
THE ANCIENT CRYPT
OF FENG-HOU

A DUNGEON ADVENTURE FOR LOW-LEVEL CHARACTERS



BACKGROUND
Feng-Hou is an elemental fire deity, commonly represented in the form of a great 
dragon. Sometimes known as the Firedrake, Feng-Hou embodies all aspects of fire, 
from a candle to read by to the blazing brand wielded by an arsonist; from the 
convivial warmth of a campfire to the devastation wreaked by a volcanic eruption. 
Depending on their alignment – Lawful, Neutral or Chaotic – clerics of Feng-Hou 
belong to one of three sects. These sects are not always at loggerheads, but neither 
are they necessarily friendly to one another.

Once there stood a great temple dedicated to Feng-Hou in all his guises. Time and 
the tides of history have taken their toll, and the temple lies in ruins. Its subterra-
nean crypts, however, survive almost intact. Abandoned for many long years by the 
clergy of Feng-Hou, these crypts have new residents. Giant rats and other noxious 
vermin roam the ancient halls. The magic-user Gweedol – assisted by goblin and 
hobgoblin mercenaries – conducts grim experiments on kidnapped humans and 
members of other races, with the aim of prolonging his own life. And a small band 
of acolytes of the Firedrake has recently returned to the dungeon.

WANDERING MONSTERS
Check every two turns. Roll 1d6; 1 = an encounter. Roll 1d8 on the following table:

Roll Result

1
1d8 acolytes of Feng-Hou [AL Roll 1d6: 1-2 Chaotic, 3-4 Lawful, 5-6 
Neutral; MV 60' (20'); AC 2; C1; #AT 1 mace; DG 1d6; SV C1; ML 7]

2
2d4 giant centipedes [AL N; MV 60' (20'); AC 9; HD ½; #AT 1 bite; DG 
Poison (failed save = violently ill for 10 days); SV NM; ML 7]

3
3d6 giant rats [AL N: MV 120' (40'); AC 7; HD ½; #AT 1 bite; DG 1d3 + 
disease; SV F1; ML 8]

4-5
2d4 goblins [AL C; MV 60' (20'); AC 6; HD 1-1; #AT 1 weapon; DG 1d6 or 
by weapon; SV NM; ML 7]

6
1d6 hobgoblins [AL C; MV 90' (30'); AC 6; HD 1+1; #AT 1 weapon; DG 
1d8 or by weapon; SV F1; ML 8]

7
1 magic-user: Gweedol and his baboon companion Rocky (see Level 1, 
Room 5 for details), accompanied 50% of the time by 2d4 goblins (see 
above). Naturally, this encounter can only occur if Gweedol is alive.

8
1d4+4 1st-level NPCs (Roll 1d6: 1-3 they are adventurers; 4-6 they are 
escaped prisoners). The Referee should determine their class, equip-
ment, etc., as appropriate.



RUMOURS
Player characters begin with one rumour each. Roll 1d12 on the following table. 
NPCs and monsters may be willing to divulge further rumours and other inform-
ation at the Referee's discretion.

Roll Rumour

1 There's a red dragon in the dungeon.

2 Gweedol the magic-user can swap bodies with his familiar.

3 Beware the seven patriarchs!

4 A dwarf went missing in the dungeon with a sack of treasure.

5 Goblins and hobgoblins guard all the stairs.

6 The goblins serve Gweedol.

7 Something in the well vouchsafes gifts to those who make offerings.

8 The statues in the dungeon are dangerous.

9 A great treasure lies beyond the chasm of fire.

10
The dungeon was once part of a temple dedicated to Feng-Hou the 
Firedrake.

11 There are buried rooms beyond the rubble.

12
Gweedol performs horrid experiments on people and feeds them to his 
filthy pets afterwards.



KEY TO DUNGEON LEVEL 1

A = Lingering odour of pipe smoke
There is also a small heap of ashes – still slightly warm – on the floor near the wall.

B = Target practice
Hanging from an iron hook is a long sack stuffed with straw. Near the top a crude 
grimacing face has been painted, below which is a target of concentric painted 
circles. Two arrows protrude from the dummy. Further broken arrows are scattered 
on the floor nearby.

C = Pit trap
Opens on 1-2 on 1d6. Ten feet deep (1d6 damage).

