1. Four gfant-rats (HPS 3.3.2.1)

A, Covered pit, 20" deep

2. Four glanr-rgfs (HF54,2.2,1)

.S gfant-cors (HPS 3,2,2.2.1,1)

4. Twi gipnt-rots (HPS 4,4)

9. dest, 12 young, non-combatant

6. dine gfant-rats {(HPS 1,4,4,3,3,2,1.1,4)

7. Largs Cavern with chasm, 45 drop off ledge.
Six giant-bats {HP5 4,4.3,2 2 1] Treasure ledge:

3000 CP, 1000 5P, 75 GP

B. s&cret door to treasure-ledge

8. Twelve girnt-rats {HPS Jwd Ix3 3Ix?, 3Ixi)
. Twelve gionf-rats {HPS 3xd, 3x3, Ix2, 3xt)
10. Ter. giont-rats (HP5 4,4,4,3,3,3,3,3.3,3)
11. Giant scorpion [HME 18)

€. Covered pit, 10" deap with -8 spikes.

12. Glart-shider {HPS 22)

4000 CF, 2500 5P, 125 EP, 20 GP, +1 Rirg

! THE NEST

" . For 6-9 characters levels 1-4
. by RC Pinnell

SQUARE = 5°
§ = secret door/panel

Sloping passage

EELES R
up Ao

e

%
A = jedge
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Tunnel height: 4'-5" width: 3'-7
Cave haight: 4'-6" iExcept, #7,

Ba;ckgr;i.u-"rd

The tiny Hamilet of Ratzhurg needs yvour belp. Several ol children
have gone missing, and all cluss point to subterranean passages and
chambers beneath the old mill on the outskirts of tow1. A large hale
cHsenvared in the cellar recks of rodent filth, and distant squeaking
sounds seer b0 confirm the existence of a nest somewhers beneath.

The Burgermeister has offered a reward of 500 gold picces to any one
that will enter the den of dissase, and stay the vermin that dwell
within. If any children are .ocated, akive or dead, the retun of them
or thelr bodies would e apprecialed.

MNote ta the DM While most of the remains have been tossed into the
great chasm in chamber #7, it 5 recommended that at least ane chitd
he found ative--though badly hurt and dehydrated, somawhere in “the
nest™; perhaps hiding on the treasure-shedif. The remains/benes of cne
more should be spread through gut, requiring the party to collect them
as they go. Retuming eitter or beth of these will likely result i
additional reward which you shauld determine.

5ix Lo nine characters are recommended, with hobbis and gnomes
suffering ne penaltizs while within the ne<t, and all others taking = -1
to hit and -2 to damage to their combat rolls. A magic-user or eff is
recommendad for inclusion, as well,

which is 12" abimve the western ledge



