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astles stand as an integral part of fantasy
‘ literature, rising up on borderlands as

brooding guardians against the tide of sav-
ages beyond, or serving as the sanctuary of peas-
ant and noble alike. Often the center of culture and
learning, a castle becomes the place where skilled
artisans come to exhibit their wares, wizened
sages dispense advice, and outspoken minstrels
offend and delight. Castles can be young and
vibrant, filled with life and possibility, or they can
be ancient and crumbling, teeming with forbidden
knowledge or deadly creatures of an age long
gone.

Every castle, keep, or fortress in the fantasy
worlds of the ADVANCED DUNGEONS & DRAGONS®
game contains the seeds of adventure within its
walls, waiting for a group of determined player
characters to bring them to full bloom.

How to Use Castle Sites

In this book, the Dungeon Master will find sev-
eral detailed castles, each in a unique setting
which can be placed in nearly any fantasy cam-
paign world. Each castle’s entry contains a de-
tailed history of the structure; geographical infor-
mation; a description of its appearance from the
outside; sights, sounds, and smells around the
castle; and a room-by-room description of the
castle’s layout. A castle without inhabitants re-
mains an empty shell, however. Nonplayer char-
acters populate each castle, providing the flesh
and blood to each building’s bare bones. The DM
will find NPC descriptions, statistics, and motiva-
tions to round out each castle.

Finally, Adventure Hooks appear at the end of
each castle’s entry to supply the gamemaster with
possible adventures. These adventure ideas range
from politically motivated role-playing opportu-
nities to simple hack-and-slay scenarios.

Nonplayer Characters

Each castle details several important NPCs who
play important roles in and around the castle and
its environment. The NPC descriptions include
the following elements not given for average
inhabitants:

Proficiencies: Weapon proficiencies appear
first, including specializations for fighters. Non-
weapon proficiencies appear next; the number in
parentheses is the NPC’s check number on a d20.

Languages: The DM should pay particular
attention to languages, as some NPCs may not
speak common.

Armor: This includes any magical or non-magi-
cal armor, shields, or protective magic worn by
NPCs.

Weapons: This category covers normal or mag-
ical melee and missile weapons, and knowledge of
castle weaponry (including catapults, ballistas,
and other siege weapons). The DM should refer to
the DUNGEON MASTER® Guide for details on magical
weapons.

Equipment: This details normal and magical
items that the NPC usually carries, excluding
weapons and armor.

Spells: The spells listed here appear in ascend-
ing order by level. The DM should feel free to alter
the spell lists to tailor the encounters to the spe-
cific PC group.

The NPCs in this product interact best with PCs
of 5th to 9th level. The DM may wish to make spe-
cial adjustments for PCs of higher or lower level.
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Playing Castle Sites these castles supports a military force that dishon-

The DM should thoroughly read a promising
castle entry before game play. Reading through the
complete entry allows the DM to fully capture the
flavor of the site, allowing an accurate portrayal of
the castle, its location, and the intention of all
NPCs involved.

Although the DM can turn each of these entries
into a stand-alone adventure, the castles presented
here may also supplement a campaign. Several of
these castles could serve as a temporary or perma-
nent base of operations for PCs, and several others
could easily make for interesting recurring situa-
tions.

In no way should a group of adventurers be
able to take over one of the castle sites. The NPCs
in each castle have their own plans and agendas,
none of which includes surrendering their fortress
to greedy player characters. In addition, each of

orable PCs must deal with should they break the
law of the land or offend the powers residing in
the castle.

The DM can alter each of these castles to fit his
or her own campaign. However, the flavor of each
of these castles depends on its geography, on its
purpose, and on the villains opposing it. Chang-
ing any of these items drastically will take away
from the essence of the site.

Below, the DM will find the various map sym-
bols used throughout Castle Sites. Each of the
maps of the various castles uses these symbols in
common.




sheer mountain face, resting 6,000 feet

above the valley floor on the eastern side of
Mount Arachnos. From the base of the mountain,
Kaurak Kholzil appears as a speck on a sheer cliff
face, but it is in fact a massive citadel housing over
300 dwarves. The exterior face of the castle re-
mains unadorned, and all of the outer portions
either house livestock or support the castle’s
defenses. A battlement runs along the top of the
castle’s outer wall, bristling with catapults, ballis-
tae, and a minimal force of a dozen dwarves at all
times. Because the dwarves of Kaurak Kholzil
have limited access to timber, they constructed all
of the exterior fortifications from granite, marble,
and limestone.

The majority of the castle’s structure lies under-
ground. Two great grey granite doors guard the
only entrance allowed to nonresidents. The work-
ing of a complex system of dozens of pulleys,
gears, and levers allows the doors to open and
close swiftly, despite their immense weight. There
are no windows in Kaurak Kholzil.

While surveying Mount Arachnos nearly a cen-
tury ago, the dwarven Clan Gembright located
possibly the largest vein of adamantite ever found.
After considering their options and preserving the
closest secrecy, Clan Gembright consulted with
Clan Mastersmith, the undisputed masters at
smelting and refining adamantite. The two clans
decided to enter into a joint venture in mining and
refining the precious ore. After reaching an honor-
able and mutually profitable agreement, the mar-
riage of Rorrina Gembright and Daggan Master-
smith joined Clan Gembright and Clan Master-
smith. The dwarves of both clans began to work
immediately, and they completed Kaurak Kholzil
just over a year later.

The dwarves built this kiva castle (see DMGR2,
Castle Guide, p. 72, for more information) from
inside the mountain first, building the castle’s
exterior structures last. The clans built in this fash-
ion to guard against the variety of monsters that
inhabit exterior portions of the mountain and the

I ( aurak Kholzil stands upon the ledge of a

nearby valley, creatures which began to investi-
gate the site once construction on the exterior
began. Mount Arachnos takes its name from the
multitude of giant spiders that inhabit the lower
cliffs of the mountain and the valley and forest
below, and Kaurak Kholzil means “spider cavern”
in dwarvish.

The original entrances into the mountain that
the dwarves used consisted of a series of caves
and tunnels inhabited by hundreds of poisonous
spiders. Some of these underground tunnels still
serve as homes to various species of spiders, but
the dwarves have collapsed many of these pas-
sages in order to prevent a flanking attack by
enemy forces. Since knowledge of Kaurak Kholzil
and its supposed riches has slowly leaked to the
outside world, several foolish thieves have per-
ished deep within the bowels of the treacherous
mountain.