D = Secret door
On the south wall hangs a shield with a dragon device. It may be removed from its 
peg. Pressing the peg opens the secret door in the east wall.

E = Lost lantern
A lantern lies on the floor beside the wall. It is in decent condition and half full of 
oil.

1/ Intersection: 6 goblins [AL C ; MV 60' (20'); AC 6; HD 1-1; hp 1, 3, 1, 5, 1, 1;  #AT 
1 weapon; DG 1d6; SV NM; ML 7] plus 2 goblin bodyguards [HD 2; hp 7, 5; DG 1d6; 
SV F2] armed with an assortment of hand axes, short swords and spears, monitor 
comings and goings at this point. They will challenge intruders. Each goblin carries a 
lump of silver ore worth 1d6 gp.

2/ Magic-User's Bedchamber: Furniture of reasonable quality: bed, armchair, table, 
wardrobe. In the latter hang ostentatious robes in shades of purple, green and 
black.

3/ Magic-User's Study: Furniture of reasonable quality: Desk, chair, bookcase. Two 
pipe racks mounted on wall; one supports a selection of clay pipes, the other has a 
single wooden pipe, chewed and splintered, inscribed “ROCKY”. Desk drawers are 
locked; clutter within includes two gems (worth 100 gp each) and the magic-user's 
grimoire, containing the following spells:

1st-level: detect magic, hold portal, light, magic missile, protection from evil, read 
languages, read magic, shield

2nd-level: detect evil, knock, locate object, mirror image



4/ The Archers: Occasional monosyllabic grunting. Crude wooden stools. Table with 
mugs and small keg of weak beer. 3 bored hobgoblins [AL C; MV 90' (30'); AC 6; HD 
1+1; hp 6, 6, 7; #AT 1 weapon; DG 1d6 (arrow) or 1d8 (sword); SV F1; ML 8] armed 
with short bows and swords will attack any unidentified intruders approaching from 
the south. Each hobgoblin carries a few nuggets of silver ore worth 2d6 gp.

5/ Magic-User's Lobby: Smell of pipe smoke. Occasional quiet speech in Common 
and answering grunts. Sideboard, small table, and hatstand. Gweedol the magic-
user [AL C; MV 120' (40'); AC 9; M3; hp 10; #AT 1 weapon; DG 1d4 (dagger); SV M3; 
ML 7. Spells: hold portal, magic missile; mirror image] is here, wearing a set of 
stained white “lab coat” robes and smoking a pipe. In a pocket he has the keys for 
the desk drawers in Room 3 and the padlock in Room 6. His sidekick/assistant is a 
rock baboon named Rocky [AL N; MV 120' (40'); AC 6; HD 2; hp 11; #AT 1 walking 
stick/1 bite; DG 1d6/1d3); SV F2; ML 8], who wears a fez and a natty black waist-
coat. Rocky carries a walking cane topped with a 10-gp gem clutched in a brass 
claw. In melee combat, he wields the cane as a vicious club.

6/ Waste Disposal: Faint gibbering sounds. Bloodstained flagstones. Padlocked, 
hinged iron grille in the centre of the floor. Below the grille is a ten-foot square 
shaft leading to Level 2, Room 9.

7/ Magic-User's Workroom: Weird, unpleasant smell – sweat, blood, chemicals. 
Large, bloodstained stone table with attached leather straps and brass buckles. 
Wooden side table supporting scary-looking clamps, forceps, scalpels, saws, etc. 
Rack with six stoppered glass bottles containing coloured fluids:

What does it look like? What is it?

Translucent turquoise
Truth drug – save vs. poison at -2 or 
unable to tell a lie for the next 4d6 
hours

Cloudy red Mixed blood and vinegar

Milky white, fumes when opened
Laxative – effectively incapable of action 
for the next 2 hours (save vs. poison to 
halve the time of affliction)

Watery pale green Mouthwash – minty fresh!

Phosphorescent yellow Potion of healing

Phosphorescent pink
Acid – 1 hp damage for a sip, 2d4 hp 
damage if the whole bottle is drunk



8/ Hobgoblin Guardroom: Monosyllabic grunting. Wooden benches and trestle 
table. Iron-bound wooden chest containing 4,000 sp. 3 hobgoblins [AL C; MV 90' 
(30'); AC 6; HD 1+1; hp 6, 5, 3; #AT 1 weapon; DG 1d8 (sword); SV F1; ML 8] will 
attack intruders.

