
Der Dungeon: Map Key & Monster Stat Blocks

[Created By S. Hart 2011]

NOTE: page #s after monster entries and spell effects are to the Labyrinth Lord rulebook

Wandering Monsters (roll 1d6 every 2 turns, appears on roll of 1; * indicates only one of 
this wandering monster encounter present, re-roll if killed off already)

Wandering Monsters: Level 1

1. Giant Centipedes (2) [AL N, MV 60’ (20’), AC 9, HD ½, hp 4,2, #AT 1 (bite), DG 
poison, SV 0 level, ML 7, XP 6] p.68

2. Fire Beetle (1) [AL N, MV 120’ (40’), AC 4, HD 1+2, hp 6, #AT 1 (bite), DG 2d4, SV 
F1, ML 7, XP 15] p.65

3. Giant Rats (2) [AL N, MV 120’ (40’), AC 7, HD ½, hp 3,1, #AT 1 (bite), DG 1d3, 
disease, SV F1, ML 8, XP 6] p.92

4. Stirge (1) [AL N, MV 30’ (10’), Fly 180’ (60’), AC 7, HD 1, hp 2, #AT 1, DG 1d3, 
blood drain, SV F2, ML 9, XP 16] p.98

5. Giant Killer Bee (1) [AL N, MV Fly 150’ (50’), AC 7, HD ½, hp 2, #AT 1 (sting), DG 
1d3, see description, SV F1, ML 9, XP 7] p.65

6. *Giant Crab Spider (1) [AL N, MV 120’ (40’), AC 7, HD 2, hp 15, #AT 1 (bite), DG 
1d8, poison, SV F1, ML 7, XP 38] p.97

Wandering Monsters: Level 2

1. Giant Bats (2) [AL N, MV 30’ (10’), Fly 180’ (60’), AC 6, HD 2, hp 11, 8, #AT 1 
(bite), DG 1d4, SV F1, ML 8, XP 20] p. 64

2. Subterranean Locusts (2) [AL N, MV 60’ (20’), Fly 180’ (60’), AC 4, HD 2, hp 8,6, 
#AT 1 (bite, slam, or spit), DG 1d2 or 1d4 or poison, SV F2, ML 5, XP 38] p.85

3. Fire Beetles (8) [AL N, MV 120’ (40’), AC 4, HD 1+2, hp 8,8,6,4, 9,8,5,4, #AT 1 
(bite), DG 2d4, SV F1, ML 7, XP 15] p.65

4. Giant Gecko Lizard (1) [AL N, MV 120’ (40’), AC 5, HD 3+1, hp 11, #AT 1 (bite), DG
1d8, SV F2, ML 7, XP 100] p.84

5. Goblins (7) [AL C, MV 60’ (20’), AC 6, HD 1-1, hp 6,2,1,1, 3,2,2, #AT 1 (weapon), 
DG 1d6 (spear), SV 0 level, ML 7, XP 5] p.78 They are patrolling the level for intruders.
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6. *Kobolds (11) [AL C, MV 60’ (20’), AC 7, HD ½, hp 4,4,4,3,3, 3,2,2,2,1,1, #AT 1 
(weapon), DG 1d4-1 (club), SV 0 level, ML 6, XP 5] p.83 This band is exploring under 
the orders of the BLACK SISTER (see Level 3, Area 32.)

Wandering Monsters: Level 3

1. Zombies (8) [AL C, MV 60’ (20’), AC 8, HD 2, hp 13,10,10,3,10,10,6,5, #AT 1 
(weapon), DG 1d8 (long sword), SV F2, ML 12, XP 29] p.103

2. Subterranean Locusts (4) [AL N, MV 60' (20'), Fly 180' (60'), AC 4, HD 2, hp 7,6,11,5,
#AT 1 (bite, slam, or spit), DG 1d2 or 1d4 or poison, SV F2, ML 5, XP 38] p.85

3. Pit Viper (1) [AL N, MV 90' (30'), AC 6, HD 2, hp 9, #AT 1 (bite), DG 1d4, poison, SV
F1, ML 7, XP 38] p.96

4. Giant Carnivorous Flies (2) [AL N, MV 90' (30'), Fly 180' (60'), AC 6, HD 2, hp 10,6, 
#AT 1 (bite), DG 1d8, SV F1, ML 8, XP 29] p.75

5. *Gnolls (4) [AL C, MV 90' (30'), AC 5, HD 2, hp 8,6,10,13, #AT 1 (weapon), DG 
1d6+1 (hand axe), SV F2, ML 8, XP 47] p.77 They are from the same tribe as those in 
Level 2, Area 23.

6. *Carcass Scavenger (1) [AL N, MV 120' (40'), AC 7, HD 3+1, hp 15, #AT 8 (stingers), 
DG paralysis, SV F2, ML 9, XP 135] p.67 This is the main roving predator of the level. 
All other creatures will attempt to flee upon its approach, even if engaged in combat with 
PCs. Thankfully, it cannot pass through locked or secret doors.

