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TABLE 1: PASSWORDS AND SECRET KNOCKS

Sequence of knocks to enter Areas FL4: from B 30374
fremE  4-345
Frem G 5403

Sequence of knocks to enter Areas $1-4 fromF 48/2
HomH  Rdss

from M Bs204
Sequence of knocks fo enter Aress Hi4:  from D 70203
brom o 3702
from | 2:3/7

Sequence of knocks (o enter Areas M14:  from G 50201
from L 1r502
froa W 20108

FPasaword to enter Areas Cla< from G-

CLLIE: "No flower smells a3 ywest
as the one that you can eat,
To see things vou've not seen before,
Trace ite sign uwpon the door
with 2 hand that's died before.”

SOLUTION:  The flower is a sunflower. Trace a circle
(the sun) upon the door, either with ane
of the crawling claws found in Area For
with the hand of any character who has
een ralsed From the dead. reincarnated,

OF resurrected.
Password to enter Areas Gla< from (G2:
CLUE: “Like a kirg in the land of the bling,

S0 entwr through my gate.
Apnd i yvou would travel far,
In your pocket. carry a star”
SOLUTION:  The complete saving is: “In the land of
the blind the one-eyved man is king." The
solution is o enter thes rooen with one
rye closed. In addition, the character
mus carry 4 drawing of a star. One way
of satishyving this condition weodkd be to
wse one of the star charts in Room 2 of
Arex H. Bat at the D' discretion, a

hand-drawn star will do.
Password ta enter Aress Gla-c from G4:
CLLTE: "Press upon my wood it lips

And 'l berome vour handsome prince.
TN take you 1o a place that's new
I you enter as bovers do”

SOLLIT BOS - The Hps of & Tirog " —wsither a real Frog or
the quasil imps in Area M in their animal
form—micat touch the doos. Entering “as
lovers do” refers 1o the Eace that
characters passing through this door
must hiold harnds as they cross the
threshhobkd, {IF a singhe chacscter s
atbempting this door, the second
corfition s waived. b

LEGEND
FOR ALL MAPS
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The Dancing Hut of Bala Yaga is an adventure
designed to challenge high-level player charac-
ters (PCs). It has been structured For levels 7
through 20 and can be played with a va ricty of
character classes. Characters below level 7 should
not go adventuring in this module.

The adventure pits the PCs in a battle of wils
against Baba Yaga-an ancient and powerful sor-
ceress—and against the extremely powerful, semi-
sentient artifact she has created: her “dancing
hut.” It contains a mixture of problem-salving,
combat, tricks and traps, and role-playing.

While higher-level characters might be
tempted Lo try to kill Baba Yaga and steal her hut,
this is mot the focus of the adventure, Instead,
Baba Yaga is intended as a nonplayer eharacter
(MNPC) who ean have a recurring role in a cam-
Paign.

The adventure is broken down into four
parts. The first section, Stery Background, gives
the history of Baba Yaga-both as she is deseribed
in Russian folklore and in AD&D® campaign
torms.

The second section, Adventuring Inside the
Hut, gives general information on how the hut
changes from world to world=and how magic is
warped within the hul and what effect this will
have on the PCs,

The third scction, The Deadly Dance, is the
actual adventure. Init, the hut's exterior and each
of its 36 inferior areas are mapped and deseribed.
This section opens with a number of “hooks” that
the Dungeon Master (DM) can use to entice the
PCs inlo the hut, and concludes with ideas for
future Baba Yaga encounters,

The fourth section, Baba Yaga, contains the
statistics needed to run Baba Yaga as an NPC,

Because this adventure makes heavy usc of
spells and magical items from the Tome of Magic,
it is recommended that the DM have a copy of
this book-

In Russian folklore, Baba Yaga was a power-
ful "ogre” (a gencric Russian term for an evil
female wizard, rather than the ADED game mon-
ster) who traveled about the countryside in a fly-

ing cauldron, scarching for human vietims to
cook in her oven, She used a magical broom to
sweep away all traces of her passage, and lived in
a peculiar hut that stood on two giant bird leps.

The folktales describe Baba Yaga as a with.
cred hag, with a long nose, messy hair, and false
teeth forged of iron. She was so thin that she
camed the derogatory title “Bony Legs.” She hob-
Bled around her hut on squeaky shoes, and her
eyes flashed with a keen intelligence.

Baba Yaga had a number of fantastic magical
powers, She could cause thunder to grumble or
the winds to howl, could command the sun to
rise and to set, and could detect a porson’s nalion-
ality by sniffing him. Inside her hut was a foun-
tain that contained the “waters of life,” a treasure
trave of magical herbs and teas, and a vast horde
of precious metals, When there was housework
to be done, she summoned a pair of floating
hands to tidy up.

At times, Baba Yaga acted in a benevolent
fashion, rewarding with magical gifts the young
girls who were sent to her as servants. But she
also had a more fearsome aspect. Baba Yaga, it
was said, accompanied Death as he made his
rounds, greedily devouring the spirits of those
whom Death dispatched.

This ancient soreeress (“Baba” means “old™)
would answer ihe questions of those wha came
to petition her, but paid a price for doing so—each
question made her age one year. “Your endless
questions make my eld bones ache,” she would
complain.

There are hints that the petitioner also paid a
price. In Baba Yaga's own words, “People who
know too much grow old before their time.™

Baba Yaga's Quest

In the ADELD multiverse, the hut of Baba Yaga
travels from one world to the next, “dancing”
{planie shifting) its way through the planes. From
her control room deep within its core, Baba Yaga
directs the hut to areas where she can colleet
magical items 1o add to her trove of treasures.




Although Baba Yaga is one of the most pow-
erful wizards in existence, she has not yot suc-
ceeded in her most ambitious goal-immortality.
While she has perfected a number of spells and
magical devices that can either prolong her life or
anatch her back from Death’s icy grip, she still
fears that, one day, one of these might fail.