9/ Magic-User's Kitchen: Fireplace, stacked firewood, cooking utensils, wooden 
tables and chairs. Boxes and barrels of average-quality food and drink.

10/ Green Fountain: Six-foot-tall stone fountain in dragonish form. The fountain no 
longer works but its basin is filled with murky, lime-green water. Lying in the basin, 
hidden by the water, are seven nuggets of silver ore (worth 10 gp each) and a 
tightly sealed ebony scroll tube. The water is harmless, though it dyes anything 
immersed in it (the nuggets, the tube, characters' hands, etc.) bright green. Nothing 
can wash the colour off, but it fades after a month or so. Inside the tube is a scroll 
bearing a minor curse of the Referee's choice.

11/ Landing: 3 hobgoblins [AL C; MV 90' (30'); AC 6; HD 1+1; hp 3, 5, 3; #AT 1 
weapon; DG 1d8 (sword); SV F1; ML 8] are always on sentry duty here. Each carries 
nuggets of silver ore worth 2d6 gp.

12/ Get the Point: Anyone walking the length of this room risks (2 in 6 chance) 
setting off a trap. A loose flagstone tilts and a spear thrusts upwards for 1d6 
damage.

13/ Red Room: The floor, walls and ceiling of this L-shaped room are all covered 
with 1”-square tesserae in various shades of red, orange and gold. In torch or 
lantern-light, the whole mosaic creates an effect like shimmering flames, and the 
room feels strangely warm. In this room, all healing (whether by spell, potion, or 
natural processes) is doubly efficacious.

14/ Nasty Nest: Scratchy sounds. Half a dozen giant spitting beetles [AL N; MV 120' 
(40'); AC 4; HD 2*; hp 10, 16, 8, 5, 8, 4; #AT 1 bite + special; DG 1d6 + special; SV F1; 
ML 8] have their lair here.

15/ Ancient Patriarchs of Feng-Hou: Seven life-sized stone statues of robed men, 
some bearded and all with an air of seriousness and authority. These are represent-
ations of former high priests of the Lawful cult of Feng-Hou. The central figure has 
his right hand upraised, palm outward, as if in greeting. Any Lawful character 
placing his or her palm to the statue's receives the benefits of a cure light wounds 
spell (1d6+1 hit points healed, no more than once per day per person). Chaotic 
characters must save vs. spells or suffer 1d6+1 damage. Neutrals are unaffected 
either way.



16/ Lost Property: A backpack lies in the centre of the floor. It is empty.

17/ Mysterious Runes: This room is empty, but on the south wall is some inscribed 
writing. It is in Dwarvish, and says simply: “North to south: 39 feet, 10 inches. West 
to east: 30 feet, 1 inch. Height: 20 feet exactly.” These are, as it happens, the 
precise dimensions of the room.

18/ Locked Store: Lock must be picked or door broken open to gain access. Smell of 
alcohol. Eight barrels:

1 Grog (off) 5 Crockery (broken)

2 Six old swords in scabbards 6 Grog (off)

3 Grog (off) 7 Grog (off)

4 Bales of red cloth (mouldy) 8 Giant spitting beetle (dead)

The grog has gone bad. Anyone who drinks any must save vs. poison or be ill (-2 on 
“to hit” rolls, damage, and saving throws) for the next 12 hours.

19/ Stand Well Back: Silent, plain room, empty except for a slightly bent and dent-
ed iron lever in the middle of the floor. The lever opens the secret door. It also re-
leases a block of stone from the ceiling, which falls on anyone touching the lever, 
inflicting 1d10 damage. (Save vs. petrify to jump aside and avoid the block.) The 
noise made by the falling stone is worth a Wandering Monster check.

20/ Fire of Faith: Hissing sound. Warm, dry air. Plain room. From a small hole in the 
centre of the floor jets a 6-foot high fountain of flame. Despite the heat that eman-
ates from the jet, it is actually harmless. Placing a hand or other extremity into the 
flame opens the secret door in the north wall.

21/ The Treasure That Isn't: This plain stone room appears to be only about 15 feet 
deep. On the floor is a unlocked casket, containing an illusion of 2,000 sp. If remov-
ed from the dungeon, it becomes apparent that the coins are actually caterpillars – 
2,000 of them. The NE wall is actually illusory too; the room is 10 feet deeper than 
it seems. In the concealed part is another, identical casket, containing 500 (real) sp.

