ{gnh}umﬂ 33, and the orown ond scepher Bash
bock to the throna. If the doar i aftackesd By lance if will nod
budge, but it i is scratched of nicked @ will show red and if cul
by o shanp waapon i will begin to gush lofh biood — ihe
blood of all thasa wie have diesd within the area ol the Tomb!
The red fiow will coscada down the sleps and 6l the area o
the lop of the 15t slep in & rounds, and each round thergofien i
will rise higher oy 1 slep. In 20 rounds B will comphitahy 5l the
levver o the ceiling.

A cure erfieal woeunds ooplied fo the vake will slaunch the
P cif Bbasc, ot will & bl 2 cure serious wounds, or 4 cure
light wounds spells. I magic is used against ihe blood, only
the lollowing spalls will have any eect;

Spall Results

cone of cold  freezes blood and low for 3 rourds

create waler  turns blood to nommal watber

digintegrete  desiroys all blood

lewitade coogulates the blood and moves B
upwards to bacomea a huge red achra
|y

pelymonph creates 312 wights which oifock

purity water  tums all blood to a gas which
weakens all in the area to 3 strength for
1 dary

ralse dead]  @ifhed ipell destroys the blood and wil

resurrection bhng o shode 1o stand on the top stair

and bless all the pary so that they
regain up 1o 10 Io# hit points each
and arg complately eeshed

Fee of any sod, magical o oifrwise, lums he Dlood 1o Q

M.

pPoison gos which g absoluledy iafal, and all Charachees in i
fover area are dead, with no saving thaow, while any in the 5°
passage to the area of the ihvone will be slain unless they
sCve versus poison af -4,

. THE FALSE TREASURE ROOM: This imposing chambar has o

sihvered cedling, just as the loyer hos, 56 1 s bighl. The walls ane
ol mory with gold inkaid. The Roor is polished (but commean)
agate. in eoch comer hulks a 9 tall sialue of Bhack ikon. Thol
ta the nothecst stands with a sow-toothed two-handed
sword raised to sirike; that to the nortwest a huge, spke-
ended mace; o the southeast the sculpiure reodies a
wickedly spiked moming star, and the one in the soulhwest
has o voulge. Bach Ras O magical aurd, Bul they are mesedy
huniks of rmatal they 3o nething, Each has an el oura as well,
and the visage of @och of thele ifon stalues i most learsome
and bermibyineg. The room kgl i3 Bned wilh lead ond has anili-
magicaol propefies, S0 no S pedls will wodk wilkvin 1 iaom, and
ng magical propadies of bems of afy SO0 will popody
function excepl to datect auras such as magic of avil,
[DHSFLAY GRAPHIC =30)

A Bronze Um: This gold ligreed containar is very large, and a
thin stream of smoka B5ues Form O liny wand in its Dross
stoppar wihich is sealad shul with godd Rl This gald vt b
pried out b0 opean e urn. IF IR Shoppsa i Yemoyed, on
afreeld will comea forth. I the umn had been Bolered,
knockad aboud, shaken, dvafurnéd, ¢l he ciactula will
ba in a funy and ottock Othanwise, it will pedonm 3 Sehvices
for b party Gnd hen deprt,

B. Granie Sarcophagus: Thi huge cubie shell hod the ghyphs
spaliing ACERERAK on tha lid in plalinumn (indgls egual 1o
100 coins which con beé prigd out). The far end ol Tha Ihing
Is stowe In ond shatterad. Inside can be seen bl of O
wooden inner shell, a few bones, destroyed jewalry
(stomes pied oul), tom bits of robas and windings, dusl,
and o broken shaff of the magl (avident fram the unes
upon ). A shottersd skull will roll owt if the confents e
poked around. {Why, the demi-lich has long bean
destroyved, but his magical aps someahow surhesdt)

C. Iron Chests: Each of these massive ron boxes s &l into
he shone and has triple locks set wilh polson neediatrops.
Mesitver can possibly e mowed, and Lot show marks of
pring, battenng, etc. The eastern chest holds 10,000 gems
which will appear to be of not less thon base 50 g p. volue
each, o matter how they are testad in ihe dungaon. BEach
s actually o 1 gp. quortz gem. The other contains 10.000
copped pieces magicked to appear as platinum undil ihey
ang removed 1o o distance of 13 miles from fhe Tormi,
wivirn ihiir frue nafure becomes evident,

D 1f willl recpuing 3 peasons of 16 of betfter sirengih fo move any
of ther ingn shatues, This one hides aring pullwhich will rolse
asmall plug of slong and enable the parmy 1o enter a small
chube which tokes them 10 down 1o the comdor fo he
wersh,

The 2 Grie-winy Sodrs 1o the north are aclualy alomm of phose
doorwhich enable charachkes approaching from the nodhio
go through comdors which arg not actually existing In the
normal world, Mo amount of ting can make It possitie to
find thase passages irom he south — be i passwall, wish, or
whaotever, Opening either of thase doons, of the one to the
east from the for side, couses o covengd pif fo come info
phasa in the area it is shown, This pit is othervize exoctly the
sama as others in tha place.

