



















































































































































































AL NE; XP 270. Spells (5/3): 1st—bless, cause fear, combine,
command, cure light wounds; 2nd—chill metal, hold person, silence
15" radius. Special Ability: command undead. Special Equip-
ment: candle of invocation, phylactery of faithfulness® (*perma-
nently set to NE, although the item radiates no evil and seems
to function normally).

Nisir (3rd-level Priest of Nergal): AC 2 (platemail beneath
red robes, shield); MV 12; hp 18; THACO 20 (18 with mace +1 and
Str bonus); #AT 1; Dmg 1d6+3 (mace +1, Str bonus); SD spells;
SZ M (5'6"); ML champion (16); Str 17, Dex 7, Con 12, Int 10,

Wis 14, Chr 13; AL LE; XP 175. Spells (4/1): 1st—command, cure
light wounds, darkness, protection from good; 2nd—hold person.
Special Ability: command undead. Special Equipment: ring of
flying * (*actually a ring of delusion) carried in an inside pocket—
Nisir is aware of the ring’s true power and never wears it, carry-
ing it as a nasty legacy to anyone who should slay him and take
it), Keoghtom's ointment (with three doses remaining).

The two clerics have stashed their savings in the chests:
Wer'’s has 230 gp and 112 sp, Nisir’s 430 gp and 231 sp. In addi-
tion, Wer wears a low-slung belt with a jeweled golden clasp
set with jet (worth 100 gp). She also has a hairpin of blackened
silver (easy to miss on a casual examination) set with a black
opal worth 1,000 gp. Nisir wears a copper bracelet set with
three red pearls worth 100 gp each and a garnet-studded ring
worth 200 gp.

K8. Vestibule

This area serves as a holding room for sacrifices between Holy
Days in the adjacent temple. There will typically be five or six
captives here at any one time, guarded by three skeletons and
three zombies (same stats as undead in area K9). The captives
vary from kidnapped townspeople, unfortunate travelers, luck-
less caravan guards, a merchant who couldn’t bribe his way
past the bandits, to adventurers left for dead by retreating com-
rades or bandits who fell from grace for being too greedy or not
ruthless enough. Comforting them all will be a fellow captive,
the itinerant healer Jude. A complete pacifist who serves a god
of healing, he did not resist when captured by the bandits three
months ago. They kept him prisoner for five weeks, finding his
skill at healing very handy after an unsuccessful raid.
Eventually the Hidden Temple’s clerics learned of the bandits’
captive and demanded he be turned over for sacrifice, but they
in turn have delayed sacrificing, fascinated by his (to their
minds) warped theology and also benefiting from his healing
expertise. An eternal optimist, Jude feels confident that he will
be able to soften their hearts eventually (if not, he looks for-
ward to a glorious martyrdom). Player characters who succeed
in rescuing him will find in turn his healing spells a great bene-
fit; his frequent sermons to turn away from violence may prove
a bit trying to the average adventurer. Similarly, his insistence
of always looking on the bright side (“So what if we're all
about to die? At least we have a wonderful afterlife to look for-
ward to in the service of our respective gods and goddesses!”)
may over time pass from being quaint to downright annoying.
Still, he means well; installed in the Keep, he could be a valu-
able addition to the community.

Jude has no treasure and no possessions other than the simple
clothing he wears.

Jude the Healer (pacifist cleric, 1st-level): AC 10; MV 12; 6
hp; THACO N/A; #AT N/A; Dmg N/A; SD spells; SW refuses to
defend himself; SZ M (6'); ML champion (16); Str 9, Dex 10,

Con 11, Int 10, Wis 13, Chr 13; AL NG; XP none. Spells: cure light
wounds (X 2). Skills: healing (11), herbalism (8), local history (13),
religion (13).

K9. The Hidden Temple: Temple of Erishkigal

There was once a secret door in the bend of the corridor leading
to this room, about fifty feet from the temple itself. Knowing
that adventurers had learned of its existence, the clergy here
turned it into a trap. They filled the short secret passage
beyond with loose stones so that anyone opening the secret
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door from this end would suddenly find a ton or so of rubble
dumped on his or her head (5d4 damage). The passageway that
once linked this corridor with room K11 is now impassable,
even after the trap is triggered.

This huge room—the largest you've seen in the entire com-
plex of caves—is clearly a temple. Above a floor of polished
black stone with disturbing red swirls, dull black walls rise
five or six times the height of a man to an arched ceiling of the
same dead black material. Only the west wall is different: a
mass of polished red rock that throws back light like a bloody
mirror. Near the red wall stand three altars: the one of the left
of polished black stone, the one on the right of polished red
stone, and the central one (the largest) of red and black
streaked stone. Behind these, a raised dais holds a double
throne. The back of each throne is decorated with a mosaic:
one of a beautiful queenly woman in black, the other of a
handsome and kingly warrior in red. Red candles burn in wall
sconces along the north and south. Finally, a great bell of black
iron stands to the left of the entrance, flanked on one side by a
skeleton in black and on the other by a zombie in red, each
holding a mallet.