22/ Dwarven Marketplace: Sounds of movement and chatter. Market stalls laden 
with goods. (Use standard equipment lists, but double the prices.) Two dwarven 
traders, Athor and Telthor [AL N; MV 60' (20'); AC 4; D2; hp 6, 11; #AT 1 weapon; 
DG 1d8 or by weapon; SV D2; ML 8] and their three bodyguards [hp 15, 7, 7] have 
special dispensation to trade with the dungeon inhabitants, and this room is neutral 
turf. There is a 50% chance that patrons are present. If so, roll 1d4.



Roll Result

1
1d8 acolytes of Feng-Hou [AL Roll 1d6: 1-2 Chaotic, 3-4 Lawful, 5-6 
Neutral; MV 60' (20'); AC 2; C1; #AT 1 mace; DG 1d6; SV C1; ML 7]

2-3
2d4 goblins [AL C; MV 60' (20'); AC 6; HD 1-1; #AT 1 weapon; DG 1d6 or 
by weapon; SV NM; ML 7]

4
1d6 hobgoblins [AL C; MV 90' (30'); AC 6; HD 1+1; #AT 1 weapon; DG 
1d8 or by weapon; SV F1; ML 8]

In addition to trade goods worth maybe 1,000 gp, the traders have a large chest 
containing silver nuggets worth 4,000 gp and two potions of speed.

23/ More Than Meets The Eye: Silent, plain stone room. Damp air. Single silver 
piece on floor. On the north wall lurks a grey ooze [AL N; MV 10' (3'); AC 8; HD 3*; 
hp 11; #AT 1; DG 2d8; SV F2; ML 12]. Behind a loose stone in the south wall is a 
secret compartment containing a small sack with 99 sp inside.

24/ Masonry Store: Cobweb-covered stack of carved stone blocks.

25/ Empty Room: Plain stone room.

26/ Empty Room: Plain stone room.

27/ Urgent Message: Plain stone room. Large arrow chalked on floor, pointing to 
northern passage. Scrawled below the arrow are words in Common: “QUICK! THIS 
WAY!” In the short passageway is a covered pit trap. It opens on 1-2 on 1d6, and is 
10 feet deep (1d6 damage). At the bottom is the skeleton of a dwarf in corroded 
chain mail with a rusty sword, a backpack containing standard adventuring gear, 
and a large sack that has split open, spilling the unfortunate dwarf's treasure: 630 
gp and four gems (2 x 10 gp, 2 x 500 gp)

28/ Empty Room: Plain stone room. The southern passage contains a covered pit 
trap (see above).

29/ Empty Room: Plain stone room. At the western end is a concealed trapdoor 
(opens on 1-2 on 1d6) beneath which is a shaft that deposits anyone falling through 
on Level 2, in the corridor south of Room 31, near the spot marked “C” on the map. 
The fall inflicts 2d6 damage.



30/ Nest of Vipers: Plain stone room. 3 pit vipers [AL N; MV 90' (30'); AC 6; HD 2*; 
hp 11, 2, 9; #AT 1 bite; DG 1d4 + poison; SV F1; ML 7]. There is a discoloured stone 
in the north wall. Pressing it opens a secret door, revealing a cubbyhole beyond. 
Inside is a casket containing 800 sp.

31/ Guard Post: 4 acolytes [AL N; MV 60' (20'); AC 2; C1; hp 3, 6, 3, 6; #AT 1 mace; 
DG 1d6; SV C1; ML 7], members of the Neutral sect of the priesthood of Feng-Hou, 
keep watch here. They wear ochre robes over their plate mail and carry shields and 
maces.

32/ Chapel of Feng-Hou: Double doors inscribed with symbols representing the 
element of fire. Stone altar bearing four votive candles. Gold dragon statue 
(actually carved stone covered with gold paint). 2 acolytes [AL N; MV 60' (20'); AC 
2; C1; hp 1, 3; #AT 1 mace; DG 1d6; SV C1; ML 7] in ochre robes.