Outsiders can reach Kaurak Kholzil only from
the air. The dwarves know the secret tunnels
through the mountains to the valley below—but
they guard this information with their lives, and,
more important for a dwarf, with their personal
honor. No nondwarf knows of the secret passages
to Kaurak Kholzil, though many have died trying
to find such passages.

The dwarves use griffins to reach their castle
from the air, and to trade with cities far away. The
dwarves of Kaurak Kholzil also maintain outposts
in nearby cities, and the dwarves in these outposts
can provide traders with transportation to the
remote citadel. The outposts also serve as a first
line of defense, as the dwarves can refuse trans-
port to any person, or group of persons, they
deem dishonorable.

A large portion of the ledge which holds the
castle’s above-ground walls serves as a landing
pad for griffins and other aerial creatures used to
reach the dwarves’ home. The landing area be-
comes a de-facto trading post when visitors dis-
play their wares for the dwarves.

The interior of the castle holds a great number
of dwarven miners, smiths, and warriors that call
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torches and candles shines inside Kaurak Kholzil,
as the dwarves prefer to mine using infravision,
and smelting and smithing provide their own
light from the fires. The average dwarf goes about
his business in near darkness.

A pungent, burned aroma fills the halls of Kau-
rak Kholzil, sometimes wafting out the great
doors and over the outside ledge. Smoke and heat
from smelting the adamantite ore filters out
through a chimneylike vent, which exits the
mountain 200 feet above the castle through an old
spiders’ lair. Although the majority of the smoke
issues through the vent, some smoke does drift
through the interior of the castle. The dwarves,
having been exposed to the smell for nearly a cen-
tury, hardly notice it at all.

Castle Operations

Since the dwarves in the interior of the castle
care little about surface times or seasons, they
work in shifts, keeping the castle busy 24 hours a
day. As one shift works, another sleeps, and yet
another shift indulges in recreation (which to non-
dwarves seems the same as work). Daily activities
include laboring in the mines below the castle,
exploring tunnels, patrolling across the mountain
and nearby valley on griffins, training and drilling
to guard against invasion, harvesting food, and
maintaining the castle.

Mining expeditions into the tunnels below
Kaurak Kholzil consist of an average of a dozen
members of Clan Gembright, who are extremely
skilled at locating and extracting adamantite ore,
and a dozen warriors of Clan Mastersmith, who
protect their fellow clansmen from spiders and
other subterranean creatures. Should the need
arise, all dwarves can defend themselves with
mining tools, rocks, or even with their fists.

A group of dwarven griffin riders, known col-
lectively as Mordinulud Taerinthord (roughly: peak-
flying bone-snappers, the dwarvish term for grif-
fons) or Mordinen for simplicity, patrol the air
space surrounding Kaurak Kholzil and the valley
below. All of the 20 riders train rigorously with
their griffins, raising them from hatchlings, and
none of the Mordinen’s personal griffins will
allow any other person, even another dwarf, to
ride it. All of the griffins follow one word com-
mands in dwarvish, and they will fight to the
death to defend their rider. In addition to keeping
watch on the mountain peaks, the Mordinen also
closely supervise anyone approaching Kaurak
Kholzil from the valley floor.

Military training stands as an important part of
the daily life in this citadel, as the dwarves have
many enemies waiting for the first sign of weak-
ness, ready to attack to take what the dwarves
have worked so hard for. All dwarves, male and
female, train daily with their individual weapons
of choice. The dwarven troops who patrol the
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outer walls practice daily with catapults and
crossbows, ready for any type of assault on their
home. This intensive training and near-paranoiac
obsession with security has worked well for the
dwarves, however; a few decades ago the Mordi-
nen and the siege crews fought off the attacks of a
young blue dragon looking for an easily-gotten
lair. The ambitious dragon fell to the trained and
grim dwarves, but Kaurak Kholzil lost many good
dwarves that day.

The three hundred residents of Kaurak Kholzil
live on a diet of fish, fungus, small farm animals
kept on the outside ledge, and fruits and vegeta-
bles purchased or traded from visiting merchants.
The goats and chickens which the dwarves raise
out in the sunlight they use for their milk and
eggs, and to feed to the griffins. In the event of a
siege or other assault on the castle, the population
can live for months on the trout and carp they

raise in small underground ponds, and on mush-
rooms raised on fungus farms inside the moun-
tain.

The dwarves of Kaurak Kholzil keep a rigorous
schedule for their castle’s general maintenance.
The industrious Mastersmiths and Gembrights
constantly rebuild and reinforce the exterior stone
structure, always finding better ways to fortify the
outer walls against an attack.

Trade and Other Activities

The Mordinen, in addition to securing the skies
around the citadel, stand responsible for ensuring
that regular shipments of food and supplies reach
Kaurak Kholzil. Nearly every week the castle’s
rulers allow trusted merchants to land at the cita-
del to show their products. If the dwarves agree to
buy anything they pay in adamantite ingots; being
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for the most part self-sufficient, the dwarves
almost always get the better part of the deal.
Sometimes the Mordinen load ingots in their
packs and fly far afield to trade, keeping the loca-
tion of such a rich treasure a careful secret. The
dwarves sell and trade approximately 75% of their
adamantite, using the rest to craft weapons and
armor, and to store for future use.

The dwarves have also amassed a large amount
of gold and platinum from their sale of adaman-
tite, which they split evenly between the two
clans. Since the dwarves buy very little from the
outside world, but everyone wants what they sell,
a hoard of coins worthy of a dragon rests in the
walls of the dwarven kiva.

Very few nonfamily dwarves have ever seen the
interior of Kaurak Kholzil, and even fewer non-
dwarves have peered into the inside. Only a hand-
ful of merchants and trusted associates of promi-
nent family members have ever been invited to the
citadel. It is rare for a human to be allowed inside
the halls of the castle, and the dwarves would
never allow elves to enter their sanctum.

Dwarves, as a race, seldom get bored with their
lives, as they consider the satisfaction of their
work a rewarding experience. Nevertheless, the
families of Kaurak Kholzil sometimes find the
need to host a yearly celebration apart from those
festivals celebrating the infrequent marriages or
births. Such a celebration might include trusted
friends, battle companions, or other dwarven fam-
ilies found throughout the area. Visitors find fes-
tivities at Kaurak Kholzil to be very elaborate
affairs, as dwarven families spare no expense for
the yearly gathering. Expensive meats, exotic
wines, and decadent spices grace the stone tables
stacked with luxuries the dwarves otherwise
never enjoy. For once, the work in the mines and
refineries stops, though the ever-dutiful dwarves
take turns at guard duty, never leaving their castle
undefended.

