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Disclaimerr: 
The following is a work of fiction.  Any similarity to any person or character, living or dead, is purely coincidental, and not the intention of the author.  This work is protected under United States and international copyright law.  Reproduction of this work, in whole or in part, may be done only with the express prior written consent of the author.  The author makes no claim to any trademark or copyright held by TSR Inc., or any of its subsidiaries.

The Crown of Mystra is an AD&D adventure for 4-6 player characters of levels 1-8 (between 6-48 total levels).  The module is placed in the Forgotten Realms but can be easily placed into any existing campaign.  The characters should be of good alignment.  A follower of Mystra would definitely be an asset here.

The Crown of Mystra

Background:  Recently, Cyric has managed to elude Mystra's defenses and steal one of her most valued possessions -- her crown.  He then gave the crown to his high priest in Zhentil Keep, Fzoul Chembryl.  Chembryl, following Cyric's directions, spread all 8 gems throughout the Realms.  Without all the gems, the crown cannot function properly for Mystra.  Since the crown has been missing, specialty priest of Mystra's magic spells have gone awry -- They are affected the same as everyone else in wild and dead magic areas and normal spell casting is rolled on wild magic table (Wild Magic Chart in Tome of Magic).

Adventure:  Magister Thukmuul Teleshann (NG hf W17), head of the Tower of Balance in Silverymoon, asks for an audience with the PCs so she can proposition them with the job of recovering the Crown of Mystra.  She tells them it is in the possession of Zendar Nulentok.  All that is known of Nulentok is that he is a strange old hermit and is a suspected Zhemtarim agent.  He is really an anti-druid who loves to keep his groove full of "killing" plants.  If the party accepts Teleshann's offer, they will be able to find Nulentok's groove fairly easy (wildlife and animal life becomes less and less as you approach the groove)  After defeating Nulentok (he will not willing give up the crown), they will find the crown and the scroll of riddles (Appendix A).  If they allow him to live, he will become a reoccurring enemy and will hunt the PCs down fanatically until he is dead or has regained the crown.  He is intelligent, so he will flee from battle if overmatched and will return when there are "even" odds.  Upon returning the crown and riddles to Teleshann, she will ask the party if they are interested in helping the church of Mystra in the recovery of the gems.  If so, she will give each PC  a magical item (at DM's Discretion), as a sign of appreciation from the church.  She will then give them the Wand of Teleportation and explain how it functions.


##For Nulentok's  stats & groove/cave  information, see Appendix  B.
    **Wand of Teleportation (crown activated)  -- The wand will not function until the power of the crown activates its power.  After the crown has been touched to the base of the wand, the power is set into motion.  At the wielders' will, the party, all who's hands are joined, will teleport within 50 miles of one of the gems.  There are only 8 charges, so the wand should NOT be used except for "gem finding."


**NOTE:  The gems get harder to acquire as you go down the list, so the list should be followed as closely as possible.  If not possible, the DM should lessen some of the encounters or the guardians.  Also, a lot of description and random encounters, as well as over-land travel is left to the discretion of the DM, so he/she may be able to place any side adventures in to the quest that is desired (I do this sometimes when a new adventure comes out that I really like in Dungeon Magazine).

The Artifact:   The Crown of Mystra is a three-tiered crown made of the purest platinum and is encrusted with eight different, fist-sized gems, as well as magical protection runes (explained on page 2).  Each gem controls a major school of magic.  The following are the gems, their descriptions (taken form FR Hardcover™), and the schools they control:

•The Diamond is perfectly cut and seems to sparkle with a life of its own.  The school of magic it controls is Conjuration & Summoning.  It is the front gem of the crown.

•The Beljuril is a smooth surfaced, fist-sized asymmetrical, but roughly spherical gem.  It is a deep, pleasant sea water green.  The school of magic it controls is Abjuration.   It is located to the right of the Diamond as one looks at the front of the crown.

•The Star Ruby is more translucent than a normal ruby.  Like the star sapphire, it has a white star highlighted at its center.  There are 100 rubies for every one star ruby.  The school of magic it controls is Necromancy.  It is located to the right of the Beljuril as one looks at the front of the crown.

•The Amaratha is a soft, greenish white gemstone.  It controls the Invocation & Evocation school of magic.  It is located to the right of the Star Ruby as one looks at the front of the crown.

•The Shou Lung Emerald is much harder and more lustrous than a normal emerald.  The school of magic it controls is Lesser & Greater Divination.  It is the back gem of the crown.

•The Jacinth is a fiery orange gem.  It seems to radiate its own flickering light in its center.  The school of magic it controls is Alteration.  It is located to the left of the Rogue Stone as one looks at the front of the stone.

•The Rogue Stone is a small, shifting, rainbow-colored, iridescent stone.  The fluid shades of color appear almost liquid under normal sunlight.  The school of magic it controls is Illusion and Phantasm.  It is located to the left of the Star Sapphire as one looks at the front of the crown.

•The Star Sapphire is a variation of a sapphire.  It is more translucent, with a white star highlighted in the center.  There is only one star sapphire for every thousand sapphires.  The school of magic it controls is Enchantment & Charm.  It is located to the left of the Diamond, which is the stone in the front of the crown.

The Artifact (cont.)

Powers of the Crown:  Wielded by Mystra, the crown can be an awesome artifact.  She can will any spell once per round while wearing the crown.  Wielded by a mortal, one spell can be cast per day, regardless of the school (no spell components are needed-Verbal, Somatic, or Component).  The PC using it has to be a mage and has to be careful, however, with the spell he/she chooses.  If the mage casts (or wills) a spell within his/her capabilities, there is no problems.  If the mage attempts to cast (or will) a spell that is higher (character level-not spell level), than he/she is capable of casting normally, the following consequences occur upon completion of the spell (whether the spell is successful or not due to saving throws, magic resistance, etc...):


Caster Level Difference

Consequence



       1-3


Drains 1-10 charges from like magic items on the person or 1-3 pts.






from ability scores if the PC doesn't have an applicable magic item 






(rolled randomly or chosen at DM's discretion).



       4-6


Drains 11-20 charges from like magic items on the person or 4-6 pts. 






from ability scores if the PC doesn't have an applicable magic item 






(rolled randomly or chosen at DM's discretion).



       7-9


Drains 21-30 charges from like magic items on the person or 7-9 pts.






from ability scores if the PC doesn't have an applicable magic item    






(rolled randomly or chosen at DMs discretion).



    10-12


Drains 31-40 charges from like magic items on the person or 10-12 pts






from ability scores if the PC doesn't have an applicable magic item 






(rolled randomly or chosen at DM's discretion).



    13-15


Drains 41-50 charges from like magic items on the person or 13-15 pts






from ability scores if the PC doesn't have an applicable magic item 






(rolled randomly or chosen at DM's discretion).



       16+


Drains all charges from like magic items on the person and 18 pts. 






(3 from each attribute) from ability scores.

***NOTE***

•Once an item(s) has been drained of all charges, it can never be re-charged and is treated as a normal item.  Ability scores can only be restored via a wish spell if the level difference was 15 or less.  If the level difference was 16 or more, the abilities scores can never be regained.