For several years now, Baba Yaga has accom-
panied the minions of Death-minor beings whao
conduct Death’s business on the Prime Material
Plane, She has learned from them the art of feed-
ing upon the spirits of the dying, utterly destroy-
ing them in a magical process that transfors the
energy of life into sustenance for herself (for
details, sec the description of Baba Yaga at the
el of this book).

Baba Yaga has recently captured several of
these Minor Deaths, and hopes to use them as o
lure to capture Death itself. Once she has cap-
tured Death, Baba Yaga plans to exact a promise
that Death will never come to claim her.

In practice for this ambitious plan, Baba Yagi
has tested her trap on a number of other arche-
types—-personifications of those primal energics
that priests call forces. She has already captured
and released an entire trilogy of forces: Light,
Darkness, and Twilight, As ransom, Baba Yaga
has goained the power to call upon any of three ot
will. She now has complete control over the dura-
tion of daylight and darkness on any of the
worlds she visits, and can control the arrival of
dawn and dusk on any of the worlds her hut
inhabits, She can extend daylight when scarching
for something, or draw down darkness when she
needs o coneeal her actions.

The Companlons of Death

The Compivte Priest’s Hondbook describes three dif-
ferent powers a priest can worship and draw
magical powers from: a god, a force, or a philoso-
phy. A force is described as a mystical powoer that
strongly affects the world, but which probably
doesn't bave o mind.

For the purposes of this adventure, it is not

important whal these forces are, A force could be
more powerful than a deity-and several gods
might deaw their own powers from these forces.
The reverse might also be true; several gods might
work together o create and maintain the force, In
any case, it is assumed that a force can assume a
physical form, similar 1o a deity’s avatar.

One of the most powerful forces is Death,
whose avatar is a hooded, skeletal figure, When
in avatar form, Death rides a “pale” or greenishe
yellow horse, Death does not appear in this
adventure, but the DM may choose to have it
make an appearance at a later point if the sugges-
tions found in the Concluding the Adventure
section are used.

The three lesser forces that appear in this
adventure are Light, Darkness, and Twilight.
During this adventure, the PCs may occasionally
glimpse the avatars of these three forces (@ white
knight mounted on a white horse; a black knight
on a black horse; and a red knight on a red horse),

The avatars that Death makes use of are
known as Minor Deaths, their task is to dispatch
those whom Death wants to claim permanently.
Death is not all powerful, and sometimes loses a
victim as a result of a rrfse dend, resurrechion or
reinearnation spell; however, any creature slain by
a Minor Death is permanently destroyed (no
martal can interfere where death itself takes an
active hand).

While there can be literally thousands of
Minor Deaths on any glven werld they are fairly
weak creatures (see description page 28).

Mote: If this adventure takes place in a cam-
paign world with a well-defined and rigid cos-
maology, the DM can aller the descriptions of the
forces accordingly. Instead of using forces, the
O should use the gods of death, darkness or
night, light or sun, and dawn, Wherever a
deseription of a “ghostly horseman™ appears, the
D should substitute a description of a ghostly
image of the appropriate deity, The DM might
also wish to change Area G4 (the stables) of the
hut to something more appropriate for those
gods’ forms of conveyance,
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mare than one TSI product. One of the earliest
descriptions can be found in Dracon® Magazine
Issue 53, Each time, her powers and atiributes
were slightly different.

The Hut's Changing Appearance

Baba Yaga's hut has been described a number of
times in previows TSR products. In the 1976
DuscEons & Dieacoxs® supplement Efdrifel Wiz-
ardry, it was deseribed as a hovel, 10 1o 15 fect in
diameter, with an interior that was larger by a fac-

Why the Changes Occur

tor of 10 (100-150 feet). It conveyed upon its mis-
tress the unusual property of being impervious to
mietal, which passed through her without effect,

In the ariginal hardeover DUNGEON MasTiR®

Guide, the bt is described as being just 10 feet
high=but containing within it some 30 ooms on
three separate Nooes, The guide gave the D the
option of choasing belween dozens of different
powers, malevolent effects, and side offects for
this artifact.

In Diacoxn® Mapazine [ssue B3, the hut con-

tained dozens of rooms, grouped into 48 areas
that were organized in the form of a tesseract.
Whoerever the hut stood, wildlife in a five-mile
radius fled from it A gate made of bones and
magical skulls surrounded it

The lat itself was non=sentient, but had a

few pre-programmed defensive “reflexes.” Tis
actions and movements were controlled by Baba
Yoga from a control room deep within the infe-
rior. Due to its extraplanar construction, the hut
could both plane shift and teleport.

[ the AD&D 2nd Edition Haok of Artifacts,

the Tt was deseribed as "guasi-alive,” It could
g andd hiear, sharing its observations telepathi-
cally with its master. Its interior contaned mone
than 30 rooms; within them, only Baba Yaga
¢ould use summoning, interdimensional travel,
or teleportation spells.

Over the years, the hat was somelimes

desaribad as cireular, other times as hexagonal.

The hut is a powerful artifact, created ages ago by
Baba Yaga-one of the most powerful wizards of all
time. This ancient crone built her home so that it
was dimensionally folded; higher levels of the hut
occupy the same three-dimensional space as lower
levels, The result is an artifact whose inlerior com-
prises a discrote demiplane. Due to this unique
form of construction, the hut only partially touches
upon the known planes of existence,

Because the laws governing magic ina demi-
plane are determined by the ereator of that demi-
plane (in this case, Baba Yaga), the hut is
impervious to a number of mundane attacks and
magical effects. Within its walls, magic is warped
in a number of unusual ways, (See the sections
Magical Immunities of the Hul, and Magic
Inside the Hut.h

Each time the hut enters a dificrent world ils
exterior undergoes subtle changes, This is why ils
general appearance and attributes are slightly
different in each campaign world,

Al the same time that the but changes, Baba
Yaga herself undergoes minor changes. While her
basic appearance and general attributes remain
the same, she experiences slight alterations in her
powers from one world to the next,