Layout

The majority of the citadel lies within the slopes
of Mount Arachnos. The dwarves built all the
rooms and hallways to dwarven size, though the
exterior walls and battlements reach more massive
dimensions. The ceilings average only 6 feet in
height, with certain gathering areas comprising
ceilings up to 8 feet high. Humans and other races,
were they allowed inside, might feel extremely
claustrophobic while visiting the dwarven for-
tress.

Exterior

1. Ledge: This area is a natural outcropping of rock
which the dwarves use as a landing area for the
Mordinen, and as a public entrance for the castle.
The doors here lead to the interior of the battle-
ments.

2. Battlements: The exterior walls of Kaurak Khol-
zil reach a height of 50 feet above the landing
ledge. A series of stairs and ladders lead from the
ledge up to the battlements, which vigilant dwar-
ven warriors constantly patrol. Every 20 feet along
the battlements the dwarves have placed catapults
and ballistae, alternating one then another for the
entire length of the wall. Near the catapults the
dwarves store baskets of ammunition (a combina-
tion of rocks and greek fire), and near the ballistae
they keep the large bolts those weapons need. In
select places along the wall the dwarves keep light
and heavy crossbow bolts that their sharpshooters
need.

Dwarven Guardians (12): AL LG; AC 5 (chain
mail); MV 6; F3; hp 19 ea.; THACO 18; #AT 1;
Dmg 1d6 by short sword, 1d4 by light cross-
bow bolt; SD resistance to poison; SZ S; ML 14

3. Stables: This area serves as the home of the

griffins of Kaurak Kholzil. An aging trainer
named Madryk Featherstone, along with the
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Mordinen, tends the 30 mounts here (20 for the
Mordinen, and 10 extra), the only dwarf besides
their riders the griffins tolerate in their aerie. This
gruff, elder dwarf enjoys a reputation as the best
griffin trainer in the land, and what he doesn’t
know about the creatures is not worth discover-
ing. Despite prodding by the rulers of the castle,
Madryk insists on living in a cramped back room
of the stables, sleeping on a small straw mattress.

Madryk Featherstone: Str 15, Dex 13, Con 17,
Int 14, Wis 17, Cha 13; AL LG; AC 10; MV 6;
F5; hp 35; THACO 15; #AT 1; Dmg 1d4+2 by
warhammer +1; SZ S; ML 13

4. Guardhouse: This building serves as an outside
station for the guards who patrol the battlements.
Here the dwarves store additional weapons and
armor, and a small supply of food and water. This
building also serves as a greeting area for visitors
to the castle.

5. Interior Portal: This massive set of double stone
doors remains the only publicly-known entrance
to the castle. Each of the doors weighs in excess of
1,500 pounds, and an intricate system of gears and
levers swings them outward to open. Just inside
the doors the dwarves keep a huge bar of adaman-
tite which they may lower into slots on the back of
the doors. Nothing short of the weight and fury of
an ancient dragon can force the doors open when
they are barred from the inside.

The exterior of the right door bears the symbol
of the Gembright Clan, a perfect faceted diamond.
The left door bears the symbol of the Mastersmith
Clan, a hammer striking an anvil with sparks fly-
ing forth.

Interior Level One

6. Great Hall: Great stone benches surround
equally massive tables in this great hall, all en-
graved with fantastic and detailed scenes of
dwarven legends. This chamber serves as an

assembly hall for the leaders of the two dwarven
clans, as a meeting area for privileged visitors,
and as a massive dining hall. During meals here
the dwarves all join in ritual song to Moradin,
Greater God of the dwarven race. Echoes from
their singing ring throughout the deepest of the
mountain’s tunnels.

7. Kitchen: In this area cooks prepare the food for
the dwarves of Kaurak Kholzil. Tantryn and Mith
Mastersmith—two of the finest dwarven chefs
ever, according to connoisseurs of dwarven cui-
sine—prepare their masterpieces on a huge stove/
oven. There is a saying in Kaurak Kholzil that the
brothers could make a fine meal out of a bulette’s
feet . . . a saying that just might be true.

Smoke and heat from the massive stove funnels
out through the same vents used in the smelting
process. Aside from the refinery, the kitchen
stands as the hottest place in the castle.

Tantryn & Mith Mastersmith: AL LG; AC 9;
MYV 6; F3; hp 19, 21; THACO 18; #AT 1; Dmg
1d4 (frying pan); SZ S; ML 13

8. Storeroom: This long, low chamber is filled with
all manner of dwarven-style foodstuffs, including
fish (raised in the castle) cured in quartz crystals,
eels packed in hot salt, and pretzels made from the
finest barley. Water is also stored here in several
dozen caskets, as well as a secret stockpile of
dwarven ale in the back corner.

9. Temple of Moradin: This temple serves as a
center of faith for the dwarves of Kaurak Kholzil,
tended night and day by the aged cleric Dennin
Gembright. A dwarven cleric well into his fourth
century of life, Dennin enjoys the respect of all the
dwarves of the castle, who turn to him in times of
need, both physical and spiritual. Dennin some-
times travels into the tunnels with the miners, as
accidents and poisonous spiders often menace the
workers.

Dennin’s quarters consist of a small chamber in
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the rear of the temple, a place he prefers, despite
offers by the leaders of the castle to give him more
elaborate quarters.

Interior Level Two

The ceilings of this level soar to 10 feet in
height, and torch or lantern light sometimes leaks
into the halls. As on Level One, the dwarves
worked the stone of the walls and floors perfectly.
Visitors are not welcome on the second level,
which houses the dwarves’ private quarters.

10. Common Family Living Chambers: Each fam-
ily has a small suite of rooms consisting of bed-
rooms for the parents, and a smaller room for any
children, even if the couple does not currently
enjoy the thud of little dwarven feet.

11. Unmarried Male Living Chambers: Since liv-
ing space in the castle remains at a premium,
unmarried male dwarves often bunk together.
Two to three males live together in one of these
chambers.

12. Bathhouses: These washrooms are labeled for
use by males (A) or females (B). Gravity feeds water
here from a tank above the chamber. Dwarves
bring their own soap and toiletry articles, as they
consider using another’s things a serious breach of
etiquette.

