DL 16 Dargaard Keep - 3.5 - TRANSLATION DOCUMENT

DEDICATION

This translation document is for all those people out there that
recognize Plan 9 From Outer Space as a better movie than The
Lord of the Rings: The Return of the King.

OPENING STATEMENT

This translation document assumes the user has the following:

¥ Player’s Handbook (3.5 Edition)

¥ Dungeon Master’s Guide (3.5 Edition)

¥ Monster Manual (3.5 Edition)

¥ Monster Manual II (3.5 Edition)

¥ Tome of Horrors (revised) (3.5 Edition)

¥ Dragonlance Campaign Setting (3.5 Edition)

¥ Book of Vile Darkness (3.0 Edition)

¥ Monsters Compendium: Monsters of Faerun (3.0 Edition)

¥ Return to the Temple of Elemental Evil (3.0 Edition)

¥ DL16 - World of Krynn (AD&D)

¥ An Internet Connection or Hardcopy Printouts of stuff referenced
from the Dragonlance Nexus. http://www.dInexus.com.

¥ A tolerance for typos and inconsistent formats between stat
blocks.

¥ A larger tolerance for extremely lame references to how silly this
adventure is.

Yes, I do realize that a few of the items above that will be
referenced are for Edition 3.0 and not 3.5, but they should be
close enough to work in most cases. Any minor conversions
between the 3.x editions should easily be within the DM’s ability.

This translation document is only for the ‘Dargaard Keep’
adventure from DL16, which starts on page 49 in the copy I have.
I'm not sure how many versions are out there, but I've got the
one with some pissed off elderly and flammable drow woman
standing in the burning town on the cover.

Now I know what you’re thinking, and let me state that your
mother would be horrified if she knew. But to answer another
question of “Good God! WHY!?!” 1 will say the following.

Because the adventure is so insane and out of whack with the rest
of the continuity, it HAS to be fun.

Extremely little (read: nothing) has been done to bring this
adventure into line with what we know of everything else in
Dragonlance. Heck, I may had even pushed it further away. I
mean to keep everything in here. Tarrasques! Werewolves!
Kitiara’s head on an intestinal stick! I only wish I could have
included a psionic kodragon-orc hybrid in one of the rooms, but
alas her spelljammer clashed with the curtains.

So, enjoy.
Or else.

Bret Sheeley
(a.k.a. Carteeg Struve)

A FEw MoRE
Pseubo-Ranbom DETAILS

The numbering I used to identify in which paragraph a
change has been made is always in reference to (a) the start of
the section, (b) the start of a subsection, or (c) the number of
paragraphs after something which makes counting paragraphs
ambiguous - like a creature stat block or spell description. If a
section spills over between pages, the count is still from the
section beginning and not the start of the page. Paragraphs within
readable text blocks I have counted through as if there were no
different than any other paragraph. So if there is a two paragraph
readable block followed by a paragraph for the DM that needs a
change, it would be referred to as being in ‘Paragraph 3'.

Also in some cases the original sentence, phrase, or partial
sentences are given in order for the DM to know exactly what is
being changed out. Sections that do not have changes are not
listed in this document, but the order of the sections is preserved.
Page breaks also help in separating the levels of the keep.

Information that was given in the module in a separate ‘Grey
Box’ is also given a ‘Grey Box’ in this document. However the
exact placement of the Grey Box may differ a little here due to
attempts to keep sections in the ‘Main Text Body’ whole. The Grey
Box will still be kept as close to the original placement as possible.

Also be cautious when going through this adventure with your
party. It is possible that the difficulty of several challenges may
have changed with the new edition. If something becomes
apparent as unfairly difficult, do not hesitate to curb back the
assault or give a bit of luck in favor to the heroes. Of course, if the
difficulty just comes from poor rolls or errors in judgment by the
players, any changes to the challenge level is completely up to the
DM. Nothing put in this module has been made exceedingly more
difficult in an obvious fashion, but the chances are always there
that something just happened to edge up in difficulty a little too
much. There is also the chance I may be lying my rear off and
something will crush the player characters’ bones into a fine pasty
dust. MWAHAHAHAHA!

Have fun.
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PROLOGUE

Paragraph 1: “It is recommended for characters of 9th to 12th
level in parties of six or more players characters.” is changed to
“This adventure is designed to kill off parties with characters of 9th

to 12th level with six or more players characters.”

BACKGROUND ON
DARGAARD KEEP

Paragraph 3:

“Goatherds tell stories of brigades of Knights that were ‘eaten by
the fog itself.” is changed to “Goat herders tell stories of brigades
of Knights that were ‘eaten by the fog itself.” This change is
optional. If the DM wishes to include talking goats, it isn't going to
destroy the players’ faith in the adventure any more than what is
to come.

LOrRD SOTH

Paragraph 2:

The ability Soth has to gate in armed draconians and
disappear instantly is not a typical special ability of the Death
Knight. As an exact stipulation of the curse his second wife
Denissa gave him, if at any time an evil god decided to corrupt
metallic dragon eggs, while inside the Dargaard grounds, he would
at least be able to summon them as fodder. This way she figured
(as the flames licked her body and the blood was leaking out) he
could at least run away and annoy bunches of adventurers who
would inevitably come to explore the ruined keep. She had a bad
experience with adventurers once in an Istarian suburb. But there
is no need to get into that now.

Fortunately for most people, this power is limited to only
occur within the span of this adventure.

Exact specifics of this ability are stated below.

Lord Soth: As in The War of the Lance, pg. 266, except for the
following.

Alignment: Okay, yes. He is LE as stated in The War of the Lance
and not CE as stated in the module. However it should be noted
that on the day that the adventure is played out, Loren is cranky
due to about 360 years of caffeine withdrawal. So he should be
played a little bit more Chaotic in his Evilness than usual.

Gating Draconians: Ever since he was bestowed with the undead
curse, Lord Soth had the ability to gate in draconians. However up
until the War of the Lance there were no draconians to gate in.
This made the special ability a complete and utter waste. But then
Takhisis corrupted the metallic dragon eggs into the icky beasts
(instead of keeping them safe which would had kept the good
dragons out of the war completely, a much bigger advantage than
having the draconian grunts if you ask me).

Twice a day, Soth can attempt to gate in draconians from his
invisible draconian stockpile room located in a different adventure.
Unfortunately, he’s not always that good at it.

First roll percentile. If the roll is equal to or under 75%, Soth

actually succeeds. If it is higher, Soth stands there for a moment
like a dolt before vanishing.

If he is successful, roll to see what type of draconians he
gets.

Table: Gated Draconians

01-30 20 Baaz
31-55 15 Kapaks
56-80 10 Sivaks
81-95 10 Bozaks
96-00 3 Auraks

Regardless of the type that shows up, they are always armed.
With what is up to the DM. Personally, I'd go with whatever is in
the stat blocks.

Soth vanishes whether the draconians show up or not. There is no
way to follow him when he does this, no matter what spell or
ability is used by the PCs. Their attempts will always be blocked by
the High God, who is trying to keep things convenient for the DM.

Ignore most of the rest of the stuff the module gives him, with the
exception that instead of the rod of elemental fire Soth now
possesses a Staff of Fire with a few added abilities.

Staff of Random Elemental Fire

Although it looks like an ordinary Staff of Fire, this staff has a few
extra abilities. It starts off with 20 charges, and if activated a
random effect occurs. Roll a d10 to determine the outcome. All
saves (where applicable) are at DC 21. Each use removes one
charge. The staff recharges at a rate of 1 charge per day.

Random Effect Table:
D10 Result

Roll

1 Fireball (10d6)

2 Fire Shield

3 Wall of Fire

4 Summon 4 Fire Elementals, Medium
5 Summon 4 Efreeti

6 Summon 10 Magmins

7 Summon 5 Average Salamanders

8 Summon 20 Fire Bats

9 Summon 10 Azer

10 Summon 1 Imix, Prince of Evil Fire Elementals

Uh, And These Guys Are Where? Table:

D10 Reference

Roll

1 Player’s Handbook, pg. 231.
Player’s Handbook, pg. 230-231.
Player’s Handbook, pg. 298.
Monster Manual, pg. 98-99.
Monster Manual, pg. 114-116.
Monster Manual, pg. 179.
Monster Manual, pg. 218-219.
Monster Manual II, pg. 102-103.
Monster Manual, pg. 21-22.

0 Return to the Temple of Elemental Evil, pg. 188.

H O oONOOULE, WN
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THE UNDEAD OF DARGAARD KEEP

All clerics turn as if they are two levels less due to the fact that
Dargaard Keep is such an unholy icky place. Revenants, skeletal
warriors, and death knights are immune from turning. Other than
these points, just ignore this entire section in the module.

WANDERING UNDEAD TABLE

D10 Undead

Creature

20 Human Warrior Skeletons
20 Human Commoner Zombies
10 Ghouls

8 Shadows

6 Wights

6 Ghasts

4 Wraiths

4 Mummies

2 Spectres

0 2 Ghosts 5th-Level Human Fighters
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Roll Reference
Monster Manual, pg. 225-227
Monster Manual, pg. 265-267
Monster Manual, pg. 118-119
Monster Manual, pg. 221-222
Monster Manual, pg. 255
Monster Manual, pg. 118-119
Monster Manual, pg. 257-258
Monster Manual, pg. 190-191
Monster Manual, pg. 232

0 Monster Manual, pg. 116-118
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CEMETERY

Note that regardless of the alignments of the creatures given
in the Monster Manual, all of these servants of Soth are evil, as
required within Dargaard Employee Handbook.

D10

P
=)

Monsters

3 Werebears, Hybrid Form to Start
4 Wereboars, Hybrid Form to Start
7 Wererats, Hybrid Form to Start
3 Weretigers, Hybrid Form to Start
5 Werewolves, Hybrid Form to Start
20 Human Commoner Zombies

10 Juju Zombies

5 Umber Hulk Zombies

4 Stone Ropers

0 12 Vargouilles

H OONOOUTAWNHH

In all cases, use the stat blocks given for the example cases when
a template is described.

D10

Roll References

1 Monster Manual, pg. 170-171
Monster Manual, pg. 171
Monster Manual, pg. 171-172
Monster Manual, pg. 172-173
Monster Manual, pg. 173-174
Monster Manual, pg. 265-267
Tome of Horrors (rev), pg. 412
Monster Manual, pg. 265-267
Tome of Horrors (rev), pg. 332

0 Monster Manual, pg. 254-255
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EXTERIOR OF THE KEEP
THE MAIN GATE

Paragraph 1:
Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

Paragraph 2:
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.

Paragraph 3:

It says there is little chance that the party will approach the bridge
unobserved. If the PCs attempt to sneak by, have them roll a
Move Silently check (DC 21). If at least one PC fails, then the
sound will attract attention to all of the PCs. If all of the PCs make
the check, then cheat and retroactively increase the DC to 40.

Jariket: Undead Lich Wiz11l. Since by complete coincidence they
are of the same level, use the sample Lich Wizard given in the
Monster Manual for Jariket, pg. 166-168.

WaLL PoiNnTs A-E

Paragraph 2:
Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.

Paragraph 3:

Skeletons: Use the ‘Human Warrior Skeleton’ in the Monster
Manual, pg. 225-227, except they are using spears. Atk +1 melee
(1d8+1/x3 crit, 20’ reach).

Ghouls: As in the Monster Manual, pg. 118-119, except they are
using spears. Atk +2 melee (1d8+1/x3 crit, 20’ reach).
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COURTYARDS

Paragraph 1:

Skeletons: Use the ‘Human Warrior Skeleton’ in the Monster
Manual, pg. 225-227, except they are using spears. Atk +1 melee
(1d8+1/x3 crit, 20’ reach).

Zombies: As in the Monster Manual, pg. 265-267, except they are

using spears. Atk +2 melee (1d8+1/x3 crit, 20’ reach).

Paragraph 2:
Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

TERRACES
Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.

Obliviax: Use the ‘Memory Moss’ entry from the Tome of Horrors
(rev), pg. 418.

OUTER STAIRS

Obliviax: See the description under ‘Terraces’ above.

BALCONIES (Nn-p)

Obliviax: See the description under ‘Terraces’ above.
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LeveL 1
1. ENTRY HALL

Paragraph 1:
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Paragraph 3:
Banshees: As in the Monster Manual 11, pg. 30-31.

Skeletal Warrior: male skeletal warrior Ftr9; CR 10; Medium
Undead; HD 9d12; hp 64; Init +4 (+4 improved initiative); Spd 20
ft.; AC 12 (42 natural, +5 armor); Atk +13 melee (1d8+4 19-
20/x2, longsword) or +9 ranged (1d8, x3, longbow) or +13 melee
(1d6+4, negative energy touch); SQ DR 5/bludgeoning, Immune
to cold, electricity, and polymorph, SR 22, Undead Traits; AL NE;
SV Fort +6, Ref +3, Will +3; Str 19, Dex 11, Con -, Int 12, Wis
10, Cha 11.

Skills: Climb +11, Jump +11, Listen +6, Spot +6.

Feats: Blind-Fight, Cleave, Combat Reflexes, Far Shot, Great
Cleave, Improved Initiative, Point Blank Shot, Power Attack,
Precise Shot, Quick Draw.

Possessions: chainmail, longbow, longsword, 40 arrows.

Lord Soth: See the description under ‘Lord Soth’ above.

3. CoAaT Roowm

Paragraph 2: A Silent Image has been cast on the area. Will Save
(DC 16) to disbelieve.

5. FamiLY Roowm

Brenda: Female Human Com1l; CR '%2; Medium Humanoid; HD
1d4; hp 4; Init +2; Spd 30ft.; AC 12 (+2 dex); Atk
(noncombatant); AL N; SV Fort +0, Ref +2, Will +1; Str 10, Dex
14, Con 10, Int 9, Wis 13, Cha 12.

Possessions: A partially completed form requesting a divorce
from her husband Al. One of the lines on it reads “Reason for
Request: Very poor career choice.”

6. BARMAIDSOROOM

Geased Barmaid Slaves: Female Human Com1; CR '2; Medium
Humanoid; HD 1d4-1; hp 3; Init +1; Spd 30ft.; AC 12 (42 dex);
Atk (noncombatant); AL N; SV Fort +0, Ref +1, Will +0; Str 10,
Dex 12, Con 8, Int 9, Wis 10, Cha 6.

7. WaAITERSOROOM

Geased Waiter Slaves: Male Human Coml; CR '; Medium
Humanoid; HD 1d4+1; hp 5; Init -1; Spd 30ft.; AC 9 (-1 dex); Atk
(noncombatant); AL N; SV Fort +2, Ref -1, Will +0; Str 11, Dex 9,
Con 13, Int 9, Wis 10, Cha 8.

9. WARNING Room

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.

10. Sick WAITER

Plague Victim: Male Human Coml; CR '%2; Medium Humanoid;
HD 1d4-3; hp 1; Init -1; Spd 30ft.; AC 9 (-1 dex); Atk
(noncombatant); AL N; SV Fort +2, Ref -1, Will +0; Str 11, Dex 9,
Con 4, Int 9, Wis 10, Cha 15.