Baba Yaga is aware of these changes, and is
always careful to shift her hut only 1o those
worlds where the changes will work to her
advantage. There are some waorlds Baba Yoaga
rofuses 1o visit,

Each description gave slightly difforent statislics
fior Lhe hut's legs, as well as different movement
rates, attack statistics, and regeneration rates.
Likewise, the distance over which the ot could
be summoned varied, as did the command phrase
wsed toenter it

Baba Yapga horself has also been described in

Layout of the Hut's Interlor

Because the interior of Baba Yaga's hut is dimens
sionally folded, its layout is dramatically recon-
figured each time (he hut enters a different world,
This change is instantancous, The number of
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rooms changes, as does their size and shape, as
the hut's interior conforms to a pattern based on
a different geometric figure. At the same time, the
contents of the hut automatically rearrange them-
selves to suit the new layout, The only constant is
that the interior walls, which are made of stone,
always remnain five fect thick,

During a rearrangement, some inanimate
objects disappear, while others manifest them-
selves. Creatures that have taken up permanent
residence inside the hut are also allered. Crea-
tures or characters who are merely visiting the
hut when it steps into another plane, however,
remain the same. They simply find themselves in
new surroundings of a similar natuce (for exam-
ple, il they were confined in cells before, they are
still confimed in cells=but their prison has a
sliphtly different shape),

Fortunately for Baba Yaga, her memory of
the Hut's interior changes at the same time that
the layout changes. She instantly knows all
room shapes and sizes, the locations of all con-
necting doorways and secret passages, and any
magical propertics or abilities that the hut has
gained or lost.

Mate: It is not recommended that Baba Yaga's
hut step into another world while the 'Cs are
inside it, since this will require the DM to com-
pletely redraft the interior!

The interior of Baba Yaga's bt always con-
figures itself around a precise geometric shape. In
some worlds, it takes the form of a tesseract (a
four-dimensional figure composed of eight nor-
mal cubes joined along their faces) and has 48
areas; each "arca” can be composed of several
rooms. In other worlds, it takes the form of a
four-dimensional sphere with 30 areas.

In this adventure, the hut's intecior is config-
ured in a series of equilateral triangles nosted
together in groups that share the same three-
dimensional space, similar to a geometric fractal.

Inside the hut, there are a total of 36 arcas on
three levels (16 areas on Level 1, 16 arcas on Level
2, and four arcas on Level 3], Level 1 should
prove a survivable challenge for PCs of levels as

low as 7=12; PCs of levels 13-17 can venlure [nto
the more dongerous territory of Level 2, Level 3
should be attempted anly by PCs of levels 18-20.

Mapping

Beeause the hut is dimensionally folded, map-
ping is difficult; the areas will not fit together
properly if mapped on a single sheet of graph
paper.

For this reason, each area in this module is
mapped sepacately. A letter beside a door or por-
tal indicates the area(s) that it leads to,

Diagram 1: Areas of the Hut {found on the
inside front cover) provides a visual representalion
of how the apeas relate to one another. Any two
arcas that share a common boundarny are connected
by doors or portals {some of them concealed).

Level 1 includes Areas A=P Level 2 is made
up of four “quadrants” (F1-4, G1-4, H1-4, M1-4)
cach of which contains four areas. Level 3
includes Areas Gla-d.

Each of the higher levels has been dimen-
sionally folded to occupy the same three-dimen-
sional space as the level(s) “below™ it, To gain
access to these higher levels, the PCs must either
use a specific combination of knocks (to enter
Level 2) or must use a “password” (to enter
Level 3).

Entering Level 2

Each quadreant {a group of four rooms with the
same letter designation) on Level 2 is entered by
using a different combination of knocks, One com-
bination of knocks opens a passage to Areas F14,
anather combination is used o open a passage to
Gi-4, o third opens the way to Hl-4, and a fourth
to Wi 1-4. Here's an example of how it works:
Mormally, a character leaving Area B would
only be able to enter another Level 1 area-Arca C
or Area E But if the cormect sequence of knocks is
used, the character can use the door that noe-
mally leads to Area F to instead enfer Areas Fl-4.
The area to which the door leads is randomly

il
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determined by rolling 1d4.

Suppose the character winds up in Area FL
From here, she may pass into any of the other
areas in the quadrant {F1, F3, or Fd). As soon as
she leaves the quadrant, however, she returmns to
Level 1-unless she knows the correct combina-
tion of knocks to access the adpcent quadrant on
Level 2.

If, for example, she knows the combination
of knocks that sives access to Areas G1-4 from
Area F, she can pass from the F1-4 quadrant to the
G1-4 quadrant by using an appropriale door (for
example, from Arca F3 to Area GI).

Maote: Characters stepping from one quad-
rant on Level 2 to anather do not enter a ran-
domly determined arca. A door leads to a
randomly determined area within a quadrant
only when a creature is entering Level 2 from
Lewvel 1,

There is only one combination of knocks per
quadrant of arcas, but the sequence of knocks
within this combination is changed, depending
upon which direction the quadrant is being
entered from. Fl-4, for example, requires the fol-
lowing combinations: 3/5/4 from Area B; 4/3/5
feom Area E: and 543 from Arvea G, The D
should encourage players to knock on the table
wlhen trying combinations,

Entering Level 2

Level 3 can anly be entered from Aneas G, G2, or
G4 by a charactor who uses the appropriate “pass-
word" (performs a specific series of actions) while
passing through a door that normally leads to Area
G3. It is not possible to enter Level 3 from Level 1.