13. Stately Chambers: The leaders of the Gem-
bright and Mastersmith clans, with the exception
of Rorrina and Daggan, live here.

14. Leaders of Kaurak Kholzil: Rorrina and Dag-
gan Mastersmith occupy these impressive rooms.
In addition to living, dining, and sleeping cham-
bers, Rorrina and Daggan enjoy a separate bath-
room and the formal office for the citadel. A small
room has been added to the side of the chamber,
and the couple has been trying diligently to have a
second child for several years.

Mining Level

15. Mining Center. This area is the heart of the
castle’s mining operation. Here the dwarves store
maps of the mines, the foremen plot the mining
for the next day, and the miners leave for their var-
ious duties. The few young dwarves in the citadel
learn the basics of mining from the foremen here
as well.

The chief foreman, the dwarf in charge of the
entire mining operation is Watcher Gembright, a
gruff and grumpy old dwarf who members of
both clans think can smell adamantite through
solid rock.

Watcher Gembright: Str 16, Dex 13, Con 14,
Int 15, Wis 16, Cha 12; AL CG; AC 3 (plate
mail); MV 6; F5; hp 35; THACO 16; #AT 3/2;
Dmg 1d4+4 by miner’s pick; SA weap spec. in
pick; SZS; ML 16

16. Smelting Chamber: Ore brought from the
mines below comes directly to this chamber. Here
the dwarves separate the adamantite ore from
other metals found in the mines. Those ores the
dwarves of Kaurak Kholzil consider secondary,
ores containing iron, copper, and silver, wait in
piles for those times the main refinery is not busy
with smelting adamantite.

Grysygonth Mastersmith, a haggard dwarf
who lost his right eye to a molten piece of metal
decades ago, rules the smelting chamber as the
undisputed master refiner. Grysygonth and his
two apprentices, Nor and Zuth, smelt between
1,000 and 1,500 pounds of raw ore daily, with each
500 pounds yielding 1d3 pounds of unrefined ada-
mantite per day, or between one and six pounds of
other metals such as copper and iron.

17. Refinery: Other than the mines themselves, the
refinery hosts the largest group of laborers in Kau-
rak Kholzil. Two huge furnaces occupy the south-
ern and western walls, taking up more than half
the room between them. The rest of the room com-
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prises ore storage and work space for dwarven
laborers. Like the smelting chamber, the refinery
area uses a complex exhaust system composed of
hundreds of small tubes to carry the heat and
smoke odt of the castle.

Ore brought to the refinery becomes workable
adamantite in a multi-stage process. First, the raw
ore is mixed with a special flux and heated to a
temperature just below its melting point, and held
at that temperature for two hours. The dwarves
then raise the heat on the ore/flux mixture, melt-
ing it. They pour the mixture into great iron cru-
cibles, which they move into the furnaces on long
iron hooks. The flux draws the impurities from the
ore at this point, forming a slag of impurities that
floats atop the pure molten adamantite. After it
spends several hours in the furnace, the dwarves
retrieve the molten metal, drawing off the slag and
pouring the adamantite into ingot molds. When
the metal cools in several days, the dwarves can

then use it to forge weapons and armor, or to sell
to merchant traders.

The entire refining process remains extremely
hazardous, as the dwarves handle red hot refining
pots from the ovens, filled with metal as hot as the
interior of a volcano. Awkward and strenuous, the
refining stage of the operation has resulted in seri-
ous burn injuries needing treatment by Dennin
Gembright.

Refined, pure adamantite sells for 500 to 800
gold pieces per three-ounce ingot, and since the
refinery can produce as much as nine pounds of
metal a day, the dwarves of Kaurak Kholzil can
become very rich indeed. Blacksmiths prize pure
adamantite ore because of its high tensile strength
and durability, and its ability to hold powerful
magical enchantments.

Orablyn Mastersmith runs the refinery, one of
the youngest dwarves in the history of Clan
Mastersmith to become an accomplished ore
refiner, working closely with Grysygonth Master-
smith in the smelter. Orablyn is constantly finding
new ways to refine and process all types of ore,
including some previously unknown elements
recently uncovered. Though Grysygonth would
never admit it, he remains very proud of his
young cousin.

18. Blacksmith: Ulnorn Mastersmith, older
brother of Orablyn Mastersmith, serves as the
castle’s expert blacksmith, the most accomplished
metal worker in Kaurak Kholzil. Ulnorn is one of
the few dwarves alive who knows what he calls
“the soul of adamantite,” the secrets of its shaping,
and wizards can enchant his weapons to magical
bonuses as great as +5.

Ulnorn currently searches for an apprentice to
carry on the Mastersmith tradition. Although sev-
eral promising candidates have arisen among the
two clans, none have yet approached Ulnorn’s
nearly unattainable standards.
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Major NPCs
Daggan Mastersmith

7th Level Dwarven Warrior

Alignment: Lawful good

AC: -1

Move: 6

THACO: 14

Hit Points: 84

Strength: 18 (22) Intelligence: 13
Dexterity: 12 Wisdom: 16
Constitution: 18 Charisma: 15

Proficiencies: Battle axe (specialized), hand axe,
short sword, crossbow, sling, mining (13), rid-
ing, airborne (14), blacksmithing (18), stonema-
sonry (16), weather sense (15)

Languages: Dwarven, Common

Armor: Adamantite plate mail +3

Weapons: Battle axe +3, crossbow of speed

Equipment: Ring of free action, amulet of life protec-
tion, Crown of Kaurak Kholzil, fur mantle,
signet ring, five adamantite ingots.

Age: 119

Height: 4’ 2”

Weight: 158 Ibs.

Hair/Eyes: Gray /Black

Daggan’s family raised him from birth to be the
leader of Clan Mastersmith, and at the extremely
young age of 19 summers he wed the only daugh-
ter of Clan Gembright in an effort to cement the
union of the houses of Kaurak Kholzil. Daggan
resisted the marriage at first, longing to be the best
miner his clan had ever seen, but eventually he
came to love his wife Rorrina on his own.

Despite Daggan’s noble status, his heart con-
tains a deep-seated feeling to be just an average
dwarf with nothing to look forward to each day
but the joys of work and toil. Daggan often enters
the mines to work with the other dwarves, much
to the dismay of his personal guard.