Purple Pox: To avoid the purple pox, the PCs who enter the room
must make a Fortitude Save (DC 13). If they fail, MWAHAHAHA! I
mean, hopefully the cleric will cast a Remove Disease or
something on him or her.

14. CHEFG Room

Paragraph 1: Note there is no save once contact with the poison
is made. Now why can’t we get that quality of work from the more
deadly poisons?

Chef, You can call him Al: male human Com2; CR 1; Medium
Humanoid; HD 2d4+4; hp 10; Init +2; Spd 30ft.; AC 12 (+2 dex);
Atk (noncombatant); AL NG; Sv Fort +4, Ref +4, Will -1; Str 10,
Dex 14, Con 15, Int 14, Wis 8, Cha 12.

Notes: Although he’s got a number of things to keep some of
the weaker nasties in the keep at bay, he is actually enjoying life
here. He is obviously not the brightest one in all of Ansalon, and
his wife figured that out soon after his career began here. Note
closely how he sleeps here and works in the kitchen but is never
with his wife. That was her choice. Not his.

15. BARTENDERG Room

Paragraph 3: The lock on the door can be picked with an Open
Lock (DC 17). The trap can be found by an active Search check
(DC 19). The trap can be disabled by a Disable Trap check (DC
21). The PC will need to make a Fortitude Save (DC 23) if the trap
goes off when they open the door or if the rogue fails the Disable
Device check by more than 10, otherwise the PC will by paralyzed
for 2d6 hours. The DM will then need to make a Will Save (DC 72)
to avoid chuckling.
To find the secret door, a Search check (DC 21) is required.

Bartender Bill: Male Human Com1; CR '2; Medium Humanoid;
HD 1d4+2; hp 6; Init -1; Spd 30ft.; AC 9 (-1 dex); Atk
(noncombatant); AL N; SV Fort +3, Ref -1, Will +0; Str 18, Dex 8,
Con 15, Int 10, Wis 10, Cha 8.

16. FOODMASTER

Foodmaster Fred: Male Human Com4; CR 2; Medium Humanoid;
HD 2d4; hp 10; Init +2; Spd 30ft.; AC 12 (4+2 dex); AL TN; SV
Fort +0, Ref +3, Will -1; Str 10, Dex 14, Con 8, Int 11, Wis 7, Cha
17.
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17. BANQUET HALL
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.

18. DINING CLOSET

But note he didn’t mention the worth of the plates! Actually they
are worthless too, but you don't need to let your PCs know that,
unless one of them makes an Appraisal check (DC 15).

18. KITCHEN

8 Geased Slaves, and 2 Nongeased Slaves: Male and Female
Human Com1; CR '2; Medium Humanoid; HD 1d4; hp 4; Init -1;
Spd 30ft.; AC 10; Atk (noncombatant); AL N; SV Fort +1, Ref +0,
Will +0; Str 11, Dex 10, Con 11, Int 9, Wis 10, Cha 15.

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

21-32. STOREROOMS

Otyugh: As in the Monster Manual, pg. 205-206.

33. ExiIT

Unimportant Red Shirt Guard: CR 1; Medium Humanoid; HD
1d10+1; hp 11; Init -1; Spd 30 ft.; AC 19, touch 9, flat-footed 20
(+8 armor, +2 shield, -1 dex); Atk +4 melee (1d6+3 19-20/x2,
short sword), or +0 ranged (1d6/x3, shortbow); AL LE; SV Fort
+3, Ref -1, Will +0; Str 17, Dex 9, Con 12, Int 13, Wis 10, Cha
12.

Skills: Listen +4, Move Silently +1, Sense Motive +2, Spot
+4.

Feats: Alertness, Combat Reflexes.

Possessions: Full Plate, Cursed Red Shirt (wearer doomed to
be attacked and killed), Heavy Wooden Shield, Short Sword, Short
Bow, 20 Arrows.

34. MESS HALL

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.

35. TAVERN

Bartender Bill: See Room 15.

Ugly Barmaids: Female Human Coml; CR V%; Medium
Humanoid; HD 1d4-1; hp 3; Init +1; Spd 30ft.; AC 12 (42 dex);
Atk (noncombatant); AL N; SV Fort +0, Ref +1, Will +0; Str 10,
Dex 12, Con 8, Int 9, Wis 10, Cha 6.

Note: They will start to look better after many many many...
many drinks.

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Correction: The draconians do like adventures, but only if the
proper sauces and broiling time are used.

36. HALL

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

38. CORRIDOR

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Unimportant Red Shirt Guard: See Room 33.

39-46. BARRACKS

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

47. WAR Room

Paragraph 1: To pick the lock, a PC must succeed with an Open
Lock check (DC 19).

50. SMITHY

Paragraph 1: To pick the lock, a PC must succeed with an Open
Lock check (DC 19).

Blacksmith: See room 51.

51. BLACKSMITH

Drig Warhammer: male dwarf Ftr6; CR 6; Medium Humanoid (4
ft. 5 in.); HD 6d10+18; hp 53; Init +2 (-2 dex, +4 improved
initiative); Spd 20 ft.; AC 13, touch 8, flat-foot 15 (+5 armor, -2
dex); Atk +9/4+4 melee (1d8+3/x3, warhammer); SQ dwarven
traits, expedious retreat from nonmaterial undead, stonecunning;
AL NG; SV Fort +10, Ref +0, Will +1; Str 16, Dex 7, Con 17, Int
16, Wis 8, Cha 11.

Skills: Craft (Armorsmithing) +12, Craft (Blacksmithing) +12,
Craft (Leatherworking) +12, Craft (Weaponsmithing) +12, Hide
+12.

Feats: Blind-Fight, Cleave, Great Fortitude, Improved
Initiative, Improved Overrun, Improved Unarmed Strike, Power
Attack.

Expedious Retreat from Nonmaterial undead: The big coward
(but a smart coward) is terrified of nonmaterial undead beings
(wraiths, ghosts, banshees, etc.). He will always run like the Abyss
away from them during an encounter and will always be running
fast enough to out pace anyone in the group who is either also
running away from them, or just trying to hold him up. He is
adamant however that he does not have a problem.
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LeveL Two

For some reason the module labels the first level as ‘1’ (with the
number) and the second level as ‘Two’ (spelled out). But
considering the high quality of work put into this adventure, we
can only assume that this was done intentionally and with very
good reason.

Paragraph 1:
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Paragraph 2:

Yes, you read correctly. Drow! And this isn’t the exiled type either.
The drow came to Krynn when Lolth exiled them from all other
campaign settings for the crime of having ridiculous names. You'll
see what I mean.

THE JaiL WING
1. CeLL

Sandman: As in the Tome of Horrors (rev), pg. 308.

3. CELL

Golem, Flesh: As in the Monster Manual, pg. 134-136.

4. CeELL

Ooze, Gray: As in the Monster Manual, pg. 201-202.

5. CELL

Gorgon: As in the Monster Manual, pg. 137-138.

6. CELL

Doppleganger: As in the Monster Manual, pg. 67-68.

7. CELL

Displacer Beast: As in the Monster Manual, pg. 66-67.

8. CELL

Cockatrices: As in the Monster Manual, pg. 37.

10. CeLL

Troglodyte: As in the Monster Manual, pg. 246-247.

11. CeLL

Troglodyte: As in the Monster Manual, pg. 246-247.

12. CELL

Troll: As in the Monster Manual, pg. 247-248.

13. CELL

Troll: As in the Monster Manual, pg. 247-248.

15. CELL

Trapper: As in the Tome of Horrors (rev), pg. 346-347).

16. CELL

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

18. CELL

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

21. CeLL

Skeleton: Use the “Human Warrior Skeleton” entry from the
Monster Manual, pg. 225-227.

22. CELL

Skeleton: Use the “Human Warrior Skeleton” entry from the
Monster Manual, pg. 225-227.

24. CELL

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

26. CeELL

Insane Iggy (human form): male afficted werewolf Ftr3; CR 5;
Medium Humanoid (Shapechanger); HD 3d10 + 2d8 + 4; hp 31;
Init +5 (+1 dex, +4 improved initiative); Spd 30ft.; AC 13, touch
11, flat-footed 12 (+1 dex, +2 natural); Atk +7 melee (1d3+2,
x2, fist); SQ: Alternate form, low-light vision, scent, wolf
empathy; AL CE; Fort +6, Ref +5, Will -1; Str 15, Dex 13, Con 10,
Int 14, Wis 3, Cha 12.

Skills: Climb +8, Handle Animal +7, Intimidate +7, Jump +8,
Swim +8.

Feats: Blind-Fight, Endurance, Improved Grapple, Improved
Initiative, Improved Unarmed Strike, Iron Will.
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Insane Iggy (hybrid form): male afflicted werewolf Ftr3; CR 5;
Medium Humanoid (Shapechanger); HD 3d10 + 2d8 + 4; hp 31;
Init +7 (+3 dex, +4 improved initiative); Spd 30ft.; AC 15, touch
11, flat-footed 14 (+1 dex, +4 natural); Atk +8 melee (1d4+3, 2
claws) and +4 melee (1d6+1, bite); SQ Alternate form, damage
reduction 10/silver, low-light vision, scent, wolf empathy; AL CE;
Fort +8, Ref +7, Will -1; Str 17, Dex 17, Con 14, Int 14, Wis 3,
Cha 12.

Skills: Climb +8, Handle Animal +7, Hide +7, Intimidate +7,
Jump +8, Spot +0, Swim +8.

Feats: Blind-Fight, Endurance, Improved Grapple, Improved
Initiative, Improved Unarmed Strike, Iron Will.

Iggy was once a normal every day chaotic evil adventurer.
Unfortunately one day he was hired to go do research on Dargaard
Keep for an RPG module author who needed the info. Once he got
onto the grounds he was captured and locked into a cell with a
werewolf would was arrested from trespassing in a lycanthropy-
free campaign setting. Iggy eventually killed the werewolf, but not
before he himself was infected. Even worse, beforehand the
werewolf was able to drive Iggy mad by constantly going on about
his pups and complaining about bad flea baths.

27. CELL

Dumb Donny (human form): male natural werebear Warl; CR
5; Medium Humanoid (Shapechanger); HD 1d8 + 6d8 + 45; hp
76; Init +0; Spd 30 ft.; AC 12, touch 10, flat-footed 12 (+2
natural); Atk +9 melee (1d3+4, fists); SQ Alternate form, bear
empathy; AL CG; SV Fort +10, Ref +5, Will +4; Str 18, Dex 11,
Con 16, Int 2, Wis 11, Cha 8.

Skills: Listen +1.

Feats: Endurance, Iron Will, Multiattack, Power Attack, Run,
Track.

Dumb Donny (bear form): male natural werebear Warl; CR 5;
Large Humanoid (Shapechanger); HD 1d8 + 6d8 + 45; hp 76; Init
+1 (+1 dex); Spd 40 ft.; AC 17, touch 10, flat-footed 16 (-1 size,
+1 dex, +7 natural); Atk +16 melee (1d8+12, 2 claws) and +14
melee (2d6+6, bite); SA Improved grab, curse of lycanthropy; SQ
Alternate form, bear empathy, damage reduction 10/silver, low-
light vision, scent; AL CG; SV Fort +14, Ref +6, Will +4; Str 34,
Dex 13, Con 24, Int 2, Wis 11, Cha 8.

Skills: Listen +1.

Feats: Endurance, Iron Will, Multiattack, Power Attack, Run,
Track.

Dumb Donny (hybrid form): male natural werebear Warl; CR
5; Large Humanoid (Shapechanger); HD 1d8 + 6d8 + 45; hp 76;
Init +1 (+1 dex); Spd 30 ft.; AC 17, touch 10, flat-footed 16 (-1
size, +1 dex, +7 natural); Atk +16 melee (1d8+12, 2 claws) and
+14 melee (2d6+6, bite); SA Curse of lycanthropy; SQ Alternate
form, bear empathy, damage reduction 10/silver, low-light vision,
scent; AL CG; SV Fort +14, Ref +6, Will +4; Str 29, Dex 13, Con
24, Int 2, Wis 11, Cha 8.

Skills: Listen +1.

Feats: Endurance, Iron Will, Multiattack, Power Attack, Run,
Track.

Born in a trans-planar freak show, the werebear Donny escaped
his captives at the age of two. Well, actually he didn't escape. The
door on his cage wasn't properly set and he fell out. Since then
Donny has occasionally entertained the undead masses by
balancing a ball on his nose in return for fish. Apparently Soth
likes this act for some reason and views it once every so many
months. Many tenants of Dargaard are slowly coming to the
opinion that Donny actually thinks himself a wereseal.

Although a natural werebear, Donny has seen and heard Iggy
change form every night. Therefore he came to conclusion that he
must change into his hybrid form every night as well. This has
become so habitual, even if he is not paying attention (and he
usually isn't), he will change as if he was accursed. However he
doesn’t lose his mind. He just thinks he needs to act more
animalistic by rule.

Donny has a few times been taken out of his ‘bedchamber’ (cell)
to defend the keep against invaders. His willingness to help comes
from the fact he thinks his employers are just nice fun folk who
once in a while need help protecting their home.

Plus he really likes the fish.

28. CELL

4 Unnamed Children (2 girls, 2 boys) (human form):
natural/afflicced wererats Coml1; CR '%; Small Humanoid
(Shapechanger); HD 1d8; hp 4; Init +0; Spd 30 ft.; AC 12, touch
10, flat-footed +2 (42 natural); Atk +0 melee (1d3, fists); SQ
Alternate form, rat empathy, low-light vision, scent; AL LE; SV
Fort +0, Ref +0, Will +3; Str 10, Dex 11, Con 10, Int 10, Wis 12,
Cha 10.
Feats: Iron Will.

4 Unnamed Children (2 girls, 2 boys) (hybrid form):
natural/afflicced wererats Coml1; CR '%; Small Humanoid
(Shapechanger); HD 1d8 + 1d8 + 1; hp 9; Init +3; Spd 30 ft.; AC
15, touch 13, flat-footed +2 (43 dex, +2 natural); Atk +0 melee
(1d3, fists); SA Curse of Lycanthropy (naturals only), disease; SQ
Alternate form, rat empathy, low-light vision, scent; AL LE; SV
Fort +0, Ref +0, Will +3; Str 10, Dex 17, Con 12, Int 10, Wis 12,
Cha 10.
Feats: Iron Will.

These seven to eleven year old children were placed here as part
of the Dargaard Employee Daycare Program. However their
parents never came to pick them up one day (likely killed during a
random encounter). Due to budget cutbacks, they are now just
tossed some water and scraps three times a day. Two of the
children were born wererats, and the other two were infected by
the naturals. However nobody in the keep knows or cares to
remember which ones were which. Plus at this point the only
bonds of trust they have are with each other and the occasional
rat that passes by to sneak them small bits of better food...
especially on nacho night. They are completely uneducated, and
only have had a chance to develop their wererat tendencies.
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Just for fun somebody, probably the module’s original author,
decided to curse the children so they would change into their
hybrid forms every night, long before they hit puberty (when they
not only normally would begin to change but also gain control of
it).