Those using a door leading to Level 3 from
Level 2 will find that it leads to an acea that is
determined randomly. (Roll a 1d3: 1=Area Ga;
2=Area GIb: 3=Area G3c.) These theee areas are
interconnected, and form the trap that Baba Yaga
hopes to use against Death. Each has a sceret
door leading to the central control room (Arca
Gad), The control room can not be eatered from
Level 2 ar feom Lovel 1,

A character leaving any of the outer rooms
on Level 3 (G3a, Gib, or G3c) automatically steps
back down to the adjoining area on Level 2 (for
example, a characler in G3c exils either into cither
G2 or G4, depending upon which door is wsed).

Maglcal Immunitles of the Hut

Baba Yaga's hut hoas a number of intrinsic immu-
nitics to magie. The hut as a whole is impervious
to all magical attack forms, whether by spell,
psionic power, or magical item.

The only magical items that could conceiv-
ably harm the hut (except its legs, which can be
temporarily damaged by magical weapons or
spells) are a splere of anniltilation, an extra-power-
ful dineensional mive, or o disintegradion chamber
large enough to encompass the entire hut.

Should semeone attempt to use any of these
magrical ibems against the hut, it either moves away
from them at the geealest speed possible or plane
shiffs to another world. Even if unable to escape,
the hut can still atlempt a saving throw vs. spells as
a 25th-level wizard. If the hut fails the saving
thurow, it is destroyed, The resulting implosion tears
a hole in space, leaving a gaping portal {about the
same size as the hut) that opens directly onto the
Astral Plane., This opening closes after 1d4 days. If
the save succeeds, the hut is unharmed.

Maglcal Reslstances

All materials that are integral to the hut's
construction {such as floors, walls, ceilings,
doars, windows) radiate a strong magical aura
and are impervious to the following spells: age
abject, dispel magie, enchanf an item, enlarge,
glassee, limited wish, meld inlo stone, passiwall,
phase door, soften, spike stones, slone shape, stone
ta flesh, transmute metal do woed, turn wood, and
wish, and to the psionic powers disintegrate,
molocular agitation, and molecular rearrange-
memnt.

They are also completely unaffected by the
following magical items: malteck of the titans; maul
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af the titans; rod of cancellation; wand of negation;
wnd of size alleralion.

In addition, the hut's structural components
can subvert a number of spells. Anyone trying to
force a portion of the hut to serve as an alarm or
make noise (for example, by using the spells
alarnr, magic wouth, shricking walls, or squeaking
floars) finds that it has a “mind of its own” and
ean produce these sounds in random fashion.
P'Cs trying to mark one of (he hut’s surfaces mag-
jeally (for example, with the spells wizard mirk,
glyph of werding, or symbol) finds that the marks
disappear and become ineffective as soon as they
are inscribed. Surfaces can, however, be marked
by mundane means=with nonmagical chalk or
paint, for example,

Baba Yaga, howoever, can use her magic to
mark the walls. These markings, since they are
not an integeal part of the hut, can be dispensed
with in the wsual ways {for example, with erase or
dispel migic spells).

sdote: All furnishings, portable objects, and
non-structural magical items within the hut do
not share the hut's immunities, They can be
affected by spells, psionics, and magical items.

Spell Steallng

The hut's structural components also can take
control of the following spells: crasking walls;
Epard's black tentacles, Muximilinn's stony grasp;
stone shape; tentacle aalls; transmute rock fo e, 16
any of these spells are cast on one of the hut's sur-
faces, the hut can choose to store the spell encrgy
and use it against the intruders. Fortunately, this
ability is not transferable from one area of the hut
o another; the spell can be manifested only
within the area in which it was cast=albeit within
any room of that anea.

The hut effectively “memorizes” the spell,
which it can “cast™ without having to resort Lo
verbal, somatic or material components (which
were provided by the wizard or pricst when the
spell was first cast). The spell remains in the hut's
memory for up to 24 hours.

Lles and Half-Truths

Finally, the hut's semi-s entient status conveys
upon it the ability to lie. Should it be subjected to
the spells identify or stane tell, the only true answer
it will give is its name: "the dancing hut of Baba
Yaga.” The DM is free to fabricate lics or half-truths
for any other questions the hut is asked.

Magic Inside the Hut

Because this adventure takes place within o pow-
erful magical artifact, spells and magical items do
not have their usual results when cast or used
inside the hut.

General Limitatlons

Because of the dimensional folding used in its con-
struction, na magical spell, psionic power, or spell-
like effect produced by a magical item will function
beyond the range of o single area-even if the arcas
are within the same quadrant. For example, any
spell cast from Arca A to Area B (or from Area F1
to Area F2, or from Area Gla to G1b) disappears
into another dimension as it passes through a con-
necting doorway or portal, and is wasted. The
same thing happens to a spell cast from the interior
af the hut to the exterior (or vice vorsa), A spell
may, however, be cast from one room to another, as
long as both rooms are within a single anca.

Within the hut, magie affects only the area in
which it is cast. Spells or magical effects that fill a
volume of space expand to the limit of the space
available in an area; the rest seeps off into another
dimension. Spells that produce a wall or sphere
are even more limited. The wall or sphere can
expand no further than the limits of 4 particular
room: it does not expand into or through the
walls of the ht itself.

There are bwo exceptions lo this rule:

If magic is cast directly upon a creature or
object, the magical effect can move with the creas
ture or object from cne anea to the next. A charac-
ter who is invislble, for example, maintains this
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invisibility while passing from Area A to Area B,

The second exception is that Baba Yaga can
cast magic from one area to the next. Because the
hut is attuned to her magic, ber spells are not lim-
ited to a single area and may pass through door-
ways or portals with ease. She is not able,
however, to use magical iterns in this fashion; the
effects of a magical item-¢ven one in Baba Yaga's
hands-are still limited to a single anea.

Teleportation

It is possible to teleport or Wik within the hut, but
only within a single arca (for example, from one
room in an area o another, or one part of a room
to another). Spells that allow other forms of tele-
portation (such as dinression door, irnsport wid
plants, or vanisl) are similarly limited.

