Castle Animus
A D&D Rules Cyclopedia adventure for 5-8 PCs of Level 6-9

Introduction
The kingdom of Floating Ar in the wizard-empire of Alphatia has long been known for the hundreds of magically-created floating islands that fill its sky.  These islands are a paragon of magical engineering, each the product of hundreds of interlinked spells, and have remained aloft for almost two thousand years – the magics supporting them are almost impossible to dispel or disrupt.  Every known attempt to collapse an island has involved a cabal of dozens of antisocial wizards, and has been discovered and disbanded by Imperial agents long before reaching fruition.

That is, with the exception of the island supporting Castle Animus.  It was one of the smaller islands in Floating Ar, but by no means the smallest, and was home to a reclusive but powerful family of wizard-lords.  And one fine summer’s day about fifty years ago, without any warning at all, the entire island fell out of the sky, collapsing the castle and killing everyone within.  A couple of family members were able to teleport away, a few others were recovered and raised, but none could offer any clues or insight as to how or why the island fell.

Five decades later, the reason for Castle Animus’s collapse is still unknown.  Many of the most notable figures in Floating Ar would love to uncover this mystery – wizards concerned that a similar incident might befall their own islands, merchants who have had to avoid the canal trading-route that once ran beneath Castle Animus’s floating island, and even those interested in recreating the dread disaster.  Heroes are needed to brave the ruins of Castle Animus for the first time in nearly fifty years… are you up to the challenge?

For the Dungeon Master

The fall of Castle Animus was not due to magical strife or any other reproducible agency.  It was instead caused by a unique relic of the forgotten technomantic civilization of Blackmoor, a device capable of warping and disrupting magical energies over a wide area.  The lords of Castle Animus had acquired this device, transported it to the dungeon beneath their citadel for further study… and inadvertently activated it, resulting in the catastrophe that doomed them all.  Even now, fifty years later, the Blackmoor relic is still active though its current effects are much less drastic.  Dealing with the Blackmoor relic is likely to comprise the climax of this adventure.

The original lords of Castle Animus were also masters of working with transmutation spells and animation of constructs.  Much of their work remains intact even after fifty years of neglect, and so Castle Animus is filled with golems, magical traps and other wizardly dangers.  The Dungeon Master should read through the entire module before play begins; in addition, several monsters presented in this adventure are found in the AC9 Creature Catalog, and a copy of that book should be available for the DM to reference in play.

Adventure Hooks

Any of the following hooks can be used to guide the PCs’ explorations.  The DM can, of course, also make up a different hook that suits the needs of the campaign.

- The surviving heirs of Castle Animus wish to know what happened to their family estate and whether anyone is to blame for the disaster.  They hire the PCs to be their agents in investigating the mystery and – if possible – recovering any family heirlooms still surviving in the castle.

- The King of Floating Ar has worried for a long while about the cause of Castle Animus’s fall, and has heard rumors that a group of foreign wizards is interested in recreating the incident.  The PCs are tasked with traveling to the ruins, finding out enough about the disaster’s cause to identify a recurrence, and dealing with any troublesome interlopers.

- Wealthy merchants wish to re-open the canal that once flowed underneath Castle Animus.  They retain the PCs to clear monsters and other threats out of the Castle and the surrounding area.

Wilderness Map

The wilderness around Castle Animus is not particularly dangerous, as such – for the hinterlands of the Alphatian Empire, anyway.  These lands are the frontier of a wizard’s paradise, thinly settled and not often patrolled, and so feature a fair number of dangerous encounters and wandering monsters.

Town of Ailpon

This is the closest large town to Castle Animus, located some thirty miles to the northwest (beyond the edge of this module’s Wilderness Map) on the eastern shore of the Crystal Lake.  All types of normal equipment can be purchased here, at normal price per the Rules Cyclopedia.  Several wizards and three different clerical temples also call Ailpon home, and as a result spell scrolls, magical potions and other minor magical items can be traded for (on similar terms to other such activities in the campaign world).

The following rumors about Castle Animus and the surrounding area are available in Ailpon:

    1. The walls and rooms of Castle Animus are unnatural – they move! (PT)

    2.  Castle Animus fell from the sky due to a curse from the Immortals. (F)

    3. Golems and efreeti roam the halls of Castle Animus’s dungeons. (PT)

    4. Castle Animus’s towers were destroyed when the castle fell.  But its dungeons remain intact. (T)

    5. The wizard-lord Thenolin, a master of summoning magics, ventured into Castle Animus twenty years ago and never returned. (T)

    6. A goblin village can be found in the marshes west of Castle Animus.  Its residents are peaceful, and may know more about the ruin. (T)

    7. A dragon dwells in the hills south of Castle Animus. (F)

    8. The king of Floating Ar wants to make Castle Animus in a fief.  But none of his wizard-lords will agree to take the place!  (T)

    9. Avoid the giant ants that dwell northeast of Castle Animus.  They don’t deal well with strangers. (F)

    10. Hurricane winds blow around Castle Animus!  They’ll knock a man off his feet! (F)

    11. Decandria, the last Lord of Castle Animus, was an archmage of unmatched power.  Her enemies struck her down from afar, destroying the castle with her. (PT)

    12. There’s something within Castle Animus that outright destroys any magic that gets too close.  Avoid it if you value your life! (PT)

Goblin Village

When the fall of Castle Animus blocked the Crystal Canal, the backflow of water caused much of the surrounding land to become muddy and submerged, eventually stabilizing as a marsh.  Fifty years later a small tribe of goblins has taken up residence, gathering swamp plants, herding and fishing.  As goblins go, these are a peaceful enough sort – they have the marshlands to themselves, the Alphatian wizards leave them alone as they’re too poor to collect taxes from, and they don’t have any real reason to cause trouble.  They have no special animosity towards dwarves.

Kajvo, chief hunter – RC180; AC 6; HD 2; hp 8; MV 90’ (30’); #AT 1; Dmg 1d6+1; SV F2; ML 9; XPV 20.

Kajvo is the largest, strongest goblin in the village.  Among a more militant tribe, he’d be the chief or warlord; here, he’s the one who brings back the largest fish, scares off swamp boars and other threats, and tells the biggest lies around the predawn campfire.  He’s bold but easygoing, able to tell outrageous stories and also prone to take the most unbelievable tales at face value.  He is slow to anger and quick to forgive.

Vijta, tribal wokan – W4; RC180; AC 6; HD 1+3*; hp 9; MV 90’ (30’); #AT 1; Dmg 1d4 or by spell; SV M4; ML 9; XPV 19.

Vijta is a cunning and secretive elder who hides her thoughts and worries behind a manner that is at turns carping over the slightest fault or blissfully ignorant of the perils of the future.  As a spellcaster she is technically minor nobility from the Alphatian perspective, and is careful to use this status to dissuade outlanders from harming her tribesfolk.  She will always try to be within earshot of any group of human visitors, ensuring both that her less worldly tribesmen don’t offend the outlanders and that the visitors don’t abuse their strength and status.  She normally memorizes protection from evil, sleep; continual darkness, levitate.
Pokji, apprentice wokan – 

W1; RC180; AC 6; HD 1*; hp 6; MV 90’ (30’); #AT 1; Dmg 1d4-1 or by spell; SV M1; ML 7; XPV 13.

Pokji is Vijta’s apprentice, and is young, impetuous and very impressed with his magical talents.  He possesses a magical totem that allows him to create magical illusions 6/day (as a wand of illusion, but with uses/day rather than charges); this totem will only work for goblin spellcasters, not human or demihuman PCs.  Vijta is trying to instruct Pokji not just in the ways of magic, but also in wise leadership of the tribe; getting through his youthful arrogance is the hardest challenge she has ever faced.  Pokji normally memorizes a light spell.

Goblins (36) – RC180; AC 6; HD 1-1; hp 3; MV 90’ (30’); #AT 1; Dmg 1d6; SV NM; ML 7; XPV 5.

These are the normal inhabitants of the village; another twenty-odd noncombatants are also resident.  They are friendly enough to visitors (in their own crude and provincial way) but unlikely to say much unless Kajvo, Vijta or Pokje are present.

PCs who decide to attack the goblin village will achieve a quick and unsatisfying victory, with the goblins fighting back just long enough for most of their number to scatter and hide in the swamp.  If this happens, Vijta or Pokje will no doubt try to accuse the PCs of murder before the Alphatian courts, but such a matter is outside the scope of this adventure.

PCs who approach the goblin village in peace will find a warmer and more rewarding welcome.  Goblin customs involve visitors donating a day’s worth of food to the common pot (a sour, green-scummed stew) and in return receiving a share of the resulting meal and cupfuls of marshberry wine (which is surprisingly tasty and potent).  The following rumors can be learned here:

    1. Priests of Rathanos keep a shrine to the northeast.  They seek to bind a demon beneath the earth! (PT)

    2. The elf that dwells in the woods southeast of Castle Animus is a cold and dangerous fellow, best approached with care. (PT)

    3. Qantach was King of Floating Ar when Castle Animus fell.  He ordered its destruction because of a feud with its Lord. (PT)

    4. The giant ants in the eastern hills know a secret way into Castle Animus. (T)

    5. The wolves of the eastern plains can speak, and strike magical terror into their prey! (F)

    6. There’s no dragon around Castle Animus.  But the chimera in the southern hills is bad enough. (T)

If the PCs seem competent and good-natured towards the goblins, Vijta will approach them just before they leave, dropping her querulous manner long enough to ask them to take Pokje with them on their adventure.  The youngster needs a taste of the outside world, a sense of real risk and the knowledge that he’s not such a big fish, just swimming in a very small pond.  The PCs may not be the best possible mentors for Pokje, but they’re the only ones available at the moment – and Pokje might be useful to them as native guide and porter.  Whether the PCs agree to take him is entirely up to them.

Shrine of Rathanos

This small temple is home to about twenty priests and laypersons.  Their patron Immortal, Rathanos, is a powerful patron of fire-magic but not well-liked in Floating Ar; his followers thus maintain subdued shrines in remote locations like this one, rather than larger and more ostentatious places of worship.  The shrine features an eternal flame kept burning day and night by the clerics; if this flame is extinguished the shrine will be considered defiled and its clerics will have to abandon the shrine until it can be reconsecrated by a patriarch of the faith.  If PCs are responsible for any such defiling, they might be attacked by the resident clerics, or might just be vilified among the cityfolk and nobles of Alphatia (DM’s discretion).

Clerical spellcasting services of up to third-level spells can be provided here, for a suitable donation of gold or service; the priests can also provide potions and clerical spell scrolls in trade for other magical items possessed by the party.  Conversation with priests and travelers reveals the following rumors:

    1. The elf Iyralin dwells to the south, and may know more about Castle Animus.  He guards something dangerous, whose nature he will not share. (T)

    2. The wizard Thenolin vanished in Castle Animus some twenty years ago.  He was a master of water and earth magics, but scorned fire spells.  (T)

    3. An ancient enchantment on Castle Animus caused its walls and rooms to shift and change their appearance, it’s said. (PT)

    4. There’s a forest glade southwest of Castle Animus that’s eternally dark, even at full noon. (F)

    5. Decandria was the last Lord of Castle Animus.  She blasphemed against the Immortals, and caused the castle’s fall. (PT)

    6. There’s something unnatural trapped in the castle dungeons.  It haunts the dreams of wizards, begging for release. (PT)
Also currently resident at the shrine of Rathanos is Yisedri, a sorceress who has been recently retained by foreign wizards to discover why Castle Animus fell from the sky and bring back some token for them to study.  She is proud, cautious and disinclined to work with others; depending on the PCs’ sponsor she may even be opposed to their explorations.  The DM should decide whether Yisedri appears in the Castle Animus dungeons later in the adventure, and to what extent (if any) she attempts to hinder the PCs’ progress.

Yisedri, M8; AC 5; HD 8; hp 18; MV 120’ (40’); #AT 1; Dmg 1d4 (dagger) or by spell; SV M8; ML 7; AL C; XPV 1,750.

Yisedri’s normal spell selection is magic missile, protection from evil, shield; continual light, invisibility, mirror image; fireball, fly; polymorph other, wall of fire.  She carries a ring of protection +2 and a wand of paralyzation with 8 charges.

Iyralin’s Retreat

This location is a small tree-cottage, nestled in the lower branches of an ancient fir.  Its lone resident is the elven hero Iyralin, formerly an adventurer and traveler now in a self-imposed seclusion.

Iyralin – E8; AC 3; HD 8**; hp 30; MV 120’ (40’); #AT 1; Dmg 1d8 (sword) or 3d6+2 (longbow) or by spell; SV E8; ML 10; AL N; XPV 1,750.

Iyralin is a lean, hard-muscled elf old enough to show visible signs of aging.  He’s lived long enough to remain unfazed in almost any situation, and exudes a constant aura of calm and good humor.  In addition to being a Master in the longbow, he also is skilled in magic and can trade magical scrolls with the party.  He normally memorizes charm person, read languages, shield; detect evil, web, wizard lock; clairvoyance, protection from normal missiles; dimension door, hallucinatory terrain.  Iyralin can share the following rumors about Castle Animus:

    1. The goblins of the western marshes are tricky and cunning, but basically harmless. Just don’t let your guard down around them. (T)

    2. Flying above Castle Animus is dangerous.  Magical defenses will strike at anyone who dares. (F)

    3. A treasure barge was supposedly trapped underneath Castle Animus when it fell.  Gold bars and magical artifacts may still be recoverable from its holds. (F)

    4. A gargoyle dwells in the ruins of Castle Animus.  It’s had its wings shackled to its body, and can’t fly. (T)

    5. Priests of Rathanos keep an eternal flame at their shrine to the north.  Terrible things would happen if it was ever extinguished. (PT)

    6. There’s something in the depths of Castle Animus that destroys magic – even in the minds of its spellcasters.  Avoid it at all costs.  (PT)

Iyralin’s presence in this remote corner of Floating Ar is due to his ownership of the cursed shortsword Prolonger.  The weapon’s curse was responsible for the deaths of two of Iyralin’s comrades, back when the elf was still actively adventuring, and Iyralin has sworn to see it destroyed or at least kept from harming anyone else.  Iyralin will only share the secret of Prolonger’s existence with the PCs if he feels he can truly trust them.  The rod of cancellation in Castle Animus’s treasure vaults is capable of destroying the cursed sword; if the party gives Iyralin this rod they will earn his eternal friendship.