Feel free to vary up their stats and torture the PCs about the
moral dilemmas of killing children.

30. CeLL

Sick Lizard Men: Due to the high pollen count at the keep, their
two lizard men are having a horrible time with their allergies. Use
the ‘Lizardfolk’ entry in the Monster Manual, pg. 169. Except for
the following details:

1) Hit dice is reduced to 2d8-2 (hp 7).
2) Constitution score is reduced to 9 due to the disease.
3) Fortitude save is reduced to -1.

33. CeLL

Sussurus: CR 8; Large Plant; HD 8d8+32; hp 68; Init +1 (+1
dex); Spd 40 ft.; AC 16, touch 10, flat-footed 15 (-1 size, +1 dex,
+6 natural); Atk +10 melee (1d8+4, 2 claws); SA Dronesong,
hug; SQ fire hatred, plant traits, tremorsense 60°, wind passage;
AL N; SV Fort +10, Ref +3, Will +1; Str 18, Dex 13, Con 18, Int 7,
Wis 8, Cha 10.

Dronesong: The sound of the air passing through the
sussurus has a strange effect on undead creatures. It causes them
to relax to almost a ‘sleepy’ state. This effect is known as the
‘sleep of the dead’. There is no limit to the number of hit dice
which can be effected by the song, but otherwise it acts as an
attempt by a second level cleric to turn undead. The radius of the
effect is a quarter mile (taking into accounts turns in hallways and
blocked doors and walls).

Fire Hatred: Sussurus hate any sources of fire and will attack
anyone who is holding onto any type of fire source (torches,
lanterns, flame thrower, etc.) when encountered. It is not afraid or
hateful of fire exactly. It is the fact that the fire consumes vast
amounts of oxygen, which the creature loves to take in.

Hug: If either of the claws attacks hits the target with a
natural roll of 19 or 20, the target is caught into a hug and
receives an additional 3d8 points of damage from the exoskeletal
spikes.

Wind Passage: In windy locations the sussurus will often be
immobile, taking in the air and enjoying it. During these times, a
sudden attack can easily catch the sussurus flat-footed.

(Description based on entry from the AD&D Fiend Folio) The size
of a large gorilla, the sussurus appears at first sight like a headless
ape that moves on all four limbs. There are no external organs or
head. It can view the surrounding area through tremorsense.

The exoskeleton is a network of stems and branches and thorns
forming holes and airway passages through which it breathes and
feeds. This method of breathing causes a sound that only seises
upon the beast’s death. The sound, known as a ‘dronesong’, can
be heard up to a % mile away and sounds like a gentle wind
blowing through the trees.

34. CeELL

(based on the entry from the AD&D 1st Edition Fiend Folio)
Tentamorts: CR 4; Small aberration; HD 4d8+8 (for body),
2d8+4 (for each tentacle); hp 26 (body), 13 (each tentacle); Spd
3 ft.; AC 18, touch 14, flat-footed 15 (+1 size, +3 dex, +5
natural); Atk +6 melee (1d6+2, constrictor tentacle slap) and +6
melee (1d6+2, needle tentacle slap); SA Digestive injection, Grab
and Constrict; SQ segment independence, tremorsense 30°; AL N;
SV Fort +5, Ref +4, Will +4; Str 15, Dex 17, Con 14, Int 1, Wis
10, Cha 10.

Skills: Climb +9.

Feats: Great Fortitude.

Digestive Injection: If a slap attack by the needle tentacle
hits a large sized or smaller victim, roll a grapple check. If the
tentacle is successful, the victim is wrapped within the tentacle’s
grasp. The following round, a bone-needle on the end of this
tentacle is pierced into the victim (no attack roll needed) and the
creature injects a paralytic poison. The victim must Save Fortitude
(DC 19) or become paralyzed for the next 1d4 turns. Then, over
the next several rounds, the needle injects a saliva-like fluid that
begins liquifying the victims organs. If the victim is a small
creature, only one round is needed. If the victim is a medium
sized creature, two rounds are required. Large victims require four
rounds of injections. After two more rounds, the victim is dead,
and the needle then begins to drink the liquified organs through
the needle.

If the tentacle is slain during the administering of the saliva,
the needle can be extracted and a remove disease must be cast on
the victim within an hour or the victim dies.

After the saliva is fully administered, only a heal spell, or
something as strong as a regenerate followed by a cure serious
wounds will prevent the victim from dying within an hour.

Grab and Constrict: If a slap attack by the constrictor
tentacle hits a large sized or smaller victim, roll a grapple check. If
the tentacle is successful, the victim is constricted within the
tentacle’s grasp. The tentamort deals an additional 1d6+2 points
of damage each round the victim is trapped (or until the tentacle
or tentamort is slain).

Segment Independence: The two 10" tentacles act
independently of each other. If one is injured or slain, it does not
affect the other. Only killing the 2’ round center body will also kill
the tentacles.

The head/body of this grey-green creature is a small sphere about
2 feet in diameter. From it grow a number of small tentacles, each
of which carries a row of suckers. Using these, the creature can
attach itself firmly to almost any surface and can move slowly up
and around it. From the side of the body opposite the small
tentacles grow two ten foot long (and 5 inch wide) tentacles. Each
of these longer tentacles has 2 hit dice and operated
independently of each other, attacking as if a separate creature.
The head/body itself has no means of attacking. On the end of one
of the large tentacles is a 6 inch long bone-colored needle used to
ingest the tentamort’s meals.

35. GuArRD Room

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Disenchanters: As in the Tome of Horors, pg. 160.
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THE ELVEN WING

Paragraph 1: “Continual darkness” is changed to “Deeper
Darkness”. This Deeper Darkness spell had been subjected to a
Permanency spell cast by a 19th Level Wizard. It should also be
noted that this is an augmented version of the spell. Those who
have darkvision should still be able to see within the spell radius.
This spell was designed to give the dark elves an upper hand by
being able to see an enemy that cannot see them. Those with only
low-light vision however still encounter all of the same penalties as
those with regular vision.

38. GuArRD Room

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

39. PowbpeErR Room

“The hallway outside this room is in continual darkness.” is
changed to “The hallway outside this room is in deeper darkness.”

“Any character who handles or gets close enough to breath the
powder must roll a saving throw vs. poison at a -2 penalty” is
changed to “Any character who handles or gets close enough to
breath the powder must roll a Fortitude Save (DC 17).”

40. SLiIME Room

“The hallway outside this room is in continual darkness.” is
changed to “The hallway outside this room is in deeper darkness.”

Green Slime: CR 2; Small plant; HD 2d8; hp 9; Init -5; Spd 1 ft.;
AC 6, touch 6, flat-footed 11 (-5 dex, +1 size); Atk +2 melee
(touch attack to attach); SA Attach and transform; SQ Consume
materials, easily scraped, vibration sensitive; AL N; SV Fort +2,
Ref -5, Will -5; Str 1; Dex 1; Con 10; Int -; Wis -; Cha -.

Attach and transform: Green slime will attach itself to living
flesh upon making contact, and in 1d4 rounds will turn the
creature into green slime (no resurrection possible). The slime is
highly noticeable once the process begins. It also feels freaking
weird.

Consume materials: It eats away wood slowly, consuming an
inch of thickness in an hour. It eats metals quickly, going through
plate armor in 3 melee rounds. Enchanted armor does not cause a
slow down in the eating rate.

Easily Scraped: Green slime can be scraped off quickly (if the
scraper is then discarded), excised, frozen, or burned. A cure
disease spell kills the green slime instantly. Other forms of attack,
including weapons or spell, do no harm at all.

Vibration Sensitive: Green slimes are sensitive to vibrations
and will often drop upon passing creatures from above, especially
if a PC utters the phrase “I don’t know”.

41. DroOwW

Paragraph 3: “with a poison gas trap on the lock (-20% penalty
to pick)” is changed to “with a poison gas trap on the lock. To
open the lock, an Open Lock check (DC 19) is required. To find the
trap, a successful Search check (DC 19) must be made. To remove
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the trap, a Disable Device check (DC 21) must be made.”

If the trap goes off, the entire room is gassed. Everyone
within the cloud must make a successful Fortitude Save (DC 17) or
suffer from 50 points of damage. A successful save results in only
25 points of damage being taken.

43. FIGHTER/THIEF

Fardik Fleetfingers: male drow Rog4/Ftr 3; CR 7; Medium
Humanoid (4 ft. 10 in.); HD 4d6+4 (Rog) plus 3d10+3 (Ftr); hp
35; Init +5 (+5 dex); Spd 30 ft.; AC 18, touch 14, flat-footed 14
(+4 armor, +4 dex); Atk +10/+5 melee (1d6+4/19-20, short
sword +2) or +10/+5 melee (1d4+4/19-20, punching dagger +2);
SA Evasion, sneak attack +2d6, trapfinding, trap sense +1,
uncanny dodge; SQ immune to sleep, light blindness, SR 18; AC
CE; SV Fort +5, Ref +10, Will +3; Str 14, Dex 20, Con 13, Int 10,
Wis 9, Cha 15.

Skills: Climb +6, Diplomacy +4, Disable Device +4, Disguise
+4, Hide +9, Intimidate +6, Jump +6, Listen +5, Move Silently
+9, Open Lock +11, Search +6, Sleight of Hand +11, Spot +5,
Tumble +9, Use Magic Device +6, Use Rope +7.

Feats: Combat Reflexes, Dodge, Mobility, Quick Draw, Spring
Attack.

Spell-like Abilities (as 7th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Possessions: Chain Shirt, Punching Dagger +2, Sack
(contains 99 pp, 592 stl, and 5 Goldbugs - see below), Short
Sword +2.

Goldbug: CR 1/2; Fine Vermin; HD 1d8; hp 4; Init -5; Spd 3 ft.;
AC 13, touch 13, flat-footed 18 (-5 dex, +8 size); Atk +3 melee
(1d4, bite); SQ Darkvision 60°, hide in gold, immune to mind
influencing effects, poisonous bite; AL N; SV Fort +2, Ref -5, Will
+0; Str 1, Dex 1, Con 10, Int 1, Wis 10, Cha 10.

Hide in Gold: The beetle has a flattened, circular body and a
golden shell roughly the size of a gold coin. It is very sluggish and
pends most of its time asleep and not moving. So when resting
amongst gold coins, a Spot check (DC 25) or a Search check (DC
20) will allow someone to notice that it is a bug and not a coin.

Poisonous Bite: If picked up, the goldbug will bite the holder
automatically (no rolls). If the goldbug is biting into either bare
flesh or through typical clothing (like a regular leather glove, but
not a metal gauntlet), 1d4 points of damage is done and poison is
injected. The victim then must make a Fortitude save (DC 10) or
instantly die.

The goldbug was going to be CR 2, but since gold is cheaper than
steel on Krynn, the CR was appropriately lowered.

44 . FIGHTERS

Why this room is labeled in the plural with only one person
residing is one of the great mysteries of Dargaard Keep.

Fleega Neckbreaker: female drow Ftr8; CR8; Medium Humanoid
(4 ft. 9 in.); HD 8d10; hp 56; Init +0; Spd 30 ft.; AC 20, touch
10, flat-footed 20 (+8 armor, +2 shield); Atk +14/4+9 melee
(1d6+6/19-20, short sword +3); SQ immune to sleep, light
blindness, spell resistance 19; AL CE; SV Fort +6, Ref +2, Will +5;
Str 17, Dex 10, Con 10, Int 16, Wis 12, Cha 14.
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Skills: Appraise +8, Gather Information +7, Intimidate +13,
Jump +14, Use Rope +5.

Feats: Blind-Fight, Cleave, Great Cleave, Improved Bull Rush,
Improved Overrun, Improved Sunder, Power Attack, Quick Draw.

Spell-like Abilities (as 8th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Possessions: 4 Gems (worth 1000 stl each), Full Plate, Shield
(Heavy Steel), Short Sword +3.

45. FIGHTER

Glento Killbride: male drow Ftr6; CR 6; Medium Humanoid (4 ft.
3in.); HD 6d10; hp 41; Init +2; Spd 30 ft.; AC 17, touch 10, flat-
footed 17 (+7 armor); Atk +9/+4 melee (1d6+3/19-20, short
sword +2 vs. humans); SQ immune to sleep, light blindness, spell
resistance 17; AL CE; SV Fort +5, Ref +6, Will +2; Str 16, Dex 14,
Con 11, Int 12, Wis 7, Cha 19.

Skills: Craft (Weaponsmithing) +10, Diplomacy +8, Swim
+12.

Feats: Combat Reflexes, Deflect Arrows, Dodge, Improved
Grapple, Improved Unarmed Strike, Lightning Reflexes, Mobility.

Spell-like Abilities (as 6th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Possessions: Half-plate, Short Sword +2 vs. Humans.

Shoobark (Hellhound): As in the Monster Manual, pg. 151-152.

48. DINING Room

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Davud Gilliwocken: male drow Ftr5/Wiz5; CR 10; Medium
Humanoid (4 ft. 6 in.); HD 5d10 (Ftr) plus 5d4 (Wiz); hp 44; Init
+3 (-1 dex, +4 improved initiative); Spd 30 ft.; AC 17, touch 9,
flat-footed 18 (+8 armor, -1 dex); Atk (9d6 with wand of Cone of
Cold, 4 charges left); SQ immune to sleep, light blindness, spell
resistance 21, summon familiar, scribe scroll; AL CE; SV Fort +4,
Ref +1, Will +8; Str 17, Dex 9, Con 8, Int 17, Wis 13, Cha 12.

Skills: Concentration +12, Hide +5, Jump +16, Knowledge
(arcana) +16, Spellcraft +16.

Feats: Brew Potion, Combat Casting, Craft Wand, Craft
Wondrous Item, Improved Initiative, Improved Unarmed Strike,
Silent Spell, Still Spell.

Spell-like Abilities (as 10th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Wizard Spells Prepared (4/4/3/2; base DC = 13 + spell
level): 0 - Detect Poison, Daze, Dancing Lights, Flare; 1 — Charm
Person, Magic Missile, Shocking Grasp, Sleep; 2 - Darkness,
Invisibility, Web; 3 - Slow, Web (Silent Spell).

Possessions: Full Plate (35% arcane spell failure), Wand of
Cone of Cold (As if from a 9th level Sorcerer, 4 charges, 1 charge
per use).

49. MAaGic-USER

Jake Doorand: male drow Wiz7; CR 7; Medium Humanoid (5 ft.);
HD 7d4; hp 21; Init +2 (+2 dex); Spd 30 ft.; AC 16, touch 12,
flat-footed 14 (+4 armor, +2 dex); Atk +5 melee (1d4+4/19-20,
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dagger +2); SQ immune to sleep, light blindness, spell resistance
18, summon familiar, scribe scroll; AL CE; SV Fort +2, Ref +4, Will
+8; Str 14, Dex 15, Con 10, Int 20, Wis 13, Cha 7.