Lore of the Artifact:


Among the first generation of the first dwarves, there lived the master of all master craftsmen.  The works of Cledinnostus Hammerclap were sought by the mightiest warriors and most powerful kings.  His specialty was weapons.  He could craft any weapon he was given a description of.  Not only could he make weapons of unmeasurable quality, but the weapon would also be one of the most exquisite beauty.  Normally, it would take Cledinnostus 3 to 6 years to complete the masterpiece.  But, he upon his 175th birthday, grew troubled.  He had been approached from the rulers and champions of many races.  Always, they came for his creations.  Always, they were pleased beyond their wildest expectations.  But, the first dwarven king of the first generation had never approached him for one of his works.  For the next 25 years, Cledinnostus refused all requests, creating the most magnificent of dwarven weapons.  He created the battle axe, the warhammer, and a variety of other weapons favored by the dwarven race.  On his 200th birthday, he gathered his assortment of weapons, the finest ever made, and presented them to the king.  He offered the king any weapon of his choice, but the king refused.  The king had been given the Warhammer of Moradin to help rule his people and he had no desire for any other weapon.  Cledinnostus' heart nearly broke.  He could not understand what flaws lied in his flawless works.  The king, seeing the great pain he had caused, decided to try to mend Cledinnostus' hurt.  He told Cledinnostus that if he desired, he could accept a commission to craft a crown.  Even though not his specialty, Cledinnostus accepted the job whole heartedly.  He worked for the next century on the crown.  It took him 20 years of adventuring and journeying to find the perfect metal - the purest of platinum.  Once he returned with the metal, he began work.  He worked through many designs, casting out each one because, no matter how small, he would find flaws in his work.  Finally, on the day of his 300th birthday, instilling a little of his own soul into the crown, he had created the finest crown ever seen.  


It was three-tiered and made from the finest platinum.  He presented the crown to the king.  The king, seeing the most beautiful of all dwarven creations, fell upon his knees, weeping at the beauty of the object.  After he gathered himself, he accepted the crown, but vowed to never wear it - for such an object could only be worn by a god.  He placed the crown in the temple of Moradin, The Soulforger and Dwarffather, as a gift to the dwarven deity.  The next three generations passed, dwarven children learning of the Hammerclap's legacy and the creation of the crown.  As time passed, word spread throughout the land, of the magnificence of the crown.  Word eventually reached Stenriumdientius, a Great Red Wyrm, of the crown.  The dragon planned his attack over the course of 10 years, knowing he would only get one chance to steal the crown and claim it as his.  He was in luck.  With nearly 1,000 years of peace, the dwarves' defenses had grown lax.  The dragon stormed through the dwarven stronghold killing all those that did not flee, and claimed ownership of the crown.  Moradin, infuriated by the desecration of his temple and the destruction of his people, appeared and battled the dragon.  A tremendous battle ensued, caving the mountain stronghold of the dwarves in, and crushing the dragon under thousands of tons of stone.  Moradin took the crown back to his plane, and marveled in the beauty of it.  But, he felt the crown was lacking in one aspect.  It was unadorned.  He, through the use of his avatar, found eight of the largest uncut gemstones on Faerun.  The Dwarffather then took the eight gems, cut them and fashioned them to perfection.  He placed the gems in the base of the crown.  Eons passed and Moradin wore the crown with pride.  That is until the day that he paid Mystra back for a favor.  The deed Mystra completed for Moradin is still unknown.  However, it must have been great, given the dwarven distrust of magic and the price paid.  Mystra took the crown and agreed it was the most beautiful creation ever crafted by mortal hands.  She grew very fond of the crown the more she wore it.  She decided to endow the crown with a part of her essence.  She instilled each of the eight magics (each school) into the gems.  It then became one of her most powerful and prized possessions.  Thus, the Crown of Mystra was born.

Locales:
The gems are located in various regions of the Realms.  The following list is the location of the gem and other pertinent information.


**NOTE:  Each time the party recovers a gem, they should receive 2000 group xps each.

BELJURIL

1)  The Beljuril is located on the Island of Sarr in the Pirate Isles located in the Sea of Fallen Stars (located on the western side of the Dragon Coast).  It is located in the ruins of a once grand lighthouse that stands on the far eastern tip of Sarr.  If they try to find a ship, a harper agent (unknown to the PCs of course) named Briney Valesaris, Captain of the Tarsakh Rain  (a coaster--see p. 92, Players Handbook), will offer his assistance.  The Tarsakh Rain  has a crew of 20, and is completely loyal to Valesaris (He once rescued them from a pirate ship where they were slaves.  Funny thing is, he acquisitioned the Tarsakh Rain  at the same time as the crew!).  He has received a message from Teleshann (or any other high level harper the DM would like to throw in), to assist the PCs in anyway he can.  Of course, this does not mean he won't charge them a fee -- he does have a family to feed, but his rates will be the cheapest at what ever port it is the PCs are at.  When the Tarsakh Rain  (or whatever ship the PCs are on) gets within 2 miles of the island, they will be attacked by a pirate ship (a caravel--see p.92, PHB) with Rashemen battle standards and flags (a little ploy to throw blame upon someone else).  However, this pirate ship is not just an ordinary raiding ship.  It has been "rented" by Julien Krinor, an agent of Zhentil Keep (who received his commission form Chembryl) and has a crew of 30 pirates.  Krinor, a10th level Water Elementalist (see below) will lead the attack against the Tarsakh Rain.  If the PCs and the crew lose the battle, they will be taken as slaves on board the pirate vessel.  If they are successful, they will see the following as they approach the Island of Sarr:


       The remains of a once magnificent lighthouse, its upper portion lying in a heap of rubble half-sunken into the rocky surf at its base, tries to stand stoically against the ravages of time.  The bottom of the lighthouse has sunk into the sand, so that the ground level entrance to the tower is buried.  


Within the hollow base of the lighthouse, a staircase that once led to the top of the tower has long since fallen into decay.  In the interior of the base of the lighthouse, which can only be reached by scaling the exterior and climbing down the inside.  On the sand floor lies skeletal remains of humans.


**For light house map, see Appendix C.**

      The 10 skeletons will animate and attack as the first PC touches the ground.  After the battle, observant PCs will notice a trap door half buried.  Inside the trapdoor is a chest.  The chest is really a mimic and will attack the first PC that attempts to touch, grab, check, etc... to the chest.  After the battle, the PCs will find the gem in a bag of holding underneath the mimic.

Adversaries:
Julien Krinor (NE em W10 [Water Elementalist--see ToM])  AC: 3;  ThacO: 17;  HP: 35;  



Str: 10;  Dex: 18 (-4 to AC);  Con: 12;  Int: 17;  Wis: 15;  Cha: 10.



Special Advantages:
a) +2 bonus to Saving Throws vs. Water Spells.






b) -2 to opponents saving throws vs.  caster's water spells.






c) 1 bonus spell per spell level as long as it is in "water elemental" school/sphere.






d) Can cast water spells at 1d4 lvls higher



Special Disadvantages:
a) -2 to Saving Throws vs. Lightning.






b) Cannot cast spells from opposite element (fire)

	Spells Memorized:

	1st
	2nd
	3rd

	1) Metamorphose Liquids
	Insatiable Thirst
	Akamir's Fundamental Breakdown

	2) Wall of Fog
	Ride the Wind
	Watery Double

	3) Magic Missile
	Mirror Image
	Prot. from Normal Missiles

	4) Grease
	Stinking Cloud
	Water Breathing

	5) Shocking Grasp
	Summon Swarm
	

	
	
	

	4th
	5th
	

	1) Dimension Door
	Conjure Elemental (Water)
	

	2) Ice Storm
	Conjure Elemental (Water)
	

	3) Minor Globe of Invulnerability
	Domination
	


**NOTE:
Krinor has already cast the following spells in preparation for battle:

Mirror Image (6 images), Water Breathing, Prot. from Normal Missiles, 

Minor Globe of Invulnerability

BELJURIL (cont.)