. SECRET DOOR: The podal cannot be detected by any magic

rnieana, but camsful inspeaction will discowver thet thewall af fhis
kecation has o small opaning that is meataklingd — oedoushy
a keyholal Any atenpt 1o force the door open by physical of
magical means will be useless. If tha FIRST (gold key om 19.)
KEY 8 inseded, the door will sink into fhe loor, o Slome
sheaihed adamantite slab of remendous thickrness. Thang



con be no eal doubt that the end of the adventug — oné
wiry of anather — [s near

THE CRYPT OF ACERERAK THE DERMI-LICH: The smallish 107 x 207
burdal voult has an orched ceiling with o 25° peak. Thede is
absclutely nothing in 1he reom, although there 13 a smdall
deprestlon o lew inchos deep and about 2' square in thie
canier of the Boor Conslul indpection will discover a smeall
mode in the middia Gl 1his depiession — anather keyhodal ithe
FIRST KEY is insarhad hangin, the indhvidusl doing so is blown
upwards by the force of the resuling explosion of the key, and
£-30 (5 98] h.p. of darmage will e sustained by thatindhvidual
ondy. The SECOND KEY (fram 28 willl fit within the hobe and
nothing untowarnd will ecour. In fact, nothing wholsoever will
hapeen wnkil i i umed 3 firmas to the dght In succeassion.
Imrmedichehly when this is done a tremiling will be lelt, and the
canber of Ihe $outh 15° feed ol the crypt oo will peak. (AT THIS
MOMENT BEGIN A COUNT 1O 5. ANY CHARACTER UPON THE
SOUTH 45 ©OF THE FLOOR AT THE END OF THE COUNT HAS RISEM
LIPWAR DS WITH THE ASCEMDING WVALILT AMD HAS BEEM SeIASHED
T JELLY AGAIMST THE ARCHED ROOF)) The south 15 of the
crpl now i lled with a mithal vault, Thene s o door in the
cenber of the devic, with an insed fing. A hard pull will swing
opan o hick door (DISPLAY SRAPHIC =33) inslde are the
followdngr
= all ilems from characiesns teleported nude
— 27 boge 10 gp. gems and 3 huge gems (o 10,000 g.p.
peddat, a 50000 g.p. emesald, ond a 100,000 go Dlack
opal)
= 12 potans and & scrolls (deteminad randamiby)
= 1 ning, 1 rod, 4 staff, and 3 miscallanaous magic lems
= @ «4 gword ol defending ond I cursed swords and 1
cursed spear of backbiing

The demi-bzh Acensmak also lingeds In the crvpl . . .

The Demilch Ages paost, o humon moglc-uses/clardc of
surpassing evil took fthe steps necessary to presarse his lile
force beyond the cenfunas he had already Ived, and this
creghure bacame the lich, Acararak. Ovar the scomas ol years
which followed, the lich dwealled with hordes of ghastly
serants in the ghoomy stone halls of tha vary hill whena the
Tomib Is. Bvenfually even the undead lile foirce of Acararak
begaon o wane, 50 lor the next & decodes, the lich's seévants
labored to creafe the Tomb of Homers. Than Acearerak
destroyed all of his slowes and sendions, magically hid the
enfrancea io his halls, ond weant 1o his Bnal haunt, whills his soul
roamed sirange planes unknown 1o evan the wisast of soges.
Joining the hobleas of the ARST KEY calls his soul back o ihe
Prime kolenal Plane, and use of the SECOND KEY clads tha
neew chermbich that he must be prepared o do botfle in order
to swrviva yed more centuries.