This beautiful but unsettling place of worship has a con-
gregation: thirty skeletons and thirty zombies, dressed in
black and in red robes, respectively, sit patiently on pews
facing the thrones and altars. They seem to ignore your
arrival.

Called Egalgina (The Everlasting Palace) by the faithful here,
this place is the heart of the Hidden Temple. Sacked and dese-
crated by adventurers twenty years ago, it has been painstaking-
ly restored by the present-day clerics. The woman in the mosaic
is the goddess Erishkigal, ruler of the underworld and lady of
the dead. The man is her consort, the warrior Nergal, defender of
her realm. Anyone who saw the image in room K2 and was
enthralled by the vision of the goddess must make another sav-
ing throw upon sight of the mosaic. If it fails, the character once
again falls on his or her knees in adoration; if it succeeds, he or
she merely suffers a -2 penalty to attack rolls due to being dis-
tracted and constantly having to look back at the goddess’s face
and figure.

If the Hidden Temple is subjected to an all-out assault as the
culmination of a well-fought campaign to cleanse/purge the
entire valley, the High Priestess summons all the surviving less-
er clergy and they gather here to defend their holy place. In
that case, PCs have a bitter battle on their hands, as undead
cannot be turned here (a special blessing from Erishkigal to
these faithful). Otherwise, PCs can explore cautiously; the
undead congregation attacks only if the intruders attempt to
damage the thrones, altars, or mosaics. The two bell-ringers
stand motionless until the proper time comes for them to sum-
mon the priests and priestesses to the next service (six times a
day, at four-hour intervals). If attacked, they sound the alarm
by banging wildly on the bell (unless prevented by magical
silence or swift destruction).

There is no treasure here: everything of value was stolen long
ago, and the restoration has focused more on function than luxury.

Red-robes Zombies (30): AC 8; MV 6; HD 2; hp 8 each (aver-
age); THACO 19; #AT 1; Dmg 1d8 (fist); SD immune to sleep, charm,
hold, death magic (already dead), poison, and cold-based spells;
SW always lose initiative, may be turned, holy water (2d4 points
per vial); SZ M; ML fearless (20); Int non (0); AL N; XP 65 each.

Black-robed Skeletons (30): AC 7; MV 12; HD 1; hp 5 each
(average); THACO 19; #AT 1; Dmg 1d6 (rusty shortsword, flail,
mace); SD immune to sleep, charm, hold, fear, poison, death magic,
and cold-based spells, half-damage from edged and piercing
weapons; SW blunt weapons and fire cause normal damage, may
be turned, holy water (2d4 points per vial); SZ M; ML fearless
(20); Int non (0); AL N; XP 65 each.



K10. Holy of Holies

Surprisingly, this side-chamber of the temple looks more
like a bedroom than some place that might serve a ceremonial
function—perhaps the clerics nap here between services. A
low couch or divan with a headrest at one end, a stand with
an iron bottle and two silver goblets, another bearing an hour-
glass, several robes hanging on pegs on the walls, and sconces
for candles on the east and west walls complete the simple but
elegant furnishings.

Called the Kurnugi (Land of No Return) by the faithful, this
place represents Erishkigal’s house (as opposed to her audience
chamber, represented by the adjacent main temple) and is
reserved for sacred rites and ceremonies that must be performed
in private (vigils), or by the High Priestess (acting as Erishkigal)
and the Chief Priest of Nergal (reenacting the union of their
respective deities). While the furnishings are attractive and well-
made, there is no monetary treasure here. The goblets are worth
perhaps 10 gp each, the iron bottle perhaps another 5 gp. The
wine within is of a good vintage, but PCs may experience some
difficulty in finding buyers for used wine, however fine. Should
they drink it themselves, they discover that it is a mild aphrodisi-
ac. Have each character who does so roll a saving throw vs. spell;
those who fail are strongly attracted to the first character of the
opposite sex they see. The ritual wine does not cause those
affected by it to lose all self control; it merely arouses their inter-
est.

The secret door to the next room is currently hidden behind
one of the red robes on the east wall; characters who check
behind the robe have the normal chance to find the door. It can
be opened by tugging on the wall sconce, which causes it to slide
to one side and reveal the hidden room beyond. Only Shamhat,
Nabu-Nisir, and Wer know the secret of where the treasury is
located and how to open the door, and only Shamhat and Nabu-
Nisir are allowed inside room K11 (if Shamhat is killed, then Wer
can enter; if Nabu-Nisir is slain, then Nisir can take his place).