Krinor (cont.)
Items:
Ring of Water Elemental Control, Cloak of the Manta Ray, Ring of Prot. +2, 

Dusty Rose Ioun Stone (currently active), spellbook (in quarters on ship).
Pirates (x30) -- See p. 196, Monster Manual for generic statistics.
Skeletons (x10) -- AC: 7; ThacO: 19; HD/HP: 1/8; ATT: 1; Dmg:1d6.

Mimic (Common) -- AC:7; ThacO: 13; HD/HP: 8/64; Att: 1; SA: Glue; SD: Camouflage; Dmg:3d4.

TOTAL EXPERIENCE FOR THIS ENCOUNTER:


Julien Krinor -- 250; Pirates -- 15/each; Mimic -- 1400; Skeletons -- 650; Gem -- 2000

DIAMOND

2)
The Diamond is located in the city of Aluarim in the land of Halruaa.  It is in the possession of Cynthia Seregental (AD&D collector's card™ #288, 1993 ed.).  She is presently in the service of the Zhentarim, to try and infiltrate the Royal Mint of Halruaa and learn how to steal or replace all valuable metals.  She uses a store that transcribes writings and sells writing materials as a front for her true operations.  She is in a very nervous state of mind, and will think the PCs are agents of the local government here to arrest her.  If the PCs are persistent or pushy, she will flee to 

room 10.  She remains hidden until the effects of the watery double are over with, then she attempts to escape (see room 9).  The gem is located in a secret compartment behind a painting of the city in her bedroom.   If the party kills her or runs her off and is able to search her room, they will also find papers (records) & letters addressed to her superiors on her progress to infiltrate the mint.  She will fight until she has realized that she is overmatched and then try to flee.  

**NOTE 1: 
She does not realize that the diamond is anything more than just an expensive trinket that Chembryl has asked her to keep for one reason or another. As a last resort, she might offer to trade this to the PCs in exchange for her freedom.

**NOTE 2:
It is the DM's option on how the PCs will find out the location of this gem and Cynthia Sergental.

**For  map of Sergental's Writer's Shop, see Appendix D.
Cynthia Sergental -- (CE hf W8)  AC: 0; ThacO: 18; HP: 32

Spells:
1st   Charm person, Magic missile, Sleep;

2nd -- Blindness, Irritation;  

3rd -- Lightning bolt, Melf's Minute Meteors; 

4th -- Wall of Ice.

**NOTE:
She is protected by the following spells before the battle:  Shield (prot. from magic missals, +1 to all saving throws), Mirror Image, Prot. form Good (+2 to enemy saving throws, -2 to enemy attacks), Minor Globe of Invulnerability (prevents all spells 1-3 of penetrating).

TREASURE: Bracers AC4, Ring of Prot. +2, Philter of Love, Boots of Speed

	Spells Memorized:

	1st
	2nd
	3rd

	Charm Person
	Irritation
	Lightning Bolt

	Magic missile 
	Knock
	Melf's Minute Meteors

	Shield, Sleep
	Whispering Wind
	Prot. form Good 10' radius

	Mirror image 
	
	Watery  Double

	Blindness
	
	

	Cantrip
	
	

	Dancing Lights
	
	

	4th
	5th
	

	Wall of ice
	Conjure Elemental (Water)
	

	Minor Globe of Invulnerability
	Conjure Elemental (Water)
	

	Minor Spell Turning
	Domination
	


JACINTH

3)
The Jacinth is located at the oasis Olomaa in the Anauroch Desert.  It is a rich oasis of fruit trees and young frankincense trees.  It spreads over 2 large hills, and the valley between them is guarded by a palisade of giant cacti, inside a dry ditch.  The sand ditch between the hills and the oasis is home to many waiting, buried spring-sword traps (1d6 chance to set one off).  Triggering one causes the blade to burst out of the sand (ThacO: 6, DMG :  s-m;1D8 / L;1D12).

The ditch is crossed by 2 stone-slab bridges leading to man-high gates of iron, bristling with outward-projecting spear tips.  Within, the oasis has a small, fenced pasture area with 4 grazing camels, several bathing pools, and even a water fountain, sheltered by arbors that bear many small hanging and creeping plants.  A simple stone house sits at its center.  Along all four sides are arrow slits.

In the house lives 8 Zhentilar and a beholder.  Six of the Zhents are Warriors/gardeners.  One is a mage.  The other Zhent is a specialty priest of Cyric.  The beholder possesses the gem.  It is set into a chain, which is magically bonded to the beholder.  When the beholder dies, the magically bond is broken.


**For map of Olomaa oasis, see Appendix E.


**For map of Zhentarim's Olomaa Headquarters, see Appendix F.
Adversaries:
A)
Warriors (6) (NE hm F5): AC: 5 (Chain mail);  ThacO: 16;  HP: 50,49,48,47,46,45;  

XPs: 50/each

B)
Zhentish Mage --- (CE hm W7)  AC: 2,3,4,10  (see below); ThacO: 18; HP:28

Quarterstaff --- 1d6/1d6

Spells:
1st
Magic missile (x3);

2nd
Mirror Image (used), Ray of Enfeeblement;

3rd
Hold Person, Lighting Bolt;

4th
Minor Globe of Invulnerability (used)

TREASURE
3 potions of healing,

Spellbook:

1st
Shield, magic missile, feather fall, charm person;

2nd
Stinking cloud, Mirror Image, Ray of Enfeeblement;

3rd
Hold Person, Lightning Bolt;

4th
Minor Globe of Invulnerability.



C)
Priest of Cyric -- (CE hm P7)  AC: 1 (Chain mail); ThacO: 15; HP: 52





Mace +1 -- DMG: 1d6+2/1d6+1





Spells:
1st
Faerie Fire, Cause Fear, Curse;

2nd
Hold Person, Flame Blade, Silence, 15' Radius;

3rd
Animate Dead;






4th
Sticks to Snakes




TREASURE:
Ring of Prot. +1, Mace +1, Scroll (Faerie Fire, Prod. Flame, Prot. from fire).



D)
Xualahuu (beholder) -- (CE) AC: 0 (body), 2 (eyestalks), 7 (eyes);  ThacO: 5; HP: 75





Main eye -- 90' magic resistance arc.





Eyestalks (Can use 6 per turn).  He is here recovering from battle wounds.

DM's Option:  Three of his eyes do not work: Disintegrate, Death Ray, & Flesh to Stone.

Eye Powers:  Charm Person (as spell), Charm Monster (as spell), Sleep (as spell), Telekinesis, Fear (as spell), Slow (as spell), Cause Ser. Wds. (as spell).





**NOTE**





Body takes 50 hp & eyes 25 hp before dead.




TREASURE:  Type I, S, T



E) Watchspider (x6) -- AC: 6; Thaco:19; HD/HP: 2+2/18 each; ATT:1; Dmg: 1d6





Poison: +1 to save vs. poison.  If failed, Paralyzed for 2d4 rds.

TOTAL EXPERIENCE FOR THIS ENCOUNTER:


Warriors -- 300;  Mage -- 200;  Priest -- 500;  Beholder -- 11,000;  Releasing Unicorn -- 500;  Gem -- 2000.