33/ Adept's Study: Neatly appointed room. Desk, chairs, couch, small wardrobe. 
The desk contains scrolls (letters and papers on matters of clerical doctrine), ink, 
quills, and a small knife. The wardrobe contains a suit of chain mail, a mace, and a 
locked metal box that rattles when shaken. (It contains 738 sp.) The key to the box 
is held by the room's occupant, Pisler, a Neutral adept of Feng-Hou [AL N; MV 60' 
(20'); AC 2; C2; hp 5; #AT 1 mace; DG 1d6; SV C2; ML 7. Spell: cure light wounds]. In 
his heart of hearts, Pisler would like to drive Gweedol and the goblins from the 
dungeon and return it to its rightful role as a temple to the fire-god.

34/ Common Room: Fireplace. Wooden table and benches. Several barrels contain-
ing wine and foodstuffs. This room doubles as kitchen and refectory. There are 2 
acolytes [AL N; MV 60' (20'); AC 2; C1; hp 6, 3; #AT 1 mace; DG 1d6; SV C1; ML 7] in 
ochre robes, toasting meat and mushrooms on long skewers in the fire.

35/ Dormitory: Eight wooden cots in two rows of four. Personal effects. This is 
where the acolytes sleep.

36/ The Grand Illusion: Reddish glow. Full-size red dragon. In fact, it's “merely” a 
permanent, static illusion of a dragon. It's still awe-inspiring, though.

KEY TO DUNGEON LEVEL 2

A = Rubble-choked passage
Clearing enough space to pass through the rubble would take 4 man-hours per 10-
foot x 10-foot square. (Optionally, a dwarf might count as 1.5 men for the purpose 
of rubble-clearing, while a halfling counts as 0.5 men.) There is a 1 in 20 chance per 
square of finding something amongst the rubble. If the party finds something, roll 
1d12:



1 Boot 7 Lump of silver ore worth 1d6 gp

2 Candle 8
1-2 Pick axe, 2-3 axe handle, 4-5 
axe head

3 Fragments of bone 9 Rat (dead)

4 Giant centipede (dead) 10 Rope (1d6 x 10 feet long)

5

Giant centipede (live) [AL N; MV 
60' (20'); AC 9; HD ½; #AT 1 bite; 
DG Poison (failed save = violently ill 
for 10 days); SV NM; ML 7]

11
Small dragon statuette (made of 
iron, badly squashed and dented) 
worth 2 gp

6 Iron spikes (1d4) 12 Torch (broken, unusable)

B = Pit trap
Opens on 1-2 on 1d6. Ten feet deep (1d6 damage). Caltrops at the bottom (1d2 
additional damage). Caltrops may be removed for use by PCs.

C = Inscription
Scratched into the floor in shaky Common: “FIX DA STATTOO!”

1/ Landing: Tattered red banners hanging on the four diagonal walls. Vacant torch 
sconce in wall opposite stairs. 3 tough goblin guards [AL C; MV 60' (20'); AC 6; HD 2; 
hp 9, 8, 11; #AT 1 short sword; DG 1d6; SV F2; ML 7] on duty. Each carries a lump of 
silver ore worth 1d6 gp.

2/ Paraffin Pool: Smell of kerosene. A stone basin - 4 feet high x 9 feet wide x 18 
feet long, is filled to a depth of 3 feet with liquid paraffin (kerosene). Lying at the 
bottom are two silver daggers (worth 15 gp each) and a silver statuette of a dragon 
worth 50 gp. If anyone brings a naked flame too close to the paraffin, it will ignite, 
inflicting 2d6 damage on anyone within 5 feet (save vs. dragon breath for half 
damage).

3/ Rats' Nest: Scurrying sounds. Small holes in walls. 5 giant rats [AL N; MV 120' 
(40'); AC 7; HD ½; hp 1, 4, 2, 3, 1; #AT 1 bite; DG 1d3 + disease; SV F1; ML 8].

4/ Old Oratory: Broken benches. Dilapidated remains of a wooden structure that 
may once have been an altar. Tin box (containing flower petals) tossed in a corner.

5/ Room of Doors: Plain, bare room. An old brass lamp hangs from the ceiling on a 
chain. The door in the NE corner is locked. The key is inside a secret compartment 
behind a sliding stone in the room's west wall.