K11. Treasury

Treasure! Lots of it! This small (twenty-foot by twenty-
foot) room is packed with loot. Coins of copper, silver, elec-
trum, and gold are spread out beneath your feet, hiding the
actual floor from view. Gems glitter here and there on the
pile. The heap of coins rises toward the middle, where a
depression has been scooped out. Along the walls hang gor-
geous robes of black and red in various sizes, each made of
the finest fabrics and clearly sewn by a master tailor. Some
even have gilded highlights. The room is softly lit although
no light source is apparent—it seems as if the very air were
vaguely luminescent.

These vestments are holy relics of the Hidden Temple, worn by
the reigning High Priestess and her consort (the highest-ranking
Priest of Nergal); the black robes are tailored for women and the
red robes for men. These vestments are enchanted so that when
donned they have the effect of a permanent prayer spell—that is,
they grant a +1 attack, damage, and saving throw bonus to the
wearer and his or her allies and a ~1 penalty to all rolls by their
opponents. The robes radiate magic but not evil; they only work
for the clergy of this particular temple, and even then only if worn
by the highest-ranking surviving priestess and priest. The treasure,
garnered from many a hapless traveler by the evil clerics’ bandit
minions, totals 13,942 cp, 4,521 sp, 680 ep, 3,994 gp, and 58 pp
(easily mistaken for silver pieces by the inexpert eye; successful
appraising rolls will correctly identify them). There are also 84
semiprecious stones of various types, each worth 10 gp. This
sacred treasury is guarded by a slithering tracker which takes no
immediate action against unauthorized removals but follows the
guilty parties relentlessly thereafter, usually overtaking them after
they have stopped for sleep (typically in the early morning hours
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of the next day). The tracker attempts to kill one character per
night until detected and destroyed, ceasing its efforts only if all the
stolen coins and gems are returned to this room.

There are two secret doors in this room: one leading to the
blocked corridor to the south and the other in the floor beneath
the heap of coins. The latter cannot be detected while buried
beneath the coins; if they are moved it can be detected normally.
This is another secret door to the Labyrinth and can be opened
from this side only via presentation of a labys (a double-headed
axe) or a knock spell. The depression in the center of the heap for-
merly held the copper dragon egg currently in the Kobold Cave
(Cave A, room A4). The kobolds stole it from the evil priests and
are trying to hatch it on their own; the clerics, for their part, have
been unable to find out who stole the egg or how.

Slithering Tracker: AC 5; MV 12; HD 5; hp 32; THACO 15;
#AT 1; Dmg special; SA touch causes paralyzation (save vs. para-
lyzation to resist, twelve hours” duration), covers and dehydrates
paralyzed victim (takes 1 hour, leaving desiccated corpse); SD
transparent (95% undetectable); SZ S (3’ long); ML champion
(15); Int average (10); AL N; XP 975.

NOTE: Unlike the upper part of the Hidden Temple, the
lower level is cut through the gray stone typical of this canyon;
the passages are also not nearly as well-made or carefully carved
as the red and black stone of the Temple proper. The corridors in
the lower temple are lit by candles placed either in wall-sconces
or on small shelves cut into the rock for that purpose.

K12. A Game of Chess

A strange sight greets your eyes as you
glance/look/peep into this room. A man and a woman sit
on either side of a small table, the top of which is decorated
with/divided into small black and red squares. They seem
to be playing a game of chess by the light of two candles
(one red, one black) that have almost burned out. As far as
you can tell by the flickering light, the game seems to be far
along—only a few red and black pieces remain on the board.
Strangest of all, the man and woman have partially dis-
robed; several articles of red and black clothing lay strewn
about on the floor. They completely ignore you, staring
ahead with an odd fixed gaze.

These two acolytes (Tishpak and Ninurta) are relaxing with
a friendly game of strip chess. The chessboard is an enchanted
one specially made by a devotee of the cult: the black pieces are
all female and the red ones all male. The chessboard casts an
enchantment upon the chess-players if they fail a saving throw
vs. death magic (it is possible for a character to deliberately
forgo a save, as have these two), casting them into a state simi-
lar to sleepwalking. If the PCs watch for several minutes, they
see Ninurta slowly make a move, taking one of Tishpak’s bish-
ops; after a long pause he sheds some more clothing, letting his
robe slip to his waist.