Skills: Concentration +10, Decipher Script +15, Knowledge
(arcana) +15, Knowledge (professional field hockey) +15, Listen
+8, Perform (shadow puppetry) +8, Spellcraft +15.

Feats: Combat Casting, Enlarge Spell, Eschew Materials, Still
Spell.

Spell-like Abilities (as 7th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Wizard Spells Prepared (4/6/4/3/2; base DC = 15 + spell
level): 0 — Detect Magic, Detect Poison, Disrupt Undead, Flare; 1 -
Burning Hands, Expeditious Retreat, Magic Missile (x2), Protection
from Good, Reduce Person; 2 - Alter Self, Darkness, Detect
Thoughts, Pyrotechnics; 3 - Fireball, Lightning Bolt, Tiny Hut; 4 -
Fireball (Silent), Lesser Globe of Invulnerability.

Possessions: Bracers of Armor +4, Dagger +2, Necklace of
Adaptation (wearing).

50. MAaGic-UsER

Waynoh Castermaster: male drow Wiz6; CR 6; Medium
Humanoid (5 ft. 2 in.); HD 6d4+12; hp 29; Init +7 (+3 dex,+4
improved initiative); Spd 30 ft.; AC 13, touch 13, flat-footed 10
(+3 dex); Atk +2 melee (1d4-1/19-20, poison dagger +1); SQ
immune to sleep, light blindness, spell resistance 17, summon
familiar, scribe scroll; AL CE; SV Fort +4, Ref +5, Will +6; Str 6,
Dex 16, Con 14, Int 19, Wis 8, Cha 6.

Skills: Concentration +11, Hide +7, Knowledge (arcana) +13,
Move Silently +7, Search +10, Spellcraft +13.

Feats: Craft Wondrous Item, Eschew Materials, Improved
Initiative, Run.

Spell-like Abilities (as 6th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Wizard Spells Prepared (4/4/4/3; base DC = 14 + spell
level): 0 - Mage Hand, Mending, Message, Open/Close; 1 - Alarm,
Feather Fall, Magic Missile, Sleep; 2 - Arcane Lock, Darkness,
Invisibility, Web; 3 - Fly, Lightning Bolt, Wind Wall.

Possessions: Poison Dagger +1 (Poison: Fortitude Save DC
22 resists, 1d4 Con + 1d3 Wis), Scarab of Enraging Enemies
(wearing).

Scarab of Enraging Enemies: (based off of the AD&D 2nd Ed.
DMG entry) When displayed and a command uttered, all intelligent
hostile creatures within a 40’ radius must Save Will (DC 20) or
become enraged. Those who save are unaffected. Enraged
enemies fly into a berserk fury and attack the nearest creature,
even their own comrades (+2 bonus to Base Attack Bonus, +2
bonus to damage, -3 penalty to AC). The rage last 1d6+6 rounds,
and during this period, the enraged creatures will attack
continually, without reason or fear, moving on to attack other
creatures nearest them if initial opponents are slain. A scarab of
this type contains 1d6+18 charges.

It should be noticed that Waynoh is pretty much and annoying
little coward. He will do whatever possible to run away from a
fight.
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“wizard locked” is changed to “arcane locked”.

51. MAaGICc-USER g
Larri Harriharri: male drow Wiz12; CR 12; Medium Humanoid (4
ft. 4 in.); HD 12d4+12; hp 51; Init +3; Spd 30 ft.; AC 18, touch
13, flat-footed 15 (+5 armor, +3 dex); Atk +5/+0 melee 56. CLOSET
(1d4+4/19-20, dagger +4); SQ immune to sleep, light blindness, Mold, Yellow: As in the Dungeon Master’s Guild, pg. 76.
spell resistance 23, summon familiar, scribe scroll; AL CE; SV Fort
+5, Ref +7, Will +12; Str 9, Dex 16, Con 12, Int 20, Wis 15, Cha
i 58. CLOSET. |

Skills: Concentration +16, Craft (Bookbinding) +20, Decipher Mold, Yellow: As in the Dungeon Master’s Guild, pg. 76.

Script +20, Knowledge (arcana) +20, Knowledge (the planes)
+20, Spellcraft +20.

Feats: Brew Potion, Combat Casting, Craft Rod, Craft Staff, 59 STA|RS ROOM
Craft Wondrous Item, Eschew Materials, Forge Ring.

Spell-like Abilities (as 12th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Wizard Spells Prepared (4/6/5/5/4/4/2; base DC = 15 + spell
level): 0 - Acid Splash, Ghost Sound, Mage Hand, Prestidigitation; 61. TRESURY
1 - Burning Hands, Charm Person, Magic Missile (x3), Sleep; 2 -
Arcane Lock, Darkness, Detect Thoughts, Invisibility, Web; 3 -
Dispel Magic, Fireball, Fly, Lightning Bolt, Sleet Storm; 4 - Arcane
Eye, Ice Storm, Polymorph, Summon Monster IV; 5 - Cloudkill,
Hold Monster, Teleport, Wall of Force; 6 — Globe of Invulnerability,
Wall of Iron.

Possessions: Bracers of Armor +5, Dagger +4.

The Search check for the secret door is DC 23.

Paragraph 2:
Just to note, one electrum piece is equal to half of a silver piece
since it is a silver-gold mix.

Golem, Iron: As in the Monster Manual, pg. 134-137.

No additional joke about the name is needed. The name itself is 63-67. MUMMIES
good enough. Mummy: As in the Monster Manual, pg. 190-191.

Mold, Brown: As in the Dungeon Master’s Guild, pg. 76.
52 & 53. FIGHTER/THIEF

Tina & Marge Randomnames: female drow Rog7/Ftr7; CR 14;
Medium Humanoid (4 ft. 3 in.); HD 7d6 (Rog) plus 7d10 (Ftr); hp THE SWoRrD WING
61; Init +3; Spd 30 ft.; AC 17, touch 11, flat-footed 16 (+6
armor, +1 dex); Atk +9/+4 melee (1d8+2/19-20, longsword +5 70. GUARD Roowm

vs. Lawful Good); SQ Evasion, immune to sleep, light blindness, Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.
spell resistance 25, sneak attack +4d6, trapfinding, trap sense +2,
uncanny dodge; AL CE; SV Fort +7, Ref +10, Will +7; Str 14, Dex The Search check for the secret door has a DC 23.
17, Con 10, Int 17, Wis 12, Cha 17.
Skills: Appraise +9, Climb +10, Diplomacy +10, Disguise “(-30% penalty to pick)” is changed to “(DC 26)".

+11, Escape Artist +10, Gather Information +10, Hide +10,

Intimidate +9, Jump +9, Listen +10, Move Silent +11, Open Lock

+10, Ride +10, Search +12, Sense Motive +8, Sleight of Hand

+10, Spot +7, Swim +9, Tumble +10, Use Magic Device +10, Use 71 DRACODRUG CACHE

Rope +10. Paragraph 2: “wizard-locked” is changed to “arcane locked”.
Feats: Combat Casting, Combat Expertise, Deflect Arrows,

Improved Disarm, Improved Feint, Improved Grapple, Improved

Trip, Improved Unarmed Strike, Whirlwind Attack.
Spell-like Abilities (as 12th level sorcerer): 1/day - dancing 72 DRUG MONEY
lights, darkness, and faerie fire. Paragraph 2: “wizard-locked” is changed to “arcane locked".

Possessions: Banded Mail, Longsword +5 vs. Lawful Good.

77-82. DRUG MONEY
54. LockeD Roowm Huecuvas: As in the Tome of Horrors, pg. 238.
Invisible Stalker: As in the Monster Manual, pg. 160-161.

Rob Roowm 1
THE CrOWN WING Eye of Fear and Flame: As in the Book of Vile Darkness, pg. 177.
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.
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LevEL THREE

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

1. KITARAG Room

Kitiara Uth Matar, The Fallen Lady: Use SephZero’s ‘Kitiara Uth
Matar, The Fallen Lady’ entry on the Dragonlance Nexus:
http://www.dlnexus.com/fan/rules/character/14946.aspx.

6. SHEET GHOUL

Sheet Ghoul: CR 2; Medium undead; HD 4d12+3; hp 29; Init +4;
Spd 20 ft.; AC 19, touch 14, flat-footed 15 (+4 dex, +5 natural);
Atk +4 melee (1d6+2, bite) and +2 melee (1d3+1, 2 claws); SA
Acid Attack; SQ Darkvision 60’, undead traits, +2 turn resistance;
AL CE; SV Fort +1, Ref +5, Will +6; Str 14, Dex 19, Con -, Int 13,
Wis 14, Cha 12.

Skills: Balance +10, Climb +8, Hide +10, Jump +8, Move
Silently +10, Spot +7.

Feats: Multiattack, Toughness.

Acid Attack: A sheet ghoul has an additional attack that it cna
use every round. It can (get ready) squirt corrosive acidic snot out
of its nose in a fine jet. The jet automatically can hit any single
target within 10 feet without a need for an attack roll. The nasty
undead boogers inflict 1d6+1 points of damage.

A sheet ghoul is created when a sheet phantom Kkills a victim.

9. CLERIC

Paragraph 2: An NPC in a published module flipping the PCs the
bird? My respect for this adventure has just tripled! (Trivia Time:
What is three times zero?)

Paragraph 3:
Juju Zombie: As in The Tome of Horrors (rev), pg. 412.

Symbiotic Jelly: As in The Tome of Horrors (rev), pg. 422.

10. SoN oF Kyuss

Paragraph 1: “If the party opens this locked door, all must make
saving throws vs. spell or flee in panic.” is changed to “If the party
opens this locked door, all must make a Will Save (DC 25) or else
pooh themselves and run screaming like little girls (especially the
big huge strong male warrior types).”

Paragraph 3:
Son of Kyuss: Use the ‘Spawn of Kyuss’ entry in the Monster
Manual II, pg. 186-187.
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10. SHEET PHANTOM

Sheet Phantom: CR 3; Large undead; HD 3d12+43; hp 23; Init
+4; Spd 15 ft.; AC 18, touch 14, flat-footed 15 (+4 dex, +5
natural, -1 size); Atk +1 melee (0, wrap and suffocate); SA Ceiling
Cling, Wrap and Suffocate; AL CE; SV Fort +1, Ref +5, Will +5;
Str 10, Dex 19, Con -, Int 13, Wis 14, Cha 12.

Skills: Climb +12, Hide +9, Jump +7, Move Silently +9, Spot
+6.

Feats: Toughness.

Ceiling Cling: A sheet phantom can climb surfaces as if under
the permanent spider climb effect. However this ability is not from
a magical spell, but comes from the supernatural qualities of the
creature.

Wrap and Suffocate: A sheet phantom moves along ceilings
and attacks by dropping on a potential victim. If it hits the
intended target, it envelops him and begins suffocation for 1d4
points of damage each round subsequent to the initial attack.
There is no damage done on the round of the attack, even if it was
successful. A victim wrapped by a sheet phantom cannot move,
and any damage inflicted onto the creature while it is has
enveloped someone will also be imposed onto the victim.

Only one medium sized victim may be enveloped at a time,
since the creature wraps its whole form around the victim in a
tight cylinder, and he cannot fight back unless the weapon he is
using is of a small size or smaller (like a dagger) and the weapon
was actually in hand when the wrapping occurred.

If the victim of the suffocation dies while wrapped, the sheet
phantom merges with the body and the whole becomes a sheet
ghoul (and damage crewed by either the phantom or the victim up
until this point are wiped clean).

It is theorized this creature may be an undead form of a
lurker above. It appears to be a near-transparent tissue with
varying dimensions (11’ to 16" wide, 7’ to 12’ long, and a quarter
inch thick). The tissue like appearance may have something to do
with the sheet ghoul’s snot attack, but it may also just be a very
strange coincidence.

So far, no one has found a sheet phantom with aloe.

DM NoTES FOrR Rooms 12-13-14.

3 Skeletal Warriors: male skeletal warriors Ftr9; CR 10; Medium
Undead; HD 9d12; hp 68, 67, 66; Init +1; Spd 30 ft.; AC 19,
touch 11, flat-footed 18 (+6 armor, +1 dex, +2 nautral); Atk
+14/49 melee (1d8+5, 19-20/2, longsword) or +14/4+9 melee
(1d6+5, 19-20/x2, short sword) or +10/+5 ranged (1d6+4/x3,
shortbow) or +14/+9 melee (1d6+5, touch attack); SQ: Damage
reduction 5/bludgeoning, immunities, spell resistance 22, undead
traits; AL NE; SV Fort +6, Ref +4, Will +3; Str 20, Dex 13, Con -,
Int 10, Wis 10, Cha6.

Skills: Intimidate +10, Jump +16, Ride +13.

Feats: Cleave, Dodge, Great Cleave, Improved Bull Rush,
Improved Overrun, Improved Sunder, Mobility, Power Attack,
Quick Draw, Spring Attack.

Immunities: Immune to cold, electricity, and polymorph.

Possessions: Banded Mail, Longsword, Short sword,
Shortbow, 20 arrows.
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“(saving throw vs. poison at a -2 penalty or die)” is changed to
“(Fortitude Save against the poison (DC 15) or die in a very
painful and horrific manner)”.

12-14. SKELETONS

Paragraph 2: After the locks click, only a successful Open Lock
check (DC 23) or an appropriate spell will unlock the doors.

Paragraph 6 (Room 12 Stuff):

The contact poison is the same on the door. Fortitude Save against
the poison (DC 15) or die in a very painful and embarrassing
manner.

The staff of striking has 1d100 % 2 (round down) charges on it.

Staff of Striking

(This entry is based on the AD&D 1st Edition version of the item.)
The staff is the standard length of a quarterstaff and appears to be
made of oak. The staff has a +3 bonus to attack, and every time
the weapon targets the target, a single charge is expended. The
charge results in the staff dealing 1d6+3 points of damage to the
target. If declared before the swing is made, 2 or 3 charges can be
expended instead. If the staff hits when 2 charges are spent, the
staff deals 1d6+6 points of damage. If the staff hits when 3
charges are spent, the staff deals 1d6+9 points of damage.
Regardless of the number of charges spent, the wielder’s strength
damage is still added to the damage done. The staff has a
maximum number of charges of 50. Once the charges reach 0, the
staff grants no bonuses to both attack and damage. The staff can
be recharged via the spell Greater Magic Weapon. The spell must
be cast by a wizard, sorcerer, cleric, or paladin with at least 12
levels of spell casting. A single casting results in a single charge
being replaced.

Paragraph 7 (Room 13 Stuff):
“wizard locked” is changed to “arcane locked”.

“shield -4" is changed to “large steel shield -4".

Paragraph 8 (Room 14 Stuff):
“(poison gas trap, acts as cloudkill)” is changed to “(poison gas
trap, acts as cloudkill, Fortitude DC 20)".

To find the poison gas trap, a PC must make a Search check (DC
19). To disable the gap trap, a PC must make a Disable Trap check
(DC 23).