Der Dungeon: Dungeon Area Encounters

Level 1

1. Dwarves (5) [AL N, MV 60' (20'), AC 4, HD 1, hp 8,7,4,3,2, #AT 1 (weapon), DG 1d6 
(hand axe), SV D1, ML 8, XP 10] p.72. Each dwarf has 25 GP in his pouch. The leader is 
holding the HANDOUT MAP (treasure map).

2. The corridor is blocked by a cave-in of the ceiling. It would take days or weeks to clear
it to make it safely passable.

3. Empty.

4. Empty.

5. Giant Killer Bees (2) [AL N, MV Fly 150’ (50’), AC 7, HD ½, hp 2,2, #AT 1 (sting), 
DG 1d3, see description, SV F1, ML 9, XP 7] p.65. There is a rotted chest containing 600
SP in the corner with the Giant Killer Bees.
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6. Empty.

7. Fire Beetles (4) [AL N, MV 120’ (40’), AC 4, HD 1+2, hp 7,6,3,3, #AT 1 (bite), DG 
2d4, SV F1, ML 7, XP 15] p.65

8. The door is locked, and must be picked or chopped down (takes 1 turn, make an extra 
check on the Level 1 Wandering Monster Table (1 in 6 chance of monster being attracted 
to the noise). There is an unlocked wooden chest containing 700 SP against the far wall.

9. Green Slime (1) [AL N, MV 3'(1'), AC NA (automatic hit, but hurt only by fire), HD 2,
hp 6, #AT 1, DG see description, SV F1, ML 12, XP 38] p.80. The Green Slime is hiding 
inside the 3rd of the 3 circular openings that are 8' high from the floor.

10. There is a pressure-plate under the floor just past the doorway. Stepping on it (or 
other pressure such as probing with a 10' pole) has a 2 in 6 chance of triggering the 
Arrow Trap (attacks as F1, 1d6 damage).

11. There is a large stone fountain here. There is no water in it. Close examination (treat 
as looking for secret door) will reveal that the fountain can be slid aside, revealing a shaft
containing a rusty metal ladder. This leads down to Level 2, Area 12.

12. Empty.

13. There are a large number of bones scattered across the floor in this area. There is a 
faint smoky odor in the air. Roll on the Level 1 Wandering Monster Table to see what is 
currently lurking here.

14. There is a Sliding Pit Trap at the place indicated on the map. There is a 2 in 6 chance 
of it opening whenever it is stepped on (or for instance when probing with a 10' pole). 
Anyone in that 10' section of corridor when it is tripped will fall down a sloped chute to 
land in Level 2, Area 8. Victims may make a DEX check to end up on their feet; 
otherwise they will end up prone on the floor at the bottom. Make an extra check on the 
Level 2 Wandering Monster Table (1 in 6 chance of monsters being attracted to the 
noise).

15. Stirge (2) [AL N, MV 30’ (10’), Fly 180’ (60’), AC 7, HD 1, hp 8,6, #AT 1, DG 1d3, 
blood drain, SV F2, ML 9, XP 16] p.98. There is a secret door leading to Area 16.

16. There is an old leather Large Sack containing 500 SP and 30 GP in the corner of the 
room.
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17. There is a pulley mechanism mounted on the floor. Running from the pulley to 2 
holes in the ceiling is a metal chain made of large, heavy links. Pulling on one side of the 
chain with 200 pounds or more of force will cause a ceiling panel to start to slide open. It 
is possible for characters weighing less than 200 pounds to attempt to climb up the chain 
without causing the chain to move (use Thief Climb Walls at -10% chance, or roll under 
1/2 Dexterity on a d20 for non-thieves). Once above the ceiling, a latch mechanism is 
visible that will immobilize both the chain and ceiling panel. Otherwise, some way must 
be found to jam the chain or pulley from below. Pulling the chain farther than required to 
open the ceiling will cause the panel to slide shut again. There is the rotting remnant of a 
rope ladder near the mechanism above the ceiling. There is a narrow stone stairway going
upwards in the space above the ceiling. This leads out to the surface.

18. Giant Rats (7) [AL N, MV 120’ (40’), AC 7, HD ½, hp 4,3,3,2,2,1,1, #AT 1 (bite), DG
1d3, disease, SV F1, ML 8, XP 6] p.92

19. Empty.

20. The door is locked, and must be picked or chopped down (takes 1 turn, make an extra 
check on the Level 1 Wandering Monster Table (1 in 6 chance of monster being attracted 
to the noise). There is a wooden chest against the far wall. The chest is not locked, but is 
trapped with a Slow Gas Trap that will be triggered if opened without checking for traps 
(or failing to find the trap); anyone in the room must save vs. Breath Weapon or be 
affected by Slow (the reverse of Haste, see p. 32) for 3 turns. The chest contains 500 SP.

21. In the corridor just outside this area is a Scything Blade Trap triggered by a pressure-
plate in the floor. There is a 2 in 6 chance of any weight or probing triggering it. A 
character triggering the trap must save vs. Petrify or take 1d8 damage.