The two clerics are essentially helpless and can easily be
captured. If attacked, they get a saving throw each round (at a
cumulative +1 bonus) to throw off the effects of the enchant-
ment. Characters who question them without disturbing the
game may, at the Dungeon Master’s discretion, be able to
extract some valuable information about the Hidden Temple's
plans and lay-out, personnel (Shamhat, Nabu-Nisir, Wer, Nisir,
Tishpak, Ninurta, Ishara, and Hanigalbat) and their probable
whereabouts, etc. If awakened, they reach for their weapons if
possible and cast spells if not, throwing the chessmen like tiny
missiles (1d3 damage each) if no better option is available to
them. Exactly what PCs do with these two enemies that are
entirely at their mercy should prove an interesting test of
alignment.

Tishpak (2nd-level Priest of Nergal): AC 10 or 2 (platemail
beneath red robes, shield); MV 0 or 12; hp 12; THACO 20; #AT 1;
Dmg 1d6+2 (flail +1) or 1d6+1 (iron mace); SD spells; SW current-
ly ensorcelled; SZ M (5'11"); ML champion (16); Str 14, Dex 11,
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Con 14, Int 12, Wis 14, Chr 13; AL LE; XP 120. Spells (4): bless,
cause light wounds, command, protection from good. Special Abilities:
control undead.

Ninurta (2nd-level Priestess of Erishkigal): AC 10 or 5
(chainmail beneath black robes); MV 0 or 12; hp 9; THACO 20;
#AT 1; Dmg 1d6+1 (scythe); SD spells; SW currently ensorcelled;
SZ M (5'10"); ML elite (13); Str 9, Dex 12, Con 14, Int 12, Wis 14,
Chr 16; AL NE; XP 120. Spells: command, cure light wounds, curse,
sanctuary. Special Abilities: control undead. Special Equipment:
brooch of shielding (20 points of damage absorption remaining).

If Shamhat has raised the alarm, these two may not respond;
they must make successful saving throws to throw off their
enchantment even when summoned by their High Priestess. If
they have, then the room is empty except for the unfinished
game and a few unclaimed items of clothing strewn about.

Treasure: The main treasure here is the chessboard; the indi-
vidual pieces are worth 12 gp each (there are thirty-two chess-
men in all), or 400 for the set. The chessboard itself is built into
the table and cannot be removed without damaging the
dweomer; if someone takes the time and effort to get it out
intact, it is worth another 300 gp.

In addition, among the discarded items of clothing are several
pieces of jewelry—Ninurta’s earrings (one with a red pearl worth
200 gp and the other with a black pearl worth 500 gp), Tishpak’s
bracelet (intertwined twists of silver and gold, worth 300 gp) and
bronze armband (a piece of exceptional quality, worth 200 gp).
Ninurta still wears a ring (of blackened silver and red gold,
worth 150 gp). Neither carries any spending money.

K13. Acolytes

This room is obviously a dormitory or living quarters,
with five simple beds, five chests (one at the foot of each bed),
five chairs, two tables, a brazier with a small fuelbox, and a
shelf of books. Candles in holders rest on either table, cur-
rently unlit.

The five acolytes spend their off-hours here, reading, mediat-
ing, socializing, and sleeping. Unless the alarm has been raised,
when the characters enter one of the beds is occupied. Having
just been relieved an hour ago after an all-night vigil in the House
of Prayers (The Shrine of Nergal, room K6), Ishara the acolyte is
very sensibly sleeping. She will awaken if intruders make any
loud noises, and her actions depend upon the circumstances. If it
seems they may overlook her presence, she remains still until
they have departed, whereupon she slips out of bed, dresses, and
cautiously raises the alarm. If spotted, she casts sanctuary on her-
self, leaps from bed, and makes a run for it. If captured alive, she
begs for her life but refuses to betray her superiors by helping her
captors in any way. Ishara is the most junior of all the clergy here,
being only about nineteen. Her only jewelry is a pendant earring
carved of reddish carnelian, worth 50 gp.
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Ishara (1st-level Priestess of Erishkigal): AC 10 or 5 (chain-
mail); MV 12; hp 3; THACO 20; #AT 1; Dmg 1d6+1 (scythe); SD
spells; SW currently sleeping; SZ M (5'3"); ML average (8); Str 10,
Dex 13, Con 11, Int 12, Wis 13, Chr 14; AL NE; XP 65. Spells: com-
mand, sanctuary. Special Ability: control undead.