Rorrina Gembright-Mastersmith
5th Level Dwarven Priest of Moradin

Alignment: Lawful good

AC: 3

Move: 6

THACO: 18

Hit Points: 24

Strength: 14 Intelligence: 14
Dexterity: 10 Wisdom: 18
Constitution: 16 Charisma: 16

Proficiencies: Warhammer, mace, footman’s flail,
engineering (11), healing (16), reading/writing
(15), religion (18), singing (16), spellcraft (12)

Languages: Dwarven, Common, Gnomish

Armor: Adamantite chain mail +2

Weapons: Warhammer +2

Equipment: Talisman of pure good, Crown of Arach-
nos, signet ring.

Age: 118

Height: 3’ 9”

Weight: 108 lbs

Hair/Eyes: Gray/Brown

Spells/Day: 552

Preferred Spells:

1st: bless, cure light wounds x2, light, purify food &
drink;

2nd: heat metal, know alignment, slow poison, spiri-
tual hammer, withdraw,

3rd: hold animal, stone shape

Rorrina Gembright is the only surviving child
of the leaders of Clan Gembright, who died dur-
ing a goblin raid in their now-distant former home
when she was an infant. Though pampered by the
remainder of the clan, her uncle Dennin raised
Rorrina with a stern hand, determined that she
become the next clan priest of Moradin as well as
the clan’s next leader.

Following the discovery of the rich adamantite
deposits below Mount Arachnos, Rorrina agreed to
marry the eldest son of Clan Mastersmith. She
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became Daggan’s wife not only for the profit it
would bring her family, but because she secretly
loved him, falling head over heels at first sight. In
time, Daggan’s love for her grew as well, and now
the two live together as the rulers of Kaurak Kholzil.
Rorrina showed ability as an excellent administra-
tor, and her husband happily leaves her in charge of
all the financial and political aspects of the castle.
Rorrina and her husband are trying desperately
to have a second child, and at the tender age of 118,
she has decades of possibility ahead of her. Their
first child, a son named Trodus, was killed fifty
years ago when a giant spider infiltrated the castle
from the caverns below and poisoned the infant.
Rorrina and her husband are not bitter about the
loss, as they know their son awaits them at the right
hand of Moradin when they pass from this life.

Dennin Gembright
10th Level Priest of Moradin

Alignment: Lawful good

AC: 10

Move: 2

THACO: 14

Hit Points: 32

Strength: 8 Intelligence: 16
Dexterity: 9 Wisdom: 19*

Constitution: 16 Charisma: 14
*special immunity to: Cause fear, Charm person,
Command, Friends, Hypnotism

Proficiencies: Warhammer, mace, morning star,
staff, ancient history (15), engineering (15),
healing (17), herbalism (15), religion (19), fish-
ing (18), heraldry, dwarven (16)

Languages: Dwarvish, Common, Gnomish,
Undercommon

Armor: None

Weapons: Warhammer +3 (he has trouble lifting it)

Equipment: Holy symbol of Moradin

Age: 445

Height: 4’

Weight: 119 Ibs.

Hair/Eyes: None/Brown

Spells/Day: 7645 2

Preferred Spells:

1st: animal friendship, create water, cure light wounds
x4, magical stone;

2nd: aid, chant, find traps, slow poison x2;

3rd: continual light, meld into stone, prayer;

4th: cure serious wounds X2, neutralize poison X2,
reflecting pool;

Sth: cure critical wounds, spike stones

Dennin is the eldest son of the founder of Clan
Gembright, and most likely the oldest living
dwarf for thousands of miles. He devotes himself
first to his god Moradin, and second to the ruling
families of Kaurak Kholzil. Dennin is without a
doubt the wisest dwarf in the citadel, and many of
the younger dwarves look to the old cleric for hid-
den wisdom and divine truth. Some say he holds
the special favor of Moradin, Soul Forger, to have
lived so long to see the success of Kaurak Kholzil.

Adventure Hooks

e A rich merchant has asked the PCs to help to
establish trade with the dwarves of Kaurak Khol-
zil. However, the dwarves have ignored the mer-
chant’s attempts to contact them through agents
in other towns. The merchant will offer the PCs a
weapon laced with adamantite (which is capable
of holding a +3 enchantment) or 2,000 gold pieces
each if they can secure a trading contract.

The merchant neglects to tell the PCs that he
cheated the dwarves of Kaurak Kholzil on a pre-
vious deal, and Rorrina wants nothing to do with
him.

In spite of this, all is not lost. Rorrina is willing
to consider the treaty once again if the PCs can rid
the dwarves of an umber hulk that has found its
way into the dwarven mines. This umber hulk is
powerful, having maximum hit points and being
exceptionally intelligent.
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storm giants, Cloud Keep serves as a mobile
trading platform able to travel great dis-
tances unrestricted by geographical barriers. From
the ground Cloud Keep appears as a huge, dark
storm cloud, with lightning flashing and thunder
rumbling as it passes high overhead. When the
castle nears a city wishing to trade the cloud slows
and the lightning and thunder diminish and then
cease altogether, and the clouds surrounding the
castle become white and bilious. As the castle low-
ers to the earth to conduct trade, the keep’s 90-foot-
high walls and great central tower reveal them-
selves to viewers confined to terrestrial travel.
When at last Cloud Keep settles onto the ground,
most of the cloud vapor evaporates, revealing the
majesty of a cloud-borne citadel come to earth.
Cloud Keep itself rests on a slab of granite
nearly a quarter mile in diameter and 80 feet thick
in the middle, which visitors never see for all the
vapor and fog surrounding the base. The weight
of the castle usually forms a crater in the earth
where the castle lands, which normally brings the
thick base nearly equal to the surrounding land-
scape. A single, massive, wrought iron gate, a full
40 feet wide, 50 feet high, and 10 feet thick, guards
the entrance to the castle. The gate weighs over
5,000 pounds, and despite the large gaps formed
by the beautiful iron work, only the tallest frost
giant could hope to climb inside. It takes at least a
storm giant’s strength to muscle the gate open.
Inside the gates the buildings soar to storm
giant proportions, with steps taller than a halfling
and doorways wider than most city gates. The
giants use the open interior bailey as a trading
bazaar, where the giants’ agents and visiting
merchants conduct business. Another building,
cramped by storm giant standards but echoing
and vast to PCs, serves as a shelter and secondary
place to conduct business should the weather
become unsuitable for beings less durable than
storm giants.
In the early days of the keep’s creation the
storm giants lived and traded in the keep without

T he ancestral home of the Tempest family of

any other humanoids or giants. Soon after begin-
ning the trade business, the Tempest family real-
ized their huge size and larger reputation terrified
the humans and demihumans with whom they
wished to trade. After careful consideration, the
giants hired the Castellius merchant family to act
as representatives to the regular-sized citizens
who wished to trade with them. This arrangement
proved so profitable for both parties the giants
soon invited members of the Castellius clan to
come and live in Cloud Keep. The Castellius fam-
ily eagerly agreed, smelling profit the way a bear
smells honey, and they have conducted trade with
the giants for the past 20 years.