Potion of Healing:
A full dose heals 2d4+2 points of damage.

15-18. Baaz

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.
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19-22. KAPAKS

Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.

23-25. SKELETONS

Paragraph 1:

3 Skeletal Warriors: male skeletal warriors Ftr9; CR 10; Medium
Undead; HD 9d12; hp 68, 67, 66; Init +1; Spd 30 ft.; AC 19,
touch 11, flat-footed 18 (+6 armor, +1 dex, +2 nautral); Atk
+14/49 melee (1d8+5, 19-20/2, longsword) or +14/4+9 melee
(1d6+5, 19-20/x2, short sword) or +10/+5 ranged (1d6+4/x3,
shortbow) or +14/+9 melee (1d6+5, touch attack); SQ: Damage
reduction 5/bludgeoning, immunities, spell resistance 22, undead
traits; AL NE; SV Fort +6, Ref +4, Will +3; Str 20, Dex 13, Con -,
Int 10, Wis 10, Cha6.

Skills: Intimidate +10, Jump +16, Ride +13.

Feats: Cleave, Dodge, Great Cleave, Improved Bull Rush,
Improved Overrun, Improved Sunder, Mobility, Power Attack,
Quick Draw, Spring Attack.

Immunities: Immune to cold, electricity, and polymorph.

Possessions: Banded Mail, Longsword, Short sword, Slow Gas
(only on one of the three), Shortbow, 20 arrows.

“The party members must roll successful saving throws vs. breath
weapon or be slowed.” is changed to “The party members must
roll a successful Will save (DC 18) or be slowed for 12 rounds.”
This potion was created by a 12th level drow wizard with a very
silly name.

Paragraph 2:

To find the acid blast trap, a PC must make a Search check (DC
19). To disable the gap trap, a PC must make a Disable Trap check
(DC 23).

The platinum gilded sword is a longsword.

Paragraph 3:
"wizard locked"” is changed to “arcane locked”.

Potion of Extra-Healing:
A full dose heals 3d8+3 points of damage. For each third of a dose
drunk, only 1d8 points are healed.

Paragraph 4:
The lock on the coffer can be picked with an Open Lock check (DC
20).

“(poison needle, save or die)” is changed to “(poison needle,
Fortitude Save DC 19 or die horribly)”.
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26. VAMPIRE

Rat: As in the Monster Manual, pg. 278.

27. BATH

Stunjelly: As in The Tome of Horrors (rev), pg. 335.

UpPPER CROWN WING
29. BATH

Paragraph 1:
The lock to this room can be picked with an Open Lock check (DC
21).

“There is a 75% chance that a player who looks out of the window
sees the Symbol of Soth on the sill.” is changed to “A character
that looks out of the window may see the Symbol of Soth on the
sill with a successful Spot check (DC 13).”

31. WIGHTS

Wight: As in the Monster Manual, pg. 255._

32. WRAITHS

Paragraph 1:
Wraith: As in the Monster Manual, pg. 257-258.

“rod of restoration” is changed to “Staff of Healing”.

UprPER SWORD WING
34. TorP OF THE STAIRS

Paragraph 2:

Yellow Musk Creeper: As in The Tome of Horors (rev), pg. 374.
(Ignore the rest of the directions on how to use the Creeper
included in the module. Just reference The Tome of Horrors (rev).)

35. BATH

Yellow Musk Creeper: As in The Tome of Horors (rev), pg. 374.
(Ignore the rest of the directions on how to use the Creeper
included in the module. Just reference The Tome of Horrors (rev).)

36. HAUNT

Haunt: As in The Tome of Horrors (rev), pg. 233-235.

37. HAUNT

Haunt: As in The Tome of Horrors (rev), pg. 233-235.
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38. HAUNT

Haunt: As in The Tome of Horrors (rev), pg. 233-235.

39. HAUNT

Haunt: As in The Tome of Horrors (rev), pg. 233-235.

Rob Roowm 2

Paragraph 2:

“Lying on the floor in front of the pedestal is a strange, eight-
legged black dragon with a horn on its snout.” is changed to
“Lying on the floor in front of the pedestal is a strange, eight-
legged lizard with bony spines jutting from its back.”

Basilisk: As in the Monster Manual, pg. 23-24. (Ignore the rest of
the directions on how to use the Basilisk in the module. Just
reference the Monster Manual.)

Rob Roowm 3

Wraith: As in the Monster Manual, pg. 257-258.
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LevEL FOUR

2. LANDING
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

3. RECORDING Roowm
Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.

4. READING Room
Aurak: As in the Dragonlance Campaign Setting, pg. 215-217.

Paragraph 2: “changed self’ is changed to “used Alternate Form
to change”.

All of the spell abilities described in the paragraph should just be
ignored. Use the abilities described in the Dragonlance Campaign
Setting. However the Potions of Extra Healing are still on the shelf.

Potion of Extra-Healing:
A full dose heals 3d8+3 points of damage. For each third of a dose
drunk, only 1d8 points are healed.

DARK ELVEN CLERIC WING

“six” is changed to “five” since there are only five female clerics in
the wing.

6. HALLWAY

“a 6d8 flame strike" is changed to “a 12d6 flame strike".

The reflex save for the flame strike is DC 20.

8. SHRINE

Paragraph 1:
“engraved with a very unholy holy symbol”
“engraved with a very unholy symbol”.

is changed to

Paragraph 3:
Ignore this paragraph as written in favor of the following details.

The evil room has been put under the effect of a forbiddance spell
cast by the 12th level cleric Sheri Robineater. (Don’t laugh. She
doesn’t like the name either.) See Room 12 on this level for more
information on her. For the purposes of the alignment conditions
on this spell, she is Chaotic Evil. However her more lawful
compatriots on this level can still enter the room since they have
the password that will allow them through the forbiddance spell.
The password is “Zhalin Shontaln” which roughly translates as
“Storyline Continuity”.

The forbiddance spell is DC 21.
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9. CLOISTER HALLWAY

“continual darkness” is changed to “augmented version of deeper
darkness”.

“Players without infravision will have a tough time in areas like
this.” is changed to “PCs without darkvision will have a tough time
in areas like this.” This change was made for two reasons: 1) the
augmented detail of the spell is that it allows those with darkvision
to be able to see while within the spell’s area of effect; and 2)
even if the players at the gaming table happen to have darkvision,
it doesn’t help unless their PCs have it as well.

Rooms 10-14

Ignore the details regarding their dexterity and AC. All that stuff is
wrapped up in their stat blocks coming up. It is more important to
realize that they are all vile, evil, and highly sexy creatures who
are angry at the universe for being named for badly. All of them
had tried to change their names in the past, but unfortunately
DL16 was already published by then and they were stuck with that
which was in print.

10. CLERIC

Katrin Oakenfeld: female drow (not a dwarf) CIr7; CR 7; Medium
Humanoid (3 ft. 11 in.); HD 7d8; hp 42; Init +7 (+3 dex, +4
improved initiative); Spd 30 ft.; AC 18, touch 13, flat-footed 15
(+5 armor, +3 dex); Atk +5 melee (1d8+2/x2, heavy mace +2);
SQ immune to sleep, light blindness, spell resistance 18, rebuke
undead; AL CE; SV Fort +5, Ref +5, Will +10; Str 11, Dex 17, Con
10, Int 11, Wis 17, Cha 16.

Skills: Concentration +10, Knowledge (Religion) +10.

Feats: Craft Wondrous Item, Improved Initiative.

Spell-like Abilities (as 7th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Cleric Spells Prepared (6/5+d/4+d/3+d/1+d; base DC = 13
+ spell level): 0 - Create Water, Detect Magic, Detect Poison,
Inflict Minor Wounds, Mending, Purify Food and Drink; 1 - Detect
Good, Doom, Inflict Light Wounds, Obscuring Mist, *Protection
from Good, Sanctuary; 2 - Augury, Hold Person, Inflict Moderate
Wounds, *Shatter, Silence; 3 - Blindness/Deafness, Contagion,
Inflict Serious Wounds, *Magic Circle Against Good; 4 - Inflict
Critical Wounds, *Unholy Blight.

* Domain spell. Domains: Evil (+1 caster level w/evil spells),
Destruction (smite 1/day, +4 attack, +7 damage).

Possessions: Bracers of Armor +3, Heavy Mace +2, Heavy
Robes (+2 to AC), medallion of faith (Takhisis).

11. CLERIC

Dorodot Hardingstone: female drow (also not a dwarf) CIr6; CR
6; Medium Humanoid (7 ft. 4 in.); HD 6d8+6; hp 45; Init +3; Spd
30 ft.; AC 15, touch 13, flat-footed 12 (4+2 armor, +3 dex); Atk
+3 melee (1d8+5/x2, Heavy Mace +3); SQ immune to sleep, light
blindness, spell resistance 17, rebuke undead; AL CE; SV Fort +6,
Ref +7, Will +10; Str 9, Dex 16, Con 13, Int 16, Wis 17, Cha 8.

Skills:  Concentration +10, Heal +12, Intimidate
Knowledge (religion) +12, Use Magic Device +3.

Feats: Improved Grapple, Improved Unarmed Strike,
Lightning Reflexes.

+3,
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Spell-like Abilities (as 6th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Cleric Spells Prepared (5/4+d/4+d/3+d; base DC = 13 +
spell level): 0 — Cure Minor Wounds, Detect Magic, Detect Poison,
Inflict Minor Wounds, Read Magic; 1 - *Disguise Self, Inflict Light
Wounds (x3), Remove Fear; 2 - *Desecrate, Inflict Moderate
Wounds, Silence; 3 - Bestow Curse, Dispel Magic, Inflict Serious
Wounds, *Nondetection.

* Domain spells. Domains: Evil (+1 caster level w/evil
spells), Trickery (Bluff, Disguise, Hide are class skills).

Possessions: Boots of elvenkind, heavy mace +3, heavy
robes (+2 to AC), medallion of faith (Takhisis), ring of invisibility,
wand of fear (as from 12th level caster, 9 charges).

Dorodot is an extremely tall drow woman who has red hair
instead of the usual silver. Her attitude is also very no-nonsense.
Her ill attitude comes from occasionally hitting her head on the
door frames.

12. CLERIC

Sheri Robineater: female drow (prefers cognac and turkey over
sherry and robin) CIr12; CR 12; Medium Humanoid (4 ft. 8 in.);
HD 12d8; hp 61; Init +3; Spd 30 ft.; AC 22, touch 13, flat-footed
19 (+9 armor, +3 dex); Atk +9/+4 melee (1d8+4/x2, Heavy
Maced +4); SQ immune to sleep, light blindness, spell resistance
23, rebuke undead; AL CE; SV Fort +8, Ref +7, Will +15; Str 11,
Dex 17, Con 10, Int 14, Wis 20, Cha 20.

Skills: Concentration +15, Heal +20, Hide +10, Knowledge
(religion) +17.

Feats: Brew Potion, Combat Casting, Craft Magic Arms and
Armor, Craft Staff, Craft Wondrous Item.

Spell-like Abilities (as 12th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Cleric Spells Prepared (6/7+d/5+d/5+d/4+d/4+d/2+d; base
DC = 15 + spell level); 0 - Cure Minor Wounds, Detect Magic,
Detect Poison, Inflict Minor Wounds, Mending, Purify Food and
Drinnk; 1 - Cure Light Wounds (x4), *Inflict Light Wounds (x4); 2
- Cure Moderate Wounds (x3), Inflict Moderate Wounds (x2),
*Invisibility; 3 - Blindness/Deafness, *Contagion (x2), *Dispel
Magic; 4 - *Confusion, Cure Critical Wounds, *Inflict Critical
Wounds, Neutralize Poison, Restoration; 5 - Dispel Good, *False
Vision, Flame Strike, Mass Cure Light Wounds, *Mass Inflict Light
Wounds; 6 - Blade Barrier, *Harm, *Mislead.

* Domain spells. Domains: Destruction (smite 1/day, +4
attack, +12 damage), Trickery (Bluff, Disguise, Hide are class
skills).

Possessions: Cube of force, bracers of Armor +5, heavy mace
+4, ring of protection +4, and rod of resurrection (24 charges
left).

13. CLERIC

Florencia Moranistan: female drow CIr9; CR 9; Medium
Humanoid (4 ft. 2 in.); HD 9d8+18; hp 70; Init +7 (4+3 dex, +4
improved initiative); Spd 30 ft.; AC 15, touch 13, flat-footed 12
(+2 armor, +3 dex); Atk +5/+0 melee (1d6+1/x2, Light Mace
+2); SQ immune to sleep, light blindness, spell resistance 20,
rebuke undead; AL CE; SV Fort +8, Ref +6, Will +12; Str 9, Dex
17, Con 14, Int 16, Wis 19, Cha 16.
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Skills:  Concentration +14, Diplomacy +15, heal
Knowledge (religion) +15, Use Magic Device +9.

Feats:Blind-Fight, Improved Initiative, Quick Draw, Run.

Spell-like Abilities (as Sth level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Cleric Spells Prepared (6/6/6/5/4/2; base DC = 14 + spell
level): 0 — Detect Magic (x2), Detect Poison, Inflict Minor Wounds,
Resistance, Virtue; 1 - Deathwatch, Detect Undead, Hide from
Undead, Inflict Light Wounds (x2), *Protection from Good; 2 -
Aid, Darkness (x2), *Desecrate, Find Traps, Silence; 3 -
Blindness/Deafness, Dispel Magic, Inflict Serious Wounds, *Magic
Circle against Good, Prayer; 4 - Death Ward, Inflict Critical
Wounds, Poison, *Unholy Blight; 5 - *Dispel Good, Insect Plague.

* Domain spells. Domains: Destruction (smite 1/day, +4
attack, +12 damage), Evil (+1 caster level w/evil spells).

Possessions: Heavy robe, light mace +2, scarab of death,
talisman of ultimate evil, wand of magic missiles (5d4+5), and a
ring of human influence.

+16,

Ring of Human Influence: This ring has the effect of raising the
wearer’s charisma to 18 with reaction to charisma-based checks
(like diplomacy and gather information) when dealing with
humans/humanoids. The wearer can make a suggestion to any
human or humanoid conversed with (Will Save DC 17 to negate).
The wearer can also charm up to 21 levels/hit dice of
human/humanoids (Will Save DC 17 to negate) just as if he or she
was casting charm person. The two latter uses of the ring are
applicable only once per day.

14. CLERIC

Katrid Consolinus: female drow CIr 7; CR 7; Medium Humanoid
(5 ft. 1 in.); HD 7d8; hp 39; Init +3; Spd 30 ft.; AC 20, touch 13,
flat-footed 17 (+7 armor, +3 dex); Atk +6 melee (1d8+4/x2,
Heavy Mace +3); SQ immune to sleep, light blindness, spell
resistance 18, rebuke undead; AL CE; SV Fort +5, Ref +5, Will
+10; Str 13, Dex 16, Con 10, Int 14, Wis 16, Cha 17.

Skills: Concentration +10, Knowledge (religion) +12, Perform
(ventriloquism) +13, Use Magic Device +8.