The books are a mix of light reading (love poetry, adventur-
er’s lives), theology (hymnals, books of prayers, catechisms), the
Erishkigal /Nergal equivalent of saint’s lives, and legends
regarding various deities in the pantheon. The five chests belong
to the temple’s five acolytes: Tishpak (room K12) , Ninurta
(room K12), Duranki (currently a prisoner of the bugbears in
H8), Hanigalbat (room K6), and Ishara. Three of them thus have
red clothing for the male priests of Nergal and the other two
black clothing for the female priestesses of Erishkigal. The chests
also contain miscellaneous personal items (combs, lingerie,
small mirror, needle & thread, pouches, cosmetics, perfume,
“street clothes” for when they wish to visit the Keep, etc.—basi-
cally anything the Dungeon Master deems reasonable), plus a
pouch containing that cleric’s personal stash: 204 gp and 34 sp
(Tishpak), 145 gp and 47 sp (Ninurta), 56 gp and 10 sp
(Hanigalbat), and finally 73 gp and 26 sp (Ishara). Since Duranki
is missing in action and presumed dead, his fellow acolytes
have already divided his stash between them.

K14. The Black Knight, Huntress

This former prison cell has been converted into a guest room
for special recruits. When the adventurers first enter the valley,
this chamber will be empty. Two weeks later, a fallen paladin
known only as the Black Knight will be in residence, having
come to join forces with the Hidden Temple in his quest for
some organization to serve. After four weeks a second special
ally arrives, a fallen ranger named Kira the Huntress. These
two begin to attract henchmen and followers in the weeks that
follow (1st-level NPCs, mostly fighters but also a sprinkling of
other character classes) so that the longer PCs delay their foray
into the Hidden Temple the more foes they will have to face in
this encounter. If they have still not dealt with the threat by the
two-month mark, the Black Knight leads a force against the
bugbear cave (Cave H) and destroys the shaman’s tribe. Two
weeks later it’s the troll’s and goblins’ turn (Cave D), and a
week after that the kobolds (Cave A)—who will flee perma-
nently into the labyrinth.

This spartan apartment looks more like a prison cell than
living quarters. The room'’s contents are few: a simple bed,
neatly made, a shelf holding a pitcher and cup, a good-sized
mirror mounted on the wall, a bracket holding a scourge, and
an empty armor-stand. Strangest of all, a stone statue of a
horse, complete with real saddlebags, stands to one side,
taking up fully half the room.

The Black Knight is a fallen paladin who has forsaken his
former name. Some of his old habits remain, however; hence
his few personal possessions (little more than he can carry
with him in belt-pouch or in his steed’s saddlebags). Filled
with self-loathing, he sometime beats himself with the
scourge; unable to control his vanity, he uses the mirror to
keep mustache neatly trimmed and his appearance immacu-
late. The knight does not fear death and so aggressively
carries the fight to his enemies, making him a very dangerous
foe indeed. He rarely offers quarter beyond “an honorable
death” (that is, by his sword rather than on the sacrificial
altars) but may decide to disarm and ransom a particularly
valiant opponent. If defeated he asks for death rather than
imprisonment or disgrace.

Kira the Huntress, by contrast, is vicious and without
honor, delighting in shooting unwary opponents from afar. Her
bow and wilderness skills make her especially good at
ambushes, and should the High Priestess decide that the
adventurers need to be assassinated, Kira will be handed the
job. Kira was trained as a ranger but came over time to delight



in slaughter, killing animals for the sheer joy of seeing them
die and ignoring the ranger’s high calling to help others. She is
very dangerous because she is entirely without scruples and
always willing to kill. If Kira is present when the PCs first
explore this area, she stretches her portable hole over the
entrance, so that all that anyone sees upon opening the door is
total darkness; even infravision shows only a black void.
Should someone cautiously enter, she slams the hole shut, trap-
ping him inside. While the Black Knight fights in the doorway,
preventing characters from entering, she takes cover behind
the stone horse and prepares to shoot anyone who forces his or
her way past the Knight. If engage in melee, she drops the bow
and fights with a longsword in one hand and a handaxe in the
other, openly gloating each time she wounds an enemy. Should
the PCs flee, the Knight mounts his stone horse and rides after
them (even up stairs, smashing through any door in his way)
while the Huntress retrieves her bow and follows more
cautiously, stopping to kill any injured. Kira never takes pris-
oners, accepting an opponent’s surrender and then killing
them anyway once they have dropped their weapons or been
disarmed.

The Black Knight (5th-level Fighter): AC -1 (black platemail
+2, shield +1); MV 12; hp 45; THACO 16 (14 with sword of wound-
ing and Str bonus); #AT 1; Dmg 2d4+2 (sword of wounding, Str
bonus); SA sword of wounding (all injuries caused by this weapon
continue to bleed, causing 1 hp loss per injury for up to 10
rounds or until staunched); SD ring of spell-turning (reflects
1d10% of spells targeted on the Black Knight back at the caster);
SW sense of honor, self-loathing; SZ M (6'7"); ML champion (16);
Str 17, Dex 10, Con 15, Int 10, Wis 14, Chr 17; AL LE; XP 975.
Skills: blind-fighting, endurance (15), etiquette (17), heraldry (14),
reading/writing (15), religion (14), riding-land based (17).
Special Equipment: ring of sustenance, figurine of wondrous power
(onyx dog), stone horse.