Keep Operations

. Although Cloud Keep appears as a fantastic,
almost mythic structure to visitors, it actually
requires the constant reconditioning and repair all
castles require. The exterior plateau needs special
repair only once a year (to relieve the stresses of
landing and rising), which an army of stone
masons hired by the Castellius family performs
perfectly. The granite and marble walls of the keep
require the work of expert craftsmen as well, also
once a year, or following enemy attacks (an ex-
tremely infrequent occurrence).

The interior of the keep takes much more pun-
ishment, and thus requires a more regular mainte-
nance plan. Because storm giants weigh so much,
the Tempest family must repair or replace their
furniture frequently, and even the solid granite
and marble floors wear swiftly under the feet of
giants. Only once in Cloud Keep’s 200 year history
have the giants replaced the plateau upon which
they built the keep, a task none of them wants to
repeat soon.

The giants move the keep through the sky
using a device similar to a spelljamming helm. The
device, resembling a gargantuan crystal ball, chan-
nels a storm giant’s innate lightning powers into
magical energy which levitates the keep. The same
device also creates the clouds which surround the
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keep when it rises higher that 100 feet from the
ground.

The storm giants must recharge the device
every 24 hours in order to continue levitating the
entire weight of the keep. To actually move Cloud
Keep across the heavens a storm giant, usually
Matriarch Tabriia, must touch the crystal ball and
concentrate on the castle’s movement. No one,
neither a member of the Tempest family nor of the
Castellius family, touches the crystal ball without
the permission of Matriarch Tabriia.

Trade and Other Activities

The merchants of Cloud Keep do not limit
themselves to one particular trade, rather the Tem-
pest and Castellius alliance deals in whatever mer-
chandise an area needs, depending on the season.
The DM can assume that Cloud Keep carries what-
ever fruits and vegetables apply to the current sea-

son, and the Castellius family will have available
goods from anywhere in the game world. If the
PCs cannot find a particular item in stock, chances
are that Berlon Castellius knows where he can get
it and plans to be in that place soon. In addition,
the giants use their cloud-top vantage point to
hunt for rare beasts like yetis and remorhaz, selling
pelts and other bits at a tidy profit.

The giants of Cloud Keep also offer caravan ser-
vice for merchants, ferrying them across mountain
ranges, forests, bodies of water, and other vast nat-
ural barriers. Caravans paying the steep fees have
brought goods and services (the giants accept pas-
sengers as well) to parts of the world that would
normally take them weeks, even months, to reach
overland.

The shrewd trading skills of the Castellius fam-
ily have become a legend wherever Cloud Keep
travels. Berlon Castellius, head of the portion of
the Castellius family staying in Cloud Keep, is a
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clever and ingenious man, and, as the saying goes,
he could “sell torches to salamanders and the flint
to light them with.” Berlon thought of the idea to
use Cloud Keep as a ferry across natural barriers,
and that expansion of Cloud Keep’s services has
brought wealth and a certain amount of accep-
tance to the storm giants wherever they travel.

In appreciation for the business traders bring,
Matriarch Tabriia expresses her gratitude by treat-
ing her merchant associates to elaborate evenings
of wine, rare food, and late evenings of singing
and dancing. As great an honor as such a fine
occasion bestows, many merchants feel under-
standably reluctant to attend, afraid of being
caught underfoot during a waltz or roundelay.

The Castellius clan observes a week-long win-
ter festival common in their homeland, though it
remains a much more sedate and austere celebra-
tion than those held by the storm giants. During
this festival the Castellius family arranges to meet

with other trading families to secure future busi-
ness dealings. Only during this festival do the
giants allow humans other than the Castellius
family to stay for extended periods of time within
the keep’s walls. The “boys” of the Tempest family
always carefully watch such visitors.

Another regular visitor to many of Cloud
Keep’'s festivals is a silver dragon named Varde-
gax. The very old dragon seems to appear when-
ever the keep celebrates anything, assuming
human form to converse all night long. Vardegax
often brings important news and rumors from the
outside world, which, both Tabriia and Berlon
agree, makes him an asset, even if he does eat
more than any three giants.

Layout
1. Exterior Wall: Cloud Keep, though normally
not subject to sieges against the occupants, boasts
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a massive exterior wall to help repel attacks and to
ensure privacy. Huge slabs of limestone blocks
mined from the top of a remote mountain form
walls with large sections of interlocking timber
reinforcing the entire length. These walls have no
battlements, and reach a height of 90 feet above
the plateau.

2. Bazaar Bailey: Mistress Tabriia seldom allows
outsiders past this interior bailey, so as far as
many merchants are concerned, the bailey is
Cloud Keep. Murals on the interior walls depict
the storm giant creation story, with imposing life-
size representations of the storm giant gods (see
DMGR4, Monster Mythology for details on the
giants’ pantheon). Berlon Castellius personally
designed the look of the bailey to impress and to
awe visiting merchants, placing them at a distinct
disadvantage during negotiations.

3. Bazaar Meeting Hall: This building serves as a
meeting hall for the Castellius family to conduct
special conclaves with traders. It becomes an alter-
nate bazaar area should the weather outside be
particularly harsh.

4. Storage: This building holds all the goods in
Cloud Keep's extensive inventory. Chiara Castellius
catalogues these items, making corrections daily.
Her brilliant system of organization makes it ex-
tremely easy to find any item quickly and efficiently.
Chiara shows all her journals recording items stored
here to Matriarch Tabriia on a weekly basis.

5. Water Pool: The giants constructed this huge
walled pool to store water for Cloud Keep. Using
their magic to condense clouds, the giants trans-
form the vapor directly into fresh water, filling the
large cistern. It is forbidden to bathe or to swim in
this water, although the residents do take water
from here for bathing. The granite walls around
the pool stand 10 feet high, magically shaped into
graceful, flowing forms reminiscent of a glacial
basin. The giants empty the cistern weekly, simply

forming a cloud from what water remains, drying
the inside, and condensing another cloud to fill
the basin again.