So that she and her most trusted minions
might teleport from onc area to another inside the
hut, Baba Yaga has constructed five magical
“dimensional keys™ that make this pessible. Each
looks like a bronzed chicken's foot, and allows
the person carrying it to teleport without restric-
tion within the hut, Each key has been treated
with 2 roversed Nystul's magical aura spell to give
it the appearance of a non-magical trinket. This
unigue spell has been created by Baba Yaga and
is contained in one of her spell books. If the DM
wishes, it may be written up and made available
by by s,

Baba Yaga wears one of these keys on a thong
around her wrist. The other four have been
ontrusted to the pit fiends in Arca G1, who can
tefepart in to any area to deal harshly with thicves
andl vandals.

Should one of the keys fall into the wrong
hands (and should Baba Yaga become awarc of
this) she will send one of these pit fiends to
recover it. If there are no pit fends left, she will
send a clay golem from Area [ ar a quasit imp
from Area b,

A IC using one of the keys must have at least
viewed the area he wishes to travel to; if the PC
teleports to an unknown destination, the spoll

backfires, with one of the results described in tha
“Dimensional Disasters” section. The key does
not allow its holder to escape the hut or access
another plane-only 1o move freely belween areas,

Planar Cantact

Baba Yaga has constructed the hut so thal crea-
tures inside it cannot contact any of the known
planes of existence—including the Prime Material
Plane that exists just outside its door, Creatures
or objects from another plane can neither be sum-
monid nor banished.

The fellowing spells have no effect when
used within the hut-cven by DBaba Yaga
herself-except in those areas that are specifically
stated to be in contact with a particular plane, or
where the creature the caster s atlempting to
summen occupies another room within the same
area (in which case the creature is merely sum-
maned from one room to another).

Wizard spells: nstral spell; banishment; conjiire
anintls: conjure elemental; conjure spell campo-
nent: demi-shadot monsters; dismissal; dispel evil;
diztanee distortion: Dracniij's instanl SHRRRONS;
ercergyr draing ensnarennent; cstate rinsg erence; find
familinr; gate; Hornung's ragdom dispateler;
imprisonment; firlensify summonng; invisible
shitlker: Kimzid's procurement; Leomund's secret
chest; ntajor crention; minor crealion; moNser s
monting -Vl mownt; prismatic sphere, prismatic
spray and priseuttic wall (violet layer cannot
send ereatures to another plane); rape trick;
shrdes: shadowent: shudow form; shadow magic;
shiadpie mronsters; shadew walk; summon [ycar-
Hirope; summon shadotw; sURIMpOE swiareG varmish
{no link to Ethereal Plane); vision.

Priest spells: aerial servant; abjure; animal horde;
animial summoning 1-1; astel spell; astral windous;
call traodland beings; chariof of Sustarre; conjurne
animals: conjere aarth elemental; conjure five elenen-
tal; cantact other plane; crecping doon; dispel evil;
duet devil elemental sioarm; ethermwalk; gate; holy
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wrord; insect plague; foin with asteal braveler; nrirt
read, meing Brincker; plamar quest; plane shift; shodow
engines; speak witl astral traevler; stalker; succor;
sienon fnsects; wndead plague; uard matrix; wolf
apirits; word of recall,

Psionic powers: astral projection; banishment;
dream travel; probability travel; summon planar
creature,

Magical items: The following items either de
not function or have limited powers, due to the
lack of planar connections with which to sum-
mon creatures: amelet af the planes; bowl com-
nranding water elementals; brazivr commanding fire
elementals; brazier of sleep smoke; censer controlling
air elementals; eubic gate; deck of many Hings
{void, flames and skull cards go temporarily
blank while inside hut); elemental compass; horn
af Hre tritois; hara of Valhalla; wirrer of mental
prowess (portal ability lost); oil of ethercalness;
pipes of Mie seivers; plate mail of etherealness; ring of
djinani sammarning; ring of elenrental comumntnd
{passwall ability lost); robe of stars, red of passage
(can only deleport within rooms in a single arca);
staff of the elemeeartals (passieall ability lost); staffof
tre mragi (passteall and plane travel abilities lost);
stone of controlling carth elementals; sword of the
plares (functions as +1 weapaon, except when
used against opponents from inner or outer
planes); talisman aof pure good; talisman of ultimate
evil; Trimin's catalogue of euter Plane artifacts;
wand of coarfuration; wand of woerder,

Mote: Powers are [ost only while inside the hut
and return when objeet is again outside the hut or
when it is in an area with a connection to the
apprapriate plane. All propestics that do not rely
upon planar contact continue to function nor-
mally inside the hut.

Contact with Deltles

Baba Yaga's hut is an especially dangerous place
for pricsts {including eleries and druids). These
characters are cut off from contact with their

deities, While inside the hut, they are unable to
use the following spells: augury; comitne; com-
praHe will pafure; consequeniee; divinabion; divine
fuspiration; draw wpon holy mightl; genius; spirit of
[N,

In addition, the priest carries inbo the hut anly
that divine encrgy that is already stored within her
body. She can use only those spells she has already
memorized; while inside the hut, her prayers to
have her spells restored never reach the ears of her
deity. The priest is cut off frem contact with the
deity’s plane of oxistence; only by exiting the hut
or entering an arca with connections to the appro-
priate outer plane can she make contact with the
deity and memaorize mone spells,

Fortunately, not all links with a priest’s deity
are severed, and the pricst alse carries a trace of
divine energy within her body. A cleric’s ability
to turn undead continues to function. Likewise,
granted powers of pricsts and druids continue to
function.

Holy symbaols, suffused as they are with
divine energy, continue to function normally.
Magical items that contain portable chunks of
divine energy (such as a eamdle of invocalion, or
incense of meditation) also continue to function
normally

Dimenslanal Disasters

Because of its dimensional folding, Baba Yaga's
hust reacts violently to spells, psionie powers, and
magleal items that warp dimensional space. It
likewise has a violent reaction to spells or magi-
cal items that cause extra-dimensional pockets to
appear inside it

Those spells that trigger a reaction from the
hut include: dimensional folding: extradimen-
sipmal manipulation; extradinrensionnd pockel;
fmplosion inversion; Leomund’s secure shelter;
nraze, Mordenkaimen’s magiificen! mansion; plysi-
cal mirrer, secluston; spacewarp; transforntion,
wiard wlriy.