Kira the Huntress (5th-level Fighter): AC 5 (studded
leather armor, Dex bonus); MV 12; hp 30; THACO 16 (14 with
longbow +1 and Dex bonus, 17 with longsword and 18 with
handaxe +1 when fighting with two weapons); #AT 2; Dmg
1d8+2/1d8+2 (sheath arrows +1, Str bonus), 1d8+1/1d6+2
(longsword and handaxe +1 plus Str bonuses); SA two-weapon
fighting style (-1 penalty to sword attack, -3 penalty to axe
attack [-2 with magical weapon bonus]); SD stealth (see
below); SW foolishly ruthless; SZ M (5'11"); ML fanatic (18); Str
16, Dex 16, Con 16, Int 10, Wis 11*, Chr 14; AL CE; XP 650.
Skills: animal lore (10), bowyer/fletcher (15), hunting (10), set
snares (15), survival (10), tracking 11). Special Abilities: hide in
shadows (15% indoors, 31% outdoors), move silently (20%
indoors, 40% outdoors). Special Equipment: twelve sheath
arrows +1, portable hole.

*formerly 14

Treasure: The Black Knight has twelve perfectly matched
gemstones in his belt pouch: tourmalines, each worth 100 gp—
they vary in color (pale green, pale blue, pale brown, and pale
red). He also has 100 pp of
traveling funds in the saddle-
bags (after Kira’s advent, she
steals the platinum pieces
and replaces them with silver
instead). Kira has 452 gp, 247
sp, and 120 cp in her pack
(stashed under the bed if she
has joined the Knight in these
cramped quarters) as well as
a large piece of polished pet-
rified wood (worth 100 gp)
and a huge lump of uncut
lapis lazuli (worth 300 gp).
She wears a barrette of silver
set with lapis lazuli (worth 50
gp), a platinum neck-chain
with a star ruby (the chain is
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worth 200 gp and the gem another 1,000, or 1,200 for the entire
piece), and an armband of wrought gold incised with frolicking
dryads, pans, sylphs, and nymphs (gold value 50 gp; total jewel-
ry value 700 gp).

K15. The Honored Dead

This unlit chamber seems to serve as a crypt. Most of the
simple stone tables are blank, but on five of them you see
people—three women in black robes and two men in red
ones—stretched out, hands at their sides or folded across
their chest. You can’t tell from a distance if theyre living or
dead—if living, why are they so perfectly still? If dead, how
can their bodies be so perfectly preserved? The room is
utterly quiet.

This crypt houses the mortal remains of Shamhat’s predeces-
sors as High Priestess of Erishkigal and the two ruling Priests of
Nergal who came before Nabu-Nisir. As a grace from their
respective deities, the body of each is perfectly preserved.
Characters may assume that the deceased clerics are undead, but
in fact their bodies are completely inert, their spirits departed.
However, that does not mean there is no danger here: five shad-
ows haunt this chamber, attacking any who disturb the rest of
the honored dead (simply passing through the crypt does not
trigger an attack).

Shadows (5): AC 7; MV 12; HD 3+3; hp 20, 15, 20, 17, 19;
THACO 17; #AT 1; Dmg 1d4+1 + special (touch); SA chill touch
drain 1 point of Str (returns 2d4 hours later; characters complete-
ly drained become shadows themselves); SD 90% undetectable
save in continual light or sunlight, immune to sleep, charm, hold,
fear, poison, death magic, and cold-based attacks; SW may be
turned; SZ M (amorphous, varies); ML fearless (19); Int low (7);
AL CE; XP 420 each.

Note that it will be difficult by torchlight or lantern-light to
see the shadows before they attack. They pursue intruders for
up to fifty feet down either corridor/passage. Closer examina-
tion of the slabs reveals that the occupied ones are carved on
the sides with scenes from that cleric’s life, focusing on his or
her deeds done in Erishkigal or Nergal’s service. A successful
tracking or find & remove traps roll picks up small tracks of
wear on top of a sixth slab—Shamhat often comes here to burn
incense and mediate, to silently commune with her predeces-
sors, and to lie atop her own future slab and dream (Erishkigal
sometimes sends her visions). There is no treasure here: when
a cleric of the Hidden Temple dies, all his or her personal
possessions (coins, jewelry, magic items) pass to his or her
colleagues.