6. Castellius’ Home. The Castellius clan lives in
this building. Expensive marble adorns the living
quarters, with fluted columns across the front and
vast, polished floors throughout. Each Castellius
family (Berlon’s and his two sons’) enjoys private
sleeping rooms, but they keep the rest of the build-
ing communal, preferring the company of their
relatives. The kitchen and dining room connect to
one another, forming the largest room in the build-
ing. A smaller room located off of the dining room
serves as a meeting area for the master of the
Castellius clan. Berlon Castellius often uses this
room to discuss matters and plan family strategy
for upcoming trades.

Currently, six members of the Castellius clan
live within Cloud Keep: Berlon, his wife Chiara,
their grown sons Bermul and Berake, their wives
Aerynn and Naralah, and Bermul’s twin sons
Jalain and Galain.

7. Aviary. The Castellius clan is extremely fond of
birds of any type, but they particularly love fal-
cons. This aviary houses the 50 or so birds the
Castellius clan currently keeps. Berlon himself
takes time out of his busy schedule daily to care
for the falcons, though his sons train and care for
the other birds. Berlon also raises the birds to use
in the event of an aerial attack against the keep.
Though much too small to pose a serious threat to
griffins or dragons, the Castellius birds have been
trained to attack a creature’s riders in a huge, flut-
tering, squawking swarm.

8. Giants’ Tower. The storm giants of the Tempest
family make this towering marble and granite
structure their home. Intricate scrollwork and
incredibly detailed engravings of the castle’s trav-
els cover the surface of the building. Doors of
finely carved marble guard the entrance to the
tower; while not as heavy as the front gate, the
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doors do require a strength of 20 or greater to
open. Over 300 feet in diameter, the tower soars to
a height of over 170 feet. The interior of the tower
boasts vaulted ceilings 40 feet high, with floors
larger than many parade grounds. The tower con-
tains four levels, and a total of six storm giants of
the Tempest family live within the tower.

Level One: Both the giants and the Castellius fam-
ily use the first level of the tower for a meeting and
relaxing area. Immense chairs and a gargantuan
table stand here for the giants, but regular-sized
furniture also remains for the Castellius family. No
nongiants, even members of the Castellius Clan,
have seen beyond the first level of the tower.

Level Two: The three sons of Matriarch Tabriia
live on this level, all of them proud and haughty
storm giants who have little to do with the trading
aspects of the keep—aside from killing the ani-
mals whose furs they barter and carving the reliefs
on their tower. These male storm giants, Gartus,
Kular, and Straldav, have successfully defended
Cloud Keep several times, once against an invad-
ing white dragon and another time from a brace of
poisonous wyverns.

Sons of Tabriia: AL CG; AC -6 (0); MV 15, Sw
15; HD 19+; hp 140, 130, 128; THACO 3; #AT 1;
Dmg 3d10+12 by giant two-handed sword;
SA spell-like abilities; SD impervious to elec-
tricity; SZ G (26’ tall); ML 18.

Level Three: Tabriia’s two daughters, Bura and
Mista, share these quarters. More civilized and
cultured than their warrior brothers, Bura and
Mista keep exquisitely decorated and well-kept
chambers. Mista decorated her section with im-
prints of avian creatures such as hawks and drag-
ons, while Bura’s living area pictures clouds,
mountains, and other scenic views of places Cloud
Keep has traveled. Both of Tabriia’s daughters are
clerics of Stronmaus, mighty god of the sun, skies,
and weather. Under their mother’s guiding hand

Bura and Mista help control the weather sur-
rounding Cloud Keep, though the giants and the
humans of the castle do not necessarily prefer the
same weather.

Bura & Mista: AL CG; AC -6 (0); MV 15, Sw
15; HD 19+, P9; hp 103,100; THACO 3; #AT 1;
Dmg 2d10+12 by giant club; SA spell-like
abilities, cleric spells; SD impervious to elec-
tricity; SZ G (26’ tall); ML 18.

1st: bless, cure light wounds, light, sanctuary
2nd: obscurement, resist cold, speak with animals,
wyvern watch

3rd: call lightning, create food & water, stone
shape

4th: divination, neutralize poison

5th: control winds

Level Four: This level belongs to Tabriia and also
doubles as a temple to Stronmaus. The mistress of
the castle keeps the crystal ball which levitates
Cloud Keep in her room, though she allows the
other giants in so that they might use their light-
ning to power the device. Tabriia keeps records of
each place where Cloud Keep stops (and of what
they trade or acquire) on enormous pieces of
parchment that cover her huge desk. Chests here
contain the accumulated wealth of the Tempest
family, a gigantic sum indeed. Tabriia has a de-
tailed mental account of each chest’s contents, and
she will notice if anything goes missing, no matter
how small the amount

Major NPCs

Tabriia Tempest

15th Level Storm Giant Priestess
Alignment: Chaotic Good
AC: -6 (0)

Move: 15,5w 15
THACO: 3

Hit Points: 149
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Strength: 24 Intelligence: 15
Dexterity: 15 Wisdom: 18
Constitution: 20 Charisma: 14

Proficiencies: Club, ancient history (15), naviga-
tion (13), reading/writing common (16), reli-
gion (18), weather sense (17), spellcraft (13)

Languages: Storm Giant, Common

Armor: None

Weapon: Giant club (2d10+12 damage)

Equipment: Holy symbol of Stronmaus, crystal
ball of levitation

Age: 220

Height: 27’ tall

Weight: 2,800 Ibs.

Hair/Eyes: Violet/Silver

Spells/Day: 8877421

Preferred Spells:

1st: bless, create water, cure light wounds x3, detect
poison, light, remove fear

2nd: augury, charm person, enthrall, hold person x2,
resist cold X2, speak with animals

3rd: dispel magic X2, hold animal, protection from fire,
remouve curse, starshine, stone shape

4th: detect lie X2, divination, neutralize poison, reflect-
ing pool, tongues x2

5th: air walk X2, control winds, true seeing

6th: blade barrier, weather summoning

7th: control weather

Tabriia Tempest is one of the oldest and most
powerful storm giants in recorded history, though
she will be the first to deny it. Tabriia has out-
lived all three of her husbands, and she currently
searches for a fourth one (as a companion rather
than as a potential father). The matriarch of Cloud
Keep decided long ago to break with the tradition
of many storm giants, raising her children in a
way similar to humans. She feels this sense of fam-
ily makes a storm giant stronger than living alone
in the clouds would.