Chimera Lair

Zalicak the chimera is the self-proclaimed ruler of the skies surrounding Castle Animus.  Though he spends significant time aloft and hunting, he is sensitive about protecting his lair and will remain close to it as soon as he discovers that an adventuring party has entered ‘his’ domain.

Zalicak’s lair is a deep, twisting cave located above a 40’ sheer cliff in the hills; it is accessible only by flying or a thief’s climb walls ability.  The chimera has set up several dead-fall traps with logs and rocks above switchback trails and ravines on all approaches; a party that approaches incautiously will trigger 1-3 of these traps, doing 3d10 damage to each party member that fails a saving throw vs. Wands.  Zalicak may also emerge to strafe an approaching party from the air with his breath weapon, departing after three rounds (or sooner, if intruders demonstrate significant missile-fire capability or magical might).

In addition to his native combat capability, Zalicak has a couple of magical items in his lair that he can use.  The first is a ring of telekinesis – use of this is how the chimera crafts his dead-fall traps, and he may also try to use it in combat to snatch away weapons, potions or spell scrolls, and similar items in the hands of adventurers.  Due to long practice with the item, Zalicak may make two bite attacks each round (with any two of its heads) in addition to using the ring.

The second item is subtler and somewhat less powerful – a unique potion that Zalicak can drink that functions as both a potion of super-healing and restores the chimera’s uses of its breath weapon for the day.  Zalicak has three doses of this potion and will drink one after skirmishing with the party initially; he will try to keep the other two doses in reserve for ‘future threats’.  The potion is potent but volatile, and brewed for a chimera’s unique metabolism; any humanoid that drinks it must make a save vs. Poison.  If this save is successful the potion both heals the drinker and provides fire resistance; otherwise it does 2d8+2 damage and has no beneficial effects.

Zalicek, Chimera – RC164; AC 4; HD 9***; hp 50; MV 120’ (40’), fly 180’ (60’); #AT 5; Dmg 1d3/1d3/2d4/1d10/ 3d4; SV F9; ML 9; AL C; SA fire breath (50’ long, 10’ wide, 3d6 dmg); XPV 3,000.

In addition to the magic items described above, Zalicek also has in its lair 3,000 ep, 6,000 gp, 7 arrows +2, a scroll of protection from elementals and a wand of trap detection (12 charges).

Giant Ant Burrow

A colony of about fifty giant ants dwells in this area of the hills north of Castle Animus.  Their tunnels descend deep underground, crisscrossing back upon themselves and widening into storage chambers and intersections in a bewildering maze of passages.  This breed of giant ants are wild beasts, but not predatory or hostile and are unlikely to attack unless the PCs invade their lair or threaten their queen.

Parleying with the giant ants is possible – a speak with animals spell or similar magic is required.  The giant ants are fairly self-centered and incurious, focused mainly on feeding themselves and avoiding outside conflicts, but will not openly snub the party.  PCs who inquire after underground entrances to Castle Animus will learn that the ants did have such a tunnel once, but ran into dangerous monsters when digging around near the castle and so collapsed their diggings to avoid attacks.  

The ants are willing to bargain with PCs to re-open the tunnel temporarily – but their price is relatively high, 500 pounds of foodstuffs delivered to their tunnels before excavation begins.  Even if the PCs can provide such (possibly by tracking and hunting herd animals in the surrounding plains and forests), the ants will insist on collapsing the tunnel behind the PCs after they pass through; they will have to find their own way out of the castle dungeons.

If a battle begins, the giant ants will withdraw into their burrows as quickly as they can, avoiding combat and hoping the PCs depart.  In addition to the ants, a pack of giant rats can also be found within the warren – normally kept as a food source, they may be released by accident or to harass intruders.

Giant Ants (50) – RC157; AC 3; HD 4*; hp 15 each; MV 180’ (60’); #AT 1; Dmg 2d6; SV F2; ML 7; AL N; XPV 125.

Giant Rats (16) – RC201; AC 7; HD 1/2; hp 2 each; MV 120’ (40’); #AT 1; Dmg 1d3; SV NM; ML 8; AL N; XPV 5.

Random Encounters

Check for random encounters every two hours while on the wilderness map; an encounter happens on a roll of 1 on 1d12.  If an encounter is indicated, roll 1d10.  A result of 1-8 indicates a normal monster encounter (as per the charts below); a result of 9-10 indicates that one of the following special random encounters occurs.  

The DM should choose from the special encounters listed, or select one randomly.  Each special random encounter can only occur once.

I. Fleeing Weretiger
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As you top a small rise, you see several large figures moving rapidly in your direction.  The closest is graceful and tawny, some sort of hunting cat; the others have the unmistakable splayed limbs and raised stinger-tails of giant scorpions, and are moving as if they’re hunting the feline.
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The feline is Acyaltha, a weretiger trained as a burglar (she can use thief abilities at the fifth level of proficiency, when in human form).  Two days ago, she pulled off an almost successful theft of a local wizard’s laboratory, and has been fleeing her victim’s pets since then; she is almost exhausted, and will immediately head towards the PCs hoping they will intercede on her behalf.  She will change to human form for a round or two, if necessary, to plead for their aid.  If battle is joined, Acyaltha will try to avoid engaging more than one scorpion at a time – as a lycanthrope she is immune to their claws, but not their poison.

Acyaltha (weretiger) – RC190; AC 3; HD 5*; hp 28; MV 150’ (50’); #AT 3; Dmg 1d6/1d6/2d6; SV F5; ML 9; SD immunity to nonsilver weapons; SW –2 to attacks due to exhaustion; AL N; XPV 300.

Giant scorpions (4) – RC203; AC 2; HD 4*; hp 21 each; MV 150’ (50’); #AT 3; Dmg 1d10/1d10/1d4+poison; SV F2; ML 11; SA gripping claw, poison; AL N; XPV 125.

If the party saves Acyaltha, she will thank them coyly, and request an escort to the Shrine of Rathanos.  She will evade any questions about why she was being pursued by the scorpions, suggesting that it is ‘private business’ and quickly changing the subject.

If the party agrees to provide Acyaltha with an escort, she will reward them with a map to a magical treasure (as per RC 235) upon arrival.  The DM should design this map and select its contents to suit the campaign.

II. Halfling Giant
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Ahead of you is an odd and somewhat distressing sight – a motionless figure slumped on the ground, breathing only shallowly and with difficulty.  The face, build and clothing are that of a halfling of Stoutfellow – but no halfling has ever been nearly as large as this person, who easily outmasses many giants you’ve faced. 

This rather unique individual is a halfling named Golaron Lighthollow.  His size is the result of a favor he did for a wizard of Frisland, some years back – he has the ability to assume giant-sized proportions for twelve hours out of every day, for safety in traveling.  Unfortunately, Golaron’s magically-bestowed size was not enough to intimidate the chimera that lairs in this region; it surprised Golaron late last evening, scorched him badly from above, and left him here to suffer and possibly die.  He has spent a miserable night since then, reverting to giant form come the dawn in hopes of intimidating smaller scavengers.  He will willingly relate all the above to the PCs (though his story may only come with some difficulty).

PCs who choose to attack Golaron for some reason will find him easy prey; he is not really capable of fighting back.  He is not carrying any treasure.  PCs that are willing to provide magical healing should be able to get Golaron back on his feet without much trouble; he will depart for the nearest civilized region, offering the party the hospitality of his clanhold in the halfling boroughs of Denwarf-Hurgon the next time they get the chance.  DMs should expand on this as needed to suit the campaign; the Lighthollow clan might be willing to retain the PCs’ services in future adventures.

III. Mutated Monsters
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A low, vicious growl from your right side brings you to a halt.  Heading towards you are four large and menacing creatures – three of them sinuous and 

felinoid, that seem to dance from place to place as you watch, the fourth a larger and bulkier bearlike creature with sizeable horns and heavily-matted green fur.  Instinct tells you they are definitely not friendly.

These monsters are three displacer beasts and a troll, all of which were magically experimented on by an Alphatian lord before they escaped.  They now hunt together in the Alphatian wilderness, looking to prey on the less fortunate.

The displacer beasts were modified to increase their intelligence and also enhance their space-bending abilities – in addition to twisting light around themselves they can also now displace their tentacles through empty space, striking at targets 30’ away and even striking past armor.  If a displacer beast uses this attack, do not roll to hit – instead the victim must save vs. Spells or automatically take damage.  (A shield spell will block this attack, no save needed.)  If this attack form is used, however, the displacer beast can only make 1 attack per round.

Displacer Beasts (3) – RC166; AC 4; HD 6**; hp 31 each; MV 150’ (50’); #AT 2 or 1; Dmg 2d4; SV F6; ML 8; AL N; SA tentacle displacement; SD displacement; XPV 775.

The troll, meanwhile, has been modified much more extensively – its intelligence has been reduced and its body and behavior made more animalistic.  It can also grant its regeneration powers to any creature within 60’ that has tasted its blood within the last 24 hours; the displacer beasts in this encounter receive this bonus.  The displacer beasts keep control of the troll with a mix of kindness (hunting down prey that is too quick or clever for the troll to catch, and sharing the meal) and pain; the troll is treated as an ally, but its life means less to the displacer beasts than their own.

Troll – RC210; AC 4; HD 6+3**; hp 35; MV 120’ (40’); #AT 3; Dmg 1d6/1d6/1d10; SV F6; ML 8; AL C; SD regenerates 3 hp/round, grants regeneration to allies; XPV 950.

If the DM desires, finding out where these monsters came from and dealing with their creator may be possible, as a future adventure hook.  The origin of these monsters and their arrival near Castle Animus will not be detailed further in this adventure, however.

Surface Ruins
The upper towers of Castle Animus were mostly shattered into ruin when the castle fell and impacted against the ground.  A few of the lowest walls remained intact, though, and in the intervening decades have either remained guarded by the castle’s servitor constructs or become homes for wilderness monsters.  

Random Encounters

For purposes of random encounters, treat the surface ruins as a Hills hex on the wilderness map.  If a random encounter does occur, roll 1d8 to determine the monster encountered.

1. Gatehouse

Crumbling towers rise above you as you step through the gaping, twisted front gates to the castle.  The destruction all around you is somewhat humbling, but then given what you’ve heard about this place’s history it’s remarkable that anything is still standing at all.  The stones are motionless, and almost eerie in their silence.

There is nothing of interest to the party in this area.  The left-hand gate tower has had its ceiling mostly caved in, but its walls are still mostly intact and might serve as a useful campsite for long-term exploration of Castle Animus and its dungeons.

2. Courtyard


A wide expanse of unkempt grass and weeds stretches ahead of you – in some places nearly bare stone, in others spiny bracken rising nearly to knee height, all surrounding the muddy remains of a castle pond.  You have little opportunity to contemplate the scenery, though – from atop a ruined building ahead of you rise several large figures, their hands thrust towards you and their fingers glowing an ominous red-orange…

The attacking figures are rock living statues.  They will remain atop the Barracks roof (location 3) and blast attackers with magma – they can attack at range brackets of 20’/60’/120’.  While atop the barracks they have 1/4 hard cover against attacks from ground level.

Rock Living Statues (6) – RC208; AC 4; HD 5*; hp 21 each; MV 60’ (20’); #AT 2; Dmg 2d6/2d6; SV F5; ML 11; XPV 300 each

The rock living statues are not the only threat in this area.  The courtyard pond is home to a mud golem, which will remain submerged for the first round of combat and wait for adventurers to charge past it.  If the PCs have not closed to melee by the end of the second combat round it will emerge and attack directly.

Mud Golem – RC180; AC 9; HD 8; MV 90’ (30’); #AT1; Dmg 2d6+smother; SV F8; ML 12; SA smother does automatic damage; XPV 1,200.

3. Barracks


This room is in a shambles.  Shattered rotting bunkbeds, rusting weapons-racks, and all other furniture has been crudely shoved into tottering piles near the walls, in order to open up a clear space in the center.  Scorch-marks and deep cracks mark the floor tiles between the door and a narrow staircase in the far corner.

This room is home to the rock living statues featured in encounter area 2, but it’s unlikely that the creatures will be found inside unless the PCs have managed to use extraordinary means (stealth, dimension door) to enter this area without first visiting the Courtyard.  

Aside from the staircase to the roof (used by the rock living statues to get to their attack position), the only thing of interest in this room is a locked and trapped cabinet.  The trap is a poison gas cloud that affects all within 10’; save vs. paralysis or fall unconscious for 1-4 hours.  The gas dissipates after 10 minutes.  Within the cabinet are four wands of lightning bolts.  These wands are still functional, but old and with only limited power; one has only 3 charges, the others have but 2 charges each. 

4. Stables

From the rotting detritus left behind here, this structure was once a stable, but the only things that live here now are undoubtedly insects and other vermin.  A stairway near the south wall leads downwards; it has a strong and oddly misplaced odor of molting falcon emanating from it.

This area has nothing of interest to the party other than the stairway leading to Dungeon Level 1 (green layout).  The smell emanating from the steps is merely a magical ruse; in Castle Animus’s heyday this stable was used to house pegasi, and the scent of hippogriffs was used to keep these creatures from descending the staircase. 

5. Groundskeeper’s Shack
The door to this small building has long since gone missing, and light shines in from the shattered roof overhead.  As you move towards the doorway, trying to decide whether or not it’s worth your time to enter, a large hunchbacked figure emerges, moving towards you in a low-bodied shuffle.  Its body is humanoid, but its skin is rocklike and its face monstrous.  It keeps its eyes downcast and its posture submissive as it approaches, hands palm-out towards you. 