K16. Shamhat & Nabu-Nisir

Stairs lead down into a room that seems more crypt than
bedchamber, despite the luxurious four-poster bed, dresser,
desk, armoire, table, and chairs. A rug of concentric red and
black circles warms the bare stone floor, and icons hang on the
walls. Black and red candles shed soft light and a pleasant
spiced scent. A wooden lecture against one wall holds a huge
book, the page held open by a heavy bookmark. Oddly
enough, the paper seems to be solid black; no writing can be
seen against its inky surface.

This room is home to Shamhat, the High Priestess of the
Hidden Temple and the prime mover behind recent events.
Since coming to the prelacy three years ago when only twenty-
one, she has re-energized the temple after years of slow quiet
rebuilding. Highly charismatic, a true visionary, she has attract-
ed new recruits (the adepts and acolytes) as well as forged
alliances with others of like mind—the undead wizards (Cave
F), the bandits (Cave B), the Necromancer Tarlech (Cave J), the
Black Knight, and Kira the Huntress (both K14). Surreptitious
raiding of abandoned graveyards provided the core of the




undead army that has so far expelled or exterminated the gnoll,
hobgoblin, and orc populations of the valley. Soon the bug-
bears, goblins, and kobolds will follow, after which she has set
her sights on the Keep itself. Her ultimate goal is to found a
haven for worshippers of her goddess that might someday
form the core of a theocracy, if they can attract enough support
from like-minded groups. For now, however, gaining control of
the valley is the key goal, with maintaining a steady supply of
sacrificial victims for their altars (both to honor the goddess
and to replenish the ranks of the undead army) and continued
recruitment of other evil humans strong secondary goals. In all
this she is ably supported by her consort, the senior ranking
priest of Nergal (just as Erishkigal and Nergal are wedded, so
too does temple doctrine recommend the pairing of the clergy;
should Shamhat be killed then Wer becomes the new High
Priestess and Nabu-Nisir’s new consort; should Nabu-Nisir
perish instead, then the adept Nisir becomes Shamhat’s new
partner). Nabu-Nisir is somewhat older than Shamhat (mid-
thirties) and she benefits greatly from his practical experience
in strategic planning.

If the alarm has not been raised, Shamhat will either be in
the Egalgina (K9, 30%), the Kurnagi (K10, 20%), the crypt (K15,
5%), or this room (45%). Characters who fail their saving throw
upon seeing the image of Erishkigal in room K3 must make
another save (at a +2 bonus to the roll) upon first seeing
Shambhat, as she has made herself look as much like the god-
dess as possible (dyed her hair black, used makeup to increase
her natural pallor, etc.), the better to reinforce her role as
Erishkigal’s representative among the faithful). Those failing
this save will be awestruck for 1d4 rounds, initially convinced
that they are in the presence of the goddess herself. Naturally,
Shamhat will use those rounds to attack, cast spells, or escape
as seems appropriate. Nabu-Nisir will be here 40% of the time,
in the Egalgina (15%) or the Kurnagi (10%); otherwise he is
absent from the complex altogether on a grave-robbing expedi-
tion, returning in 1d3 days. Naturally, if the alarm has been
raised he will be with the High Priestess and, if possible, they
will don the magical vestments in area K11 in order to benefit
from their prayer effect.

Shamhat, the High Priestess (6th-level Priestess of
Erishkigal): AC 5 (bracers of defense AC 5); MV 12; hp 36;
THACO 18 (16 with scythe +2); #AT 1; Dmg 1d6+3 (scythe +2);
SA spells; SD spells; SZ M (5'8"); ML elite (13); Str 12, Dex 14,
Con 14, Int 16, Wis 16, Chr 17; AL NE; XP 3,000. Spells
(5/5/2): 1st—bless, combine, command, cure light wounds, fear;
2nd—aid, chill metal, enthrall, hold person , silence 15' radius;
3rd—animate dead, dispel magic. Skills: ancient history (15),
ancient language-cuneiform (16), endurance (14),
reading/writing (17), reading lips (14), religion (16), spellcraft
(14). Special Abilities: control undead. Special Equipment: ring
of human influence (only affects evil humans), phylactery of long
years, philtre of love, oil of etherealness, gem of insight (a ruby,
hanging form a silver chain; apparent treasure value: 5,000
gp), amulet of life protection (in form of a black sapphire with a
red glow at its heart when occupied by a soul; apparent treas-
ure value: 5,000 gp).