TOTAL:  14,000
ROGUE STONE
4)
The Rogue Stone can be found in the possession of Max Rinnen, (a werejackal)  who lives in Calimport.    He is a Zhent agent, sent to infiltrate the thieves’ and/or assassins’ guilds to gain favorability for the Zhents and to ultimately take over as leader of the guild(s).   He has the gem on him and will have to be killed for it to be taken away.  When the PCs find him, he will be in his room.  He will have a junior leader of the thieves’ guild captured (this is what he had planned as part of his meal this day).  He is presently writing a letter to his superiors at Zhentil Keep, keeping them updated on his progress.  If the PCs attack, he will immediately transform into his hybrid form.

**For map of Rineen's Manor, see Appendix G.

Max Rinnen (NE hm [werejackal]  T12 ) --  AC: 4; MV: 12; HD/HP:  7+6/61; ThacO: 10; # of Atts.: 1; Dmg: 2d4+6 (bite) or by weapon;  SA: bite will infect with lycanthropy--2% per point of damage; SD:  Only hit by +1 or copper weapons;MR: Nil; Size: 5’;  Morale: 20 (fearless);  XPs:  1500.

TREASURE:  Boots of Striding and Springing,  Dust of Tracelessness (12 pinches) , Amulet of  Prot. +4 (Distorted boar's head on a fine gold chain; also, protects lycanthrope wearing it from the effects of fennel [chemical susceptibility]).

SHOU LUNG EMERALD

5) The Shou Lung Emerald can be found in the Jungles of Chult at the end of the Tiruki River in the ruins of an old stone temple.  It should take the PCs 3-4 days to travel to the temple.  (Keep in mind that water consumption is very important for travel in the jungle.  The average PC should consume at least a gallon of water a day to avoid any excess penalties in battles.  There is also numerous chances for disease acquisition while traveling either by insects or water.  See Jungles of Chult accessory for further details).  The PCs will be followed the first 2 days by Kuro Goblins (they are watching the PCs trying to learn of weaknesses).  On the third night, a 15 member Kuro Goblin hunting party  will use blowguns and darts that are lined with sleep poison.  If all PCs are knocked out, the goblins will rummage through their equipment, taking all metal items they can find, from weapons to lanterns, including the crown.  If one or more PCs remain awake, they will try to overwhelm the PCs  with numbers.  They will then take all metal items and all awake PCs back to camp with them.  When the remaining PCs at the original ambush spot awake six hours later, they will have to do some tracking (-25% without some sort of tracking skill).  After 3 hours of tracking (if proficient; 5 hours if no skill and successful with -25% pen.), they will find the Kuro Goblin village.  If the PCs march into the village, the queen will somewhat respect them.  While the town's goblins gather around, she will ask the PCs what they want.  If they ask for their possessions back, she will tell them that they will only receive information about their items for a trade (DM's discretion as to what she will trade for).  After the trade has been made, she will inform them that all the strange metals have been traded to the "Albino Devils" (the Chultan Dwarves) that live north of the village in caves.  If the PCs wait outside the camp or attack the camp by night, they will probably be captured by either a hunting party or overwhelming numbers, respectively.  They will then be thrown in the slave pit for sacrifices to their god (a dinosaur of the DM's choosing--see Jungles of Chult accessory).

The PCs will find the Chultan Dwarves living in a series of caves 3 miles north of the goblin village.  Two guards are placed inside the mouth of each cave.  They will be wary of the PCs but will interact.  Eventually, the dwarves and PCs should work out a trade where the PCs will at least get some of their items back as well as the Crown of Mystra.

The gem is in the possession of Masad Farouk, a rakshasa in disguise.  He has the bodily features of an ape (gorilla).  He is the "clan" leader of 18 gorillas (6 male, 7 female, 5 infants).  If the PCs come within 50 feet of the temple, a female gorilla (with an infant on her back) will come out and try to scare them off.  If they continue towards the temple, she will set her infant down and attack them until killed.  Once the party enters the temple, there is no leaving until all adult gorillas are killed -- they will attack as fanatic followers to a lost religion.  This is not to say that once the PCs exit the immediate area of the temple, that the gorillas will pursue.  They will just let the party go.  If the PCs remain in the temple, they will attack, 1d4 at a time randomly, until all PCs or adult gorillas are dead.  If the PCs kill all the adult gorillas, they will also have the infant gorillas, that are basically helpless, that they will have to deal with.  The infants are located in the tombs north of the main temple complex.  The infants can be taken and trained as loyal pets/companions.


**For map of Farouk's Ruined Temple, see Appendix H.

Masad Farouk (Rakshasa)
AC: -4; ThacO: 13; HD/HP: 7/56;  ATT: 3 (claw, claw, bite) 

SA: Illusion; SD: +1 or better to hit / if below +3, half dmg. DMG: 1-3,1-3,2-5

Spells:

MAGE

1st
Magic missile, Charm Person, Sleep, Spook;

2nd
Flaming Sphere, Invisibility, Web;

3rd
Fireball, Lightning Bolt





PRIEST:

1st
Entangle, Faerie Fire, Cause Fear





Xps: 3,000



TREASURE:
Type F 

Gorillas
AC:4 (males), 6 (females), 8 (infants); ThacO: 15 (males), 17 (females), 20 (infants); HD/HP: 6+2/50 (males), 4+1/33 (females), 1+1/9 (infants);  #ATT: 3 (claw, claw, bite)

DMG: 1-6/1-6/1-12 (males), 1-3/1-3/1-6 (females), 1-2/1-2/1-4 (infants);

Morale: Fanatic (17-18) [due to Farouk];





Xps:
males-250






females-175






infants-50
STAR SAPPHIRE

6)
The Star Sapphire is located in Shakkak Pit on the Great Glacier.  A totem pole, located in the middle of the pit, is made of solid, crystal clear ice and is 40' high and 10' across.  It is expertly carved with scenes of dragons in aerial combats, raiding towns, etc...  The gem is located in the center of the totem, 20' up.  The pit is a 300-foot deep , 1000 yds. wide valley surrounded by jagged mountains (in northern Nakvaligach.  The trail is covered with fairy ice.  The trail is basically the only safe way down because of the 70 degree angle of the valley walls.)  At the bottom of the pit lies the remains of hundreds of dragon skeletons.  A winding trail leading around the walls of the canyon lead down into the valley.  After a 50' descent from the top of the trail, it (the trail) is partially covered with snow but is still visible.  (This snow is really the fairy ice mentioned above).  When the PCs reach within 50 feet of the totem pole, a Dracolich rises to attack.


**For map of Shakkak Pit, see Appendix I.

**NOTE 1:
White dragons use this pit as a graveyard. The dragons are born with a natural instinctive draw to the Skakkak Pit when they reach venerable age, and if they can't resist the effects, fly here and die.

**NOTE 2:
Fairy Ice: -- "A phenomenon unique to the Great Glacier, fairy ice is a form of precipitation consisting of tiny, slushy ice spheres.  Fairy ice resembles ordinary snow, except that it sparkles like a rainbow in bright sunlight.

Because of its granular density, fairy ice accumulating in stone rings, crevasses and valleys may pose a risk to unwary travelers.  Stepping in fairy ice is like stepping in quick sand; characters sink in fairy ice at the rate of 2 feet per round.  A sinking character making a successful Dexterity check grabs a solid surface and can pull himself free with a successful strength check.  A companion can pull a sinking companion character free if she rolls a successful Strength check.  Any two characters working together can automatically pull a sinking companion free.  