This creature is ‘Runt’, a gargoyle and former servant-guardian of Castle Animus.  Shortly before the castle’s fall, Runt was fitted with a set of magical shackles that forced his wings to remain furled close to his neck; he was thus unable to fly away from the disaster.  Runt has remained near Castle Animus ever since, hoping for a chance to find the key to his bindings.

If the party attacks, Runt will try to flee or hide; if they pursue he will try to unconditionally surrender.  Unless the PCs kill him out of hand, Runt will try (via pantomime and symbols scrawled in the dirt) to offer them his services as a guide and assistant.  The DM should decide exactly how much knowledge Runt has of Castle Animus’s depths; the gargoyle may be ignorant of some dangers, but he will never intentionally mislead the party, pretend to more information than it actually possesses or lead them into harm’s way.  His primary desire is for them to remain alive long enough to get his shackles removed, and this trumps any notion of personal pride or dignity.  Even after Runt is freed, he will not bear the party any ill will unless they have abused him or put him in unnecessary danger.

Runt understands Common, but cannot read or write it (or speak in any language); he is limited to communicating in pantomime or scratched symbols.  A read languages spell will allow Runt to draw abstract signs and thus communicate openly with the party; otherwise, the DM should feel free to act out all of Runt’s attempts to communicate, and let players draw their own conclusions.

6. Smithy
Though this building is as much in ruins as the rest of the castle, signs of its original usage as a center of metalworking are still clear.  A battered, rusting anvil rests on its side near the far wall, and a tempering barrel – miraculously still intact – rests upright in another corner, still filled to the brim with rainwater.  Oddly enough, the barrel seems to be bubbling and burbling at you… a sound that has no obvious origin, yet seems almost purposeful.

The tempering barrel is home to a minor elemental spirit, which is trying to talk to the PCs.  After a couple failed attempts to use water-elemental languages, it will switch to Alphatian Common and ask the PCs for help.  Its desire is to have someone break the magical bonds on the tempering barrel that hold it in place, so that it can return to the Plane of Water.

The simplest way to free the water spirit is to use dispel magic; the wards on the tempering barrel resist this spell as if created by a 9th-level caster however.  Other means (magical or otherwise) to disband the binding enchantments may also suffice at the DM’s discretion.  Simply breaking or upturning the barrel will not suffice, however – the water will drain out but the spirit will remain trapped within, bodiless, and will die after 3 turns unless the barrel is refilled with at least 50 gallons of water.

If the water spirit is successfully freed, it will grant the PCs with a one-time blessing before it disappears.  This blessing will activate for each PC the next time they are in danger of drowning (submerged in water for at least one minute, or for more than one full round in a combat situation), granting water breathing (as the spell) for the next 24 hours.  This ability will activate once only per character present when the water spirit is freed.

At the DM’s discretion, the water spirit may also know and be able to inform the PCs of minor details of Castle Animus’s history and layout.  It does not know any specifics of the dungeon layout or the reason for Castle Animus’s collapse.  It can understand and interpret for the gargoyle Runt (see area 5) and if the party has not yet met Runt the water spirit may suggest that they seek the gargoyle out as an ally.

7. Main Keep

The ceiling and upper-story walls of this once-proud structure have long since collapsed in on themselves, exposing the interior to wind and rain.  Only weathered remains of interior walls and wisps of cobweb remain.

Three things of interest are present in this area.  The first is a pair of giant shroud spiders that lair in the keep ruins, and will attempt to trap and feed on any intruders.  PCs may scare the spiders away with a prominent display of open flames or fire magic (make an immediate Morale check, at –2 if a fireball or other fire spell of similar potency is used).  The spiders may attempt to use their webs and the terrain to split apart the party or mount a flank attack.  They will not pursue characters that retreat outside the keep.

Giant Shroud Spiders (2) – CC56; AC 4; HD 5***; hp 21 each; MV 120’ (40’); #AT 1; Dmg 1d10+paralysis; SV F5; ML 9; AL C; SA paralyzing bite, ensnaring web; SD immune to normal weapons; XPV 550.

If the giant shroud spiders are defeated, the party may claim the second thing of interest – the spiders’ treasure.  The spiders have salvaged roughly 2,000 silver pieces, nine onyx gems (each worth 50 gp), a potion of super-healing and an eye porter (a new magical item – described at the end of this adventure).

The third thing of interest in this area is a pair of metal plates near the western wall of the keep, conspicuously free of webbing and other detritus.  The two plates form a teleporter system to the Enchantment Lab (area XX) on Level 2 of the dungeon – but one that will only transport nonliving matter.  Living beings, and items carried, held or worn by living beings, will be unaffected, but any item dropped or thrown onto the ‘T’ plate will be sent to the Enchantment Lab.  (Another plate in that location will teleport items back here, but it is unlikely the party will be able to use it immediately.)  Constructs and undead will be affected by the teleporter, and if the party figures out how to use the eye porter they may be able to teleport it downwards and have it explore part of the dungeon.

8. Tower Ruins
Each of these locations shares a similar description:

This tower might have stood several stories high once, but now it’s just an empty, crumbling shell.  Any sign of human habitation has long since crumbled to dust or been carried away.

These areas are empty unless the DM decides to add an encounter to challenge the party, which might include:

- A flock of fifteen giant bats (RC 159)

- A trio of carrion crawlers (RC 163)

- A tribe of six ogres (RC 198) which use 4’ high stone-block ‘steps’ to climb over the outer wall to enter and exit, thus avoiding dangers in neighboring areas.

- A sirenflower (CC54) that has split aside the tower flagstones to root itself in soil below.

- Any magical or nonmagical trap or hazard of the DM’s devising.

9. Magic Disruption Zone
As you approach this stretch of terrain, you can’t help but feel that something is very wrong here.  The rock is bare of grass and lichen in an unnaturally straight and clean-edged swath running due north-south, and the air overhead the bare-stone patch seems to glitter with an unidentifiable frozen energy.

This area is the upper end of the disc-shaped zone of magical disruption created by the Blackmoor relic located forty feet underground (area XX in Dungeon Level 3).  The magic-disruption effect of the Blackmoor relic has been weakened so far from its source; in this area, spells cast within the disruption zone are just (100 – 10 x caster level)% likely to be negated when cast, and characters who spend more than a turn in this location must save vs. Dragon Breath at +2 or suffer blurred vision and throbbing headaches that impose a –1 penalty to attack rolls and Initiative for 1d4+2 turns.  More serious effects will not occur unless the PCs spend days or weeks within the disruption zone.

Dungeon Level 1

Rumors say that the rooms and corridors of Castle Animus constantly move, shift and recreate themselves, so that an explorer might backtrack across his own path three different times and never walk the same halls twice.  This is not entirely true – but neither is it entirely false.

The first and second dungeon levels of Castle Animus have four different layouts, which exist simultaneously in the same space.  Each of these layouts has the same room locations, but placed in different spots on the map and possibly with different furnishings and occupants as well.  Note that the rooms are the same, and that if the adventurers move from one layout to another and then backtrack to a room they have already visited, the signs of their passage will be there.  A party that enters the dungeon on the red layout, battles living iron statues in location 15, then moves to the brown layout and returns to location 15 will find hunks of shattered agate, not living agate statues.

Explorers can move between the different layouts by opening the doors between each quadrant of the dungeon.  These doors will have between two and four handles – which may be made of iron (red maps), nickel (blue maps), copper (green maps) or quartz (brown maps).  The handle the adventurers choose to use determines which map they use in the quadrant they enter.  If a door is forced open, randomly select which map layout is accessed.  Note that not all areas are accessible from all doors – for example, if the adventurers are in the southwest quadrant of the red map on Dungeon level 1 and moving north, the door they find will not have an iron handle – there is no corresponding door in the red map’s northwest quadrant.  To improve gameplay, colored dots have been placed next to each door on the dungeon map layouts that indicate which areas can be accessed in each part of the dungeon.

In addition to different hallways, the different map areas each have their own distinct trappings.  ‘Default’ trappings are smoothed-stone walls, floors and ceilings, doors made of varnished oak and passages lit with ceiling-hung braziers containing a cool, fuelless flame.  These trappings are modified as follows, depending on the dungeon layout:

- Iron: Doors are reinforced with iron bands (-1 to Open Doors checks).

- Nickel: Walls are studded with metal embossments every 5’ (lightning bolt spells are absorbed on contact and do not bounce, other lightning and electricity spells do –1 damage per die).

- Copper: Ceiling braziers glow with a harsh, actinic-white light (-5% on all Hide in Shadows checks).

- Quartz: Floors are tiled at unpredictable intervals with rough, brittle quartz (-5% on all Move Silently checks).

Random Encounters

Check for wandering monsters once per turn on this dungeon level.  They are encountered on a roll of 1 on 1d8.  The exact type of monster can be determined as follows: 

11. Huptzeen Lair
The furnishings of this large room are different depending on the map layout:


This large room appears to be some sort of training salle.  Racks with slender blades, small target-bucklers, and metal-shod quarterstaffs line the walls, and your footsteps are oddly muffled against the thick leather mats lining the floor.


This large and elegantly furnished room was once apparently a conservatory.  A small stage is raised in one corner; comfortable chairs are scattered throughout the rest of the chamber.  Musical instruments of all descriptions are in cases or on stands along the walls.


A long, ornately-carved dining table fills this large room, its surface covered with large serving trays and covered platters as if in preparation for a feast.  It’s surely been many decades since the room hosted such an event, but you still can’t shake a feeling of unease.

As you enter this large room, you blink in momentary dazzlement at the bright sunlight streaming through the crystal panes over your head.  Some sense tells you the light is an illusion – it’s too steady and unclouded to be real.  The rest of this room is comfortably furnished with stools, couches, and tapestries along the walls.

In all cases, the room’s occupants are two huptzeen, in the form of some of the room’s ornaments.  They will initially only observe the party, but if anyone attempts to either leave the chamber or loot the furnishings the huptzeen will strike with their magic (using hold portal to block the exit, if necessary, then striking with attack spells).  The huptzeen have the ability to make their spells originate from any location in the room, and will use this power to confuse the PCs as to the origins of their attackers.  Detect magic and detect evil will both serve to pinpoint the huptzeen.

Huptzeen (2) – CC27; AC 3; HD 6***; hp 25 each; MV fly 30’ (10’); #AT 1; Dmg by spell; SV M6; ML 12; AL N; SA spells, explodes when destroyed; SD immunities; XPV 950

Each of the huptzeen can cast the following spells: hold portal, magic missile; mirror image, phantasmal force; fireball, hold person.  Each huptzeen leaves behind 900 gp of gems when destroyed; the other contents of this room are worth up to 2,000 gp if salvaged, and have an encumbrance of at least 20,000 cn.  A key to Room 12 can also be found here after 1 turn of searching.

12. Huptzeen Annex

The doors to this room are locked (thief’s Pick Locks, knock spell, key in Room 11, or Open Doors on a base roll of 5-6 on 1d6).  Like the Huptzeen Lair, the furnishings of this room are different depending on the map layout:


This room was apparently once an armory and area for weapons maintenance.  Racks hold serviceable but unremarkable swords, heavy quarterstaffs, and quivers of arrows in readiness for an enemy that may never come.


This room was apparently once used for storage and repair of musical instruments.  Woodworker’s benches, cases for instruments and spare parts, and similar furnishings line the walls.


This room appears to be a kitchen, though it clearly hasn’t been used in decades.  Ash – presumably blown free from long-disused firepits – covers tables and cookware racks in a patina of dull grey dust.


A large weaver’s loom is the centerpiece of this room, with a half-completed rug trailing from the spindles.  Baskets and coffers line the walls, though all are empty of anything save traces of dust.

This room features a magical trap.  If the adventurers forced the door or opened it with magic, a cloud of poison gas will fill the room two rounds after the first PC enters.  Anyone inside the room must save vs. Poison or take 1d6 damage.  The save must be repeated each round a character is in the room unless a neutralize poison spell is used on the character, or a dispel magic (against an 8th-level caster) or summoned air elemental is used to disperse the poison.

The only thing of value in this room is a magical treasure – which can be either a sword +1, a lyre of slumber (usable 3/day to cast sleep after 1 continuous minute of playing), a ladle of sustenance (usable to cast purify food and water 6/day) or a levitating carpet (as a flying carpet, but levitates only at a speed of 60’ per turn, for 6 turns/day only) as appropriate to the room’s contents.
13. Mundane Library

This small room has several bookshelves lining the walls.  Though some of the shelves are empty, volumes remain stacked on others.  A series of faintly glowing magical runes line the front of the shelves, their outlines fuzzy and indistinct in the brighter light shining from overhead.

The bookcase runes have two purposes – security and guidance.  If identified with read magic, a rune will identify the title and author of the book shelved just above it; a character wishing to take the book off the shelf must speak this information aloud before touching the book, or it will be teleported out of his fingers to another location on the bookshelf.  At the DM’s discretion, a thief’s read Languages ability or appropriate General Skills may also allow reading of the bookcase runes.

Book topics and titles in this room are dependent on the map layout.  In the red layout, this room deals in history and religion; in the blue layout, geography and politics; in the green layout, biology and monsters; in the brown layout, arts and craftsmanship.  Any given book is worth between 1-20 gp on the general market if sold, 2-5 times that amount if sold to an enthusiast on the topic.  There are 40 books remaining in the library.

At the DM’s discretion, books, maps or other written information left in this room by the party may change to other information if the party revisits this room on a different map layout.  This may be a good way to give the PCs hints towards this or other adventures.

14. Magical Library

This small room looks like it was either scarred by a fire, invaded by a thunderstorm, or possibly both at once.  Bookshelves lining the walls have been badly seared and slammed about.  Small flakes of ash and charred paper bits flutter around your feet with each step you take.

