::'__:_ssidcl’s Stronghold

Set in the far northeastern parts of the dwarven kingc{om of Der[, this immense structure serves as a safe haven and entertainment Facilitg

to the eccentric mage ssidel. ]t was built by the mage's late ranc[lcat[—ier, Ma”an, by carving tons of stone by arcane means. he
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Protcctivc contraPtions scattered t}vroughout the c{ungeon are all Powerecl bg a raw magic vein (‘P) ]ntruclcrs are expectecl to breach the

clungcon througl—i area I, using a weak Point in the cubical force field that envclops most of the location. A mysterious Fog inareas 1,2,%

denies the heroes any tclePortation sPe”s t}wcg might want to use.

Arca 1. An enormous 10x50 ft door welcomes the adventurers (E) Tl—:e clragon at D
becomes immediate]g aware of the intruders’ presence and prepares himself for a Fight.
The elevated P]atForm F is a Per‘Fect hideout for lesser c]ragorls from where they launch

a ]Darrage of spe]ls and breathe acid at the intruders. Two hanging Hags may be climbed
easily. The black c{ragon Voor[ath has his lair in area D, ina 100-ft dceP POOI of acid.
Togethcr with his two black c{ragon
foster children t]ﬁcg are resPonsible
for war&ir\g off any intruders. |f thcg
lose the Fight, they withdraw to the
surface through a tcleport at the

bottom of the Poo|. — Sclect one of four te[cPortation
circles T randomly, this one will lead to area 2. A” the others lead to small hidden
rooms behind a corresPonding teIcPort, which contain a Poisoncc[ blade trap, a

comPacting room traP and a summoning trap.

Ar‘ca 2. Tl’]is room was meant ]Dﬂ Ma”an to kill the intruders if t]ﬁeg sneak Past/
defeat the clragon at 1. I’c features all kinds of nasty traps. Essidel may eavesclrop magica”y and even comment on heroes'’ progress by
casting his voice here. A magica”y warded secret door Ieacling to exitis Placchust beside the entrance [ so that the inhabitants don't risk
sPringing any traps themselves. Just a few steps down the corridor sPring a Prismatic
spray trap. T he room should be filled with traps bg the GM. [ ach of the three rooms B
C D contains a part of riddle solution: prepare three scraps of paper, one with a snake,
second with a nail and the third with a
door (make it so that the door lands .
near the snake’s tail). Align first and T'q:}
second and Place third’s upper left
corner on the top of the nail to give the

Plagers a clue where the exit is.

Area 3. A l’)uge lava Pit ~ characters
te[cPortcd from Arca 2 to E_ Lava is i”usorg. GM should trg to lure the FCS to
switches 9. T he location is being observed bg an eye tyrant that appears on spot B

when FCs are best Placcd from the monster's Pcrspcctivc. Tclcports T] s TZ at the

bottom of the pit transport harmlessly to spots TZ, TL Exit E_ at the bottom leads to area 4. Tl‘xc ate C] cannot be opened without a
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proper kcg or dcactivating the magic vein.

Area4. T his cave contains a [argc crystal that hosts a raw magic vein V. ]tisa Placc of cult
to c]uergar citizens of the un&ergrounc{ town (lier. A stone golem activates when anyone
touches the vein. The P]ace is also always crowded with the faithful dwarves, two of which
l’]aPPcn to be elite archers (onc per each Platform /A\) Destroging the vein removes all of
the stronghold‘s magica] defenses, inc]udir\g the gatein? (and greatlg outrages [ ssidel).

Arca 5. This is where Esside[ sPends most of his time. The habitat [ in the west
comprises a Studlj room, a bec{room, a librarlj and ]avatory. One has to ﬂy over the lava Pit

(real) to getto the west side.
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