22. Empty.

23. Giant Toad (1) [AL N, MV 90' (30'), AC 7, HD 2+2, hp 11, #AT 1 (tongue + bite), DG
1d4+1, swallow, SV F1, ML 6, XP 71] p. 99. The Giant Toad is lurking back in the 
darkness, waiting to try to snatch prey passing by within 15' in the corridor. It will attack 
with surprise on a 1-3 on d6, and will not be surprised itself in any event.

24.  There is a tall statue of a woman cradling an infant here. There is a blue glow 
emanating from the eyes of the statue. Inspection will reveal that the eyes are gemstones 
(value 100 GP each). They can be pried out, but the glow will immediately fade, and the 
perpetrator will suffer a curse (-1 "to hit" on all attacks until curse removed via either 
Remove Curse, or restoring the statue on level 3, In addition, the thief cannot benefit 
from the healing altar in Area 27 until the curse is removed.).
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25. Goblins (5) [AL C, MV 60’ (20’), AC 6, HD 1-1, hp 7,5,3,3,1, #AT 1 (weapon), DG 
1d6 (spear), SV 0 level, ML 7, XP 5] p.78. This room is locked from the inside. It may be
either picked or broken down, but breaking it down will result in an automatic ambush 
with surprise from the Goblins within. Each Goblin has 5 EP in his pouch. These goblins 
are aware of the Giant Toad in Area 23, and the Compacting Ceiling Trap in Area 26, and 
are cut off from the rest of their band.

26. There is a Compacting Ceiling Trap at the point indicated on the map. There is a 2 in 
6 chance of anyone walking on the pressure-plate or probing triggering the trap. The 
entire 10' square section of ceiling begins lowering, taking 1 round of 10 seconds to fall 
all the way (the LL may wish to start reciting a countdown interspersed with his verbal 
description of what is happening). Any character underneath that does not declare they 
are getting out from under it will suffer 3d6 damage (save vs. Petrify for half damage). 
This may result in the party being split on either side of the trap. The trap slowly resets 
itself, taking 24 hours for the huge stone block to raise itself back into position.

27. There is a stone altar here. There is an inscription on it "May the glow of Mercy 
shine." Anyone reciting the inscription while touching the altar will be healed of 1d6+1 
hp (same as Cure Light Wounds). This effect may only benefit a single individual once 
per 24 hours. Anyone who stole the eyes from the statue in Area 24 CANNOT invoke the 
effect until the curse is lifted.

28. Empty.

29. Goblins (4) [AL C, MV 60’ (20’), AC 6, HD 1-1, hp 5,5,4,3, #AT 1 (weapon), DG 
1d6 (spear), SV 0 level, ML 7, XP 5] p.78. Each Goblin has 5 EP in his pouch.

30. Shrieker (1) [AL N, MV 9' (3'), AC 7, HD 3, hp 10, #AT scream, DG see description, 
SV F1, ML 12, XP 65] p.95. This is useful to the Goblins as an alarm guarding the 
stairway to the surface.

Level 2

1. Empty.

2. At the entrance from the corridor is a pressure-plate linked to a Spear Trap. There is a 2
in 6 chance of any pressure or probing triggering the trap, resulting in an attack as F1 for 
1d6 damage.

3. Goblins (9) [AL C, MV 60’ (20’), AC 6, HD 1-1, hp 5,3,2,2,7,3,1,1,4, #AT 1 (weapon),
DG 1d6 (spear), SV 0 level, ML 7, XP 5] p.78. Each Goblin has 6 EP in his pouch.

4. Empty. This is a room containing only some crude straw beds and filth.

5. Empty. This room also contains crude beds, rags, and filth.
6. Goblin King (1) [AL C, MV 60' (20'), AC 4 (shield+1), HD 3, hp 15, #AT 1 (weapon 
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+1 "to hit"), DG 1d6+2 (spear+1), SV F3, ML 9, XP 50] p.78; Goblin Bodyguards (5) 
[AL C, MV 60' (20'), AC 6, HD 2, hp 6,9,4,8,7, #AT 1 (weapon), DG 1d6 (shortsword), 
SV F2, ML 9 (7 if King killed), XP 20] p.87; Goblins (6) [AL C, MV 60’ (20’), AC 6, HD
1-1, hp 3,2,2,1,1,1, #AT 1 (weapon), DG 1d6 (spear), SV 0 level, ML 9 (7 if King killed),
XP 5] p.78. In the niche at the back sits the Goblin King, flanked by his bodyguards. The 
Goblin King wields a Spear+1 and a Shield+1 in combat. In a large chest behind the 
King's crude wooden "throne" are 2000 CP, 4000 SP, 5000 EP, and 3 blue gems (10 GP, 
25 GP, 50 GP). This goblin band has only recently established itself in the dungeon, 
having entered from the stairs near Level 1, Area 30.