All that now remaling of Acemsnak are ihe dust of his bones and
his skull resting in the far recesses of the vault. This bif is
encugh! If the freasure In the crpl 15 louched, the dus! switls
into e alr and forms o monike shape. IF this shope is
ignored, it will dissipote in 3 reunds, for it can only odvance
and threaten, not hamm. Any physical attock will give it 1 fachor
of enengy, however, and spell atiocks give it 1 energy fachor for
every level of the spell used, Le. o Jid level spell bashows 3
energy lactors. Eoch fockor is equal to a hit point, ond i 50

foctons are gained, the dust will iom inte o ghost (see
ADVANCED DUNGEONS B DRAGOMS, MOMSIER BAAMLALY
contolled by Acereral. and this thing will athack Immediataby.
(The dust will wover and fall back if it is siruck by Blow or spell,
s if sullering acluol domage, so formation of the ghost isnot
too improbaba.)

i any characier s sofoclish as to louch the skull of ihe demi-
lich, a temible thing oocurs, (USE ILLUSTRATICN 33(A).) The shull
al Aceieiak rises into the alr upon the fouch, and | slowly
scans the porty. Thene are 2 jewels set into the eyesockets
(50,000 g.p. rubles) ond theme ane & pointed (manguls cut)
diamands $ol as teath in ihe jow (each diamond worth 5,000

10

gp.). The demi-ich can lall wihich mamber of e party i the
mast powetul, and It will useally selact O MOogQIc-Uses Over g
fighter, ighter ower a clenic, a clenic over o thial Tha soul of Hhe
strongest will ba drown inslantty fom his of her body and
frapped within the Aght ey jewe, and e geme-eye will gleam
with wichkadhy @vil lights a3 the charoclers body collopses in
o mass of comuplion and mouldes in asingle round — lobally
Gone. The shull will thaen sink down again, sated. T s siruck or
fouched a second fime, it will ogoin fe and drein the soul
of the naod strongest character inko its ofher eye. This process
mepeats through all & of the diamand leeth, and if e skull (s
#ill infact and still molested, d will pronounce a curse upon
the remaining characters which will teleport them randomiy
i @ 100-500 rile rodius, each cursed to some fate similar fo
a) alweys ba hit by ony opponent aftacking or b) never
making ¢ soving throw of ¢} akways losing ol reasure without
Qaining any expedence from i The latter port of the curse can
b removed by o remove curge spell, but the charsmo of tha
character 3o reated will diop 2 points immediately thereafter
and remain theme pemananthy (undass some magksal means
of incraasing o s lound).

The demilich's skull con be homed onby as [ollows:

— o forget spall will force the skull o sink down without foking
iy 0 S04l

— pach shatter spell theown at if Inflicts 10 hp. of domage

a power word, kill pronasunced from an astral or ethersal

miagic-user will deshory it

= onily a fighter with o venpal blade, o rangaswith o sword of
sharpnass, +5, of verpal weapon, of a paladin wilh 1he
ke or even o +4 weapon con infict domoge upon he
skull

— an exercise spall will cousa it Bo sink o O forget doas

— a dispel evil spail inflicts 5 h.p. of damage

— a hoely word pronounced agains! it will inflict 20 hup, of
damage

— athied slinging one of the large garms lound in the crypd will
irdict 1 h.p. of domage pe 10,000 gp. of value, Lé 1, 5 o
10 hup. damoge, but the gem & hemby shoftered ond
ewan misses must be soved kof versus O crushing blow o
the gem & shattered frem hitting a chypt wall

Acerarak's skull fokes 50 hit points belone i i3 desiroyed, and it
is AC <5, If the skull i destroved, eoch gem ropping a soul
mus! make g soving how vensus mogic as if i wene the
chafaclir rapped within, Thase falling their s contain no
W kicg = the demilich droined the soul and devowned i
belon being destroyed. Those which succeed shill contain
the chargeters $oul, and this iz evidenced oy a faint inner
ight {and visible as o tiny figure within the gem if viewed with
true , frue sight or o gem of seeing.) The soul canbe
frereecd by chushing the gem, but some material body must be
ready within 10° distance to recelve it — a clone, a
simulacnam, a sowless body of some sor.

DESTRUCTION OF THE DEMI-LICH EARMS A SIKSGESTED 100,000
EXPERIEMCE POINIS, THIS CONSIDERS ALL ACTIONS WITHIN THE
TORE OF HORRORS TO GAIM THE CRYPT. TREASURE TAKEM OUT
SHOULD ADD AN ADDINIOMAL 1 EXPERIENCE POINT FOR EVERY
2 GIP. OF VALUE.

I

This ends the expedition to The Temb of Harars. We hopayou
arvd your phoyers will hove lound it exciting, challenging, and
rewarding.