This was formerly a center for magical study, but was wrecked when magical defenses laid over the room activated, long ago.  The defensive spells have long since permanently discharged, but has also destroyed most items of value here, as well.  A few spell scrolls do remain; the exact spells on them depend on which map layout the PCs enter on:

- Red: charm person; protection from normal missiles; resist fire.

-  Blue: protection from evil; lightning bolt; snake charm.

-  Green: floating disc; hold person; know alignment.

- Brown: ventriloquism; dispel magic; find traps.

Also, the brown layout of this room features an odd arcane sigil, carved into a quartz disc the size of a man’s palm, poking from the wreckage of a destroyed bookcase.  This is the quartz key to the mek prison (area 33).

If the DM wishes, spell scrolls or spellbooks left in this room by the PCs may also have different spells written in them if the party revisits this room on a different map layout.  This feature should be limited or given drawbacks if the PCs appear inclined to abuse it; used sparingly, though, it may be a good way to introduce new or specialized spells into the campaign setting.

15. Servants’ Quarters
The door to each of these rooms is stuck closed, and must be forced open (base of 4-6 on a d6, Str applies).  Each of these rooms has the same basic layout and description:


This room was apparently once a sleeping area for the hired help of the castle.  It’s now an odd mix of well-preserved and unused – the bedframes are intact and sturdy, but bare of mattresses; the clothes-closets are empty, their doors fallen off the hinges long ago.  Even the niches for the chamberpots are sterile, free of any odor or grime.

The lords of Castle Animus replaced their human servants with living statue constructs decades before the castle’s fall, and so these rooms became mostly useless except as a place to store extra constructs.  After the castle fell, some constructs remained in this area, unable to conceive of any other duty, and will still be here when the PCs arrive. One room (choose or determine randomly) will have four living statues, while another will have three and the third room will be empty.  Living statues will attack the PCs on sight; if a battle begins, living statues in nearby rooms will hear the disturbance and join the fight on the next combat round.

The type of living statue present in these rooms depends on the dungeon layout:

Iron Living Statues (7) – RC 208; AC 2; HD 4*; hp 18 each; MV 30’ (10’); #AT 2; Dmg 1d8/1d8; SV F4; ML 11; AL N; SD absorb nonmagical weapons; XPV 125.

Lead Living Statues (7) – New; AC 5; HD 4+1*; hp 17 each; MV 30’ (10’); #AT 1; Dmg 2d6; SV F4; ML 11; AL N; SA attack prevents spellcasting; XPV 200.

Jade Living Statues (7) – CC28; AC 4; HD 3+1**; hp 15 each; MV 60 (20’); #AT 2; Dmg 1d6/1d6; SV F10; ML 11; AL N; SD immune to nonmagical weapons, magic weapon resistance; XPV 100.

Agate Living Statues (7) – New; AC 3; HD 5*; hp 22 each; MV 60’ (20’); #AT 2; Dmg 1d8/1d8; SV F5; ML 11; AL L; SD half dmg from some attacks; XPV 300.

16. Foodstuffs Storage

This chamber stinks of old mold and wood rot, with the tracks of rats and other vermin crossing the topmost layer of dust.  Shattered barrels, shredded sacks, and other signs of former food storage lie littered about here, but if anything still usable remains here your practiced eyes can’t spot it.

This room was once used for storage of food for the castle’s inhabitants.  The exact type of food depended on the layout (animal fodder in the green layout, servants’ fare in the blue layout, more sumptuous victuals in the other two layouts), but anything edible has long since been dragged away by scavengers.

If the party searches thoroughly or uses detect magic, though, they will find an odd metallic cage still intact, bolted to the floor in one corner of the room.  This cage is a magical device designed to keep ice and other cold substances from melting; if carefully worked free from its floor-bolts it could be sold to a lesser aristocrat or wealthy townsman for as much as 300 gp.  Its encumbrance is 1200 cn.

17. Durables Storage

Bolts of fraying, faded cloth, splintered remains of wooden boards and blocks of cracked and weathered stone are stacked throughout this room, stacked in bizarre and disordered piles.  The stockpiles here might once have had some value to a skilled craftsman, but what remains after so many years of neglect is now likely fit only for the trash-heap.

While the vast majority of the material here is indeed aged beyond any real use and not worth the trouble to haul off, there are some silver bits and bars (intended for the forging of arrowheads, dagger-blades and ornamentation of other castle crafts) hidden among the dross.  Each turn of searching will turn up 100-400 sp worth of such treasure; there is in total about 2,000 sp worth of silver waiting to be uncovered.

18. Tools Storage


This room seems almost unnaturally well-kept compared to the chaos and disarray of other areas you’ve seen.  Upon an array of wall-mounted racks and freestanding shelves are nearly every tool you’ve ever heard of and several more whose use you can’t even begin to guess at.  Though the tools are covered in a thick layer of dust and showing definite signs of rusting and other wear, all of them are perfectly in place, not dangling by a loose bracket or fallen onto the floor.

The order in this area is primarily due to a security enchantment placed on the room.  The enchantment detects unauthorized movement – whether from a loose tool or other object, or a human intruder – and creates up to four mystic restraints to wrap around and pin the offending party.  PCs who tarry in this room will find the enchantment activating one round after they enter; each of the four restraints will target a random character.  A targeted character may dodge the restraint with a save vs. Wands, but must save again each round he remains within the room.  A character trapped by a restraint is hindered in a manner similar to a web spell.

The magical restraint trap can be nullified in several ways.  A dispel magic is the most obvious; treat the restraints as a spell effect created by a 12th-level caster.  A thief’s Remove Traps ability can also be used to identify the tiny gemlike magical foci used to generate the restraints; one is set in each wall of the storage room.  Once found, these foci can be easily shattered, negating one restraint each.  Finally, characters may be able to spoof the restraints – if a character stands outside the doorway and throws a large object (at least 100 cn) into the room, the security system will try to trap and hold the object, leaving one restraint unable to target any other character.  The object will be dropped to the floor after 3d4 turns, however.

If the party enters this room on the red dungeon layout, they will be able to find the iron key to the mek prison (location 33).  It is hanging from a chain looped over the handle of the western door into this area.

Caecilia Tunnels
This is a side area of the dungeon complex, leading north away from Castle Animus into the surrounding hills.  Decades before the Castle’s fall, a rival archmage tried to cause problems for the lords of Castle Animus by sneaking a family of caecilia – monstrous, burrowing worms – into the rock of the floating isle below Castle Animus.  This backfired, though, when the castle’s master discovered the creatures and changed them into mummified guardians.  Even now, decades after the fall of Castle Animus, these creatures guard against any possible intruders from below.

T1. Exit Tunnel


This tunnel twists ahead of you, dauntingly narrow and low ceilinged.  You suspect it’s none too stable, either, but it’s not like a better option presents itself.  A feeble but steady breeze blows from the south, carrying a chill and musty fragrance.

This tunnel runs nearly a mile northward before reaching the burrows of the giant ants (see the Wilderness description, page XX).  Odds are 5% per 100’ traversed of encountering 1d3 patches of yellow mold.

Yellow Mold – RC213; AC n/a; HD 2*; hp 6 each; MV 0’; # AT 1; Dmg 1d6; SV F2; ML n/a; AL N; SA choking spores; XPV 25.

T2. Caecilia Warren
The tunnel ahead of you straightens and widens, into a large cavern with horrifying occupants.  Several huge worms writhe about on the floor below you, their grayish hides unnaturally dry and leathery.  They don’t appear to have noticed your arrival yet, but it’s certainly only a matter of time.

As noted in the section introductory text, these caecilia have been mummified, and possess all the powers of such creatures in addition to their normal abilities.  They can be turned as spectres, but otherwise will fight to the death once engaged.  Careful PCs may be able to use stealth to get past the monsters.

Mummified Caecilia (3) – RC162; AC 6; HD 6***; hp 25 each; MV 60’ (20’); #AT 1; Dmg 1d8+disease; SV F3; ML 12; AL C; SA sight can paralyze, swallow whole, mummy rot; SW turned as spectre; XPV 950.

The caecilias do have treasure – 4,000 gp in gold nuggets, formerly mined by giant ants but abandoned here when the caecilias burrowed their way in.  PCs who defeat the monsters may freely claim this treasure as their own – the ants will stake no claim on it.

T3. Geonid Caves


The passage slopes sharply upwards here, with small side passages leading off to either side.  Small and oddly-placed boulders litter the corridor.

This area is home to a small party of geonids, separated from their lair and scavenging from the Castle Animus ruins as best they can.  They are intensely paranoid and will try to either hide from or ambush the PCs; parley may be possible, but will require extreme patience and tact (-4 on reaction rolls).

Geonids (12) – CC67; AC –2; HD 2; hp 8 each; MV 60’ (20’); #AT 1; Dmg 1d8; SV F2; ML 8; AL C; XPV 20.

In addition to normal attacks, the geonids have large, weighted nets they can fling at enemies.  Each of these nets takes 4 geonids to lift, but can entangle enemies of up to 6 HD and slow enemies of up to 12 HD (see RC63 for details).  They have no treasure worth mentioning.

T4. 

Waves of smoke and dry heat billow from the entrance of this cave.  Shadowy creatures move within – some large and grey-bodied, others smaller and crimson-winged.  As they spot you, they move to attack.

The creatures in this cave are escapees from the elemental summoning chamber (area 21).  They escaped here when Castle Animus fell, and have been trapped ever since.  They know no other home, and will fight to the death.

Ashtiger Beetles (2) – RC160; AC 3; HD 3+1; hp 14 each; MV 150’ (50’); #AT 1; Dmg 2d6; SV F2; ML 11; AL N; SD fire-elemental being (per RC175); XPV 50.

Fire Fundamentals (10) – CC24; AC 5; HD 1+1; hp 6; MV 180’ (60’); #AT 1; SV F2; ML 11; AL N; SD immunities; XPV 15.

Dungeon Level 2
This dungeon level is very similar to Dungeon Level 1; it has similar descriptions, layout and rules mechanics.  Its different areas are more intertwined, though – parties moving from one quadrant to another must move to a different map layout, and brave the risks therein.

Wandering Monsters

As on Dungeon Level 1, odds are 1 in 6 of a wandering monster encounter each turn.  Use the following table to determine what’s encountered:

21. Summoning Chamber

This large but empty room seems to reverberate with a hidden sense of menace.  Though you see no immediate threat, you’re immediately on your guard.

In all the dungeon layouts except the red layout, this room is home to a 16-HD elemental.

Elemental – RC175; AC –2; HD 16; hp 75; MV 60’ (20’); #AT 1; Dmg 3d8; SV F16; ML 10; AL N; SA see text; SD see text; XPV 1,850.

Special combat notes are as follows:

Red – There is no elemental here.  The walls, floor and ceiling are streaked with ash and scorch-marks.

Blue – The elemental is an air-elemental, which hovers in the center of the chamber.  Its blows will slam characters backwards into the walls of this chamber, stunning the target for 1 combat round if a save vs. Death Ray is failed.  The elemental cannot attack characters standing in the corners of the chamber.

Green – The elemental is a water-elemental, which emerges from the pit in the floor.  If it hits with an attack, the target must make a save vs. Wands or be pulled towards the pit, falling into it on their next turn and dropping to location XX on Dungeon Level 4 (taking 4d6 falling damage in the process).  Adventurers can try to free a trapped comrade with grapple actions, fly or levitate magics.  It will not attack a character within 5’ of any door (even the false one).

Brown – The elemental is an earth elemental; it will remain near one of the three pillars in this room, and only attack characters within 10’ of that pillar.  Once every three rounds it can withdraw into a pillar after making an attack and shift through the surrounding rock into a pillar of its choice; it is invisible to normal methods of detection when withdrawn in this way.  Adventurers may strike at the pillar containing the elemental as per normal combat rules; its presence can be detected with detect evil and detect invisible.  Attackers can also guess at the elemental’s location, but if they target the wrong pillar attacks do no damage.

22. Enchanter’s Lab

This room was obviously once used to research and invoke powerful magics.  Flasks and small coffers filled with strange arcane reagents line the walls as well as two alcoves set with strange metal plates etched in an odd arcane pattern, and the markings for a summoning circle are etched into the stone in the center of the room.  In one corner lie two piles of tiny bones – possibly from sprites or other fae-folk.

The bone piles are actually a pair of bone golems, shrunk in size and put into magical stasis to trap the unwary.  They have remained in abeyance ever since the fall of Castle Animus.  If PCs disturb anything in this room, they will grow to full size and attack.

Bone Golems (2) – RC180; AC 2; HD 6*; hp 27 each; MV 120’ (40’); #AT 4; Dmg 1d6/1d6/1d8/1d6+1; SV F3; ML 12; AL N; XPV 500.

In addition to using simple force against the golems, the PCs can attempt to lure or force them into the alcoves – which serve as the other end of the nonliving-objects-only teleporter described in area 7.  (If the party sent items through while exploring that location, they are here now, in the receiving alcove.)  Golems teleported to area 7 will not use the teleporter to return to this area; they will remain in area 7, and may be encountered again if the party explores that area at a later time.

If the party defeats the bone golems, they may examine the other items here, which include the following:

- A wand of deconstruction (new magic item) with 15 charges.

- An ornate shield with an incomplete enchantment; it currently grants no bonuses, but if worked on for 4d6 hours by a spellcaster able of casting protection from evil 10’ radius it will become a shield +1 that also grants a +2 bonus to all saves against effects caused by constructs and elemental beings.

- A selection of potions, which vary depending on the dungeon layout: either healing x2 and human control, elemental form (water), ESP and invisibility, diminution, growth and super-healing, or fire resistance, gaseous form and polymorph self.

23. Enchanter’s Vault


The interior of this room is covered in lead-engraved etchings and magical wards – but as you read them, you sense they seem as much designed to keep danger contained within as prevent prying eyes.  The handful of chests and cabinets lining the walls seem to have a similar purpose, being made out of steel or even stronger metals and obviously designed to withstand massive applications of force.