6/ Ruined Parlour: Soft red glow. Remains of comfortable furnishings, including 
armchairs and a desk. All are rotten and damaged beyond repair, but in a desk 
drawer is a usable tinder box and a set of writing implements. Half a dozen giant 
fire beetles [AL N; MV 120' (40'); AC 4, HD 1+2; hp 6, 4, 3, 5, 7, 6; #AT 1 bite; DG 
2d4; SV F1; ML 7] live among the debris here.

7/ Deep Clean: Bare, empty room. There is literally not a speck of dust or dirt any-
where. Every surface has been scrubbed perfectly clean.

8/ Antechamber: Threadbare remains of scarlet robes hanging on hooks.

9/ Barred Room: Gibbering sounds. The entrance to this room is barred by a sturdy 
iron gate, which is secured with a padlock. Two ghastly emaciated figures, clad in 
red rags, drool and stretch their clawed arms though the gate. They are ghouls [AL 
C; MV 90' (30'); AC 6; HD 2*; hp 5, 3; #AT 2 claws/1 bite; DG 1d3/1d3/1d3 + para-
lysis for 2d4 turns; SV F2; ML 9]. Behind them are strewn bones, torn articles of 
clothing, and a burst sack from which coins (2,000 gp) have spilled. In the centre of 
the ceiling is a ten-foot square shaft leading up to an iron grille.

10/ “Fishing” Net: A 10-foot wooden pole with a net on one end leans in a corner.

11/ Mad Adept: Makeshift cot in one corner. Messy floor. Woodcarving tools and 
wood shavings. Tinder box, lantern, four flasks of oil. Bits of coloured rubber and 
several empty tin boxes. Sopwitz, a crazed Chaotic adept of Feng-Hou the Firedrake, 
lurks in this room [AL C; MV 60' (20'); AC 2; C2; hp 4; #AT 1 mace; DG 1d6; SV C2; 
ML 9. Spell: cause light wounds]. Over an old suit of plate mail he wears red robes 
with yellow flame designs. On a string around his neck is the key for the padlocked 
gate to Room 10.

12/ Teleporter: In the northern alcove is a foot-high circular dais. Its upper surface 
is inscribed with magical symbols signifying “movement”, “instantaneous” and 
“perfectly safe”. The dais radiates magic, if detect magic is used. If the name “Feng-
Hou” is uttered by someone standing on the dais, then everyone and everything 
thereon is teleported to the identical dais in room 13.

13/ Teleporter: This room appears identical to room 12, above. In the small room to 
the south lies a red-robed human skeleton, wearing a pair of silver bracelets with a 
dragon motif (worth 30 gp each).

14/ Well: Stone steps spiral down around the inside of a great cylindrical cistern, 
almost 40 feet in diameter. Near the top of the steps sits a wooden pail attached to 
one end of a coiled 50-foot rope, the other end of which is tied to an iron hook on 
the wall. The surface of the water is 40 feet below the entrance, and on it bob ten 



little carved wooden boats, each bearing a votive candle. Six of these are currently 
lit. The spiral stairs continue underwater (the water in the well is unfathomably 
deep) and, on the third step below the surface, a small brass ring of fire resistance 
sits glinting.

If anyone physically enters the water (fishing lines, poles, nets, pails, etc., are fine, 
but a hand is not), 1d4+1 dripping skeletons [AL C; MV 120' (40'); AC 7; HD 1; #AT 1 
short sword; DG 1d6; SV F1; ML 12] march up out of the gloomy depths and attack. 
Should anyone be so bold as to attempt to descend the endless stairs, there are 
effectively infinite numbers of these bony subaqueous guardians.

Every turn there is a 1% chance that a brightly coloured rubber balloon rises from 
the depths and bobs on the surface of the water. The balloon is attached by twine 
to a small tin box, sealed shut with wax. Where do the balloons come from? No one 
knows for sure. What's in the box? Roll 1d12:

1 Candles (1d4) 7 Lump of silver ore worth 1d6 gp

2 Flowers 8 Origami dragon

3 Hip flask of brandy 9 Pipe tobacco worth 2 gp

4 Hip flask of poison (save or die) 10 Sea shells (1d6)

5 Live spider (harmless) 11 Silver pieces (2d10)

6
Live spider (venomous – bites as a 
½-HD monster, save vs. poison at 
+2 or be sick for 24 hours)

12 Empty or Referee's choice

15/ Blocked Room: This plain room is only accessible after clearing the passage 
outside. (See “A”, above.) It contains a human skeleton in tattered red robes, with a 
satchel of cracked leather containing 100 sp, 20 gp, and a sealed brass tube. The 
tube is trapped, releasing a 5-foot cloud of poison gas (save or die) unless disarmed. 
Inside is a parchment scroll bearing the single word “FENG-HOU” written in 
Common.