CHARACTER ROSTER FOR USE WITH THE TOMB OF HORRORS

Class and Level
Ho. ROC® Cl. Ft. M-U The Sir. | w D [ +] Chal
1. H 14 111 18 10 17 15 12
' H 14 14 12 1B 16 14 14
3 H 12(p) 17 14 15 18 1% 17
4, H 13(1) 16 15 14 17 18 14
5, E L] 11 17 18 12 15 15 14
&, D ) 18/ W 11 i7 18 11
7. Hg 1 10 11 12 18 14 12
B ] 7 8 16 12 ¥ 7 18 8
9. H o 17 10 17 15 15 13
10. WE a9 Ty 18/42 15 17 14 14 12
1. E 7 § 1 14 10 18 15 16
12, H 8 17 9 17 16 10
13. H B 15 12 13 18 18 10
14 H & 12 14 16 17 15 18
15 YHE ] . 13 8 13 17 14 11
1 H & 45 12 __13 1B ir 14 15
17. H (p) 14 10 10 15 15 17
18. & d S0 g 18 ¥ 18 14 )
19, H ] 18,/00 11 10 12 14 13
20. Hg 4 5 10 10 8 17 16 11
Race: O = DWARF E = ELF: %€ = HALRELF, & = GHNOME H = HUMAN: Hg = HALALIMNG
Class: () = LLUSIONIST; {p) = PALADIN; {1} = RANGER
SPECIAL ITEMS POSSESSED BY EACH CHARACTER
Characher Characier
Humbser Hems Humber Mems
i. displacer cloak, +1 ring of protection, +2 dagger, 13, +4 splint mail. +1 shield, +3 spear, polion of
wond of magle missiles pohymonph
2 +3 plale mall, +3 shiald, +3 moce 14. # plote mall, +1 shield, stafl of shiking, dust of
1 +1 plate mail, +2 shield, +1 flaming sword, ring of G pearance
fire resistance 15 cloak of probection +1, +3 sward, +1 dogger, potion
'y +2 splint mail, +2 shield, magic bow, 10 +1 magic ol heoling
arrows, +1 sword 1é. +1 g0k mail, +4 shigld, cloak and boods of edvan-
5. +1 chain mail, +3 shield, +2 shor sword, scroll of Kind, +1 mace
4 spells (burning hands, disinlegrate, dispel 17, +1 choin mail, ing of profection +1, crossbow and
# magic, lwvitohe) 12 +2 polls, potion of healing
& +1 rfing o, +3 shield, gountiets of ogre power, 18, bracers of protection AC 4, bools of siriding and
+2 harmirmer springing. +1 oxe. +1 dogger
1 + lapther armas, +1 Ang of protection. +1 dogger, 19. +1 plole mall, +1 shield, 2 javelins of lighining.
bools of speed +1 hammer, pofion of fying
B. cloak of protection +3, ring of invisibility, +1 short i 8 robe of blending, +1 ring of protection, sling of
sword, +1 dogger, bag of holding (lorgest) saeking, +1 shodt sword
9. | plate mail, +1 shield, staft of striking. scroll of
2 spells (cure critical wounds, resurrection) Players must roll for thedr own hit poinis, decide upon what $palls
In moll, +1 shiald. levilation boots. +1 they will take, ond list oll equipment and ofher weapons they ane
A s ¥ b taking. As these are all substantial charachers, it is sofe fo assume
1. bracers of defense AC 5, wand of lightning, they could hove any iterms lsled as nomally being for sale, but
+2 dagges o0 not allow any o over-encumber themsetves. They can fake up
12, *4 ring of protection. wand of magic delection, ta 1.000 in coins of any type, and 5,000 gp. in gems of any base

rope of elimbing

value, each if desined,



ASSIGNING CHARACTERS TO PLAYERS
Suggested Charocker Mixtures for Bast Results

Mumbsr of :
Ployers Oplion | Gplion 1l Gphon 11
2 1/2/3/8 1/2/5/10 1/2/8/9/17/20
3 V2AMEAE0 A% Sth 43
— ——
(ST RS gpeya
5 1274744 NS 10 thn 19
8 1/2/3/B/40M7  1/5/6/7/9/18 9 theu 20
1/2/4/640/11/18 2/540/14 /45
" AIAEINOITTIS 280K -
" & ] FRAEIR A/2/6/BM2 2/5/7/10/11
AT J14/20 1471518
9 atwiz  Athw®  Bthuil
Ta0 Sthuid { thr 40 40t 19

Humber af Characters per Player: It |5 dificult for the best of
players to hondie 3 charactens, espechaly when thesa are nof
thedr own charachers which they hove grown Tamillicr with over the
course of many acventuras, It is recommended that sach ployar
confrol no mong than 2 characters, and if there ang & o mong
plorvers, eoch should hove but g single chorocher,