This room holds several items that, although magical, were considered unreliable or potentially dangerous by the lords of Castle Animus.  Any of the following items may be found in this room (and the DM should feel free to add more as desired):

- A staff of power (with 19 charges) that has a 10% chance of creating a small explosion around the wielder whenever an attack power is used.  This does 2d6 damage, no save.

- Twelve sling pellets +2 that will cure 1d4+2 hit points of damage to a target, rather than doing normal damage, on a roll of 1-2 on 1d6 (checked each time when a pellet hits its target).

- Spell scrolls inscribed with remove fear; find traps; speak with the dead; cure serious wounds that will cause a random spell of equal spell level to be forgotten when used (if the casting cleric has no spells of that spell level remaining, the next lowest spell level available).

- A wheel of fortune, which works exactly as per the RC.

In addition, the key to the gargoyle Runt’s (area 5) shackles can be found within this room, inside a small coffer trapped with a spell that blinds the first character to open the coffer (save vs spells at –2 negates).  If Runt is with the party and has been treated fairly, he will try to warn them of the trap and seek their assistance in opening the coffer.  If the party has mistreated or endangered Runt, though, the gargoyle may try to trick a PC into triggering the trap, or sneak away once the party has left to claim the key for himself.

24. Safehouse

This room’s furnishings are spartanly functional – a pair of beds against one wall, a desk, stool and shelves with potion-flasks, herb pouches and medical implements on the other.  As you enter, several living statues clustered near the center of the room lurch into action, moving towards you purposefully.

This room was originally a rest area for castle residents working on special projects in the elemental summoning chambers or the enchanter’s vault.  Due to the possibility of magical mishaps, the room was outfitted not only with beds and other necessities but also with medical supplies for quick first-aid and magical wardings against unwanted supernatural intruders.  The living statues in this room were set as guards shortly before the castle fell, and have remained inside ever since.  

Steel Living Statues (5) – CC28; AC 1; HD 5**; hp 24 each; MV 30’ (10’); #AT 2; Dmg 1d8/1d8; SV F5; ML N; SD immunities, absorb nonmagical weapons; XPV 425.

Rock Living Statues (5) – RC208; AC 4; HD 5*; hp 22 each; MV 60’ (20’); #AT 2; Dmg 2d6/2d6; SV F5; ML C; SD immunities; XPV 300.

Jasper Living Statues (5) – New; AC 1; HD 6; hp 27 each; MV 60’ (20’); #AT 2; Dmg 1d10/1d10; SV F6; ML 11; AL L; SA counterstrike when hit; SD immunities; XPV 500.

Quicksilver Living Statues (5) – New; AC 6; HD 5; hp 21 each; MV 90’ (30’); #AT 2; Dmg 1d8/1d8; SV F5; ML 11; AL C; SA slowing poison; SD immunities, poison fumes when damaged; XPV 425.

If the living statues are defeated, the party will find this room to be a safe place to rest – wandering monsters will not enter.  The medical ward also has one dose of antidote potion, two doses of healing potion, one potion of heroism and texts on medicine and anatomy worth 800 gp to an interested buyer (total encumbrance 400 cn).

25. Baths

The center of this large room is filled with a sizeable sunken pool – still filled with tepid, murky water even though the stone around it is badly cracked and weathered.  Bits of wooden benches and stools still line the walls, though they are far too rotted to support any person’s weight.

This area was once used for bathing and relaxation by the lords of Castle Animus – each location had pools kept at a different temperature.  Since the castle’s fall, of course, the pools have all cooled to room temperature.  There are also monsters resident here – living statues outside the pool, and slimelike creatures within.

Salt Living Statues (8) – New; AC 5; HD 3+3*; hp 22 each; MV 90’ (30’); #AT 2; Dmg 1d4+1/1d4+1; SV F3; ML 11; AL C; SA caustic touch; SD immunities; SW damaged by water; XPV 75. 

Gray Oozes (6) – RC 181; AC 8; HD 3*; hp 13 each; MV 10’ (3’); #AT 1; Dmg 2d8; SA 


F2; ML 12; AL N; SA auto-damage, destroys weapons and armor; SD fire/cold immunity; XPV 50.

Gelatinous Cubes (4) – RC178; AC 8; HD 4*; hp 16 each; MV 60’ (20’); #AT 1; Dmg 2d4+paralyze; SA F2; ML 12; AL N; SA paralyze; XPV 125.

Ochre Jellies (3) – RC198; AC 8; HD 5*; hp 24 each; MV 30’ (10’); #AT 1; Dmg 2d6; SV F3; ML 12; AL N; SD split by weapons/lightning; XPV 300.

Black Pudding – RC161; AC 6; HD 10*; hp 44; MV 60’ (20’); #AT 1; Dmg 3d8; SV F5; ML 12; AL N; SD split by nonfire damage; XPV 1,750.

The living statues will attack the party on sight, and may attempt to pick up furniture and use it as a club (1 attack per round, the living statue automatically loses initiative, 1d10 dmg on a hit and a 50% chance that a PC is knocked into the pool).  Slime-monsters, meanwhile, remain hidden within the pool for up to 3 combat rounds, attacking with surprise if any character enters the water in the meantime (willingly or otherwise).  Immersing a living statue in the pool instantly kills it.

At the bottom of the pool in the green dungeon layout is a palm-sized copper medallion – the copper key to the mek prison (location 33).  Detect magic may help the PCs locate it, if they are having trouble.  The other dungeon layouts have no other treasure.


26. Changing Rooms
Scraps of tattered and unraveling cloth and fur lie scattered across the floor of this room and dangle from rusting hooks.  Aside from these signs of past destruction, this room appears to be empty.

Most of the shredded cloth in this room is cheap stuff, used as towels, robes and similar material by bathers.  A careful search, though, will find a few salvageable pieces of ermine fur and silk, from a better quality of garments; these cloth fragments have a market value of 400 gp.  Total encumbrance is 1000 cn.  Aside from the cloth, there is nothing of interest in these rooms.

27. Chapel/Crypt

This room has one description for the blue layout; the other three layouts share a similar description.


This room, though as dilapidated as other areas of the castle, is still recognizable as a chapel of some sort.  An altar rises from one corner of the room,  and an incense burner lies toppled nearby, cracked nearly into two pieces.


The mage-lights along this corridor are set farther apart than usual, creating pools of ominous shadow.  Burial caskets engraved with time-worn and paint-flaking features of long-dead Alphatian lords fill alcoves against one wall, the empty eyes staring at you unnervingly.

This area is a burial crypt in the blue dungeon layout, a chapel in the other three layouts.  The chapel’s patron is different in each case – Bemarris, patron of conquest and war-magic for the red layout; Razud, oldest and wisest of the Alphatian Immortals for the green layout; Koryis, promoter of peace and civilized courtesy for the brown layout.

In all cases, the room is warded by a clerical curse.  The first character to attempt to disturb the room’s trappings or search for items to loot must save vs. Spells at –4, or suffer a curse that restricts their ability to act in combat – on a 1-2 on 1d6 (checked each combat round, before Initiative) the victim will be unable to take any action other than movement.  Furthermore, this curse is unusually virulent – any character that attempts to use remove curse to nullify this penalty must also save vs. Spells, or suffer the same penalties in turn!  If the curse is passed on in this way, the original victim is still freed; the curse only affects one victim at a time.

In the blue layout, one of the burial caskets (choose randomly) has a small nickel medallion covering its forehead.  This is the nickel key for the mek’s prison (location 33); removing it will not trigger the curse effect.

28. Teleport Receiver

This room is apparently empty of any sort of furniture or adornment.  The only thing of interest is an intricate, subtly-repeating pattern of tiny multicolored tiles that extends itself across the walls, ceiling and floor.  

Castle Animus was, in its heyday, warded against teleportation magics across most of its grounds.  The one exception was this receiving room, kept as an entryway for invited visitors and magically trapped to dissuade gate-crashers.  Five decades of neglect have negated the wards around the rest of the castle, but this room – and its traps – remain intact.

Depending on the dungeon layout, the location of this room, the pattern inside it and the nature of the traps differ.  However, the traps can be deactivated in all cases by speaking aloud the names ‘Decandria’ (the last ruler of Castle Animus) or ‘Qantach’ (the king of Floating Ar at the time of Castle Animus’s fall).  A clue to this effect can be discovered if a Read Languages or Read Magic spell is cast within the room – elements within the mosaic pattern decipher to the phrase “State the name of the one who invited you here”.

If the party does not disarm the trap, the following hazards await them after they enter the room:

- Red layout: This room cannot be entered or exited except by magic; it was the destination of unwelcome guests.  It is unlikely the PCs will enter the room in this layout, but if they do speaking either of the activating names will transport them to this room in the blue, green or brown layout (choose randomly) after a wait of 1d4+2 turns.

- Blue layout: If the trap is not disarmed, an illusion will activate of undead servitors animating from the crypts outside and advancing to attack.  These enemies will each be only minimally dangerous (AC 9, 1 hp, attack as a 1-HD monster for 1d8 illusory damage; see phantasmal force) but will have seemingly unending numbers.  PCs can escape this trap by making a save vs. spells at –2, by using dispel magic against a 12th-level caster or by forcing their way out of the room past the press of skeletal illusions.

- Green layout: A confusion mist fills the room and the corridor outside, and the false doors lining the walls become electrically charged (1d6 damage each time touched).  A confused character who attempts to escape the trap has a 10%-60% chance of trying to open a false door (DM should judge actual odds based on situation, positioning and efforts made by non-confused allies to impose calm.)

- Brown layout: The door grows arms and attacks, fighting as an advanced obsidian golem.  As it fights it will call on the PCs to surrender and cry for guards to assist (no effect, but don’t warn the PCs of this).  The golem-door will fight to the death.

Obsidian Door-Golem – RC180; AC 3; HD 8*; hp 40; MV 0’ (0’); #AT 1; Dmg 2d4+2; SV F4; ML 12; AL N; XPV 1,200.

Dungeon Level 3

31. Lower Maze


The staircase from the upper dungeon level turns back on itself several times as you go down, dropping you a good twenty feet in a tight claustrophobic descent.  You emerge into a maze of narrow passages, only dimly lit by an eerie, flickering light that seems to come from no clear source.

The wards and other guardian magics in this area of the dungeon have long since lapsed, but the place is not without its guardian.  A lone silver golem still ceaselessly roams these halls, engaging any intruders it comes across.  Initially its movements are aimless and unhurried, but as adventurers explore more of this level the chances increase that they will cross paths with the golem.

Initially, the chance of encountering the silver golem is only 1 on 1d8, checked once per turn.  For each other encounter area on this level visited by the party, add +1 to this roll – a group that has been in the Hydrax Chambers, the Manufactory and the Drolem Lair would have a 1-4 on 1d8 to encounter the golem each turn.

If an encounter is indicated, the golem moves in quickly, silently and ruthlessly.  It surprises on 1-4 on 1d6 unless the party has their own magical light source available; it will attempt to use its superior speed to move past the party’s frontline fighters and strike at more vulnerable characters.  It may attempt to withdraw from combat temporarily to use a side passage to flank the party, but will ultimately fight to the death.

Silver Golem – CC25; AC 0; HD 12***; hp 48; MV 300’ (100’); #AT 4; Dmg 1d8/1d8/1d8/1d8; SV F6; ML 12; AL N; SA always wins initiative; SD immunities; XPV 3,875.

32. Hydrax Chambers


Chilling mist billows through the doorway as you prepare to enter this room, momentarily shrouding any sense you have of what lies within.  After a few seconds the fog clears somewhat, showing you a sparsely-furnished chamber coated on walls, floor and ceiling with frost.  Several dark-bodied figures seemingly made of solid fog watch you silently from within the room.

This suite of rooms has been taken over by Itarkakes, a hydrax refugee from the Elemental Plane of Water, and her retinue of icewraiths.  Itarkakes’s magic is responsible for reducing all these rooms to a temperature comfortable for her and the icewraiths; she dwells mainly in the central room, allowing her servants to roam the outer chambers.

Three icewraiths can be found in the first room the PCs enter; if the PCs attack on sight the other denizens of this area will join the battle within two combat rounds, but if the PCs are peaceful they will allowed further into the area to meet with Itarkakes.  The hydrax will respond somewhat snobbishly to any PC overtures, but she is not overtly hostile.  She will attempt to deceive the party, however, suggesting that the mek in location 33 is not to be trusted and also insinuating that she can reward the party greatly if they re-open the elemental vortex in area XX so that Itarkekes can return home. She knows nothing of Castle Animus’s history or rulers, having arrived on the Prime only after the castle’s fall, but will enthusiastically make up ‘lore’ to relate to a credulous party in order to bolster her own position.

If combat breaks out, Itarkekes will attempt to use her spellcasting abilities to divide up the party and claim hostages whose lives she can threaten to make the PCs carry out her wishes.

Itarkakes, Hydrax – RC187; AC 2; HD 8**; hp 39; MV 60’ (20’); #AT 2; Dmg 1d10/1d10 or by spell; SV F16; ML 9; AL L; SA spells; SD immunities; XPV 1,750.

Icewraiths (9) – New; AC 3; HD 5+1**; MV 120’ (40’), fly 180’ (60’); #AT 1; Dmg 1d6 + special; SV F5; ML 12; AL C; SA Dex drain, entropy blast; SD undead; SW turns as wraith; XPV 575 each.

Itarkakes’s wealth is much less than she pretends it to be, but she does possess some treasure – a half-dozen fine-cast blueice bracelets, worth 2,000 gp each as jewelry assuming they are kept below freezing temperatures (otherwise they melt in 1d4 hours, losing 25%-100% of their base value each hour) and also 500 gp in gold coin (salvaged from elsewhere in Castle Animus), an amulet of protection from crystal balls and ESP (which she wears) and a wand of fire with 15 charges.