If a character sinks below the surface, she can still be rescued if a companion feels around and finds her.  Otherwise, she continues to sink, risking suffocation (see 
the swimming rules in Chapter Fourteen of the Player's Handbook)." -- As quoted by the Great Glacier accessory™.

Dracolich (Great Wyrm)-- (CE) AC: -7; ThacO:  ; HD/HP: 12/94: Att.: 3+special: 







DMG:1d6,1d6,2d8; MR: 40%; Breath Weapon : 12d6 +12





Spells: Wall of Ice, Ice Storm, Cone of Cold, Otiluke's Freezing Sphere
Xps: 20,000




Treasure:  E,O,Sx3
AMARATHA
6) The Amaratha can be found in a tower in Luskan .  It is in the possession of Mortagne, (a vampire).  He is trying to slowly and subtly undermine the Arcane Brotherhood, and he needs a just few more “volunteers” to launch his first wave of assaults on the Host Tower of the Arcane.

Darith Rye (CN hm 1 Sage) runs a small curio shop.  He has the means of identifying magic or other rare items of interest.  Being a minion of Mortagne, he tells the PCs that he has a contact that would be interested in some of their items.  If they are interested, he will set the meeting up.   If the PCs are not interested in selling anything, Rye will inform them that Mortagne has items (can always dangle magic in front of them) he is willing to sell to those that help “those who harp.”

When the PCs finally make contact with Mortagne, he will offer to let them stay at his tower for the duration of their stay in Luskan.  This will help them stay out of the ever-watching eyes of the brotherhood.  He is also masquerading as a Harper.  He is in the possession of a harper pin from a former victim  (the PCs will meet this minion at their first dinner).  At the first dinner, Mortagne will introduce a guest, who happens to be an old friend of the PCs--Briney Valesairas, the Captain of the Tarsakh Rain , the boat that took them to their first gem encounter in the Pirate Isles.  Hopefully, the PCs will notice that this is not Briney’s normal shipping lane (he has always worked in the Dragon Coast, not along the Sea of Swords.  If they do not recognize this, much the better for Mortagne).  If the PCs start questioning about Valesairas, he will excuse himself and Mortagne will offer the PCs entertainment for the night (again, more minions).  During the night, each minion will try to bite and infect each of the PCs so they will become minions of Mortagne.


**For map of Mortagne's Tower, see Appendix J.

Mortagne (Vampire)

Str: 
18/76

AC: -1


MV: 12, Fl 18 (C)


Dex: 
16

ThacO: 9

SD:
a) +1 or better weapon to hit.


Con: 
17

AL: CE



b) Regenerate 3hp/rd.


Wis: 
17

HD/HP:  10+6 / 94

c) Immune to sleep, charm, hold sleep spells

Int: 
18

Att: 1



d) If reduced to 0 hp, forced to assume gaseous form and

Cha: 
16
Dmg: 2d4+2



flee to coffin.

e) Can shape change into gaseous form or a large bat 

SA:
a) Energy drain (2 lvls)

b) Gaze (-2 to save vs. spell or charmed)

c) Can summon lesser creatures for aid.  10-100 rats or bats (inside/subterranean) or 3-18 wolves (outside/wilderness).

d) Can use spider climb ability

*Mortagne is also a 10 th level mage.  The following are spells he has memorized:

1st:
burning hands, magic missile, shocking grasp, color spray



2nd:
invisibility, blindness, ray of enfeeblement, web

3rd:
lightning bolt, slow, blink



4th:
ice storm, dimension door

5th:
domination, feeblemind

TOTAL EXPERIENCE FOR THIS ENCOUNTER: Mortagne -- 8,000;  Gem -- 2,000 ---TOTAL:  10,000
STAR RUBY
8)
The Star Ruby is in the possession of Meredoth (a lich).  He rarely leaves his castle in Surthay in the land of Thay.  He has invited the party to his castle for a dinner in appreciation "for those that help Mystra."  He is really looking to steal the crown since he has the last piece of the artifact.  He will have his captain, Werpafel, a minor mage, let the party in the first doors of the gatehouse.  Then they are to dispose of the party and get the crown for him.  Once the players fight through his tower and reach the top, he will offer them surrender of the crown only once.  If they refuse, he will have his bodyguards attack while he attacks with a few  ranged spells.  Once he sees his bodyguards being thinned, he will exit, making his way to the bottom of the tower.   If the PCs get past the bodyguards and make it to the bottom of the tower, they will find him relaxing and waiting for them.  Here , it will be a fight to the death.  He wears the gem around his neck.  He will first attack with his Staff of Withering and then cast spells from spell levels absorbed by the Rod of Absorption.  It is then left to the DM's discretion as to the remainder of his attack choices.

**NOTE:
The PCs will have heard rumor of him having come into some unlimited source of magic, and this should tip them off.

**For map of Meredoth's Castle, see Appendix K.

MONSTERS:

Grimlocks (bodyguards):

AC: 5; ThacO: 19;  HD/HP:  2/16; Att: 1  DMG: by weapon



SA: none;  SD: Vision spells have no effect.  Noise spells give them -2 to attack.

Meredoth (Lich/18th lvl Necromancer):

AC: -2; ThacO: 9;  HD/HP: 15/120; ATT: 1; Dmg: 1d10;



SA: See Below;  SD: +1 or better weapon needed to hit.  Immune to certain spells (p.222-MM)



Spells Memorized:




1st -- Magic Missile, Taunt, Fire Blast, Cantrip, Nahal's Reckless Dweomer




2nd -- Scare, Maximmillan's Earthen Grasp, Flaming Sphere, Spectral Hand, Stinking Cloud




3rd -- Spirit Armor, Prot. from Good, 10' Rad., Flame Arrow, Blink, Lighting Bolt




4th -- Contagion, Stoneskin, Wall of Fire, Enervation, Beltyn's Burning Blood




5th -- Animate Dead, Wall of Stone, Summon Shadow, Sending, Avoidance




6th -- Death Spell, Shaeroon's Scimitar, Eyebite, Mass Suggestion




7th -- Suffocate, Control Undead, Finger of Death




8th -- Abi-Dalzim's Horrid Wilting, Prismatic Wall, Homonculus Shield




9th -- Energy Drain, Wail of the Banshee



TREASURE:

Meredoth  has Bracers AC4, Cloak of Prot. +3, Ring of Shooting Stars; Rod of Absorption (can absorb 40 more levels); Staff of Withering (20 charges).

5 Spellbooks: (includes the ones he has memorized) plus following:




1st Level -- Tenser's Floating Disc, Chill Touch, Detect Undead




2nd Level -- Ride the Wind, Lock, Darkness, 15' Radius




3rd Level -- Vampiric Touch, Hold Undead, Feign Death




4th Level -- Wizard Eye, Mask of Death




5th Level -- Dream, Magic Jar, Hold Vapor




6th Level -- Bloodstone's Spectral Steed, Animate Dread Warrior, Imbue undead with spell ability




7th Level -- Bloodstone's Frightful Joining, Intensify Summoning




8th Level -- Clone, Antipathy / Sympathy, Unlife

9th Level -- Power Word Kill, Gate

Appendix A
The Eight Gems of the Crown 


The gems you will find, they lay their own map;  Follow the color of the gem, to find where it is at.


The first is one of sea-water green, held by the fallen giant, that can no longer see.


The second is the most treasured as you shall see, It's held by the one trying to rob the treasury.


The third is a fiery orange and red,  It is located in a land that most think dead.