Skill Lewel and Magic Hems: I your playens am not expedts, it is
suggested thal you allew them each an addilional potion (bul
you should aexcludo glam and ol ol etherealness) and
possibly o clade sciall of 3 or 4 spells. [T the party is relatisely small
and of lesser levels, pick one or mone Bems of mogic rom those
shown on the fable above ond distibute them omongst the
chanacters adventuring, If vour pioyers are few, fhelr skl level Is
near novics, and you do not belleve that they will be able fo
handle muliple chamoclens, odd the magic tems as suggeshed
and then up eoch 1 level of experience from that shown on the
raster, Do the same for total novices, and aliow fhem a man-at-
aimg @ach af 1oich bearer and pack camier,

NHOTE: Your phoyers arg rese, of counse, o foke In thelr own
chaiacies shouwld you declide to Incoporate the TOMEB OF
HORRORS info your own caompaign, but they should be of
aquisaban shanglh in lemrnd of levads and magic hems avallabla
fo those ghvan above, INhey are considaably wadake, you should
consider 1) delaying use of this module untll your ployers have
ootained addiional levels and/or magic items, or 2) offeing
“ossisfance”™ om 2ome Non-player 3ounce, say a local boron
who'd like 1o bulld o Summas Cosie on e spol of the TOMB and
sends your ployers 1o "clean up” the anga, Othar similar ideas will
readily suggast tharmsabaas with a litthe camiul Fhaughl, but cane
should be token to mesh the scenanic with pre-existing
condifions in your Camgaign,




ADYVARGED
DUNGEONS & DRAGONS

This illustratian booklet is speciolly designed for use with the module. It conrains 32 illustrations showing varlous feaiures of
the Tomb, and should be used by Dungeon Masters to show oppropriohe views fo the ployers s ihey adventure. Eoch ilfusire-
tion within this booklet carries o number which corresponds fo the rooms ond locolions on the moster map {note that not all
locations ore shown and thof some appeor mare than ance ). The deseriptive copy within the other booklet indicales when ap-
proprigte illustrations showld be shown. The Hlustrotion an this poge corries ne number and can be shown o the adventure
commences and the players Begin their seorch for the antrance.

This booklet, it will be noted, has on odditional cross-fold. This ollows the Dungeon Moster to fold the booklet horizontally as
well as verticolly olong the binding, ond in this monner reveal to the viewing players only a single illusiration of the ap-
propriore size. The DM con ploce his finger or thumb over the number appearing on each picture to aveid giving any clues as
o reom numbear oF lecotion ta the viewing ployers.

Distribuled fo ihe Book inade in the Uniked $otes by Rondom House, Inc. and in Canoda by Bandom House of Canoda, Lid
£ 1978, TSR Gamas

T:R Gamas
POB 7548
LAKE GEMEVA, W1 53147
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This itesm ks anly one of the many popular playing aids for DUNGEONS & DRAGONS* produced by TSR Hobbles, Inc.
Other D & D accessory tems currently available include:

Dungean Gecmorphs, Sef Ome [Basic Dungeaon)
Dungeon eomorphs, 5et Two (Coves & Caverns)
Dungean Gaomarphs, Set Thiee (Lower Dungean)

Cutdoor Geomonphs, 3et One (Walled Clity)

Manster & Treasura Assartmeant, 5al One [Levels One o Thraea)
Monsier & Treqsure Assortment, Sai Two (Levels Four to Six)
Monsier & Treasure Assariment, Sal Threa [Lavels Sevan 1o Nine)

0 & D Choracler Record Sheats Pad

The enfire selection of this serles of Dungeon Modules for ADYVANCED DUNGEONS & DRASOMS® Is comprised of the follow-
ing items:

Dungeon Module 31 (Steading of the Hill Giant Chief)
Dungeon Module G2 (Glacial Rift of the Frost Glant Jarl}
Dungeon Module 33 (Hall of the Fire Eiant King)
Dungeon Module DY (Descent into the Depths of the Earth)
Dungeon Module D2 (Shrine of the Eus-Toa)

Dungeon Module D3 Dault of the Didw)

Diher releases of addificnal Items relating o D & D are planned for the uture,

TR Hobbies publishes o complete line of fontasy, sclence ficlion, and historical gomes and rules. A complele calalog on
the anfire selection of TSR ilems is available for 52.00 from TSR Hobbles, POB 754, Loke Geneva, W1 53147,
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