16/ Dragon Carving: The western wall bears an intricate, 30-foot-long bas-relief 
carving of a dragon with jaws agape and one forelimb raised. If one of the talons on 
the raised limb is lifted like a latch, there is a soft click and a secret door opens.

17/ Lost Room: Cold air. Plain, bare room. Cobwebs on ceiling vault.



18/ Forgotten Shrine: Cold air. Plain room, bare apart from a stone altar carved 
with images of snakes coiling through the empty eye sockets of human skulls. In a 
secret compartment in the rear of the altar sits an earthenware flask, stoppered 
and sealed, containing a potion of healing. Guarding the altar is a zombie [AL C; MV 
60' (20'); AC 8; HD 2; hp 13; #AT 1 sword; DG 1d8; SV F1; ML 12] dressed in the 
shredded remnants of scarlet robes, wielding an antique sword.

19/ Ancient Armoury: Cold, still air. Attached to the stone walls are iron racks 
bearing antique weapons: 3 daggers, 2 swords, 1 two-handed sword, 1 mace, 1 pole 
arm (halberd), 2 spears, and 1 war hammer. All have suffered the ravages of time, 
and each time a hit is scored with any of these weapons, there is a 1 in 20 chance 
that it will break (blade shatters, haft snaps, etc.) and be useless thereafter. There 
are also two shields and an unlocked chest containing a small hammer, a dozen iron 
spikes, a lantern, two flasks of oil, and four small sacks (one with a hole).

20/ Lost Room: Cold air. Plain, bare room. Cobwebs on ceiling vault. 3 animated 
skeletons [AL C; MV 120' (40'); AC 7; HD 1; hp 3, 3, 6; #AT 1 spear; DG 1d6; SV F1; 
ML 12] attack intruders.

21/ Statue of Feng-Hou: On a stone plinth rears a 25-foot-high statue of a dragon 
rampant, wings outspread, made of solid mithril. (It is of course priceless, if anyone 
could move it.) This is, of course, a representation of Feng-Hou. When depicted in 
this combative fashion, he embodies the frightening, destructive aspect of fire. A 
Chaotic character touching the statue receives the benefits of a cure light wounds 
spell (1d6+1 hit points healed, no more than once per day per person). Lawful char-
acters must save vs. spells or suffer 1d6+1 damage. Neutrals are unaffected either 
way. A secret compartment in the plinth contains a small silver brooch depicting a 
coiled dragon, worth 20 gp.

22/ What a Waste: A burst wine flask lies beside a dark red stain on the floor.

23/ In the Shit: Rank animal odour. Plain room, containing some loose tufts of hair 
or fur and a large pile of dung (unidentifiable, but certainly not of human origin), in 
which is a small silver brooch worth 20 gp, similar to the one hidden in Room 21.

24/ Fearsome Faces: Demonic-looking visages with open mouths, each three feet 
high, are carved into the walls. A little tin box (empty) lies discarded on the floor.

25/ Goblin Sentry Post: Occasional sounds of shuffling, breathing, and muted 
conversation. Unfurnished room. 2 tough goblin guards [AL C; MV 60' (20'); AC 6; 
HD 2; hp 9, 8; #AT 1 spear; DG 1d6; SV F2; ML 7] of the Fat Face tribe stand guard 
before a door bearing a crude painting of a grinning goblin countenance. Each 
carries a nugget of silver ore worth 1d6 gp.



26/ Goblin Prison: Locked doors. These three rooms are old storage chambers that 
the goblins have converted into cells. 26a and 26b contain prisoners, 1d4+1 per cell. 
Roll 1d12 to determine the nature of each prisoner:

1 Cleric 7 Halfling

2
Dwarf (dwarf prisoners are harshly 
treated; maximum 2 hp)

8
Hobgoblin (hobgoblin prisoners are 
harshly treated; maximum 2 hp)

3 Elf 9 Magic-User

4 Fighter 10 Normal Human

5 Fighter 11 Normal Human

6 Goblin miscreant 12 Thief

Room 26c contains the confiscated belongings of all prisoners. The details are left 
to the Referee.