33. Mek Prison


This room seems deliberately austere, bare of any sort of adornment or artifice.  Even the walls are unnaturally smooth, unmarked by chisel or other tool score.  Ahead of you, a cylinder of translucent magical force projects outwards from the wall; behind it, an insectoid figure made of a dull gray metal watches you impassively.  A strange arcane sigil is set into the floor just outside of the magical barrier, seemingly incomplete.

The trapped creature is a mek, an alien construct found with the Blackmoor relic (see location 36) and brought to Castle Animus for questioning at the same time the Blackmoor relic was transported here.  Before the rulers of Castle Animus could get much of any information from the creature, the Blackmoor relic was triggered and the castle was destroyed.  The mek has been trapped here ever since.

The mek can potentially be of great help to the PCs in deactivating the Blackmoor relic; however, they must first establish relations with it and free it from its imprisonment.  Opening communications is no simple matter; ESP, read languages or read magic is needed.  In addition, the mek’s thought and speech processes are so alien that use of either ESP or read languages requires the casting mage to save vs. Spells or be dazed by the sudden input of strange images and concepts, moving at half normal speed and suffering a –2 penalty to attack rolls and Armor Class for 1d4+2 turns.  If read magic is used to establish communications this penalty does not apply.  The mek will not identify the relic as a creation of Blackmoor (referring to it only as ‘the ancient danger’) but can impress on the PCs its malignant qualities, the need to deactivate it and the mek’s own knowledge of how to safely do so.

Freeing the mek from its imprisonment is an even more daunting task.  The magical barrier surrounding the mek is a forcefield, made permanent at the 36th level of ability, and likely beyond the capability of the party to directly destroy (though a disintegrate or wish would do the trick).  An option more likely to be usable by the PCs is to complete the arcane sigil etched into the floor.  Doing so requires four keys – iron, nickel, copper and quartz – located on Dungeon Levels I and II (in locations 14, 18, 25 and 27 to be specific).  Other items may be able to help complete the sigil if the PCs are missing one or more of the keys:

- The key to Runt’s shackles (location 23) can substitute for any of the four keys.

- The ring of Thenolin (location XX) can likewise substitute for any of the four keys.

- Use of a dimension door or teleport spell in this room fills one keyhole, chosen randomly.  It has no other effect.

- If three keys have been placed (possibly including substitutes as per above), a knock spell will fill the fourth keyhole long enough to complete the sigil.  In any other circumstances, the knock spell does not last long enough to have any effect.

Once the arcane sigil has been completed, the forcefield imprisoning the mek will disperse and the PCs can lead the mek to the Blackmoor relic.  The mek will follow the PCs on whatever route they choose but will not leave this level of the dungeon.

34. Manufactorium


This area is cluttered with work-benches and crafting stools, magical paraphernalia and reagents, and raw materials of nearly every type.  Through an archway in the side wall you can see another room, at least as large as this one, seemingly used for the same purpose.  An enormous bronze statue lies prone in the middle of the room, motionless.

This was once the main laboratory for construct manufacturing in Castle Animus; the prone statue is a half-completed bronze golem, left unfinished when the castle fell.  While the bronze golem will never be animate without significant magical work, there are other constructs here that are fully functional.

Silver Living Statues (12) – CC28; AC 4; HD 1+1*; hp 9 each; MV 120’ (40’); #AT 1; Dmg 2d4; SV F2; ML 12; AL N; SD half damage from edged weapons; XPV 19.

Two rounds after the PCs enter this area, three of the living statues (one per sub-chamber) will animate and attack, surprising on a 1-3 unless the PCs are specifically watching for threats.  Three more will animate in each new combat round; once all twelve have animated, up to three ‘dead’ living statues will re-animate each round afterwards, with 7 hp each (5 hp if killed a second time and re-animated, then 3 hp, then 1 hp).  PCs can deal with the threat posed by these monsters by simply hacking them down as many times as needed; by dismembering or melting downed statues before they can rise again (requires 4 hp of damage done per re-animation remaining), or by retreating from the chamber – the living statues will not pursue, and will de-animate 3 turns after the PCs depart.  Note that a character who enters and leaves quickly will not cause the statues to animate at all.

Characters who search this room can find a wand of construction (new magic item) with 7 charges.  In addition, the partially-completed bronze golem would be of interest to any wizard; if the party is exploring Castle Animus as agents of the King of Floating Ar or the heirs of the castle’s former lords, their patron will pay a 1,000 gp bonus for news of the bronze golem’s existence.  Other less scrupulous wizards might pay two or even three times this amount for knowledge of the partially-completed bronze golem, but the party will have to take care in this case to secure their payment before sharing the details of their find with a prospective buyer.  (This includes taking precautions against having their prospective buyer plumb their minds with ESP just prior to presenting payment – Alphatian wizards can be quite ruthless when it comes to acquiring interesting magic.)  The golem itself would likely sell for 10,000 gp or more if it could be hauled back to civilization, but as it weighs 4 tons or more the PCs will likely not be able to move it anywhere they could put it up for sale.

35. Drolem Lair

The floor of this large chamber is strewn with piles of oversized, yellowing bones, most notably a broken-horned but still formidable dragon’s skull.  As you step further into the room, though, the bones begin to twitch, shudder and pull together, and the skull’s jawbone creaks as it opens in a terrible grin…

Drolem – RC173; AC –1 (see text); HD 15*****; hp 60; MV 120’ (40’); #AT 3 (see text); Dmg 1d10/1d10/ 4d4+8; SV F7; ML 12; AL N; SA poison breath; SD see invisible, immunities; XPV 6,900

This is a lesser drolem, somewhat smaller than usual but still a fearsome opponent.  When the party first disturbs the drolem, it is still reassembling itself from its shattered ‘rest’ state and has only limited combat capabilities.  As the battle progresses it becomes more and more combat-capable, eventually regaining its full powers as follows:

- Round 1: AC 4, 1 claw attack only, immune only to 1st-level spells (and also sleep, charm, hold effects, cold and fire damage).

- Round 2: AC 3, 1 bite attack only, immune only to 1st-level spells.

- Round 3: AC 2, 2 claw attacks only, immune to 1st- and 2nd-level spells.

- Round 4: AC 1, 1 claw attack and 1 bite attack, immune to 1st- and 2nd-level spells.

- Round 5: AC 0, 2 claws/1 bite, immune to 1st- through 3rd-level spells.

- Round 6+: Full combat capabilities (AC –1, all attacks including breath weapon, full spell immunity).

In addition to the above effects, the drolem regenerates 8 points of damage at the end of each of the first five combat rounds, as the magic that reassembles it also repairs damaged bones and replaces lost pieces.  This regeneration cannot be prevented by any means short of a wish, but will cease after the fifth round of combat.  If the drolem is reduced to 0 hit points before the end of the fifth combat round, it will remain dead; the regeneration will not restore it to animate status.

Quick-thinking PCs can delay the drolem’s reassembly with well-placed attacks.  Anytime a character attempts such an action, roll to-hit and damage as usual, but do not reduce the drolem’s hit points; instead, add together the damage result, a 1d20 roll, and the character’s Strength (if a melee weapon attack was made), Dexterity (if a missile weapon was used) or Intelligence (if a spell was cast).  If the total of these factors is at least 30, the drolem’s reassembly is delayed by one round.  The wand of deconstruction can also be used to automatically delay the drolem’s reassembly by one round (uses 2 charges, no saving throw).

PCs may also be able to take advantage of the magical disruption field (cast by the Blackmoor relic, see location 36) in the back of the chamber to take cover from attacks or to stun the drolem.  The drolem will not willingly enter the magical disruption field, but may possibly be pushed or lured into it by a quick-thinking party.

36. Blackmoor Relic

A thin silvery residue coats the walls, floor and ceiling of the near side of this room, in a pattern that reminds you of ash-scatter after a fiery explosion. It terminates abruptly about halfway inside, though, to be replaced with an absolutely bare area in which even the air itself seems to be frozen.  A bulky contraption, too smooth and streamlined to be merely ‘mechanical’, sits silently within the frozen zone.  Small lights on its surface blink incessantly in a strange, unpredictable pattern.  Though there’s no other sign of movement or activity from the device, you can’t help but feel a nameless, unnerving dread as you gaze upon it.

The device in this room is the ultimate cause of Castle Animus’s mysterious fall – a relic of ancient Blackmoor.  Unknown to the wizards who experimented with and activated it, this device is actually a potent disruptor of all forms of magic, and when it was first activated it projected a field that instantly shredded the enchantments that kept Castle Animus aloft.  Even today, decades later, it still projects a field that greatly affects magic, as follows:

- The entire area surrounding the Blackmoor relic is an antimagic field.  No spell can take effect in this area, not even a wish.

- Spellcasters who enter the area surrounding the relic lose one memorized spell each round, chosen randomly.  Each time this happens, the caster must make a save vs. Death Ray or take hp damage equal to the spell level of the memorized spell.  These spells can be regained as normal once the character rests.

- Nonspellcasters, and spellcasters with no spells memorized, must save vs. Spells each round they are in the area surrounding the relic.  If this save succeeds, one magical item carried by the character is merely rendered nonmagical for 1d4+2 turns; if the save fails, the item’s enchantment changes to a cursed version of its former properties (bonuses become penalties, offensive effects target the user rather than enemies, beneficial and enhancing effects target enemies rather than allies, etc.)  Negating the curse requires either a successful dispel magic (checked against a 20th-level caster), commune or contact outer plane spell, then remove curse.  Remove curse by itself will not be able to counteract this effect.

- Constructs, elementals and other magical creatures who enter the area take 1d10 damage (no save) and must save vs. Dragon Breath or be stunned for one combat round.  This repeats each round that the creature remains within the Blackmoor relic’s area of effect.

The magic-disrupting effects of the Blackmoor device extend in a vertical disc, 50’ in diameter and 20’ wide at its center; this area is shown on the dungeon maps and extends into sideways into areas 35 and 37, downwards into area XX (on dungeon level IV) and upwards into area 9 (on the dungeon surface).  In its current position, it disrupts much of the rest of the dungeon, most notably the entrance to the Treasure Vault (area 37).  PC actions to deal with the relic have the following odds of success:

- Damage/destruction: Between its antimagic field and its native toughness, the Blackmoor relic is likely impervious to any attack form the PCs possess.  Highly concentrated acids, intense (nonmagically-generated) heat and specially-crafted gemstone blades might be able to damage the Blackmoor relic.

- Deactivation: This requires a complex sequence of hand-keyed command entries, effectively impossible to guess.  The mek imprisoned in area 33 is able to talk PCs through these commands, though it will not enter the magic disruption field to enter the commands itself.  Use of multiple commune, contact outer plane or lore spells might also reveal the deactivation sequence at the DM’s discretion. 

- Moving/shifting: The Blackmoor relic masses some 80,000 cn weight (4 tons) but is large enough to possibly be moved by a team of strong workers.  Add together the Strength bonuses (not the raw scores) of all characters helping in the effort, then roll 5d10 – if the combined bonuses are less than this total the effort succeeds.  (A character with Strength 12 or less counts as +1/2 to this check.)  Nonmagical engineering tools such as levers, pulleys, etc can be used, and provide a bonus between +1 and +10 depending on the skill of the engineer and the quality of materials used.  Rotating the Blackmoor relic (so that its disruption field covers a different axis, not directly in line with the treasure vault) or flipping it on its side (so that the disruption field is in a horizontal plane and affects only Dungeon Level III) is also possible.  For a rotation, roll only 4d10, for a tipping, roll 3d10.

- Undermining: Digging a drop shaft beneath the Blackmoor relic, so that it falls to a deeper level of the dungeon, is certainly possible.  Great effort will be needed, however, as the relic’s magical disruption extends straight downwards and prevents use of magical digging spells directly below the relic.  If PCs attempt this, use Stronghold construction rules for guidelines as to time and effort required.

37. Treasure Vault
The doorway to this room is a 2’ thick slab of rock, without hinges or handle; it can only be opened by a knock spell or similar magic.  As the door lies within the antimagic field generated by the Blackmoor relic, entry may be initially difficult to obtain.


The wealth of barons lies before you, spilled across the floor of this small chamber.  Coins of gold and platinum spill from sacks and lie heaped in coffers, intermixed with gemstones, jewelry and other rare treasures.  Keen blades, stout staves, and suits of armor catch your eye – in seemingly perfect condition despite untold years of neglect, and so doubtlessly magical in some way.

This room is the prize of Castle Animus, and the reward for a long and arduous adventure.  There are no traps or other guardians here – though any precautions taken by suspicious PCs should of course be treated seriously by the DM.  The following items can be found here:

- Monetary treasure (mixed gold, platinum, gems and jewelry) to the amount of 60,000 gpv; total weight of 20,000 cn.

- One magical weapon, armor or shield per PC, each with a +2 bonus and a random special power or talent.  Exact weapon and armor types should be chosen so that each PC can receive a usable item (daggers or staffs for mage PCs, leather armor or one-handed weapons for thieves, blunt weapons for clerics, etc).

- A small sphere, about 2” in diameter, made of conjoined elemental matter (smoke, tar, ice, fog, all mixed together); its bearer can invoke its power to receive the benefits of a survival spell for 24 hours, once.  It is usable by any character.  If used at the elemental vortex on level 4, it will instead open the vortex for a period of 1 hour, to a destination chosen by the bearer of the sphere; the bearer can choose to change the vortex’s destination at any time, and can close the vortex permanently if desired.

- A rod of cancellation.
- A ring of holiness.

- A staff of elemental air.

- An elven cloak.

- Ehtirahn (‘Wealthseeker’), a two-handed sword +3, INT 9, AL N, with the powers of detect gems, detect metal and detect shifting walls and rooms; any number of kings or wizard-lords would dearly love to have this weapon to bestow upon a retainer, if no PC wishes to wield it.

- A bracelet of fortune, which if worn will grant one wish to its wearer in a time of great need or personal peril.  The wish cannot be consciously evoked.