Nabu-Nisir, Priest of Nergal (5th-level Cleric): AC 2
(platemail of fear [16 charges], shield, Dex penalty); MV 12; hp
38; THACO 18 (17 with mace); #AT 1; Dmg 1d6+2 + special
(mace of life-disruption, Str bonus); SA spells; SD spells; SZ M
(6'2"); ML champion (16); Str 16, Dex 6, Con 16, Int 13, Wis 15,
Chr 15; AL LE; XP 2,000. Spells (5/4/1): 1st—cause light wounds,
command, cure light wounds, darkness, protection from good; 2nd—
chill metal, hold person, know alignment, silence 15' radius; 3rd—
animate dead OR dispel magic. Skills: ancient language—cuneiform
(13), blind-fighting, endurance (16), religion (15). Special
Abilities: control undead. Special Equipment: horn of valhalla
(summons 2d4+2 zombies), necklace of prayer beads (if the
Dungeon Master determines that it includes a bead of summnions,
note that Nabu-Nisir will not hesitate to summon his deity in
extremis), potion of extra-healing. Nabu-Nisir’s mace is a special
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item; in the hands of an evil cleric it can inflict 5d4 damage
against a Good-aligned target. It can only do this twelve times,
however; this particular mace has seven charges left.

Both these clerics are intelligent and committed, using their
spells and minions to best advantage. If defeat seems certain,
Shamhat will either spill her oil of etherealness upon herself (60%
chance) or upon Nabu-Nisir (40%) in order to escape and
rebuild the Hidden Temple from afar, returning when the time
seems right. He or she can become a continuing villain in the
campaign, and the next adventure could start with the charac-
ters suffering the occasional attacks stirred up against them by
the vengeful cleric or else pursuing him or her in order to finish
what they started.

There is little treasure in this room, aside from the personal
items worn by each of the residents (which include a matching
pair of wedding rings of twisted red gold and blackened silver,
worth 200 gp each). The armoire holds a number of fine outfits,
mostly black (female) or red (male) but also some nondescript
garb for when they wish to travel without drawing attention to
themselves. The desk holds many papers relating to the temple
and Shamhat’s plans, ranging from correspondence with “sup-
pliers” and potential allies, ransom notes, ledgers of sacrifices,
and the like; these could be used as adventure hooks if the
Dungeon Master wishes. The book on the lectern is a
Legendary, holding many tales about Erishkigal, Nergal, and
other deities of their pantheon (Tiamat, Marduk, Ishtar, the
Anunnaki or “Old Gods,” the Igigi or “New Gods,” etc.). The
pages can only read when a hand is passed over them and the
name of any god mentioned in the book is said aloud, where-
upon blood-red cuneiform letters appear, fading again after an
hour. A sage would gladly pay 1,000 gp for such a tome; any
temple devoted to this pantheon would triple that. Naturally,
the worshippers of Erishkigal will do their utmost to recover it
should it be stolen.

After the Adventure

Characters who succeed in ending the threat posed by the
Hidden Temple will be treated as heroes back at the Keep,
especially if they escort rescued captives home. Putting an end
to the bandit threat brings a material reward: Merchants who
frequent this road pool their resources and pay a bounty of 300
gp to be divided among the characters however they wish
(generous characters dripping with loot from their adventures
will give it away to the unfortunates they rescued, but some
will no doubt hold that it’s not possible to have too much
money). Any humanoids that survived will attempt to re-colo-
nize their old homes, as will outside bands who hear of aban-
doned caves; unless the characters actually move into the caves
themselves or set up a permanent guard upon the valley to
keep humanoids out, the complex will gradually re-stock itself.
Even so, it will be many years before its residents again pose a
danger to the Keep or travelers in the area.

Some characters may wish to settle down and become per-
manent residents of the Keep. Others may decide to use it as a
home base, to which they return between adventures. Still oth-
ers hear the call of future adventures and will no doubt shortly
depart seeking new challenges for their ever-growing skill. As
it is likely that a number of characters may be suffering from a
variety of loathsome ailments (mummy-rot, ratbite fever, incip-
ient lycanthropy), a quest to find some cure for these diseases
before it is too late would be an excellent hook for the next
adventure. But for now, allow both the characters and the play-
ers—and you yourself—to savor the successful completion of
the adventure.
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Now, almost twenty years later, the Keep has declined into a sleepy outpost
settlement. The trained warriors once stationed here and the experienced
adventurers who once flocked to the spot are long gone. But evil once
again stirs in the fabled Caves of Chaos. Humanoids, undead, and evil
minions of a dark goddess plot to destroy their enemies. Only novice
adventurers who have come to try their hand at dungeon delving in this
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This E4-paige ook mucludes:

i = A special “Advice to the DM” section for  ©~ Wilderness encounters with a wide range
: beginning Dungeon Masters, offering tips of classic monsters.
y 1 ‘ > ; ‘. 5 - o -
and tricks of the trade - Room-by-room descriptions of every
© Detailed descriptions of the Keep and its chamber within the Caves of Chaos.
inhabitants.
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