7. The door is locked, and must be picked or chopped down (takes 1 turn, make an extra 
check on the Level 2 Wandering Monster Table (1 in 6 chance of monster being attracted 
to the noise). In the back corner is an ornate stone fireplace. There is an engraving above 
the fireplace "Wisdom." The chimney shaft appears open as far as can be seen. There are 
a few pieces of old dried firewood still in the fireplace. If a fire is lit, after 3 rounds the 
room will suddenly fill with choking black smoke. Anyone in the room must save vs. 
Petrify or be Polymorphed (as per Polymorph Self p.36, but cannot end voluntarily) into a
random Level 2 Monster (see chart p.104) for 8 turns.

8. There is a secret door leading to the Sliding Pit Trap from Level 1, Area 14 here. It 
would be extremely difficult to climb up it due to the slipperiness of the chute (a Thief 
could attempt Climb Walls at -30%, or a non-thief could attempt to roll under 1/3 
Dexterity on a d20). If characters have entered this area from the chute, the secret door 
remains open until manually closed (such as by a Goblin patrol).

9. In the corner of this room is a wooden cabinet containing several empty jars made of 
glass. If examined closely (treat as secret door), can determine that the cabinet can be 
rotated aside, revealing a secret compartment in the wall. There are 2 Large Sacks in the 
compartment, one containing 600 GP, the other 400 SP and 4 blue gems (50 GP, 50 GP, 
100 GP, 100 GP).

10. There is a small stone table (approximately 2' x 3') in one corner of this room. 
Mounted on one end of the table is a stone bust sculpture that resembles a twisted, leering
human (a Ghoul). The mouth of the bust is open, revealing a hollow space within the 
head. The bust radiates magic and a faint trace of warmth may be felt radiating from the 
open mouth. Once every 6 hours, the bust is able to duplicate a single non-living, non-
magical object. The object to be duplicated must be of a size and shape that it can be 
partially inserted into the open mouth, and must not project beyond the edges of the stone
table (a 2' x 2' area directly in front of the bust). The mouth will then bite down upon the 
object (1d2 damage for any foolish enough to insert their hand), and in a shimmering 
display a duplicate of the object will appear on the table, and the mouth will release the 
original object. The bust will CONSUME precious metals and gems placed in its mouth 
instead of duplicating them. Jewelry too big to be swallowed whole will lose at least 50%
of its value to being partially consumed and damaged.
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11. At the spot indicated on the map is a Collapsing Ceiling Trap. There is the standard 2 
in 6 chance of anyone walking or probing the area to trigger the trap. If triggered, a 
shower of large stones falls as the ceiling collapses, blocking the passage; all in the 10' 
section of corridor will take 2d6 damage (save vs. Petrify to avoid damage). If the rubble 
is examined, a locked metal chest will be found, containing 1000 SP.

12. The door to this room is locked, but easily unlocked and opened from the INSIDE. 
From the OUTSIDE the lock must be picked or the door chopped down (takes 1 turn, 
make an extra check on the Level 2 Wandering Monster Table (1 in 6 chance of monster 
being attracted to the noise). This room contains a rusty metal ladder leading upwards to 
Level 1, Area 11. There is an unlocked metal chest containing 800 SP and 200 GP near 
the base of the ladder.

13. In the corridor just outside this area is a Scything Blade Trap triggered by a pressure-
plate in the floor. There is a 2 in 6 chance of any weight or probing triggering it. A 
character triggering the trap must save vs. Petrify or take 1d8 damage.

14. Skeletons (12) [AL C, MV 60' (20'), AC 7, HD 1, hp, 6,3,3,1,6,5,3,1,7,3,2,2, #AT 1 
(weapon), DG 1d6 (spear), SV F1, ML 12, XP 13] p.95.  There is a stone altar at the far 
end of this chamber. There are 6 skeletal figures standing in a line at attention with spears
held upright on each side of the room. They will only react if 2 or more humans enter the 
room, or if anyone touches the altar. Behind the altar is a wall mosaic depicting a woman 
with bright blue eyes who is holding an infant. Unlike other altars in the complex, there is
no inscription on it, nor is there any special magical power present. However, there is a 
concealed compartment (treat as secret door, but at +1 chance to spot; a dwarf may also 
be able to detect as stonework) containing 4 Potion bottles (Healing, Healing, 
Invulnerability, Growth) and 2 scroll cases (Cleric scroll: Cure Light Wounds, Protection 
from Evil; MU/Elf Scroll: Detect Magic, Hold Portal). There is a secret door behind the 
wall mosaic leading down to Level 3, Area 1.

15. Giant Gecko Lizards (4) [AL N, MV 120’ (40’), AC 5, HD 3+1, hp 12,20,13,10, #AT 
1 (bite), DG 1d8, SV F2, ML 7, XP 100] p.84.

16. At the spot indicated on the map is a Locking Pit. There is the standard 2 in 6 chance 
of triggering it if walked over. The pit is 10' deep, and those falling in take 1d6 falling 
damage. Scattered over the floor of the pit are 1100 SP and 400 GP, and a Dagger+1 next 
to the stiff desiccated corpse of a human. The remains of his clothing and gear are 
likewise here, although everything but the dagger has crumbled or rotted away. One 
round after being triggered, the trap door begins to re-close itself. Unless the mechanism 
is jammed or disabled somehow, at the end of the second round after being triggered the 
trap door will be closed and locked (can be picked from the inside by a thief if can reach 
the trap door 10' off the floor). The trap is then ready to be triggered again; those on the 
outside can attempt to deliberately trigger it if needed to try to rescue someone trapped 
inside.