The psionic powers dimensional door and
dimension walk also trigger a reaction when
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used inside the hut,

Those magical items that trigger a reaction

from the hut include: Daern’s fnstant foriress;
portable kole, wand of prime malerial pocket; warp
nrarble; el of many worfds.,

If the PCs attempt to use any of the above,

the effects are disastrous. Boll 1d4:

1.

Cwe of the user’s arms is permanently sluck
in another dimension. The character can still
feel his arm, but it cannot be touched or
used. [t appears to have been neatly severed
abave the elbow; bloed can be seen flowing
in and out of the part that occupics the ather
dimension. The arm can later be returned 1o
this dimension by means of a reversed
extrmtimensiomal pocket spell.

If a magical item triggered the reaction, the
item collapses into a two-dimensional object.
It has width and breadth but no depth, and
can na longer be wsed in this dimension. It
can later be restored by means of a reversed
dug-diinension spell.

If a spell is boing usced, the spell simply
does not work. At the moment the spell nor-
mally would have taken effect, one of the
user's magical items (Db’ choice) becomes
two-dimensional, as described above.

An explosion tears a small hole in the fabric
af space-time, If this effect was caused by a
magical item, the item disintegrates. All of
those within a 20-foot radies of the magical
itemy ar the impact arca of the spell (or of the
caster, if the range is zero) suffer 1046 points
burn damage as radiance pours out of the
Pasitive Encrgy Plane in a brilliant flash of
light. In addition, all those within 100 feet are
blinded for 1d6 rounds, The hole forms (and
re-seals itself) instantancously,

The user’s mind temporarily enters a higher
dimension. The user must save vs. paralyza-
tion with a -6 penalty or be driven insane.
The insanity can be cured by psychic surgery,
or by a lieal spell.

Another magical item that poses a danger is a
hora of collapstag. If this hoen is sounded inside
the walls, the hut must attempt a saving throw
vs. spells as a 25th-level wizard. A successtul roll
means there is no effect, If the roll fails, however,
the ceiling does not collapse, Instead, a small hole
is torn in the fabric of space-time. All of those
within a 20-foot radius of the hormn suffer damage
as per effect 3, above,

Spying and Scrylng

From her contral room at the center of the hut,
Baba Yaga can spy upon the yard surrounding the
hut and the rooms inside the hut, She does this by
means of a series of trans-dimensional scrying
relays that can transmit sights, sounds, and smalls,

These one-way serying relays manifest
themselves in this dimension in a variety of dif-
forent forms-mirrors, erystals, fonts of water,
and eyes in statues, tapestries or paintings,
These can be put out of commission only by
magical means {for example, by the spells disin-
fegrate or dispel magic, or by a wand of negation
ar rod of carcellation).

If all the serving relays in an area ane put out of
commission, Baba Yoga suffers 1d10 points of dam-
age-which she quickly regenerates. Destroying all
the serying relays in an arca renders one of the mir-
rors in the control reom blank for 24 hours.

Visitors can avoid Baba Yaga's scrutiny by
using the spells false vision, mind blank, Mor-
demlariieert’s privale sanefuwn, non-defection, sequesler
or screen, or by more creative means, such as
enveloping one of the relays in a darkness 15
rading spelll. Ananmlet of proof against detection
and lociation is also useful.

Most arcas of the hut contain scrying
relays, Each time the PCs enter one of these
areas, there is a chance that Baba Yaga will be
monitoring its scryving relays from her control
room (60% for Level 1; 75% for Level 2; 90% for
Level 3} If so0, she notes the PCs™ actions, con-
versations, and alignments (through her sense
of smell, see page 62).
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The 'Cs have the same chance of naticing St.zu'tlng the Adventure
that they are the subjecis of this scrying as are

listed wnder the description for a crystal baif (in When Baba Yaga arrives on a world, she typically

the Dumceox Master Guide). Moticing that they sets her hut down in a secluded clearing in a
are being spied upon only gives the 'Cs o sense dense forest. The first sign of her arrival (for
that someone is watching-it does not allow them those close enough to observe it) is a wave of ani-
to immediately pinpoint the relay. Instead, the mals that emerge from the forest like wildlife
DM should say that the sense of being watched flecing a forest fire, All animals (who are much
increases as the PC moves in the general direction mone sensitive to Baba Yaga's fear aura than intel-
of the relay. ligent creatures) within a five-mile radius of the
Using the spell detect scrying automatically hut flec im terror.
pinpaoints the relay. The next signs of Baba Yaga's arrival can be

seen over greater distoneces, As she travels in her
cauldron, thunder grumbles in a clear sky, Trees

Attempts by PCs to Spy or Scry crash over in the forest, but the forest appears nor-

Unlike Baba Yaga, the 'Cs® scrying is limited. mal to anyone who investigates the source of the
Due 1o the bat's extra-dimensional construction, disruption. (See the description of Baba Yaga's mag-
it is impossible 1o use magical means o see inside ical cauldron and broom on page 64 for details.)
it from the outside (or vice versa). It is also Finally, weird things start happening to time,
impossible to magically scry or send moessages One day might be unnaturally long, the next
fram one area to the next {although it is possible incredibly short. The sun might rise twice in a sin-
to do so from one room to the next within a par- gle 24-hour period, or night might streteh on for 36
ticular arca). The following spells and magical hours. Each time the sun rises or sets at an unusual
items are limited to a single area. hour, people catch glimpses of a ghostly red horse-
man. Each time day suddenly appears or night
Wizard spells: clairamdience; chairvoyance; domand; suddenly descends (without a sunrise or sunset) a
divining rod; dream; ESP; hovering skull; locrte crea- ghostly white or black horseman is spotted.
ture; locafe object; magic mirror; Rary's Leleprthic These strange happenings should whet the