Dungeon Level 4
This lowest level of the Castle Animus dungeons is much different from the upper levels – both in feel and in inhabitants.  Rather than an original construction of the castle’s lords, it is instead inadvertent new construction that has existed only for the last couple of decades.  The archmage Thenolin, an agent of the king of Floating Ar, used his magic to teleport into the lowest levels of Castle Animus’s dungeons in an effort to identify the cause of the castle’s fall.  Unfortunately, the perils of the Blackmoor relic proved to be too much for him – the elemental servants he summoned went berserk, and Thenolin himself was killed.  In the decades since Thenolin’s passing, his stranded servants have carved out many tunnels beneath the castle and been joined by other exiles from the planes of Elemental Water and Elemental Earth.

As a result of the large number of water elemental creatures resident here, many of the tunnels and other encounter areas are partly or mostly filled with water.  This generally ranges from a mere 6” to 2-3’ deep (in other words, not enough to seriously endanger PCs’ breathing, but sufficient to add atmosphere and possibly hamper movement).  DMs should decide on an as-needed basis whether any given passage has water deep enough to hamper adventurers’ movement during a random encounter or when attempting to flee from an enemy group.

The stairs down to this level turn and redouble upon themselves quite frequently – it is a 40’ descent to this level from Dungeon Level 3.  Aside from the normal ways of entering this level, a drop shaft also extends upwards to the Elemental Summoning chamber on Dungeon Level (location 21, green layout) – determined adventurers may be able to use this route as a way to enter or exit the level.

Random Encounters

Check for random encounters on this level once every three turns.  An encounter occurs on a roll of 1 on 1d4; if an encounter is called for, determine the monsters with a roll of 1d10 on the following table.

41. Volatiles Storage

This room might once have been a sane and unremarkable place, but any sign of that is long in the past.  A massive explosion has torn out the far wall, turning smooth stone into a ragged, irregular mess and doubling the size of the chamber, and twisting tunnels lead further to the east and south.  Try as you might, you can’t see any sign of what caused this devastation.

This was once a small alcove used by the lords of Castle Animus for storage of a type of explosive oil, used in some alchemical and magical experiments.  When the Castle fell the stored oil was detonated and carved out the remainder of this chamber.  PCs who search the room will find eight flasks of the explosive oil still intact.  If this oil is used as a weapon it does triple normal damage; if used in a lantern, though, it will cause the lantern to overheat and shatter after only 1d4 rounds of use. The oil could likely be sold to a curious alchemist for 20 gp per flask.

42. Prison

The scent in this room is faint but unmistakable, that of embalming fluid and slowly decaying flesh.  Narrow corridors lead away to barred-in prison alcoves.  Six looming figures, clad head-to-toe in plate mail that masks their every feature, move towards you, their gauntleted fingers rising like claws.

The armored figures are actually enhanced ghouls, once kept by the lords of Castle Animus as prison wardens.  While their paralyzing touch still works through their gauntlets, they now seek to devour their victims rather than simply forcing them back into captivity.

Ghouls (6) – RC178; AC 2; HD 6*; hp 27 each; MV 90’ (30’); #AT 2; Dmg 1d4+paralysis; SV F6; ML 9; AL C; SA paralyzing touch; SD undead immunities; SW turned as ghouls; XPV 500.

The ghouls have no treasure other than their armor; five sets of armor are normal plate mail, but one set is a suit of plate mail +1 that also grants its wearer +2 to saving throws versus Paralyze/Turn to Stone attacks.

PCs who investigate the alcove-cells will find that the bars open freely from the outside, but automatically lock from within and secured by a hold portal spell cast by a 6th level mage.  If the characters attempt to prop open a set of bars there is a 10% cumulative chance per hour that the prop is knocked loose and the bars shut when the PCs return.

43. Subterranean Pool


The only tunnels into this cavern terminate abruptly atop a sheer drop, 5’ or more to the surface of a deep, still pool.  The water below is of unknown depth, and the walls on all sides are sheer, slippery and without handholds.  A wide chimney pierces the ceiling of the chamber, ascending to unknown heights.

A PC who enters the pool (by accident or choice) will find the water to be well over head-deep in most places, requiring vigorous effort to stay afloat.  In addition, pulling oneself out of the water is extremely difficult – thieves check Climb Walls at a –20% penalty, and other characters have but a 1 in 6 chance to even maintain a handhold.  Magic such as levitate or a rope held by a comrade on dry land will likely be needed for all non-thieves to escape the water.

If characters dive to the bottom of the pool (15’ depth) they will find the body of a drowned adventurer, more than ten years departed.  Most of his equipment has rotted or rusted away, but a suit of leather armor +2 and eight silver-tipped arrows can be retrieved from the corpse, along with seven tiny pearls each worth 50 gp.

The passage in the ceiling ascends 60’ to the Elemental Summoning chamber on Dungeon Level 2 (location 21, green layout).  PCs will not be able to enter it without a rope lowered from above or magic.

44. Elemental Vortex

This large cave is roughly spherical in shape, with tunnels exiting in all directions.  Shards of rock and lumpy ribbons of water float slowly through the air, tumbling in strange orbital paths and sometimes colliding with one another.  In the center of the room is what can only be described as a blind spot – something your eyes refuse to focus on, hanging in midair and slowly throbbing in an eerie silence.

This chamber is the site of a quiscient elemental vortex – the catastrophic result of a clash between the powers of the archmage Thenolin and a power surge from the Blackmoor relic.  Due to the circumstances of its origin, this vortex is perhaps unique – not only is it completely inactive most of the time, but when it does activate it can potentially connect to the planes of Elemental Earth, Elemental Water, the Ethereal or even one of the Outer Planes.  As a result many hapless extraplanar creatures have found themselves pulled into the vicinity of Castle Animus over the past fifty years.

The elemental beings who reside on this dungeon level avoid the elemental vortex – they know that its destination is unpredictable and fear being banished to an alien plane if it opens.  As a result, random encounters are not normally checked for here.  However, there is a 5% chance per turn that the vortex spawns either an earth plasm or a water plasm, which attacks the party on sight and fights to the death.  

Plasm – RC200; AC 0; HD 6*; hp 30; MV 120’ (40’); #AT 2; Dmg 2d6/2d6; SV F6; AL C; SA acid cloud; SD immunities, regeneration; SW loses 1 HD/round; XPV 250.

Other than possibly spawning plasms, the elemental vortex not activate during the course of this adventure unless the PCs trigger it.  This can be accomplished by use of a teleport, teleport any object, find the path, travel or gate spell within 30’ of the vortex.  If the vortex activates, it is 40% likely to lead to a wilderness location on the Elemental Plane of Earth, 40% likely to lead to a wilderness location on the Plane of Water, and 20% likely to lead to the Border Ethereal.  It will remain open for 1d6 turns; if the party passes through and does not return to the Prime Plane within this time limit, they will have to find their own way home.  Detailing the scope of such explorations is left to the imagination of the DM.

45. Rockcarver Battlefield


As you near this room you hear a series of dull impacts and sharp hisses, in a rhythm you’ve come to associate with the presence of combat.  As you round the last corner you can see the participants – nearly a dozen alien beings, some dark-hued masses of tentacles, others squirming bodies of muddy ooze, going at one another in a ferocious and chaotic brawl.  Neither side seems to have noticed your arrival yet, the participants more intent on one another than any newcomers.

The combatants here are elemental medusas representing Earth on one side, and Water-based rockcarvers on the other.  The PCs are free to intervene on behalf of either side, attack all present indiscriminately, or avoid action.

If the PCs aid one side, they should be able to achieve a relatively quick victory.  Further results depend on which side the PCs chose to ally with.  The medusas are clever, selfish and suspicious; they can share information with the PCs but may also try to trick them into splitting their numbers or letting their guard down so that the medusas can attack.  The rockcarvers, meanwhile, are much less intelligent but also much less treacherous; the PCs may be able to convince them to dig away at stone constructions posing an obstacle, but will not be able to get information out of the rockcarvers.

If the PCs choose to attack all present indiscriminately, the battle quickly dissolves into a three-way brawl.  Medusas and rockcarvers will both strike at the closest enemy (human or elemental); they will not ally against a common threat.  

If the PCs avoid combat but merely observe, do not bother dicing out the fight between the rockcarvers and the medusas.  Instead, assume that the fight draws to a conclusion 1d4+2 rounds after the PCs arrive, with both sides fleeing the area.  There is a 20% chance that one rockcarver is killed, a 30% chance that one medusa is killed.  The area will remain deserted for at least 6 turns, but the survivors will eventually return to resume the conflict.

Medusas (5) – RC192; AC 4; HD 8**; MV 180’ (60’); #AT 10; Dmg paralyze; SV F4; ML 9; AL C; SA paralyzed enemy bitten for 2d8 dmg/round; SD min dmg from air; SW double dmg from fire; XPV 1,750.

Rockcarvers (3) –New; AC 5+; HD 9+3**; MV 150’ (50’); #AT 1 to 4; Dmg 2d6 to 5d6; SV F4; ML 8; AL N; SD change form, immunities, min dmg from fire; SW double dmg from air; XPV 2,500.

46. Earth Elementals’ Lair


Unlike the other tunnels and caves you’ve been slogging through, this cavern is bone-dry, its floor covered with gravel and rock-scree.  At first you think you’re alone in the echoing expanse, but then you sense movement from your side – the rock itself is moving, as if alive.

This cave complex is home to a group of earth elementals – some summoned by Thenolin, others refugees brought here the vortex he left behind.  They are not immediately hostile to the party, but they are very close-minded and suspicious of all outsiders and can easily become enemies if not treated with respect.

Unlike the water elementals, the earth elementals are united under a single leader – but their chieftain is dogmatic, narrow-minded and fanatically focused on boring a tunnel due east, as per the last instructions given by Thenolin decades ago.  As the directed path leads straight into the magic disruption field of the Blackmoor relic, this tunnel will never be completed; the earth elementals also have to attempt their tunneling work while being harassed by the water elementals and other denizens of the complex.  The party might be able to convince the earth elementals to adopt a different tunnel route or to make peace with the water elementals, but such would require almost heroic feats of diplomacy.  If they succeed, award full experience points for defeating the elementals as if in combat.

Earth Elemental Leader – RC175; AC –2; HD 16; hp 64; MV 60’ (20’); #AT 1; Dmg 3d8; SV F16; ML 10; AL N; SA +1d8 dmg vs grounded enemies; SD min dmg vs. air; SW double dmg from fire; XPV 1,850.

Earth Elementals (4) – RC175; AC 0; HD 12; hp 50 each; MV 60’ (20’); #AT 1; Dmg 2d8; SV F12; ML 10; AL N; SA +1d8 dmg vs grounded enemies; SD min dmg vs. air; SW double dmg from fire; XPV 1,250.

Earth Elementals (4) – RC175; AC 0; HD 8; hp 35  each; MV 60’ (20’); #AT 1; Dmg 1d8; SV F12; ML 10; AL N; SA +1d8 dmg vs grounded enemies; SD min dmg vs. air; SW double dmg from fire; XPV 650.
47. Water Elementals’ Lair


You pause as the tunnel widens ahead of you, opening into a low-ceilinged cavern whose floor is invisible beneath the expanse of water covering it.  You can’t tell how deep the pool ahead of you is, but you’re fairly sure it’s not shallow enough for any of you to keep your heads above water.  As you watch, a swirling wave breaks to the surface, holds itself motionless in the center of the pool, and regards you steadily.

These flooded caves and tunnels are home to a group of water elementals that have been banished here by the elemental vortex.  They are a powerful and aggressive force, but divided in purpose – of the two largest elementals, one wishes to declare war on the earth elementals and other residents of this area as a prelude to flooding the entire complex and establishing it as a miniature kingdom, while the other wishes to flee the dungeon and find a refuge in the depths of some ocean on the Prime.  Neither elemental commands a majority of followers among the lesser elementals, and neither wishes to cripple their own power base by provoking a confrontation.  They thus will seek to avoid combat for the moment, unless attacked first or rendered a terminal insult.

Glib and perceptive PCs may manage to sway the balance of power between the two water elemental factions, either by diplomacy or intimidation, and so ally with some or all of the water elementals.  Any attempt to do this must be approached carefully, though – one misstep will result in both leaders uniting in hostility towards the party.  If the party does ally with the water elementals, the DM may wish to make the elementals’ future actions the seed of later adventures.

Water Elemental Leaders (2) – RC175; AC –2; HD 16; hp 64 each; MV 60’ (20’); #AT 1; Dmg 3d8; SV F16; ML 10; AL N; SA +1d8 dmg vs swimming enemies; SD min dmg vs. fire; SW double dmg from air; XPV 1,850.

Water Elemental – RC175; AC 0; HD 12; hp 50; MV 60’ (20’); #AT 1; Dmg 2d8; SV F12; ML 10; AL N; SA +1d8 dmg vs swimming enemies; SD min dmg vs. fire; SW double dmg from air; XPV 1,250.

Water Elementals (7) – RC175; AC 0; HD 8; hp 35  each; MV 60’ (20’); #AT 1; Dmg 1d8; SV F12; ML 10; AL N; SA +1d8 dmg vs swimming enemies; SD min dmg vs. fire; SW double dmg from air; XPV 650.
48. Grave of Thenolin


An eerie violet glow lights the cul-de-sac ahead of you.  Weathered bones can be faintly seen in the dim light; ahead of them floats a shadowy translucent figure.

This is the final resting place of the archmage Thenolin, guarded by his haunt (CC86); in addition to its fear power, this haunt can change any weapon it comes in contact with into elemental rock or elemental ice.  Such weapons deal half damage to most enemies, and no damage to elemental beings.

Thenolin’s bones lie within the magic-disruption effect of the Blackmoor relic (see area 36); decades of exposure have ruined most of the mage’s possessions.  His ring, however, still possesses some power – it imposes a   –2 penalty to AC and saves if worn, but can be used as a key to the mek prison (area 33).  His staff also has power; if broken it will safely teleport the carrier to a random location (as per teleport any object) chosen by the DM.  If used at the elemental vortex (area 44) it automatically opens the vortex for 1 full hour, to an Inner Plane of the bearer’s choosing.