27/ Goblin Quarters: Sounds of movement, conversation, and maybe snoring. 
Wooden tables, benches, mangy hide bedrolls. Goblins of the Fat Face tribe drink-
ing ale, playing dice games, etc. (Unless an alarm has been raised, 1d6 goblins will 
be asleep and unable to attack in the first round; i.e., automatically surprised.) 
There are 9 goblins [AL C; MV 60' (20'); AC 6; HD 1-1; hp 2, 3, 7, 5, 6, 1, 7, 3, 3; #AT 1 
weapon; DG 1d6; SA NM; ML 7] in all, armed with an assortment of hand axes, 
spears and short swords. Each has a nugget of silver ore worth 1d6 gp.

28/ Goblin King's Chamber: Proper wooden bed, somewhat rickety, covered with 
smelly, flea-infested hides. Tin bucket for bodily waste, thankfully empty. Leathery-
looking stuffed goblin head (formerly found atop the shoulders of the current king's 
predecessor) mounted on a wooden plaque on the south wall. Behind the head is a 
recess with an iron lever that opens the secret door. In the cubbyhole beyond are 
two locked chests: (#1) 5,000 sp; (#2) 4,000 cp and three gems, worth 10 gp, 50 gp, 
and 100 gp.

29/ Goblin Court: Sounds of conversation and what might pass among goblins for 
singing. Wooden tables and benches. Crude paintings on walls, depicting glorious 
and perhaps fanciful goblin military victories. Goblin king and his court, carousing.
There are 9 regular goblins [AL C; MV 60' (20'); AC 6; HD 1-1; hp 6, 5, 2, 7, 6, 1, 7, 7, 
4; #AT 1 weapon; DG 1d6; SV NM; ML 7 (9)] armed with an assortment of hand 
axes, short swords and spears, plus a pair of goblin bodyguards [HD 2; hp 5, 7; DG 
1d6; SV F2] and the goblin king Yamtolbek [HD 3; hp 15; DG 1d6+1; SV F3] himself. 
Yamtolbek and his bodyguards wield short swords. The goblins' morale is 9 as long 
as the king is present and alive.



Each goblin has a nugget of silver ore worth 1d6 gp. Yamtolbek wears a lopsided 
and slightly dented silver crown studded with agates, worth 1,000 gp. He also 
carries a bunch of keys for the prison cells (Room 26) and the chests in his secret 
treasury (Room 28).

30/ Goblin Kitchen: Sounds of clattering, banging, chopping, and muttered oaths. 
Cooking smells. Wooden tables. Central cooking pot over a stone hearth. 4 goblin 
chefs [AL C; MV 60' (20'); AC 6; HD 1-1; hp 4, 3, 7, 2; #AT 1 weapon; DG 1d4; SV NM; 
ML 7] at work making stew. They are armed with knives and ladles. Each has a 
nugget of silver ore worth 1d6 gp.

31/ Statue of Feng-Hou: Walls carved with abstract shapes, resembling flames. The 
statue of the Firedrake is 25 feet long and made of black iron. The neck extends 
forwards from the body, but lacks its head. The iron head is lying in a corner of the 
western “transept” and can be lifted by a combined Strength of 16 or greater. If it is 
attached to the neck, there is an audible click followed by a faint “whoomph” like a 
pilot light igniting somewhere in the dragon's chest. Anyone within 20 feet of the 
front of the statue who does not take immediate evasive action will be blasted with 
a gout of flaming gas for 2d4 hp damage (save vs. breath attacks for half damage).

32/ Antechamber: Tattered red banners. Vacant torch sconce. Nothing else.

33/ Flaming Fissure: Hot, steamy air. A chasm, six feet wide, bisects the room. From 
the chasm, steam rises and flames lick upward. Beyond the flames, a small metallic 
box can be dimly perceived at the far end of the room. Jumping across the fissure 
requires rolling Strength or less on 2d6; i.e., any character with Strength 12 or 
greater can do it automatically (though metal armour must be removed), but 
passing through the flames inflicts 1d6 points of damage in each direction. The iron 
box is not locked.  Inside is a leather pouch containing 60 gp and three gems worth 
50 gp, 100 gp, and 500 gp.
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