The fourth is a stone with colors that flow, shift and sway; and can be found in the hands of one with the same name.


The fifth gets it color from a name in the east;  To see through the truth is to see the true beast.


The sixth is a crystal blue you will seek, if you can learn of the place where the old go to sleep.

The seventh stone is a soft white green.  It is held by one who has seen many things.  He controls by fear and lives by the night; to get the gem, you must seek the light.

The final stone is one of deep blood red, it is held by one with the arts at his hands.  To get this stone and complete your quest, you must kill the owner's host, then search out his final rest.

Appendix B

Zendar Nulentok  (Male Half-elf  Anti-Druid 10)

Str:
17

AC:
0

Dex:
12

ThacO: 14

Con:
16

MV:
12

Int:
10

HP:
81

Wis:
15

AL:
NE

Chr:
19

Size:
6'

Magic Resistance:


30% to Sleep and Charm-related spells.

Magical Defenses (from spells):
+3 to Sav. Throws, +1 to Hit, -2 to Opp. attacks (AC:-2), Immune to Magic Missile attack.

Equipment:
Bracers of Defense AC2, Scimitar +3, Medallion of Adaptation, Ring of Prot. +2, Ring of Featherfall, Staff of Kitsyrral (See notes from Aruthir in Rogues' Gallery)

Spell:
1st


2nd


3rd


4th


5th


*•Puffball

*Barkskin

*Prayer


•Knurl 

      •Thornwrack


*Prot. From Good
Dust Devil

*Glyph of Warding
•Knurl

      *Spike Stones


Cause Fear

Hold Person

Meld Into Stone

*Spell Immunity


Sanctuary

Heat Metal




       (Magic Missile)


Darkness

Silence, 15' Rad.


*Bless

Spells marked with "*" were cast as PCs enter Nulentok's cave.

Spells marked with "•" can be found in the Druid's Handbook.
Room Descriptions:

1)
This chamber is home to 14 myconids.  They have been "blinded" by Nulentok and sit here waiting to die.


They have given up on any hope of regaining their vision and returning to a normal lifestyle.  If the PCs enter 
and the myconids hear them, the creatures will plead for help.  If the PCs heal the myconids, they will gain an ally against Nulentok.


Myconids:
AC:10;  MV: 9;  HD/HP: 3/24;  ThacO: 17;  Size: 6';  #Atts: 1;  Dmg: 1d4x3;




SA: Spore Clouds -- See MM;  SD: Poisonous Skin -- See MM;  Morale: 12-13;




Xps:  175/ea.

2)
This large chamber is filled with glowing violet fungus.  Above, piercers (3d6) await the PCs.  If the PCs happen to wade under one of the creatures, he/she is in for a serious headache!


Piercers:
AC: 3;  Mv: 1;  HD/HP: 2/8;  ThacO: 19;  #Atts: 1;  Dmg: 2d6;  SA:  See MM (surprise);




SD: None;  Size: 3';  Morale: 8-9;  Xps: 65/ea.

3)
This is a small lake.  The water that fills the lake is run-off of melting snow that enters through crevasses in 
the roof.


(DMs may opt to allow PCs drinking water to hallucinate or other such incident).

4)
This chamber is empty.

5)
This chamber is a refuse pit Nulentok uses to discard dead fungi, mushrooms, and the occasional creature that wanders into his "garden/groove."  It is the home of six     carrion crawlers.  The creatures will attack the PCs immediately upon entering.  

Carrion Crawlers:

AC: 3/7;  MV: 12;  HD/HP: 3+1/25;  ThacO: 17;  #Atts: 1 or 8;  DMG: 1-2; SA: Paralysis;  SD: None;  Size: 9';  Morale:  Special;  Xps: 420/ea.

6)
This is Nulentok's groove.  The width of the entrance is guarded by stalagmites, 3 feet apart and 10-feet high, and have spike stone spell cast upon them.  Nulentok has made sure that any creature or PC will have to pass next to at least 5 of the stalagmites before entering the center of the cavern, thus suffering the effects.  The "groove" is filled with mushrooms that stand 5-7 feet tall.  Nulentok, while hiding, will watch the PCs, trying to discern any spellcasters, and will cast the Knurl spell (Complete Druid's Hdbk) upon them. He will then cast thornwrack at the toughest apparent fighter class.
Appendix D (cont.)

Room Descriptions:

1)
This shop is carpeted in a royal blue and has several shelves.  The shelves contain quills, bottles of ink, paper, papyrus, and other various writing tools.  All of these are of the highest quality.  Along  the south wall, on either side, are windows of paned glass that look out onto the street.  On the 
 west side of the shop is a desk.  Behind it sits a human female in her early 30s (Cynthia Seregental)

***She will welcomes the PCs with an apparent nervousness in her voice.  If they state they are just looking, she will try to usher them out of the shop.  If they seem pushy, she will excuse herself & make her way to the 2nd floor.

2)
This is a storeroom.  It has brooms, maps, and crates.  The crates contain more quills and vials of ink. There is also a secret door on the north wall.

3)
This is the antechamber to the stairway leading to the 2nd floor.  There is a secret door in the east wall.

4)
This is the antechamber on the 2nd floor and is identical to Room 3.

5)
This is another store room.  It contains several chest of Cynthia's personal belongings (old clothes, keepsakes, etc...).

6)
This is a den.  It has a hardwood floor.  There is a couch and table.  There is also a window looking onto the street.

7)
This is a kitchen area.  It contains various cooking utensils (pots, pans, silverware) as well as a wood burning stove.

8)
This is the bathroom.  The toilet is set up with pipes that run out onto the back alley.  There is a bath 
tub and basin here as well.  Most notable  is a water pump (of gnomish design) that works very well.  In the northern most corner is a wood-burning stove.  Beside it are 4 buckets and a stack of wood.  There is a cabinet next to the tub that contains an assortment of perfumes.

9)
This is the library.  There is a basin of water in the center of this room.  There is also a fireplace with wood stacked neatly next to it.  The fireplace has no soot and appears to have never been used.


**There is a 10% chance a random magical tome can be found if searched.


**Water double has been cast upon the basin of water.

10)
This is an elaborate bedroom.  It has tapestries, a painting of the city of Halruaa, and fine wooden furniture.  


**Cynthia will hide here, until she can safely make her way out.
Appendix F (cont.)


•A  couple of notes for Appendix E



 *The fountain is not supplied from a underground stream.  It is really replenished by a Decanter of Endless Water.


*There are always 3 guards on duty.  Whether they are outside or in when the PCs arrive is at the 
 discretion of the DM.

Room Descriptions:

1)
This is the foyer of the building.  It is empty.

2)
This is the kitchen area.  There are the normal pots, pans, and cooking utensils found in any kitchen throughout the Realms.  There are also various spices from Kara-Tur here, taken from a raided caravan.

3)
This is the dining room.  Other than the large oak table and a cabinet containing various pieces of 
silverware, there is nothing else of value.

4)
This the back foyer.  The stairs lead down into the dungeon where the beholder dwells.

5)
This the priest of Cyric’s Room.  It is has red carpet from wall to wall.  It is elaborately decorated with the finest wooden furniture one can find in Faerun.  There is also a small shrine to Cyric here located behind a drawn black curtain.  The carpet in the shrine is black.  Along with the altar, there are  unholy instruments that are used for sacrifices.  A large unholy symbol of Cyric, made of electrum (GP value=2,500) that hangs on the northern wall.  The priest will be here most of the time.  The only time he leaves his room is to check on the progress of the trees, pasture, etc...  and when summoned by Xualahuu.  If the PCs have made 
 noise upon entry, he will be ready for them.  If not, there is a 15% he will be asleep when they arrive.