17. Empty.
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18. Giant Bats (8) [AL N, MV 30’ (10’), Fly 180’ (60’), AC 6, HD 2, hp 
12,9,12,7,14,12,8,3, #AT 1 (bite), DG 1d4, SV F1, ML 8, XP 20] p.64 In the far corner is 
a rotted wooden chest containing 900 SP.

19. There is a circular hollow carved into the floor here, which contains a pool of water. 
Once beneficial, the water is now cursed and anyone drinking more than a sip will 
temporarily lose 2 points of CON for 6 turns due to nausea. Anyone taking just a sip is 
allowed to save vs. spells to avoid the effect.

20. At the spot indicated on the map is a Locking Sliding Pit Trap. There is a 2 in 6 
chance that anyone walking or probing the area will trigger the trap. Anyone in that 10' 
section of corridor when it is tripped will fall down a sloped chute to land in Level 3, 
Area 4. Victims may make a DEX check to end up on their feet; otherwise they will end 
up prone on the floor at the bottom. Make an extra check on the Level 3 Wandering 
Monster Table (1 in 6 chance of monsters being attracted to the noise). One round after 
being triggered, the trap door begins to re-close itself. Unless the mechanism is jammed 
or disabled somehow, at the end of the second round after being triggered the trap door 
will be closed and locked (can be picked from the inside by a thief if can reach the trap 
door; it would be extremely difficult to climb up it due to the slipperiness of the chute (a 
Thief could attempt Climb Walls at -30%, or a non-thief could attempt to roll under 1/3 
Dexterity on a d20).). The trap is then ready to be triggered again; those on the outside 
can attempt to deliberately trigger it if needed to try to rescue someone trapped inside.

21. At the midpoint of this area is a curtain of moss & lichen hanging from the ceiling 
and extending down to the floor. It appears to ripple and move slightly due to a warm 
breeze coming from the far side of the curtain. An odor of rotting excrement can be noted
upon passing through the curtain. A rusty and crumbling iron helmet sits on the floor 
underneath the curtain.

22. Giant Draco Lizard (1) [AL N, 120' (40'), Glide 210' (70'), AC 5, HD 4+2, hp 30, #AT
1 (bite), DG 1d10, SV F3, ML 7, XP 215] p.84. In the center of this chamber is a 10' 
square rock pillar supporting the ceiling. Clinging to one side of this pillar is the Giant 
Draco Lizard, waiting for its next meal. Upon detecting prey, it will swoop down from 
above and attack. If it misses the initial attack, roll a Reaction Check to see how 
interested the Giant Draco Lizard might be in further pursuit. There is a Large Sack 
containing 500 SP and a Small Sack containing 200 GP in the chamber. The stairs up lead
to a surface exit.

23. Gnolls (2) [AL C, MV 90' (30'), AC 5, HD 2, hp 9,8, #AT 1 (weapon), DG 1d6+1 
(hand axe), SV F2, ML 8, XP 47] p.77. The door to this room is locked from the inside. It
may be either picked or broken down, but breaking it down will result in automatic 
surprise from the Gnolls within (they were almost eaten by the Giant Draco Lizard, and 
are hiding from it. Roll a Reaction Check to determine how they act during their surprise 
round). They are from a tribe from outside the dungeon.
24. Empty.
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25. The door to this room is not locked, but is linked via a wire that retracts into the wall 
to an Arrow Trap. Upon opening the door inwards, there is a 2 in 6 chance of triggering 
the trap and suffering an attack as F1 that does 1d6 damage if it hits. There are 2 metal 
chests at the far end of the room. The first is not locked or trapped, and contains 500 SP 
and 300 GP. The second is locked and has a Poison Needle Trap in the latch. A failure to 
pick the lock, find the trap, or attempting to open the chest without checking if it is 
locked or trapped gives a 2 in 6 chance of being pricked by the needle; save vs. Poison or 
die. The second chest contains 6 pieces of jewelry (Statuette: 300 GP, Brooch: 50 GP, 
Chalice: 1500 GP, Ring: 400 GP, Pendant: 40 GP, Medallion: 900 GP).

26. The door is locked, and must be picked or chopped down (takes 1 turn, make an extra 
check on the Level 2 Wandering Monster Table (1 in 6 chance of monster being attracted 
to the noise). There is an unlocked wooden chest containing 800 SP and 300 GP against 
the wall.

27. At the far end of this room is a stone table. Atop the table is a scroll tube held in a 
small rack. There are 3 Large Sacks on the floor under the table, containing 500 SP, 600 
SP, and 300GP respectively. The scroll rack is linked (via a wire in the table) to a trap. 
Upon removing the scroll tube, there is a 2 in 6 chance of stone blocks falling from the 
ceiling over the table. Those on that end of the room will take 2d6 damage  (Save vs. 
Petrify to avoid). Inside the scroll tube is a scroll of Ward Against Undead.