bond; reflecting pool; sending; whispering wind; wiz- curiosity of the PCs. To lure them to the hut, the
ard eye (eye disappears into another dimension D can use any (or all) of the following sceniarios:
and is lost if it passes through a doorway or por-

tal from one area to another; it then no longer * The arca’s inhabitants ask the PCs to look
transmits information). into the strange warping of time. The people
are terrified that the world is coming toan
Priest spells: find Hhe path; know dircction; lecate end and that the gods have forsaken them.,
ariutls or plarts; locate object; magic font. {This works especially well if a significant
calendar event=a festival day, change of sea-
P'sionic powers: clairaudicmee; clairoowvance; knote 801, OF Major anniversary=is approaching.)
dircction; knoor location; spiril sense. The PCs" only clues are the sightings of the
ghostly horsemen, which are most frequent
Mlagical items: crislal ball; crystal hypnesis ball {uscr in an isolabed forest region, Elther by ques-
is no longer under the influence of beings from tioning the forest’s few inhabitants or by fol-
anmther plane while inside the hut); pofion of fnsure lovwing the horsemen, the PCs are led to Baba
Sfinsdiong; sy of Xemaw tusion (docs not allow the user to Yaga's hut. Their task is to persuade Baba
see through any of the walls of the hut), Yaga to stop tinkering with time.
11
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A young girl named Marya approaches the
PCs, The girl is dressed in rags, and she
explains that her bwin sister, Vassilissn, was
sald into servitude bwo months ago by their
evil stepmother. The buyver was a ficroe ogress
who lived ina tiny hut deep in the woods,
Marya is terrified that the ogeess will cook
ancd cat her sister if Vasilissa fails in hor see-
vant's dutics or shows any fear. She begs the
PCs to deliver a rag doll 1o Vasilissa, so that
she will be comforted by it at night. The doll
appears ordinary and rather sceuffy, but radi-
ates o strong auea of divination magic, It can
give shorl (ong-sentence), sometimes cryplic
answers (o any three questions per day. To
activate the doll’s magic, the user must
address it by its name: Alenka. Marya tells
e MCa the nome only 1 they specifically ask.

Tugarin, a traveling vendor of games, comes to
towwern {or the PCs meot him along the road) and
befriends the '"Cs. This rogue’s specialties are
lopded diee, marked cards, and ‘"nmglml" TULE
stones used in forunetelling. A short lime later,
the PCs encounter Tugarin a second time. 1is
wagon has been smashed, his merchandise
seattered, and Tugarin has boen mutilated by
what looks like claw and bite marks. Str:mg:.lly
enough, all that was stolen was a skull card
from a deck of many things. The deck, still
clenched in Tugarin’s hand, has [ its magic.
The I"Cs are haunted by a phantom af Tugarin,
whao urges them to recover the missing card
from his attacker, whom he describes only as
“the little grandmaother with squeaky shoes.”
He haunts the P'Cs (returning in 1d4 days, if
dispalled) until the card is recovered.

If the PCs have been looking for a specific
magical item, their inquiries keep turning up
the same name: Questrix. This gnome illu-
sionist owns the item, but disappeared one
month ago into a mysterious hut that walks
about the countryside on bird legs. Alterna-
tively, the PCs may find a letter written by

Cuestrix that refers to two wondrous items
inside the hut: the "waters of wonder” and
the "black flowers of fransformation.”

Even if the DM doos not use him as an
adventure hook, Questrix's name should
turn up frequently in the days preceding this
adventure. Fe has left a nomboer of clues
imside the hut, and the PCs will be bettor able

to interpret these if they have heard his name.

Parhaps the local folk (or Marya) ane ask-
ing the PCs to help them only after having
first asked Questrix the same thing, only to
have him never return, Or perhaps people
are overheard specalating on the where-
abouts of, "That funny little wizard,
Chaostrix,”™

A full deseription of Questrix can be
found under Arnea P

Exterlor of the Hut

The hut is a small, hexagonal log cabin, It is win-
dowless and has a single door in one wall, The
bt is 15 foot wide and 15 feet tall, Just under its
sloping, thatched roof is a wooden panel, run-
ning around the circumference of the but, that is
decorated with strange symbaols (these resemble
the Cyrillic alphabet form Baba Yaga's home
world) and carved eyes (scrying relays). If trans-
lated, the inseription reads: “Welcome to the
home of Baba Yaga, Seckers of knowledge are
wielcome; seckers of wealth, bewane?™

When first sighted, the huat is motionless
upon the ground. Surrounding it at a distance of
B0 feet, is a fence composed of 64 humanoid
skulls, supported by the upright pillars of their
own spinal columns, Each has excessively long
canine teeth, resembling those of vampines.

At night, the eves of these skulls glow, illa-
minating an arca 60 feet outward from the fence
with a soft purple light.

The fence is a drele of necrophidius golems,
planted in the ground about eight feet apart.
Loyval to Baba Yaga, they let her pass, but attack
anyone else. Anyone coming within 60 fect of the
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skulls causes them to begin their "Dance of
Death.” Those watching this hypnotic swaying
must make o successiul saving throw vs, spell or
become immobilized, as if affected by a hyperelizm
spell. A half dozen of the necrophidii then slither
forward to attack each holpless victim,

Golem, Necrophidius (64): AC 2; MV 9 FL 18; HD
2; hp 10 each (9 in head, 1 in spinal column);
THACD 19; #AT 1 each; Dmy 1d8; AL N; 5A hyp-
notism, paralyzation; S0 immune to poison,
turning, and mind-influencing spells; ME nil; ML
fearless (200; XI* 270 each.