Feats: Combat Casting, Combat Reflexes, Endurance.

Spell-like Abilities (as 7th level sorcerer): 1/day - dancing
lights, darkness, and faerie fire.

Cleric Spells Prepared (6/6/5/4/2; base DC = 13 + spell
level): 0 - Create Water, Cure Minor Wounds (x2), Detect Magic,
Detect Poison, Guidance; 1 - Cure Light Wounds (x5), *Disguise
Self; 2 - Cure Moderate Wounds (x2), Hold Person, *Invisibility,
Shatter; 3 - Bestow Curse, Cure Serious Wounds, *Nondetection,
Speak with Dead; 4 - Cure Critical Wounds, *False Vision.

* Domain spells. Domains: Evil (+1 caster level w/evil
spells), Trickery (Bluff, Disguise, Hide are class skills).

Possessions: Boots of speed, bracers of armor +4, dust of
disappearance, heavy mace +3, heavy robe, potion of gaseous
form, ring of protection +3, ring of regeneration.

Katrid is the healer of this batch of clerics. During any group
combat with her sisters of faith, she does what she can to stay out
of the fight and heal the others who need it. But in the end, if it
comes down to the others or herself, she will book it as fast as
possible.
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15. REVENANT

Paragraph 1: “not under a continual darkness” is changed to “not
under a deeper darkness”.

The lock on the door can be opened with a successful Open Lock
check (DC 18).

(based on the ‘Revenant Template’ in the Monster Compendium:
Monsters of Faerun - 3rd Edition)

Pietro Kristofsky, Prefect of Paladine: male human Revenant;
CR 8; Medium Undead; HD 7d12; hp 51; Init +5 (+1 dex, +4
improved initiative); Spd 30 ft.; AC 11, touch 11, flat-footed 10
(+1 dex); Atk +(unarmed grapple); SA vengeful strike, paralyzing
glare; SQ damage reduction 5/+1, find the guilty, immunities,
rebuke undead, regeneration (3 hp/round), turning immunity,
undead traits; AL N; SV Fort +5, Ref +3, Will +11; Str 12, Dex 13,
Con -, Int 15, Wis 18, Cha 14.

Skills: Concentration +14, Diplomacy +12, Intimidate +7,
Knowledge (history) +12, Knowledge (religion) +12.

Feats: Improved Grapple, Improved Initiative,
Unarmed Strike, Iron Will.

Cleric Spells Prepared (6/5+d/4+d/3+d/2+d; base DC = 14
+ spell level): 0 - Detect Magic, Detect Poison, Guidance, Inflict
Minor Wounds, Resistance, Virtue; 1 - Bane, Command, Detect
Undead, Doom, Inflict Light Wounds, *Sanctuary; 2 - Aid, Bear’s
Endurance, Bull’'s Strength, Inflict Moderate Wounds, *Shield
Other; 3 - Bestow Cruse, Blindness/Deafness, Dispel Magic,
*Protection from Energy; 4 - Divine Power, Inflict Critical Wounds,
*Spell Immunity.

* Domain spells. Domains: Protection (1/day - Protective
Ward, +7 resistance bonus to next saving throw, 1 hour duration),
Sun (1/day - Greater Turning).

Vengeful Strike: Any melee attack the revenant makes
against its killer inflicts an additional +1d10 damage.

Paralyzing Glare: The first time a revenant confronts its killer,
its killer must make a Will save (DC 15) or be paralyzed for 2d4
rounds.

Immunities: Revenants are immune to acid, gas,
electricity, polymorph, and mind-influencing attacks.

Find the Guilty: So long as a revenant and its killer are on the
same plane of existence, the revenant will know which direction its
killer can be found in and how far away he is.

Improved

cold,

BANSHEE WING
20. Cross HALL

Paragraph 4:
“a successful saving throw vs. spell or die” is changed to
successful Fortitude Save (DC 26) or die”.

W

a

Room 21-24

Paragraph 1:
“hp 39)” is changed to “hp 169)” in order to help wipe the floor
with the party’s remains.

18

21. BANSHEE

Marantha (Banshee): As in the Monster Manual II, pg. 30-31.

The lock can be opened with a successful Open Lock check (DC
19). The trap can be found with a successful Search check (DC
19). The trap can be disabled with a successful Disable Device
check (DC 21).

“ring of giant strength” is changed to “ring of hill giant strength”.

Ring of Hill Giant Strength:

This ring bestows upon the wearer a strength of 25 while
being worn. However any bonuses gained through an increase in
the strength modifier is not stackable with any other magical or
miscellaneous bonuses. Melee weapon bonuses do not stack with
the increased strength modifier unless the weapon is an enchanted
warhammer. Other than the warhammer, the only other source of
a bonus to the strength score that is stackable with this ring is the
gauntlet of ogre-power.

Example: the skill check bonus from a ring of climbing would
not be stackable with the increase in the strength modifier added
to the check.

The user is now proficient in hurling rocks in a similar manner
to hill giants.

22. BANSHEE
Gisela (Banshee): As in the Monster Manual 1I, pg. 30-31.

“wizard locked” is changed to “arcane locked”.
Note that 2 EP = 1 SP.

Ring of Protection from Lycanthropes:

(based on the entry from the AD&D 1st Edition Dungeon Masters
Guide)

This ring prevents up to 49 hit dice of lycanthropes from getting
within 10’ of the wearer. There is no way for a lycanthrope to
attack into this area, and there is no way to attack a lycanthrope
from within it. The ring may only work for a single type of
lycanthrope. Roll percentile to determine which type.

01-05 Werebears

06-10 Wereboars

11-20 Wererats

21-25 Weretigers

26-40 Werewolves (does not work for Werewolf Lords)
41-42 Werekender

43-98 All Lycanthropes

99-00 All Shapechangers

A ring which works for all shapechangers works against any
creature short of god and god-like creatures that can change their
forms into that of a human or humanoid: i.e. doppelgangers, some
dragons, druids, jackalweres, defense attorneys, etc.

For details of the werekender, review the ‘werekender’ entry on
the Dragonlance Nexus:
http://www.dInexus.com/fan/rules/14930.aspx.
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Rod of Beguiling:

(based on the entry from the AD&D 1st Edition Dungeon Masters
Guide)

This rod enables its possessor to effectively charm all creatures
with any intelligence (Int score of 1 or more). When the rod is
activated, all creatures within a two foot radius are beguiled into
regarding the activator of the rod into regarding him/her in a
highly positive light (no save). They will love and respect rod
wielder. The boundaries of how much they will listen and obey the
rod wielder are the same as those under a charm spell. Each
charge of the rod lasts for 10 minutes.

Ordinary Broom:

This ordinary broom is 4 feet tall and can be used by the wielder
to clear away messes made by the more slobbish members of the
group. As a full round action, the wielder can clear away a 10
square foot area of the floor and create a small pile of whatever
dust, dirt, or defeated enemy bits was pushed away. When used in
conjunction with a +2 ordinary throw rug, these small items can
be removed from sight completely with no chance of being
found... unless somebody trips on the bulge of the throw rug
(tumble check DC 15 to not fall flat on his/her face).

23. BANSHEE

Joanee (Banshee): As in the Monster Manual II, pg. 30-31.

24. BANSHEE

Leedara (Banshee): As in the Monster Manual II, pg. 30-31.

The lock on the chest can be picked with a successful Open Lock
check (DC 20).

“scarab of insanity (all must save vs. spell at a -2 penalty or go
insane)” is changed to “scarab of insanity”.

Scarab of insanity:

(based on the entry from the AD&D 1st Edition Dungeon Masters
Guide)

This scarab is indistinguishable from any other scarab. When
displayed and a command word is spoken, all other creatures
within a 2 inch radius must make a Will Save (DC 18) or become
completely insane for 1d4+8 rounds. If insane, the victim will be
unable to cast spells or use reasoning of any sort (treat as a
confusion spell with no change of acting in a non-confused
manner). The scarab has 1d8+8 charges.

25. BAT Room

Mobat: As in the ‘Bat’ entry of The Tome of Horrors (rev), pg. 31-
32.

26. BASIDIRONDS

Basidirond: As in The Tome of Horrors (rev), pg. 29-30. Use the
The Tome of Horrors’ hallucination cloud table instead of the
module’s.
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Museum WING

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

28. LANDING

Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.

29. WaAITING Room

Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.

30. MuUMMIES

Mummy: As in the Monster Manual, pg. 190-191.

31. MUsEUM

Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Rob Roowm 4

Paragraph 3: “storopers” is changed to “stone ropers”.

Stone Ropers: As in The Tome of Horrors (rev), pg. 332.

Rob Room 5

Guardian Daemon: CR 8; Large Outsider; HD 8d8+16; hp 52;
Init +6 (+2 dex, +4 improved initiative); Spd 20 ft.; AC 19, touch
11, flat-footed 17 (+2 dex, +9 natural, -1 size); Atk +11 melee
(1d6+5/x2, bite) and +9 melee (1d12+2/x2, 2 claws); SA breath
weapon; SQ damage reduction 25/+2, fire resistance 25,
immunities, polyglot; AL N; SV Fort +8, Ref +7, Will +6; Str 20,
Dex 14, Con 14, Int 14, Wis 10, Cha 16.

Skills: Hide +9, Listen +10, Move Silently +12, Search +10,
Sense Motive +9, Spot +11.

Feats: Improved Initiative, Multiattack, Power Attack.

Breath Weapon: The guardian can breathe fire once every 3
rounds in a cone 30’ long and with a 10" wide diameter at the
base. The breath does 5d6 points of damage. Reflex Save (DC 18)
for half damage. They are unable to use their breath weapons on
targets within 10’. In these cases they switch to bite/claw/claw
attacks.

Immunities: Immune to charm, hold, sleep, polymorph, and
fear.

Polyglot: Can speak and read all languages.
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LeveL FIvE

1. CRYPT THING
Crypt Thing: As in The Tome of Horrors (rev), pg. 75-76.

Paragraph 3:

Use the Teleport Other’s Will save detailed of The Tome of Horrors
entry. However keep the second save described in the module for
those who make the first save. Specifically, those who succeed in
making the Will Save (the first save) must make a Fortitude Save
(DC 17) or else be turned invisible and are paralyzed for 3d6
rounds.

a-1. BARRACK RoowmSs

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

a* - 1*. LeaDER@ Rooms

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.
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LEVEL Six

Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

1. MebicaL Room

The dark elven female cleric who is in this room during the day is
one of the drow who live on Level Four (see Level Four: Rooms
10-14). If it is daytime and any humanoid or draconians were
injured and yet survived their encounters with the PCs, then the
injured party will be brought to this room (assuming they’ve had
an opportunity to since when the PCs last saw them). If no one
was injured and survived, then a sick human slave can be put here
instead. Also during the daytime hours one of the female clerics
from Level Four who has healing spells will be present tending to
the patient(s). Which cleric is here is purely based on which clerics
are still alive and the DM’s choice.

To further complicate issues for the players, the cleric will not
instantly attack the party, and neither will any injured guard. If
the PCs are expecting a violent confrontation, the cleric will remind
the party sternly “This is a place of healing!” However the cleric
will not offer any type of healing to the PCs. "It might be a place of
healing but that doesn’t mean we heal everybody.” For those
clerics that were given a small personality description, be sure to
play those points up: i.e., Katrin playfully poking fun at the PCs,
Dorodot being completely stern and serious (even if there is a
bandage on her head from a nasty whack with the top of a door
frame), etc.

If the PCs attack, the cleric and patient will defend themselves
(unless the cleric is Katrid who will do whatever possible to run).
However if there are any good aligned PCs (especially lawfully
good characters, or even better, Solamnic Knights), remind them
that attacking healers, sick, and wounded who are not in an active
confrontation is not the most ethical of decisions. Play up any bit
of logic or emotion to make what is the most convenient and
sensible (namely wiping out the evil murderous people who are
likely going to be dangerous thorns in the PCs sides later on
during highly inconvenient moments) appear against the code of
what is righteous and honorable.

During the night, the lock on the iron door can be opened with a
successful Open Lock check (DC 27).

2. SupPLY Roowm

The lock on this door can be opened with a successful Open Lock
check (DC 17).
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3. DruG Roowm

The lock on this door can be opened with a successful Open Lock
check (DC 17).

The module says the room is filled with drugs of all kinds, but the
fact is that Loren Soth is on a budget. The drugs are only generics.
No major brand names are available.

4. TAVERN
Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.
Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Barmaid Slaves: Female Human Coml; CR V%; Medium
Humanoid; HD 1d4-1; hp 3; Init +1; Spd 30ft.; AC 12 (42 dex);
Atk (noncombatant); AL N; SV Fort +0, Ref +1, Will +0; Str 10,
Dex 12, Con 8, Int 9, Wis 10, Cha 6.

Kito Shadnas (Geased Barman): Male Human Coml; CR ':;
Medium Humanoid; HD 1d4+2; hp 6; Init -1; Spd 30ft.; AC 9 (-1
dex); Atk (noncombatant); AL N; SV Fort +3, Ref -1, Will +0; Str
18, Dex 8, Con 15, Int 10, Wis 10, Cha 8.

5. KEG Room

The permanent cold spell in this room just keeps the room at a
nice 20 degrees Fahrenheit. There is no risk of exposure effects if
the group stays in here too long, only the temptation of
intoxication.

6. RECORDS RoOM

“wizard locked” is changed to “arcane locked”.

8. WEAPONS

Regardless of what the module says, no +1 rocket launchers or +1
flame throwers are available in this room.



DL 16 Dargaard Keep - 3.5 - TRANSLATION DOCUMENT

10. CASINO

Baaz: As in the Dragonlance Campaign Setting, pg. 217-218.

Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.
Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.
Sivak: As in the Dragonlance Campaign Setting, pg. 221-222.

Note: 2 EP = 1 SP

12. BANK

The lockbox can be picked open with a successful Open Lock check
(DC 19).

Note: 2 EP = 1 SP

] - m. BARRACK Rooms
Kapak: As in the Dragonlance Campaign Setting, pg. 219-220.

J* - m*. LEADERSOROOMS
Bozak: As in the Dragonlance Campaign Setting, pg. 218-219.
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L EVEL SEVEN
1. PENTAGRAM RoOOM

Paragraph 3: Just to clarify each person is hit with a single magic
missile for 1d4+1 points of damage. The level of the caster who
installed the magic missile trap is 12.

2. VAMPIRE

Marty: male vampire Rog9; CR 11; Medium Undead (5 ft. 7 in.);
HD 9d12; hp 64; Init +11 (+7 dex, +4 improved initiative); Spd
30 ft.; AC 23, touch 17, flat-footed 16 (+7 dex, +6 natural); Atk
+13/4+8 (1d6+2, 19-20/x2, short sword) or +13/4+8 melee
(1d4+2, 19-20/x2, dagger); SA blood drain, children of the night,
create spawn, dominate, energy drain, slam; SQ alternate form,
damage reduction 10/silver and magic, evasion, fast healing (5
hp/round), gaseous form, improved uncanny dodge, resistance
cold/10, resistance electricity/10, sneak attack +5d6, spider climb,
trapfinding, trap sense +3, turn resistance +4, uncanny dodge,
undead traits; AL CE; SV Fort +3, Ref +15, Will +5; Str 14, Dex
24, Con -, Int 15, Wis 14, Cha 13.