Level 3

1. Empty.

2. Mountain Lion (1) [AL N, MV 150' (50'), AC 6, HD 3+2, hp 11, #AT 3 
(claw/claw/bite), DG 1d3/1d3/1d6, SV F2, ML 8, XP 65] p.67. Bars block off one third of
this room. In the caged off section is a Mountain Lion. The Mountain Lion has had Magic
Mouth spell cast upon it (see Advanced Edition Companion p. 70) by a previous 
adventurer exploring the ruins. Upon seeing a human, the spell will trigger and the 
Mountain Lion will appear to speak the following: "Beware the eyes of the sisters. 
Restore the eyes of the mother. Recite the inscriptions. The glow shall show mercy." It is 
otherwise an ordinary animal. If freed from the cage, the Mountain Lion will flee into the 
dungeon, seeking a way to the surface.

3. At the end of this corridor is a False Door. It appears in all respects to be a normal 
locked door. Attempts to break or chop down the door, or a successful roll to pick the 
lock or search for secret doors will reveal that it is merely a decoy.

4. This room contains a secret door that leads to the Sliding Pit Trap chute from Level 2, 
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Area 20. One round after being triggered, the trap door begins to re-close itself. Unless 
the mechanism is jammed or disabled somehow, at the end of the second round after 
being triggered the trap door will be closed and locked (can be picked from the inside by 
a thief if can reach the trap door; it would be extremely difficult to climb up it due to the 
slipperiness of the chute (a Thief could attempt Climb Walls at -30%, or a non-thief could
attempt to roll under 1/3 Dexterity on a d20).). If the characters enter this area from the 
chute, the secret door on this end will remain open until manually closed. There is a 
humid breeze detectable wafting from the direction of Area 2.

5. There is a secret door leading into this room. However the room is empty except for 
layers of dust and dirt.

6. The door is locked, and must be picked or chopped down (takes 1 turn, make an extra 
check on the Level 3 Wandering Monster Table (1 in 6 chance of monster being attracted 
to the noise). There is a battered wooden desk and chair against one wall. The desk 
drawers are full of coins! A total of 800 SP and 600 GP may be recovered.

7. This room is empty except for a half-burnt torch on the floor.

8. In this area appears to be a large spotless white altar with 2 glowing blue gems resting 
on top of it. A tall statue of a woman cradling an infant is against the far wall. The statue 
has hollow, empty eye sockets. This entire scene is actually an illusion. For anyone 
attempting to touch or interact with the altar or statue, the LL should secretly roll a save 
vs. Spells; if successful the character realizes that they have no physical substance. 
Anyone witnessing the attempted touching or interaction should also get a secret save. 
The illusion is permanent unless dispelled; treat as if cast by a 10th level caster. The altar 
and statue appear to be duplicates of the (now-defiled) altar and statue in Area 22.

9. There is a secret door leading into this room. In one corner are 2 Large Sacks 
containing 300 SP and 400 GP respectively.

10. Empty.

11. At the end of this corridor is a False Door. It appears in all respects to be a normal 
locked door. Attempts to break or chop down the door, or a successful roll to pick the 
lock or search for secret doors will reveal that it is merely a decoy. Loud attempts may (3-
in-6 chance) alert the Kobolds in Area 13. It is trapped with a Poison Needle in the lock 
mechanism. Failure to pick the lock, find the trap, or attempting to open the door without 
checking if it is locked or trapped results in a 2 in 6 chance of being pricked by the 
Poison Needle (save vs. Poison or die). There is a secret door leading to Area 12.

12. Opening the secret door may (2 in 6 chance) trigger the Arrow Trap (linked to a wire 
that retracts into the wall). If triggered, the character opening the door suffers an attack as
if from a F1, for 1d6 damage if it hits. There is a secret door leading to Area 13.

13. Kobold King (1) [AL C, MV 60' (20'), AC 7, HD 2, hp 9, #AT 1 (weapon), DG 1d6 
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(shortsword), SV F2, ML 8, XP 20] p. 83; Kobold Bodyguards (5) [AL C, MV 60' (20'), 
AC 7, HD 1+1, hp 6,6,6,6,6, #AT 1 (weapon), DG 1d6-1 (spear), SV F1, ML 8 (6 if King 
killed), XP 15] p.83; Kobolds (27) [AL C, MV 60' (20'), AC 7, HD ½, hp 
4,4,4,4,4,3,3,3,3,3,3,3,3,3,2,2,2,2,2,2,1,1,1,1,1,1,1, #AT 1 (weapon) DG 1d4-1 (club), SV 
0 level, ML 8 (6 if King killed), XP 5] p. 83. This chamber has a 20' high ceiling 
supported by stone pillars. Here is where the Kobold King and his bodyguards protect the
tribe's females and young. (The other males are serving the “Sisters” or exploring Level 
2.) The Kobold King is terrified of the "Sisters" and the tribe serves them only out of fear.
The King does speak broken Common and may try to parley, depending upon Reaction 
Rolls and Morale Checks. 