6)
This the mage’s room.  It is furnished exactly as the priest’s room with one exception.  Instead of a 
shrine, he has a scrying pool.  He uses the pool to let his superiors at Zhentil Keep know what the progress of the oasis is.  The mage, unlike the priest, does know the PCs are here and is acting on it.  When the PCs enter the room, they will see six or seven mages (due to mirror image) standing around the scrying 
 pool, begging for help from Lord Manshoon.  He has a 50% chance of being surprised.  He has, however, cast several preparatory spells on himself in expectation of combat (see p.8).   He will attack the PCs as soon as he is aware they are in the room.

7)
This is the fighter’s barracks.  There are always three here asleep due to the shifts the guards/ 
gardeners are on.  They will be awakened if much noise was made by the PCs while attacking either  the priest or the mage.

8)
This is the bottom landing of the stairs  There is nothing of value here.  However, the door  to the  west has been locked.

9)
This is the storage room for the food of the oasis.  After all the PCs enter, the watchspiders will 
attack them.  There is 3 months worth of rations here.

10)
This is a miniature winery.  There is a various assortment of wines here due to a recent caravan 
raid.  There are more
watchspiders here awaiting the PCs.

11)
Xualahuu  is here.  He is recuperating from battle wounds he has recently received.  He will greet 
 the PCs, not attacking right off (he doesn’t want to ruin what looks like a great dinner!).  He is also 
curious as to how the PCs have made it this far, respecting their power and trying to catch them off guard before he attacks.  The Jacinth is located around his body, magically grafted to a chain hooked through his body.  He is using the gem to help keep the unicorn in 12 trapped.

12)
A unicorn is located in this room.  It is being kept here by the beholder, while Xualahuu tries to  figure out what to do with it.   The unicorn has been chained to the wall by magical chains which has prevented it form using any innate abilities or special powers.  Once the PCs defeat the  beholder and recover the gem, the unicorn will approach them, asking if they can help get him back to civilization as he fears he would not survive the desert.  If the PCs agree, and teleport with  the unicorn using the wand and crown, the unicorn will present each PC a special gift from Mielikki  for their kindness of saving her unicorn  (The DM should award each PC with a magic item that is class specific for them.  i.e Gloves of Thievery for  thief, Mace of Disruption for a priest, etc....).

Appendix H (cont.)

Room Descriptions:

1)
This is the entrance to the temple.  There are two stone benches along the east & west walls.  The  walls have hieroglyphs that warns intruders and thieves that whosoever enters the Temple of Ibrandul shall fall prey to the "Wilting of the soul (see Glyph of warding below)."


***Glyph of Warding:  Is a unique version of the spell.  Anyone entering through the doors, that is 
not a "follower" of Farouk, will be affected by a cause disease spell.

2)
This large room is unadorned with the exception of a large pool filled with water.  The water comes from a natural spring that flows into the bottom of the pool.  As the PCs enter, 4 gorillas will attack, coming from room 3.  The water in the pool is pure spring water and can be drunk with no chance of catching a disease.

3)
This is an empty room.  Four gorillas await to attack the PCs when they enter room 2.

4)
This is an empty and crumbling corridor.

5)
This room's floor is covered with foliage and leaves.  The roof has long since fallen, leaving the room exposed to the sky and elements.  A pit trap lies under the foliage.  In the bottom of the pit are wooden spikes.  The spikes cause 1d6 Dmg/ea. and there is a 15% chancing of contracting a disease from a cut derived from the spikes.

6)
This room appears to have been a library ages ago.  Benches, tables, desks, & bookshelves ,lay 
 scattered throughout the room.  There is nothing of value here.

7)
This hallway is empty with the exception of a strange marking on the floor, carved into the stone.

8)
This large, strangely shaped room is a large catacomb.  Most of the tombs have been opened and 
desecrated.  There are bones of humanoids scattered throughout the room.  Farouk keeps 4  ghouls, 2 ghast, and a wight in this room as a precaution for intruders.  There is nothing of value.


Ghouls (4):
AC: 6;  MV: 9;  HD/HP: 2/16;  ThacO: 19;  #Atts: 3;  Dmg: 1-3/1-3/1-6;  




 SA:  Paralyzation;  SD:  See MM;  Morale: 11-12;  Size:  5'-6';  Xps: 175/ea.


Ghast (2):
AC: 4;  MV: 15;  HD/HP: 4/32;  ThacO: 17;  #Atts:3;  Dmg: 1-4/1-4/1-8;  SA: See MM;




SD: See MM;  Size: 5'-6';  Morale: 13-14;  Xps: 650/ea.


Wight:
AC: 5;  MV: 12;  HD/HP: 4+3/35;  ThacO: 15;  #Atts: 1;  Dmg: 1d4;  SA: Energy Drain;



SD: Hit only by silver or +1 weapon;  MR:  See MM;  Size 4'-7';  Morale: 14;  Xps: 1400/ea.

9)
This empty room was once a treasure chamber.  Smashed and rotting chests are scattered throughout the room.

10)
This room was once the quarters of the priest in the temple's heyday.  Beds and chests lay 
scattered throughout the room rotting and molding.

11)  This room is empty.

12)
This room is the living quarters of the gorillas.  It is filled with hay mats and feeding troughs.  If there 
are any gorillas still alive, they will be here and will attack the PCs upon entry or before the PCs  enter room 14.
13)
This is Farouk's Treasure chamber (Treasure Type F).

14)
This is Farouk's Living chamber.  The doors have a unique glyph of warding placed upon them 
(See below).  Farouk awaits the PCs here.  If they have made it this far, he is cautious, but 
"friendly."  He is sitting in a throne-like chair.  In front of it is an altar.  He is surrounded by 8 gorilla bodyguards.  They stand at attention and do not move until commanded.  Across his lap lies a quarterstaff.  The staff is carved into the likeness of a viper with the Shou Lung Emerald in its mouth.  He will offer to let the PCs leave his temple without harm because he respects their power.   If they attack or don't leave immediately upon his offer, he orders his bodyguards to attack.  While they are attacking, he will cast all available spells in his repertoire.  He will then attempt to flee.

***Glyph of Warding:  Is an Abi-Dalzim's Horrid Wilting spell cast at 18th level (ToM).

Appendix G (cont.)

Room Descriptions:

*All traps and locks should be at a -25% chance to detect, find, and remove*

1)
This the courtyard.   It is grass covered and has several shrubs and bushes.  There are two statues, made of 
granite, of a male and female (Can be famous heroes at DM’s discretion if Lore or history proficient is  successful).

2)
This is the foyer.  The floors are made of cedar wood and are highly polished.  Bench of the same are along 
 the east and west side walls.

3)
This is the parlor.  It is carpeted with lush, tan carpet to match the sand of the Calim Desert.  There are two 
benches (same as area 2) and a wet bar fully stocked.

4)
This room is the waiting room.  People (or the PCs) that seek an audience with Rineen, must leave 
 weapons and clothes that could conceal weapons here.

5)
This is the kitchen.  The normal variety of pots and pans can be found.  Rineen happens to have a master 
chef working for him, so several exotic cooking instruments can be found here including woks, wood burning oven (Such as a pizza oven), etc...  Also, unique spices can be found from Kara-Tur and Maztica. The stairs lead down to the basement.