Skills: Appraise +8, Balance +13, Bluff +9, Disable Device
+16, Escape Artist +17, Gather Information +7, Hide +25, Listen
+22, Move Silently +25, Open Lock +17, Search +21, Sense
Motive +10, Sleight of Hand +17, Spot +22, Tumble +12, Use
Magic Device +5.

Feats: Alertness, Blind-Fight, Combat Reflexes, Dodge,
Improved Initiative, Lightning Reflexes, Run, Quick Draw, Weapon
Finesse (Dagger), Weapon Finesse (Short Sword).

Possessions: Dagger, Short Sword, Ioun Stone (Lavender and
Green).

3. VAMPIRE

Edgar: male vampire Ftr8; CR 10; Medium Undead (5 ft. 5 in.);
HD 8d12; hp 56; Init +7 (+3 dex, +4 improved initiative); Spd 30
ft.; AC 23, touch 10, flat-footed 23 (47 armor, +6 natural); Atk
+14/+9 melee (1d8+6/x3, warhammer) or +9/+4 ranged
(1d6/x3, composite shortbow); SA blood drain, children of the
night, create spawn, dominate, energy drain, slam; SQ Alternate
form, damage reduction 10/silver and magic, fast healing (5
hp/round), gaseous form, resistance cold/10, resistance
electricity/10, spider climb, turn resistance +4, undead traits; AL
LE; SV Fort +6, Ref +7, Will +3; Str 23, Dex 17, Con -, Int 15,
Wis 12, Cha 16.

Skills: Bluff +11, Hide +11, Intimidate +14, Jump +17,
Listen +11, Knowledge (religion) +7, Move Silently +11, Perform
(dance) +14, Search +10, Sense Motive +9, Spot +11.

Feats: Alertness, Cleave, Combat Reflexes, Deflect Arrows,
Dodge, Great Cleave, Improved Bull Rush, Improved Initiative,
Improved Overrun, Improved Sunder, Improved Unarmed Strike,
Lightning Reflexes, Power Attack, Snatch Arrows.

Possessions: 20 Arrows, Composite Shortbow, Half-plate,
Medallion of Faithlessness, Warhammer.
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Medallion of Faithlessness: This black medallion and chain has
an upside down symbol of Mishakal on it. This symbol makes
Edgar immune to turning.

It should also be noted that the symbol of Mishakal upside-
down looks the same as when right side-up, but don't tell Edgar
that.

4. \/AMPIRE

Janice: female vampire Bbn10; CR 12; Medium Undead (6 ft. 1
in.); HD 10d12; hp 84; Init +9 (+5 dex, +4 improved initiative);
Spd 40 ft.; AC 20, touch 13, flat-footed 20 (+4 armor, +3 dex, +6
natural); Atk +16/+11 melee (1d8+6/x2, morningstar) or +14/+9
ranged (1d6+1/x3, shortbow); SA blood drain, children of the
night, create spawn, dominate, energy drain, slam; SQ alternate
form, damage reduction 10/silver and magic, damage reduction
2/-, fast healing (5 hp/round), gaseous form, illiteracy, fast
movement, improved uncanny dodge, rage 3/day, resistance
cold/10, resistance electricity/10, spider climb, trap sense +3, turn
resistance +4, uncanny dodge; AL NE; SV Fort +7, Ref +10, Will
+5; Str 22, Dex 20, Con 11, Int 13, Wis 10, Cha 14.

Skills: Bluff +10, Craft (Leatherworking) +14, Handle Animal
+13, Hide +13, Intimidate +15, Listen +23, Ride +18, Search +9,
Sense Motive +8, Spot +10.

Feats: Alertness, Combat
Improved Initiative, Iron Will,
Shot, Precise Shot, Rapid Shot.

Possessions: 20 +1 Arrows,
Shortbow.

Reflexes, Dodge, Far Shot,
Lightning Reflexes, Point Blank
Leather

+2, Morningstar,

Bats: As in the Monster Manual, pg. 268-269.

5. VAMPIRE

Stu: male vampire Ftr10; CR 12; Medium Undead (6 ft. 4 in.); HD
10d12; hp 69; Init +7 (+3 dex, +4 improved initiative); Spd 20
ft.; AC 24, touch 10, flat-footed 24 (+8 armor, +6 natural); Atk
+15/+10 melee (1d8+5, 19-20/x2, longsword) or +13/+8 ranged
(1d6/x3, shortbow); SA blood drain, children of the night, create
spawn, dominate, energy drain, slam; SQ Alternate form, damage
reduction 10/silver and magic, fast healing (5 hp/round), gaseous
form, resistance cold/10, resistance electricity/10, spider climb,
turn resistance +4, undead traits; AL CE; SV Fort +6, Ref +7, Will
+5; Str 21, Dex 17, Con -, Int 13, Wis 12, Cha 12.

Skills: Bluff +11, Climb +15, Hide +11, Listen +11, Move
Silently +11, Ride (horse) +14, Search +10, Sense Motive +9,
Spot +11, Use Magic Item +6.

Feats: Alertness, Cleave, Combat Reflexes, Dodge,
Endurance, Great Cleave, Improved Initiative, Iron Will,
Leadership, Lightning Reflexes, Mounted Archery, Mounted

Combat, Power Attack, Ride-By Attack, Trample.
Possessions: 20 Arrows, Shortbow, Full plate, Longsword,
Ring of Regeneration.

Note: The Ring of Regeneration’s rate of healing is not included in
the 5 hp/round from the Fast Healing special quality.
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6. VAMPIRE/GHOST

Gaylord (Ghost): Use the ‘sample ghost’ given in the “Ghost”
entry in the Monster Manual, pg. 116-118. Just remember to note
his vampiric appearance.

7. VAMPIRE

Tudi: female vampire Rog9; CR 11; Medium Undead (5 ft. 0 in.);
HD 9d12; hp 64; Init +11 (+7 dex, +4 improved initiative); Spd
30 ft.; AC 23, touch 17, flat-footed 16 (+7 dex, +6 natural); Atk
+11/+6 melee (1d4+2, 19-20/x2, dagger) or +11/+6 ranged
(1d4/x3, dagger); SA blood drain, children of the night, create
spawn, dominate, energy drain, slam; SQ alternate form, damage
reduction 10/silver and magic, evasion, fast healing (5 hp/round),
gaseous form, improved uncanny dodge, resistance cold/10,
resistance electricity/10, sneak attack +5d6, spider climb,
trapfinding, trap sense +3, turn immunity, uncanny dodge,
undead traits; AL NE; SV Fort +3, Ref +15, Will +5; Str 14, Dex
20, Con -, Int 8, Wis 15, Cha 18.

Skills: Appraise +8, Balance +11, Bluff +12, Disable Device
+14, Gather Information +10, Hide +16, Listen +17, Move
Silently +16, Open Lock +15, Search +16, Sense Motive +10,
Sleight of Hand +15, Spot +16, Tumble +10, Use Magic Device
+6.

Feats: Alertness, Blind-Fight, Combat Reflexes, Dodge,
Improved Initiative, Lightning Reflexes, Power Attack, Run, Quick
Draw, Weapon Finesse (Dagger).

Turning Immunity: Tudi cannot be turned due to the fact that
she simply doesn’t realize that she is supposed to be scared of
holy symbols and things of those sort.

Possessions: 4 Daggers.

8. VAMPIRE

Bob: male vampire Ftr8; CR 10; Medium Undead (5 ft. 11 in.); HD
8d12; hp 56; Init +7 (+3 dex, +4 improved initiative); Spd 30 ft.;
AC 23, touch 10, flat-footed 23 (+7 armor, +6 natural); Atk
+14/+9 melee (1d8+6, 19-20/x2, heavy mace) or +9/+4 ranged
(1d8/x3, longbow); SA blood drain, children of the night, create
spawn, dominate, energy drain, slam; SQ Alternate forn, damage
reduction 10/silver and magic, fast healing (5 hp/round), gaseous
form, resistance cold/10, resistance electricity/10, spider climb,
turn resistance +4, undead traits; AL LE; SV Fort +6, Ref +7, Will
+3; Str 23, Dex 17, Con -, Int 15, Wis 12, Cha 16.

Skills: Bluff +11, Hide +11, Intimidate +14, Jump +17,
Listen +11, Knowledge (nobility and royalty) +7, Move Silently
+11, Perform (juggling) +14, Search +10, Sense Motive +9, Spot
+11.

Feats: Alertness, Cleave, Combat Reflexes, Deflect Arrows,
Dodge, Great Cleave, Improved Bull Rush, Improved Initiative,
Improved Overrun, Improved Sunder, Improved Unarmed Strike,
Lightning Reflexes, Power Attack, Snatch Arrows.

Possessions: 20 Arrows, Longbow, Half-plate, Heavy Mace,
Ring of Haste.

Ring of Haste: This ring allows Bob to act as if he is under the
effects of a haste spell. There are 35 charges currently left on it.
Normally each use will age the wearer by 1 year, but due to his
undead state Bob does not need to worry about the aging affects.

The Silence cast on this room was done so by a 12th level wizard
with a very silly name.

9. SoTH® LAIR

Paragraph 3:

This paragraph needs some re-editing since it is mixing action
descriptions with game mechanics. Instead use this paragraph if
Soth is in the room.

In a flash, there is a wall of ice behind you, sealing you in the
room. “So. You've recovered the rod! Its emanations are fouling
my room. Prepare to fight your final battle!” Soth waves his hand
and the door to his right bangs open and an incredible behemoth
lurches forward. Soth vanishes in the same instant with an evil
chuckle.

To clarify, the chuckle is a lawful evil chuckle and not the typical
chaotic evil chuckle heard in most other places.

If Soth is not in the room, use this paragraph instead.

In a flash, there is a wall of ice behind you, sealing you in the
room. “So,” echoes Soth’s voice throughout the chamber. “You
have recovered the rod! Its emanations are fouling my room.
Prepare to fight your final battle!” The door to your left bangs
open and an incredible behemoth lurches forward. The death
knight's voice fades away with an evil chuckle.
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The lines “Everyone must roll a saving throw vs. paralyzation upon
sighting the thing.” should not be within the text description since
it is a game mechanic. Just use the description of the fear save
bestowed by the creature instead.

(Boy this room must have a really high ceiling.)
Shnuggles (Tarrasque): As in the Monster Manual, pg. 240-241.

Loren found Shnuggles with an injured paw on the side of the road
one day after the Cataclysm. He took it home and nursed it back
to health. It turned out that Shnuggles had a Solamnic stuck in his
toes like a splinter. The Solamnic was removed (and soul
devoured), and now Shnuggles is Lord Soth’s guard dog, set to
protect the keep and the rift. The only way to get Shnuggles to
release a PC from its teeth is to hit him on the nose with a very
very large rolled up newspaper and yell “Lahsh” or “Release” at
him a few times with a loud stern voice.
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Paragraph 4: The trap to the door can be picked with an Open
Lock check (DC 21). The poison needle trap can be found with a
Search check (DC 23). The trap can be disabled with a Disable
Device check (DC 21). If a PC is hit with the poison needle trap,
have them make a Fortitude Save (DC 15). If successful, the PC
takes 25 points of damage. If not successful, the PC takes 50
points of damage. In either case, the PC has many painful
splinters due to the old shoddy needles that were used.

Soth is also only there is he has not been “destroyed”. But if he is
then “power word” is changed to “Power Word Kill".

If Soth has been “destroyed”, then there is a potted plant in the
corner of the room. It needs water.
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LeEVEL EIGHT
1. DARKROOM

Paragraph 1: “continual darkness” is changed to “deeper

darkness”.

The secret door can be found with a Search check (DC 17).

2. LIGHTNING

Paragraph 1: The lock on the door can be picked with an Open
Lock check (DC 19).

Use the Medium Sized creature
Lightning” entry of The Tome of

Quasi-Elemental Lightning:
from the “Quasi-Elemental,
Horrors (rev), pg. 300-301.

3. PotioNn Room

Black Pudding: As in the Monster Manual, pg. 201.

Potion of Extra-Healing:
A full dose heals 3d8+3 points of damage. For each third of a dose
drunk, only 1d8 points are healed.

Olive Slime: As in The Tome of Horrors (rev), pg. 419.
White Pudding: As in The Tome of Horrors (rev), pg. 298.

Potion of Healing:
A full dose heals 2d4+2 points of damage.

Brown Pudding: As in The Tome of Horrors (rev), pg. 296.
“giant strength” is changed to “hill giant strength”

These slimes and puddings are content to sit in their vats unless
attacked. There are always enough PCs from other runnings of this
adventure willing to stick their hands into them to grab the
potions. But once they are ‘found out’, they will attack as typical
yucky slimes and puddings do.

Potion of Speed:

(based on the entry from the AD&D 1st Edition Dungeon Masters
Guide)

This potion doubles the imbiber's movement rate. Also if the
imbiber only has one attack per round, they will have two attacks
per round. Note that this does not mean that spell casters have
their spells quickened (as per the Quicken Spell feat). Spell casting
times remain the same. Use of this potion permanently ages the
imbiber by 1 year. The other effects of the potion last for 5d4
rounds.

Potion of Hill Giant Strength:
This potion gives the imbiber the same effects as the ring of hill
giant strength, except for the following details.

1. The potion will only work for a barbarian, fighter, ranger, monk
or paladin.
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2. There is no non-stacking issue with other weapons or armor,
regardless of whether it is an enchanted warhammer or gauntlet of
ogre-power.

3. The potion’s effects only last for 1d4+4 minutes.

4. BEHOLDER
Lanjiri (Beholder): As in the Monster Manual, pg. 25-27.

5. VARGOUILLES
Vargouilles: As in the Monster Manual, pg. 254-255.

6. SARGONNAS

Sargonnas: What a nice joyful guy.

7. LicH

Jariket: Undead Lich Wiz11. Since by complete coincidence they
are of the same level, use the sample Lich Wizard given in the
Monster Manual for Jariket, pg. 166-168.

Paragraph 1:
“major globe of
invulnerability”.

invulnerability” is changed to “globe of

Note: 2 EP = 1 SP.

Sword +4 vs. undead:

This sword is a long sword that usually acts as if it was not
enchanted. However when used against undead it acts as a +4
weapon.

Scroll of Protection from Demons:
(based on the entry from the AD&D 1st Edition Dungeon Masters
Guide)

This scroll requires 1 full round to cast. The circle of
protection extends out to a 10’ radius from the caster. No demon
(of ANY type) can penetrate that circle in any physical or magical
way, but the person(s) inside the radius can lauch attacks, if
otherwise possible, upon the demons. The effect lasts for 5d4
round.

If a demon pinned in a corner (or in a similar situation) and
the scroll reader moves forward, forcing the demon within the
radius, the demon then ends up entering the area of effect without
penalty. This spell cannot be used as an offensive weapon.