If the PCs remove Thenolin’s bones and properly bury them, the haunt will vanish and all weapons transformed by it will revert to normal.  The PCs should also receive an award of 1000 XP per character for their act. 

New Monsters

Living Statue

Like other, more common types of living statues (as detailed in RC208 and CC28), these monsters are enchanted animated constructs and immune to sleep, charm and hold effects.  Each has its own special traits and powers, as detailed:

Agate: These living statues are made out of a loose collection of pebble-sized agate gemstones, held together into a mostly humanoid form by magic.  As a result, their form is less defined and more abstract than other types of living statues, and they have a certain ability to shift around weapons – the first damage-dealing weapon attack against an agate living statue in each round of combat does normal damage, but each subsequent attack with a weapon will only do half normal damage.  Spells have their full normal effect, and a successful dispel magic spell against an agate living statue will break the magical ties holding its body together, effectively killing it.  (For purposes of chance of failure, treat the living statue as a 12th level spellcaster.)




Jasper: These are one of the most difficult kinds of living statue to create, involving blood rituals to bring the gemstone to life.  In combat, anytime a jasper living statue is hit with a melee attack, it may immediately make a free counterstrike against its attacker, with normal chances to hit and doing normal damage.  Other special enchantments may sometimes appear on a jasper living statue, providing defensive bonuses or additional retaliatory abilities; exact specifics are left to the imagination of the DM.

Lead: A lead living statue’s attacks disrupt magical concentration and spellcasting abilities.  If it does damage to a spellcaster with a melee attack, its target must make a saving throw versus Paralysis or be unable to cast any spells on their next turn.  Spell scrolls, wands, staffs and similar items may still be used, but will have a 10% chance of backfiring (in the same manner as spell scrolls used by a Master Thief).  Lead statues are slow-moving, and always lose Initiative.




Quicksilver: These living statues normally maintain humanoid form, but can reshape their bodies into thin puddles if needed to slip beneath doors or through thin cracks.  They are often used as spies and assassins.  A quicksilver living statue’s touch carries a numbing toxin; targets must save versus Poison or be slowed for 1d6+1 rounds.  It will also emit poison fumes if damaged by fire or cold, automatically doing 1 point of damage per damage die of the original spell to all living creatures within 20’.  This effect does not allow a save.

Salt: It is common for creators of these living statues to carve monstrous or horrific expressions onto the statues’ faces.  A salt living statue’s touch leaves a lingering residue of caustic burning sodium behind, and will do 1 point of damage per round until the victim receives magical healing or is able to wash away the residue (with 1 pint of any kind of liquid).  Salt living statues are immune to fire and lightning damage, however normal liquids of any kind will do 1d4 damage per flask.

Ice Wraith

Armor Class:
3

Hit Dice:
5+1**

Move:
120’ (40’)

    Flying:
180’ (60’)

Attacks:
1

Damage:
1d6 + special

No. Appearing:
2d4 (2d8)

Save As:
F5

Morale:
12

Treasure Type:
B+V

Intelligence:
6

Alignment:
Chaotic

XP Value:
575

Ice wraiths are a strange form of undead monster created on the Elemental Plane of Water.  Some sages have speculated that they are the remnants of human visitors that die from drowning or freezing on that distant plane, and that something about the elemental forces trap their spirits away from the afterlife.

Like normal wraiths (RC 212), ice wraiths are immune to nonmagical weapons.  Their touch does not drain life energy but instead drains 1 point of Dexterity.  A humanoid creature reduced to 0 Dexterity will immediately become an ice wraith under its slayer’s control; otherwise, the attribute damage wears off after 6 turns.  An ice wraith can also emit a blast of chilling entropic energy instead of attacking; this blast affects all living creatures within 20’ of the ice wraith, imposing a –2 penalty to attack rolls, saving throws and individual initiative rolls for 1 round.

Ice wraiths are sometimes found in service to hydrax or evil water elementals.  They are rare, difficult to control and not fully trusted even by their masters.

Rockcarver

Armor Class:
5 or better

Hit Dice: 
9+3**

Move:
150’ (50’)

Attacks:
1 to 4

Damage:
2d6 to 5d6

No. Appearing:
1 (1d4)

Save As:
F4

Morale:
8

Treasure Type:
Special

Intelligence:
4

Alignment:
Neutral

XP Value:
2,500

Rockcarvers are a strange sort of elemental being native to the Plane of Water.  Their bodies are an amorphous, ever-changing amalgam of solid and liquid elemental substance; a denizen of the Prime might initially mistake a rockcarver for a type of ooze or slime.  They have a great ability to dissolve solid water-elemental matter (and on the Prime, solid matter of all types) and incorporate it into their bodies, though they normally do this only on an infrequent basis to feed or gather sufficient body mass to reproduce.

In battle, a rockcarver shapes its body into whatever form it feels best suited to intimidate or discomfit its opponent, then lashes out with acidic pseudopods.  It can vary its body mass to be large and quick but less resilient, or alternately smaller and less agile but more resistant to blows and spells.  In its most aggressive form, the rockcarver is AC 5 and makes 4 attacks per round for 2d6 damage each, but it can choose to make fewer attacks in a combat round; for each attack it forgoes in this manner it gains +2 to AC, +1 to saves and +1d6 damage on its remaining attacks.  The decision on number of attacks to make can be changed at the beginning of each combat round, but must be made before enemy intentions are revealed.

In addition to its body alteration capability, a rockcarver has several other miscellaneous defenses.  Most notable is the acidic content of its body; any opponent that hits a rockcarver with a melee weapon must save vs. Wands or have their weapon corroded by the creature’s acid.  This does not destroy the weapon but does dull it, causing it to do only minimum damage on every future attack until it can be cleaned and repaired.  Magic weapons receive their to-hit bonus as a bonus to this save.  Rockcarvers are also immune to hold and polymorph spell effects and receive a +4 to all saves versus poisons including cloudkill spells.

Tamed Rockcarvers

Water elementals view rockcarvers much as humans would a wolf or wild bull – a dangerous animal if wild, but possibly very useful if tamed and trained.  Domesticated rockcarvers can be used in mining, hunting and tracking, sentry and scout duty.

In most cases, a tamed rockcarver has the same combat statistics as a wild rockcarver.  However, a few tamed rockcarvers have special abilities in stealth and infiltration – possessing Thief abilities (other than Climb Walls, Pick Pockets and Hear Noise, but including Backstab) at the 5th level of ability.  XPV for rockcarvers of this type is 3,250.

New Magic Items

Eye Porter
This odd creation appears at first glance to be a small metal bowl, some 4” in diameter and 2” deep, with odd spindly arms and stubby toylike legs connected to its sides.  Its powers are only revealed when a wizard eye spell is cast upon the porter – the eye created by the spell will lodge itself within the bowl, growing to fill the cavity, and the porter will animate and move about as directed by the wizard eye’s caster.

When animate, an eye porter can move at a speed of 60’ (20’), lift and haul items of up to 400 cn encumbrance, and even open doors (though with a –1 Strength penalty to attempts to force open a stuck door).  The eye porter remains animate and under its master’s control at any range (it is not limited by the 240’ range limit of a normal wizard eye) but will immediately become inanimate when the wizard eye spell expires or is cancelled, and must be recovered by hand if it hasn’t returned to its master.  It is not invisible as a standard wizard eye, but can hide in shadows and move silently as a thief two levels lower than the wizard that animated it.  If attacked, it is AC –4 and has a 75% chance to resist any spell effect other than an anti-magic shell or a wish; it can take 8 hit points of damage before being deactivated.

Prolonger

This cursed short sword +2 has two special powers, both of which are double-edged.  The first is the ability to deflect blows away from its wielder; when it activates it will automatically convert a successful attack roll made against the wielder into a miss.  However, there is only a 1-2 on 1d6 chance that this ability will activate against any single attack, and it will activate at most once per round.  In addition, for each time this protective ability activates one future weapon attack made by Prolonger’s wielder or an ally will similarly be converted to a miss.  This ability has no effect on spells, traps and other forms of non-weapon damage.  This ability cannot be suppressed or kept inactive; it activates randomly and is ‘always on’.

Prolonger’s second power is the ability to preserve its wielder’s life.  Whenever a damaging effect would reduce Prolonger’s wielder below 0 hp, Prolonger will intercede to blunt the damage, keeping the wielder at 1 hp.  Each time this ability is activated, though, Prolonger will drain 1 life energy level from its wielder.  Like the attack deflection ability, this protection cannot be suppressed; it will happen automatically as long as Prolonger is in its wielder’s possession.

Separating Prolonger from its wielder requires a remove curse spell cast by a 15th-level cleric.  If a cleric wants to use a restore spell to reverse energy level loss caused by Prolonger, they must first dispel evil on Prolonger’s wielder, then use remove curse to separate the sword from its victim.  Otherwise the restore spell will have no effect.

Wand of Construction
This wand has several powers to enhance golems and other constructs, as follows:

- Heal 2d8 hit points of damage done to a construct (1 charge)

- Grant a target construct +2 to AC for 1d4+1 rounds (2 charges)

- Grant a target construct +1 to all damage rolls for 1d4+1 rounds (2 charges)

Each of these abilities can be used on any construct within 60’ of the user.  It has 2d10 charges when found.

Wand of Deconstruction
Like the wand of construction, this wand has several powers to affect golems and other constructs:

- Prevent a target construct from moving for 1d4 rounds (1 charge)

- Impose a –4 penalty on a target construct’s saving throws for 1d4 rounds (2 charges)

- Prevent a target construct from making melee attacks for 1d4 rounds (3 charges)

In all cases, the target may make a saving throw versus Magic Wands; if this save is successful, the effect caused by the wand is decreased to but 1 round.  All effects have a range of 60’.  The wand has 2d10 charges when found.
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Map 1 – Castle Animus and Surrounding Wilderness

1 hex = ¼ mile
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Map 2 – Castle Animus, Surface Ruins

1 square = 10 feet
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Map 6 – Castle Animus, Dungeon Level 3

1 square = 10 feet
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Map 7 – Castle Animus, Dungeon Level 4

1 square = 10 feet

	Agate	Jasper	Lead	Quicksilver	Salt	


Armor Class:	3	1	5	6	5


Hit Dice:	5*	6*	4+1*	5**	3+3*


Move:	60’ (20’)	60’ (20’)	30’ (10’)	90’ (30’)	90’ (30’)


Attacks:	2	2	1	2	2	


Damage:	1d8/1d8	1d10/1d10	2d6	1d8/1d8	1d4+1/1d4+1


No. Appearing:	1d4 (1d4)	1d3 (1d2)	1d4 (1d4)	1d3 (1d3)	1d6 (1d4)


Save As:	F5	F6	F8	F5	F3


Morale:	11	11	11	11	11


Treasure Type:	Nil	Nil	Nil	Nil	Nil


Intelligence:	7	7	7	7	7


Alignment:	Lawful	Lawful	Neutral	Chaotic	Chaotic


XP Value:	300	500	200	425	75








	Wilderness Random Encounters


	Plains	Forest	Hills	Swamp	


1.	3d10 herd animals	3d8 herd animals	3d6 rock baboons 	3d6 giant centipedes


	    (RC 157)	    (RC 157)	    (RC 158)	    (RC 163)


2.	2d20 herd animals	2d8 bugbears	1 basilisk	1d6 crocodiles 


	    (RC 157)	    (RC 162)	    (RC 159)	    (RC 164)


3.	2d6 boars	1d4+2 panthers	2d8 ghouls	1d4 giant bass 


	    (RC 162)	    (RC 163)	    (RC 178)	     (RC 177)


4.	4d4 patches of grab	1d4 tuatara lizards 	1d4+4 hippogriffs 	1 8-headed hydra 


	    grass (RC 181)	    (RC 189)	    (RC 184)	    (RC 186)


5.	1d6+2 hippogriffs	2d6 robber flies 	1d4 minotaurs	1d3 insect swarms 


	    (RC 184)	    (RC 202)	    (RC 195)	    (RC 187)


6.	1d3 insect swarms	4d6 stirges	1d3 owlbears	1d4 giant leeches 


	    (RC 187)	    (RC 208)	    (RC 199)	    (RC 188)


7.	1d4x10 brigands	1d6 giant weasels 	1d6 rhagodessas	1d6 pit vipers 


	    (RC 193)	    (RC 212)	    (RC 202)	    (RC 204)


8.	1d8+2 giant racer	3d6 wolves	2d8 dire wolves	3d4 swamp termites


	    snakes (RC 204)	     (RC 212)	    (RC 212)	    (RC 209)








Random Encounters


1: 1d4+2 cockatrices 


(RC 164)


2: 1d6 earth elementals 


[8 HD]  (RC 175)


3: 1d3 earth elementals 


[12 HD]  (RC 175)


4: 1d6 water elementals 


[8 HD]  (RC 175)


5: 1d3 water elementals 


[12 HD]  (RC 175)


6-8: 3d6 earth or water fundamentals (CC 24)


9: 1d3 quicksilver living statues (New monster)


10: 1 earth medusa (RC 192)





1. 3d4 air fundamentals (CC24)


2. 1d4+1 agate living statues (New)


3. 1d6 jade living statues (CC28)


4. 1d4 rock/ooze living statues (CC28)


5. 1d3 icewraiths (New)


6. 1 amber golem (RC 180)





1. 1d4+1 wood golems (RC180)


2. 1d3 insect swarms (RC187)


3. 2d4 crystal living statues (RC208)


4. 2d6 silver living statues (CC28)


5. 1d4 lead living statues (New)


6. 3d6 stirges (RC208)
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Map 3 – Castle Animus, Dungeon Level 1


1 square = 10 feet
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Map 4 – Caecilia Tunnels


1 square = 10 feet
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Map 5 – Castle Animus, Dungeon Level 2


1 square = 10 feet
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