14. There is a Sliding Pit Trap at the place indicated on the map. There is a 2 in 6 chance 
of it opening whenever it is stepped on (or for instance when probing with a 10' pole). 
Anyone in that 10' section of corridor when it is tripped will fall down a sloped chute to 
land on Level 4. Victims may make a DEX check to end up on their feet; otherwise they 
will end up prone on the floor at the bottom. Make an extra check on the Level 3 
Wandering Monster Table (1 in 6 chance of monsters being attracted to the noise).

15. Just inside the door of this area is a Scything Blade Trap triggered by a pressure-plate 
in the floor. There is a 2 in 6 chance of any weight or probing triggering it. A character 
triggering the trap must save vs. Petrify or take 1d8 damage. There is a locked wooden 
chest containing 500SP and 400 GP along the far wall.

16. This room is empty, however there is a faint smell of old leather in the air.

17. This passageway is under a protective spell. Anyone who enters the corridor (contacts
floor, walls, or ceiling) must save vs. Spells or suffer the effects of Cause Fear (see 
reverse of Remove Fear, p.25); they will run away in hysterical panic at full speed for 1 
full round. The save must be made EVERY TIME the character enters the hallway 
(although if successful, may proceed as far down the corridor as they like). Make an extra
roll on the Level 3 Wandering Monster Chart; 1 in 6 chance a monster is attracted to the 
noise of hysterical flight.

18. Giant Tarantula (1) [AL N, MV 120' (40'), AC 5, HD 4, hp 20, #AT 1 (bite), DG 1d8, 
poison, see description, SV F2, ML 8, XP 135] p.97

19. The door is locked, and must be picked or chopped down (takes 1 turn, make an extra 
check on the Level 3 Wandering Monster Table (1 in 6 chance of monster being attracted 
to the noise). There are 2 large locked metal chests in the far corners of this room. One 
contains 9000 GP; the other contains 5000 GP and a sack containing 22 blue gems (750 
GP, 750 GP, 750 GP, 250 GP, 100 GP, 100 GP, 100 GP, 100 GP, 75 GP, 75 GP, 75 GP, 75 
GP, 50 GP, 25 GP, 25 GP, 25 GP, 25 GP, 25 GP, 25 GP, 10 GP, 10 GP, 10 GP).
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20. Both doors to this room are unlocked; however the door past Area 14 is connected by 
a shifting block in the doorframe to a Swinging Ball Trap; if the door is opened a large 
stone ball (18” diameter) on a chain will swing at the doorway; anyone in the doorway 
must save vs. Petrify or take 2d6 damage. This trap is well maintained and will 
automatically trigger unless detected via a thief's Find/ Remove Traps or a dwarf's 
stonework ability. If the room is entered from the other door, the trap is obvious from 
inside the room.

21. There is a stone arch leading to Area 22. Above the arch is the engraving "Courage." 
Anyone passing under the arch INTO Area 22 will have his or her eye color change to 
bright blue. This is a side effect of receiving the benefits of a Bless spell (see p.20); they 
get +1 to attack and damage rolls; NPC creatures also get +1 to their Morale score. These 
effects last 6 turns. Exiting and re-entering under the archway will renew the effect.

22. This is a very large chamber with a 20' high ceiling supported by stone pillars. At one 
end of the room is a large altar, covered in filth and graffiti scrawls. Against the back wall
is a tall statue of a woman holding an infant. The statue has empty eye sockets, and there 
are gouges and cracks where the statue was damaged. The statue is also covered in filth 
and graffiti. If two matching blue gems worth at least 100 GP are placed upon the altar, 
the gems will begin to glow. If these glowing gems are placed in the eye sockets of the 
statue, the statue and altar will glow brightly and the filth will be burned off. The statue 
may be climbed to reach the eye sockets (thief Climb Walls, or roll under DEX for non-
thieves). Once the statue is cleansed, it radiates Protection from Evil in a 10' radius 
around itself (p.24); it provides a bonus of  -1 AC and a bonus of +1 to all saving throws 
vs. evil beings. Once the altar is cleansed, 2 inscriptions will be visible on the sides. One 
reads, "May the blood of Mercy flow." This creates the effect of Neutralize Poison (p.24) 
that may be used on any being that is brought into physical contact with the altar. This 
effect may only help a particular individual once per week. The other inscription reads, 
"May the warmth of Mercy burn." This creates the effect of Stone to Flesh (p.39) that 
may be used on any petrified being that is brought into physical contact with the altar. 
This effect may only help a particular individual once per month. There are 4 alcoves 
with statues of kobolds holding colored flags on poles. The statue in the alcove leading to 
Area 23 has a RED flag. The statue in the alcove leading to Area 25 has a WHITE flag. 
The statue in the alcove leading to Area 30 has a BLACK flag. The statue in the alcove 
leading to Area 27 has a GREEN flag. All of these kobold statues look slightly different, 
and are highly detailed (as they are actually real kobolds that were petrified).