Potion of Giant Control:

(based on the entry from the AD&D 1st Edition Dungeon Masters
Guide)

This potion will influence 1 or 2 giants as if a charm monster spell
was affecting them. If only 1 giant is to be influenced, the giant
can make a Will Save (DC 21) to avoid the affects. If two giants
are being targeted, they may make a Will Save (DC 15) to avoid
the affects. The control lasts for 5d6 rounds. The type of giant
subject to a particular potion is randomly determined as follows:
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1-5 hill giant
6-9 stone giant
10-13 frost giant
14-17 fire giant
18-19 cloud giant
20 storm giant

’”

“wand of wonder” is changed to “rod of wonder”.

8. SKELETAL WARRIOR

Skeletal Warrior, High Rank: male skeletal warrior Ftr10; CR
11; Medium Undead; HD 10d12; hp 79; Init +2; Spd 30 ft.; AC
25, touch 12, flat-footed 23 (+8 armor, +2 dex, +2 natural, +3
shield); Atk +18/+13 melee (1d6+7/x2, light mace +3) or +16
melee (1d6+4, touch attack); SA touch attack; SQ damage
reduction 5/bludgeoning, immune to cold, electricity, and
polymorph, spell resistance 23, undead traits; AL NE; SV Fort +9,
Ref +7, Will +5; Str 18, Dex 15, Con -, Int 13, Wis 11, Cha 4.

Skills: Climb +14, Intimidate +11, Jump +13, Knowledge
(history) +8, Ride (horse) +13.

Feats: Blind-Fight, Cleave, Combat Reflexes, Great Fortitude,
Iron Will, Leadership, Lightning Reflexes, Mounted Combat, Point
Blank Shot, Power Attack, Run.

Possessions: Chainmail +3, Light Mace +2, Shield (heavy
wooden) +1, Whistle of Invisibility.

The save noted in the adventure is no longer needed since the
skeletal warrior does not have a frightful presence. And more to
the point, if there is a 6th level or lower character in the group,
the DM should have killed that PC off LONG ago.

Whistle of Invisibility: This whistle, when blown, results in the
blower turning invisible as per the 2nd level wizard spell as if cast
by a 5th level wizard. There is only one charge on the whistle, and
if the skeletal warrior uses it, then it will not have any.

9. SKELETAL WARRIOR

Skeletal Warrior, High Rank: male skeletal warrior Ftril; CR
12; Medium Undead; HD 11d12; hp 85; Init +2; Spd 30 ft.; AC
24, touch 12, flat-footed 22 (+8 armor, +2 dex, +2 natural, +2
shield); Atk +16/+11/4+6 melee (1d4+4/x2, masterwork light
hammer) or +15/+10/+5 melee (1d4+4/x2, spiked gauntlet) or
+17/4+12/+7 melee (1d10+6, 19-20/x2, great club +2) or +17
melee (1d6+4, touch attack); SA touch attack; SQ damage
reduction 5/bludgeoning, immune to «cold, electricity, and
polymorph, spell resistance 24, undead traits; AL NE; SV Fort +9,
Ref +7, Will +6; Str 19, Dex 14, Con -, Int 12, Wis 13, Cha 6.

Skills: Handle Animal +7, Intimidate +14, Jump +17,
Knowledge (history) +4, Ride (horse) +9, Swim +11.

Feats: Blind-Fight, Cleave, Combat Reflexes, Great Fortitude,
Improved Critical (great club), Iron Will, Leadership, Lightning
Reflexes, Mounted Combat, Point Blank Shot, Power Attack.

Possessions: Chainmail +3, Great Club +2, Masterwork
Hammer (light), Shield (heavy wooden), Spiked Gauntlet.
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The save noted in the adventure is no longer needed since the
skeletal warrior does not have a frightful presence. And more to
the point, if there is a 6th level or lower character in the group,
the DM should have killed that PC off LONG ago.
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Lever NINE
3. ANT LION

Ant Lion: As in The Tome of Horrors (rev), pg. 18.

4. SLICER BEETLE

Slicer Beetle: Use the “Beetle, Giant Slicer” entry from The Tome
of Horrors (rev), pg. 35.

5. Rust MONSTER

Rust Monster: As in the Monster Manual, pg. 216.

6. ZOMBIES

Zombies: Use the ‘Human Commoner Zombie’ entry from the
Monster Manual, pg. 265-267.

7. GAMBADOS

Gambado: As in The Tome of Horrors (rev), pg. 211.

8. DEATH BEETLE

Death Beetle: Use the "Beetle, Giant Death Watch” entry from
The Tome of Horrors (rev), pg. 33-34.

Paragraph 2: “Each character must roll a saving throw vs. death
magic.” is removed. The save is described in the Death Beetle
entry.

9. NECROPHIDIUS
Necrophidius: As in The Tome of Horrors (rev), pg. 275-276.

Paragraph 2: “who does not roll a successful saving throw vs.
spell” is removed. The save is described in the Necrophidius entry.
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LeveL TEN

Obliviax: Use the ‘Memory Moss’ entry from the Tome of Horrors
(rev), pg. 418.

Nightmares: As in the Monster Manual, pg. 194-195.

Hellhounds: As in the Monster Manual, pg. 151.

2. NIGHTMARES
Nightmares: As in the Monster Manual, pg. 194-195.
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LeEvEL ELEVEN

Obliviax: Use the ‘Memory Moss’ entry from the Tome of Horrors
(rev), pg. 418.

The symbol of pain activation results in a Will Save (DC 20).

1. WARRIORS

The symbol of discord acts exactly like a symbol of insanity,
except for the following:

1. Will Save (DC 23) negates.

2. Instead of going insane, all creatures affected fall into loud
arguments and bickering. There is also a 50% charge that
creatures of different alignments (or that just plan don't like each
other) will attack each other.

3. The bickering lasts for 5d4 rounds. The fighting lasts for 2d4
rounds.

Skeletal Warrior: male skeletal warrior Ftril; CR 12; Medium
Undead; HD 11d12; hp 85; Init +2; Spd 30 ft.; AC 24, touch 12,
flat-footed 22 (48 armor, +2 dex, +2 natural, +2 shield); Atk
+16/+11/+6 melee (1d4+4/x2, masterwork light hammer) or
+15/4+10/+5 melee (1d4+4/x2, spiked gauntlet) or +17/+12/+7
melee (1d10+6, 19-20/x2, great club +2) or +17 melee (1d6+4,
touch attack); SA touch attack; SQ damage reduction
5/bludgeoning, immune to cold, electricity, and polymorph, spell
resistance 24, undead traits; AL NE; SV Fort +9, Ref +7, Will +6;
Str 19, Dex 14, Con -, Int 12, Wis 13, Cha 6.

Skills: Handle Animal +7, Intimidate +14,
Knowledge (history) +4, Ride (horse) +9, Swim +11.

Feats: Blind-Fight, Cleave, Combat Reflexes, Great Fortitude,
Improved Critical (great club), Iron Will, Leadership, Lightning
Reflexes, Mounted Combat, Point Blank Shot, Power Attack.

Possessions: Chainmail +3, Great Club +2, Masterwork
Hammer (light), Scroll, Shield (heavy wooden), Spiked Gauntlet.

Jump +17,

The Scroll is detailed in the module.

2. WARRIORS

Paragraph 1:
The symbol of discord acts exactly like a symbol of insanity,
except for the following:

1. Will Save (DC 23) negates.

2. Instead of going insane, all creatures affected fall into loud
arguments and bickering. There is also a 50% charge that
creatures of different alignments (or that just plan don't like each
other) will attack each other.

3. The bickering lasts for 5d4 rounds. The fighting lasts for 2d4
rounds.
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Skeletal Warrior: male skeletal warrior Ftril; CR 12; Medium
Undead; HD 11d12; hp 85; Init +2; Spd 30 ft.; AC 24, touch 12,
flat-footed 22 (48 armor, +2 dex, +2 natural, +2 shield); Atk
+16/+11/+6 melee (1d4+4/x2, masterwork light hammer) or
+15/4+10/+5 melee (1d4+4/x2, spiked gauntlet) or +17/+12/+7
melee (1d10+6, 19-20/x2, great club +2) or +17 melee (1d6+4,
touch attack); SA touch attack; SQ damage reduction
5/bludgeoning, immune to cold, electricity, and polymorph, spell
resistance 24, undead traits; AL NE; SV Fort +9, Ref +7, Will +6;
Str 19, Dex 14, Con -, Int 12, Wis 13, Cha 6.

Skills: Handle Animal +7, Intimidate +14,
Knowledge (history) +4, Ride (horse) +9, Swim +11.

Feats: Blind-Fight, Cleave, Combat Reflexes, Great Fortitude,
Improved Critical (great club), Iron Will, Leadership, Lightning
Reflexes, Mounted Combat, Point Blank Shot, Power Attack.

Possessions: Chainmail +3, Great Club +2, Masterwork
Hammer (light), Shield (heavy wooden), Spiked Gauntlet.

Jump +17,

Paragraph 2:

The locked chest can be opened with a successful Open Lock
check (DC 19). The trap can be found with a successful Search
check (DC 19). The trap can be disabled with a successful Disable
Device check (DC 21).

If the trap goes off, the entire room is gassed. Everyone
within the cloud must make a successful Fortitude Save (DC 17) or
lose half their hit points (roll down).

3. WARRIORS

The symbol of hopelessness acts exactly
persuasion, except for the following:

like a symbol of

1. Will Save (DC 21) negates.
2. Duration: 3d4 minutes.

3. Instead of thinking the original symbol’s caster is their friend,
those who failed their Will Save become completely depressed and
will obey any enemy’s command (like “surrender” or “get out”)
because they see no hope of winning.

4, It is 25% probable that the affected victim will take no action in
any round. “What's the point?” And it is 25% likely that those
taking action will turn back or retire from battle, as applicable.
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Skeletal Warrior: male skeletal warrior Ftril; CR 12; Medium
Undead; HD 11d12; hp 85; Init +2; Spd 30 ft.; AC 24, touch 12,
flat-footed 22 (4+8 armor, +2 dex, +2 natural, +2 shield); Atk
+16/+11/+6 melee (1d4+4/x2, masterwork light hammer) or
+15/4+10/+5 melee (1d4+4/x2, spiked gauntlet) or +17/+12/+7
melee (1d10+6, 19-20/x2, great club +2) or +17 melee (1d6+4,
touch attack); SA touch attack; SQ damage reduction
5/bludgeoning, immune to cold, electricity, and polymorph, spell
resistance 24, undead traits; AL NE; SV Fort +9, Ref +7, Will +6;
Str 19, Dex 14, Con -, Int 12, Wis 13, Cha 6.

Skills: Handle Animal +7, Intimidate +14,
Knowledge (history) +4, Ride (horse) +9, Swim +11.

Feats: Blind-Fight, Cleave, Combat Reflexes, Great Fortitude,
Improved Critical (great club), Iron Will, Leadership, Lightning
Reflexes, Mounted Combat, Point Blank Shot, Power Attack.

Possessions: Chainmail +3, Great Club +2, Masterwork
Hammer (light), Ring of Frost, Shield (heavy wooden), Spiked
Gauntlet.

Jump +17,

Ring of Frost: This ring acts in all ways identical to a Staff of
Frost, except that can conveniently be worn on a finger.

The treasure can be found with a successful Search check (DC 20).

Ring of Delusion: It is up to the DM to choose exactly what the
ring is ‘deluding’ the PC into thinking it is. Suggestions could be a
ring of invisibility, a ring of wishes, or a ring of feather fall.

Horn of Bubbles:

(based on the entry from the AD&D 1st Edition Dungeon Masters
Guide)

This horn appears normal, but sounding a note on it will result in a
slew of bubbles appearing. The bubbles surround and blind the
horn blower for 2d10 rounds. The bubbles only show up in the
presence of a creature who is actively seeking to kill the horn
blower, so they might not show up for an extremely long time.

4. WARRIORS

The symbol of insanity activation results in a Will Save (DC 23).

Skeletal Warrior: male skeletal warrior Ftril; CR 12; Medium
Undead; HD 11d12; hp 85; Init +2; Spd 30 ft.; AC 24, touch 12,
flat-footed 22 (48 armor, +2 dex, +2 natural, +2 shield); Atk
+16/+11/+6 melee (1d4+4/x2, masterwork light hammer) or
+15/4+10/+5 melee (1d4+4/x2, spiked gauntlet) or +17/+12/+7
melee (1d10+6, 19-20/x2, great club +2) or +17 melee (1d6+4,
touch attack); SA touch attack; SQ damage reduction
5/bludgeoning, immune to cold, electricity, and polymorph, spell
resistance 24, undead traits; AL NE; SV Fort +9, Ref +7, Will +6;
Str 19, Dex 14, Con -, Int 12, Wis 13, Cha 6.

Skills: Handle Animal +7, Intimidate +14,
Knowledge (history) +4, Ride (horse) +9, Swim +11.

Feats: Blind-Fight, Cleave, Combat Reflexes, Great Fortitude,
Improved Critical (great club), Iron Will, Leadership, Lightning
Reflexes, Mounted Combat, Point Blank Shot, Power Attack.

Possessions: Chainmail +3, Great Club +2, Masterwork
Hammer (light), Shield (heavy wooden), Spiked Gauntlet.

Jump +17,
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LeveL TWELVE
2. Fogs GIANT

Phinias (Fog Giant): As in the Monsters Compendium: Monsters
of Faerun, pg. 50-51.



DL 16 Dargaard Keep - 3.5 - TRANSLATION DOCUMENT

CLosINg WORDS

Yes, ladies and gentlemen! There you have it. DL16’s
Dargaard Keep. Proof that back in the ol days ANYONE could write
a Dragonlance adventure and get it published.

If your players had successfully completed this quest, let me
be the first to say that you obviously hadnt run this module
correctly. And you call yourself a DM? For shame!

If your players have all died horribly shortly after meeting the
Knights of Solamnia at the start of the adventure, then ultra-
mega-kudos to you. You are a true expert Dungeon Master. Good
job!

If the adventure turned out to be something in between (for
example, if only one out of the eight PCs escaped breathing... with
one limb, half a tongue, five permanent curses, and a bout of
lycanthropy), then count it as time well spent, and I wish you
better luck in your next adventure.

Thank you for giving me a chance by at least even looking
over this horrible translation document. If issues are discovered
that need fixing (missed translations for details, typos, unclear
statements, unbalanced combat *snort-laugh*, or just all around
suggestions for improvement), please bring them to my attention.
If using my email address, please use the subject line: DL16
Dargaard Keep-3.5 Translation Document Issue to prevent
the email from being accidentally dumped along with a boatload of
spam. In most of these cases, I prefer to manually dump the
email. It makes me feel better when I can personally ignore a
response rather than relying on automation.

Once again thank you,
Bret Sheeley

(a.k.a. Carteeg Struve)
carteeg@iwon.com

P.S. You do realize I was joking, right?
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