6)
This is the dining room.  The table, highly polished, is made of deep red mahogany wood.  The seats are 
made of the same wood with exotic designs of sylvan creatures carved from the back all the way down to the 
bottom of the legs.  It seats 10-12  people.  One set of china (400 gp value) from Kara-Tur is in a china cabinet on display.  The stairs lead down to the basement.

7)
This is Rineen's secret treasure chamber.  He has treasure types F, S, T, and Z available.  At the bottom of 
the secret door, 2 inches off the floor, are ankle blades.  Each side has two blades that swing out from the  
wall in a 180-degree arch opposite of each other, catching anyone on either side of the door.  One blade is 
slightly higher than the other (say 2.5 inches off the ground) so they will not interfere with each other.  The 
blades are approximately 6 inches long.  The blades have a ThacO of 6 and cause 1d8 points damage.  There is also a 30% chance that the blades have severed one or both of the PCs achilles tendon, making 
walking impossible without assistance.  Any metal boots or magical boots should make a save or be destroyed.  The blades can be found along the walls throughout the room.  Also, similar blades will spring 
from the floor randomly if a switch above the door is not toggled upon entering.  These blades are the same as the previous with the exception of that they spring up , not across.

8)
This is the study and library.  It is carpeted with a medium blue, fine quality carpet.  Wood paneling lines the 
walls.  There are several desks with chairs and a long wooden bench made of mahogany wood.  Along the 
walls are filled bookshelves.  The library contains approximately 500 works.  There is a 5% chance that a 
magical tome or spellbook will be among the volumes.  The door is covered with Type M poison (see DMG™ 
for further details).  The door lock is also trapped.  It contains a needle trap (Type O poison) in the lock.  

9)
This is the Rineen's bedroom.  It is lavishly decorated.  The wooden furniture is made of wood from the 
Winterwood with inlaid ivory throughout.  Among the pieces of furniture are a bed, roll-top desk, chest of 
drawers, locked chest, wash basin with a water pump, a full length mirror, a closet, and a display case for 
swords.  The same ankle blades in Room 7 are here.  All the below furniture is trapped as well as locked.  Each one has a Fire Trap Spell cast upon it.

Locked inside the desk is Rineen's journal of his progress to infiltrate and ultimately take over the thieves'/assassins' guild(s).  The apparent lock is a false one.  When a lockpick is inserted, two metal plates 
close inside the lock snapping the pick.  The real one is on the bottom of the case.  It has a needle trap with 
Type D poison.  The journal has Sepia's Snake Sigil Spell cast upon it.


In the locked chest of drawers are Rineen's everyday clothes, including several outfits of black silk he uses 
to skulk around at night.  The lock has a needle trap with Type A poison.


In the locked chest is a small sketch of Rineen's parents.  He also has other personal items left up to the 
discretion of the DM.  The sketch has Sepia's Snake Sigil Spell cast upon it.  The lock set into the chest has a 
needle trap with Type C poison.


In the display case are a Katana, a Khopesh, a Rapier, and a set of 4 daggers.  None are magical.  However, all 
are made of fanciful metals and decorated with assorted gems (1000 gp value each).  The apparent lock is a 
false one as described for the desk above.  The real lock is on the back, top left corner of the case.  It has a 
needle trap with Type B poison.  The weapons are all coated with Type L poison.


In the closet are Rineen's finest clothing.  There are a variety of silk surcoats and pants.   Among the clothing 
are several embroidered silk robes from Kara-Tur.

10)
This is a guest room.  It has furniture of exceptional workmanship (not as good as room 9, but almost).  It is outfitted with the same pieces of furniture as room 9 but with no locks.

11)
This is a guest room.  It is the same as room 10.

12)
This is a guest room.  It is the same as room 10 with the exception that all the furniture is smaller to 
comfortably house a dwarf, gnome, or halfling.  (Rineen likes to make all his guest feel at home while  doing business).

13)
This is a guest room.  It is the same as room 12.

14a)
This hallway contains many paintings (250-5000 gp value) surrounding by fine tapestries [200-1500 gp 
value] (several of these are from Kara-Tur).  There are also several sculptures (500-3000 gp value) that sit 
on pedestals throughout the room.  The secret door leads to Rineen's training room.  If any artwork is 
moved more than one inch in any direction, a gas trap will be set off releasing Type H poison.

14b)
This is Rineen's training hall.  There are numerous doors set into the walls and chests lying around the 
floor.  Each has locks of varying quality and difficulty to pick.  Several have traps in them.  These vary from 
needle traps (Type P poison) to gas traps (Type I poison).  One wall has the appearance of a rock cliff face 
 (he uses this to hone his climb walls skill).  There is also several mannequins/scarecrows with various 
purses and pockets.  Several of these have small holes in the back or side of the neck.  

15)
This room appears to be empty.  There is a trap door set into the floor that leads into the sewers.  It is locked and trapped.  When the door is open, needles surrounding the door will spring from the floor.  
These needles are coated with Type O poison.

16)
These rooms are the servant's quarters.  Most of the servant's are lesser thieves (Lvls 2-4) that also serve 
other necessary functions within the manor such as cooks, butlers, maid, and stableperson.  Rineen 
 views this as a fair trade off for his training.


Thieves:


Level 2 (8):
Str: 10
HD: 2




Dex: 14
Hp:  12




Wis: 9
ThacO: 19




Int: 8
AC: 8



  
Con: 11
All carry short swords and daggers (are coated with Type K poison).




Cha: 10
All wear leather armor.


Level 3 (6):
Str: 12
HD: 3




Dex: 16
Hp: 24




Wis: 10
ThacO: 19




Int: 9

AC: 6




Con: 13
All carry short swords and daggers (are coated with Type K poison).  




Cha: 12
All wear leather armor.


Level 4 (4):
Str: 14
HD: 4




Dex: 18
Hp: 32




Wis: 11
ThacO: 18




Int: 10

AC: 3




Con: 15
All carry long swords and daggers (are coated with Type K poison).




Cha: 15
All wear  studded leather armor.

17)
These are jail cells.  They are made of stone and have one iron door with a sliding small window set at 5 
feet.  There are no other ways in and out.  The doors swing out.

18)
This are food stores.  There is an assortment of dried meats, fruits and vegetables.  The door lock is  trapped.  If trap is set off, a Type G poison gas will be released.

19)
This is the fluid stores.  There are 25 five-gallon barrels of water and 15 five-gallon casks of good quality 
ale.  For trap, see room 18.

20)
This is the secret passage Rineen uses to enter and leave the sewers (and most of the time his manor) so 
he will not be seen.  The ladder consists of rungs embedded into the wall.This is also the route he will take 
to escape the PCs and flee into the sewers.  If he is able to reach the sewers, chances are he will get away because of his vast knowledge of the sewers systems and his hide-in-shadow skills.  The first rung has small spikes on the back side of it (facing the wall).  When a person grabs the rung, his/her hand will be poked by the needle.  The needle is coated with Type O poison.  The fifth rung is likewise "trapped."

Appendix J (cont.)

Room Descriptions:

1)
This is the foyer to the Tower of Mortagne.  The floors and walls are made of white marble with black vein 
running through it (Unless otherwise noted, all floors, walls, & ceilings are made of the same).  There are 
also 8 pillars that dominate the room (they, as well as other pillars located throughout the tower are the same unless otherwise noted).

2)