23. Kobolds (11) [AL C, MV 60’ (20’), AC 7, HD ½, hp 4,4,4,3,3, 3,2,2,2,1,1, #AT 1 
(weapon), DG 1d4-1 (club), SV 0 level, ML 6, XP 5] p.83. These Kobolds are the 
servants of the RED SISTER. Both doors to this room are locked from the inside. Their 
only goal is to keep the Red Sister locked in her room, as she is a homicidal psychopath. 
Given a chance, they will try to warn characters to leave the door to Area 24 alone. If 
combat ensues, they will fight to prevent the door from being unlocked. If the door is 
opened and any of the Kobolds are still alive, they will attempt to flee the room towards 
Area 22.
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24. Medusa (1) [AL C, MV 90' (30'), AC 8, HD 4, hp 14, #AT 1 (snakebite or special), 
DG 1d6, poison, see description, SV F4, ML 8, XP 245] p.87. This is the RED SISTER. 
She is wearing a red hooded robe, and will immediately try to turn and attack anyone 
entering her room. She has 2 unlocked wooden chests containing 4000 EP and 9000 GP, 
respectively.

25. Kobolds (11) [AL C, MV 60’ (20’), AC 7, HD ½, hp 4,4,4,3,3, 3,2,2,2,1,1, #AT 1 
(weapon), DG 1d4-1 (club), SV 0 level, ML 6, XP 5] p.83. These Kobolds are the 
servants of the WHITE SISTER. The outer door to this room is locked from the inside. 
The door to Area 26 is locked from the far side. These Kobolds are slightly less terrified 
of their "Sister" as she is less overtly menacing than the others. The White Sister is also 
insane, but believes she is the high priestess of the temple, and she has ordered that no 
one is to disturb her meditations.

26. Medusa (1) [AL C, MV 90' (30'), AC 8, HD 4, hp 18, #AT 1 (snakebite or special), 
DG 1d6, poison, see description, SV F4, ML 8, XP 245] p.87. This is the WHITE 
SISTER. She is wearing a white hooded robe, and will warn anyone entering her room 
not to approach or look at her as she is in a state of "purification." If spoken to politely 
and respectfully, she will caution that the other "Sisters" of her order have fallen to sin, 
and should not be trusted. If someone does approach and try to gaze upon her, they will 
have to Save vs. Petrify as normal. The only treasure she has is a book of prayers and 
religious writings that belonged to a long-dead priestess of the temple. This may have 
value to a Lawful religious order, or to a cleric who wishes to re-establish the temple.

27. Kobolds (11) [AL C, MV 60’ (20’), AC 7, HD ½, hp 4,4,4,3,3, 3,2,2,2,1,1, #AT 1 
(weapon), DG 1d4-1 (club), SV 0 level, ML 6, XP 5] p.83. These Kobolds are the 
servants of the GREEN SISTER. The outer door to this room is locked from the inside. 
The door to Area 28 is locked from the far side. 

28. This room contains only a wooden desk and chair.

29. Medusa (1) [AL C, MV 90' (30'), AC 8, HD 4, hp 24, #AT 1 (snakebite or special), 
DG 1d6, poison, see description, SV F4, ML 8, XP 245] p.87. This is the GREEN 
SISTER. She is wearing a green hooded robe, and is busily counting and recounting her 
treasure. She will demand to be given tribute, and if refused will lower her hood and 
attempt to turn one character to stone. She has an open chest containing 9000 GP, and 
also has a Potion bottle (Heroism), 2 MU/Elf scrolls (Dispel Magic), (Lightning Bolt), a 
Scroll of Ward Against Elementals, a suit of Chainmail+1, and a Shield+1 piled in the 
corner next to her bed.

30. Kobolds (11) [AL C, MV 60’ (20’), AC 7, HD ½, hp 4,4,4,3,3, 3,2,2,2,1,1, #AT 1 
(weapon), DG 1d4-1 (club), SV 0 level, ML 6, XP 5] p.83. These Kobolds are the 
servants of the BLACK SISTER. The outer door to this room is locked from the inside. 
The door to Area 31 is locked from the far side.

31. This room contains a wooden desk and chair. In the desk drawer is a copy of the 
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HANDOUT MAP (treasure map).

32. Medusa (1) [AL C, MV 90' (30'), AC 8, HD 4, hp 22, #AT 1 (snakebite or special), 
DG 1d6, poison, see description, SV F4, ML 8, XP 245] p.87. This is the BLACK 
SISTER. She is wearing a black hooded robe, and will attempt to lure characters to 
approach her so that she may attempt to turn them to stone. She is the strongest and 
basically the leader of the “Sisters”. She has 2 locked metal chests, containing 7000 SP 
and 6000 GP respectively. Under her bed are 2 Potion vials (Diminution, Oil of 
Etherealness), a scroll case (containing Ward Against Lycanthropes), and a Shield+1. In 
the back is a secret door leading to a stairway down to Level 4. That is how the Medusae 
entered the level.
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