Tabriia inherited Cloud Keep from her mother,
who was also a powerful priestess of Stronmaus. It
was Tabriia’s decision, however, to turn the float-

ing citadel into a mechanism for trade—one that
has been highly profitable for her family. Tabriia’s
children had trouble accepting her decision to
bring a group of humans to Cloud Keep to help
with trade matters, but eventually they discovered
that not all humans are inherently evil natured,
greedy, and self-destructive. Tabriia trusts Berlon
Castellius to use his best judgement with the oper-
ation, but the matriarch still keeps a close eye on
him and the rest of his family.

All things considered, Tabriia actually likes deal-
ing with humans, though most humans shy from
dealing with someone four times their height.
Tabriia is no one’s fool, however agreeable she finds
small folk, and she is an excellent judge of character
as well; she will not hesitate to use her clerical spells
to determine someone’s true intentions.
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Berlon Castellius

10th Level Human Male Warrior

Alignment: Chaotic Good

AC: 3

Move: 12

THACO: 11

Hit Points: 72

Strength: 15 Intelligence: 17
Dexterity: 17 Wisdom: 17

Constitution: 14 Charisma: 16

Proficiencies: Crossbow (specialized), long sword,
spear, bastard sword, dagger, animal training,
avian (16), direction sense (17), weather sense
(15), mountaineering (NA), navigation (14),
survival, mountains (16), appraising (16)

Languages: Common, Dwarven, Storm Giant

Armor: Chain mail

Weapons: Flametongue +1, dagger +2

Equipment: Trading ledger, fine fur cloak, fur hat,
moustache wax.

Age: 54

Height: 6’ 2"

Weight: 195 Ibs.

Hair/Eyes: Red/Green

Berlon is a stern and powerful man, full of him-
self and sure of his skill as a merchant. Few men
can stand before Berlon without feeling somewhat
awed by the man’s presence, and fewer yet can
match his skills as a businessman.

Before settling down with the storm giants,
Berlon made a name for himself by seeking out
dangerous trade routes for the Castellius family.
As a young man, Berlon negotiated a contract
between a dragon and the Castellius family that
allowed Berlon'’s clan to gain access to new trade
routes, providing his family with a great edge over
other traders.

For five years, the now-patron of the Castellius
family sailed the southern seas, operating as both
pirate and merchant. Tales of his exploits ran the

coastal fest-hall circuit, and many a pirate or sailor
claimed to have sailed with Scarlet Berlon, the hon-
orable pirate. By the time he was ready to return to
his family, Berlon had made himself a legend.

Upon his return home, Berlon served as his
father’s closest confidante, eventually assuming
control of most of the Castellius family fortune.
After 10 years the elder Castellius retired fully,
making way for his son. Berlon built his family’s
fortune for the next several years, spreading the
Castellius name far and wide. It was no surprise,
then, that when the storm giants began looking for
merchants to aid them in their endeavor, they
approached the Castellius Clan.

Despite the counsel of his advisors, Berlon
decided that he would take the giant’s commis-
sion himself. Bringing his immediate family with
him, the Castellius Clan’s elder departed, and has
served the giants faithfully for the past 20 years.

Adventure Hooks

¢ The Tempest Family is looking for new trade
routes, and they invite the PCs to the castle to
confer with the Castellius family. Once there,
Berlon offers the PCs a princely sum of money if
they can find new trade stops for Cloud Keep.
Accomplishing this task will prove much more
difficult than it sounds, as many city magistrates
do not like the idea of allowing a storm giant’s
castle to land nearby. Berlon Castellius’s formi-
dable reputation may also prove a hindrance in
the process.

e Matriarch Tabriia has been known to exact harsh
retribution from individuals who do not honor
their trading contracts with Cloud Keep. Tabriia
hires the PCs to track down a wizard named
Eleos who owes the giants a considerable sum of
gold (his agents picked up a shipment but never
returned with the payment). Rumors state this
elven mage hides in a stronghold in a nearby
mountain range, but so far the giants have been
unable to locate the stronghold or the wizard.
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side of a large river, preventing the savage

hordes of gnolls just across the river from
invading nearby cities and villages. The river (the
DM can give the river any name to fit into the
campaign world) is deep for dozens of miles in
each direction, except at the site of Sentinels’
Stand, where the river reaches a maximum depth
of only 5 feet. Before the castle’s construction,
masses of gnolls forded the river here during the
paucity of winter, attacking the nearly defenseless
villages and farming communities beyond.

Soon after Sentinel’s Stand was completed,
however, the gnolls began to build crude rafts,
using felled saplings to pole across the ford, cling-
ing to the river banks until they found a suitable
place to land far downstream. Some brave gnolls
even learned to swim, but they soon discovered
that carrying plunder across a swift river on their
backs made for a quick trip to the bottom. Because
of the gnolls’ cleverness, patrols of experienced
troops monitor the river banks along both sides of
the river. Recently, the commander of Sentinels’
Stand has sent patrols of skilled troops and merce-
naries across the river into gnoll territory to hunt
down some of the smaller tribes of gnolls, hoping
to end the incursions by decisive action before-
hand.

Sentinels’ Stand presents immense fortifications,
with walls reaching 50 feet into the air, stretching
for hundreds of yards in either direction from the
ford, and encircling the main portion of the keep to
provide secure housing for the great number of
troops which live here. Granite and limestone,
brought here on great barges from upriver, form the
walls, which the soldiers in the citadel white-wash
every three to four months. Since the nocturnal
gnolls prefer to attack in the evening hours, Sen-
tinels’ Stand’s wizard and clerics cast light and con-
tinual light spells on the white stone to create a
blinding brilliance, illuminating the riverbank and
yards of the surrounding countryside.

Massive, iron-shod doors bar entrance at both
ends of the castle, but more guards patrol the

S entinels’ Stand keeps guard on the civilized

entrance facing the river. Each of the doors opens
with a great winch that requires a combined
strength of 50 to open. The soldiers can secure the
eastern gate with a series of steel bars, but the
western gate does not feature such elaborate secu-
rity measures. The gnolls have not yet attacked the
western gate (opposite the river), but the comman-
ders of the castle m