Cince the fence has boen dealt with, there are
other dangers. If anvone not accompanicd by
Baba Yaga approaches to within 40 fect of the hut,
it rears up onto its two legs, which are 12 feet
long and about two foet thick, and attacks, See
the Getting Inside section for the legs® statistics.
From inside her control room at the center of
the hut, Baba Yaga can see the area enclosed by

the skeletal fenee and commancd the actions of the
legs, Should she choose to flee, rather than attack,
she has three options. By walking, the hut can
travel 48 miles per day over smooth ground or
waler, 36 miles through forest or jungle, and 24
miles over all other terrain types. Her second
oplion is to cause the hut to felgpart in one round
to any other location on the plane it currently
cecupies, As a third option, she can cause the hut
to “dance.” On the eighth round of dancing the
hut plane shifts to another world. The lags can
attack while the hut dances.

Although the hul appears (o be made of
wiool and thateh, it is immuane to fice, acid, cold,
water, liphtning, and any form of physical attack.
Itis also completely immune to all forms of
magic. Only its legs may be harmed-and then
only temporarily, (See the Getting Inside section.)

Any direct magical attack on the hut causes a
flurry of downy white chicken feathers to explode
from its roof, The feathers flutter down like snow
in a 100-foot radivs, 1t will be 1d4 rounds before
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the feathers start to land on the charactees (giving
the I'Cs time to run out of the area of effect, if
they choose to do so). Aftor that, the feathers are
falling so thickly that they are automatically
deemed to envelop those within the area of effect.
Anyone enveloped by feathers is affected as
though attacked by a clowtkil! spell.

The feathers fall for a total of 4d4 rounds
(including the first 1d4 rounds mentioned above).
They can be blown by the wind, but disappear
upon touching the ground.

Getting Inside

There are two options for getting inside the hut.
The first is to use the proper command phrage:
“Hey my strong locks, unlock yourselves. Hey my
sturdy door, let me in.” (It must be spoken in Baba
Yaga's native language, which resembles real-
world Russian.) Cne way for the PCs to learn it is
by concealing themselves from Baba Yaga and lis-
tening to her use it as she enters the hut-buat they
will need to find a way to comprehend her lan-
guage. And there is a catch-the phrase will not
waork if the hut has already rearcd up on its legs; it
will only work if the hut is settled on the ground
{that is, if the PCs are standing more than 40 feet
away from the hut). Altematively, the PCs can use
A legewd lore or wisten spell, or could wish the door
open. The door is trizand lockad, oand gives access o
Room 1 of Area A.

The second option is for the PCs to gain
forcible entry to the hut, which can be done by
defeating the legs in battle (reducing both of them,
simultancously inany given round, to zero or less
hit points). The legs them disappear and the hut set-
tles o the ground. I remains motionless, its door
open, until both of the legs have regenerated back
1o at least one hit point. The door then slams shut
and the hut springs back to its feet,

Legs (2): AC 0; MV 24; HDN0; hp 45 each; THACD
11; #AT 1 cach; D 3d6 (elaw)/ d6 (claw); 5A
crush; 50 can be hit only by magical weapons,
regeneration; MR 100%,

Each leg rogenerates three hit points a cound. In
addition, they absorb the enorgics of any attack
spell cast at them, gaining the number of hit
points that would normally be inflicted. 1f the
attack was direcled of a single leg, it gains the hit
points; otherwise the points are split evenly
between the two legs.

Besides attacking with its two clawed feet the
hut has the option of dropping upon any charac-
ters beneath it. The legs momentarily vanish,
then reappear as the hut stands up again. The hut
can drop once every three rounds, crushing those
below it for 6dé poeints of damage.

Interlor of the Hut

There are three categories of monsters inside
Baba Yaga's hut. The first type are Baba Yapa's
companions-magical animals whao have lived
with Baba Yaga for some lime. Some are intelli-
gent and know many of the secrets of the hut
{including several of the secret knocks and pass-
words), while others have only an animal intelli-
gence. Because Baba Yaga sometimes mistreats
them, they may offer assistance to 'Cs who treat
them well.

The second type of creature found inside the
hut are these evil humanoids, monsters, and planar
creatunes that Baba Yaga bas summonad o serve as
henchmen. Some anc Baratically loyal, while others
hate and fear Baba Yaga and must be kept in line
by threats and powerful magical spells.

The third type of ereature found inside the
hut are Baba Yaga's visitors, Some are welcome
guests (for cxample, the avatars of Light, Dark-
ness and Twilight) while others are prisoners.
Still others act as Baba Yaga's unwilling servants.
Baba Yaga normally teleports from one area of
the hut to another. But when using a door, her
touch is sufficient to open any wizard lock. To
move from ene level 1o the next through a doer,
she too must utter passwords or use secret
knocks, When passing through a door from a
lower level to a higher level, she too winds up in
a randomly determined area.
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Tempo: Lento

Level 1 of the hut can be explored by characters
of 7th level and up. No passwords or secret
knocks are required to move from one area to
another on this first level.

Unless stated otherwise, all walls are stone,
all ceilings are 15 feet high, and all rooms are lit
by lanterns or candelabras that hang from the
ceilings.

Doors are made of wood with the following
exceptions: doors leading to Area F are silver;
doors leading to Area G are gold; doors leading
to area H are black iron; doors leading to area M
are bronze that has turned green with verdigris.

All maps are at the same scale: one square =
10 feet, except Area A (one square =5 feet).

When the PCs enter the hut, Questrix has
been a captive of Baba Yaga for several weeks. He
is imprisoned in Area P.

Area A: Hut & Cavern

1. The front door of Baba Yaga’s hut leads to a
small, dark, hexagonal room with a plank
floor and ceiling 10 feet high. The room con-
tains a messy bed and a brazier filled with
cold ashes. Pegs on the walls hold ragged
robes, frayed ropes, and dried herbs that have
gone moldy. Worn baskets on the floor hold
chipped pottery cups and empty bottles, and
aladder leads up to a trap door in the ceiling.

A secret trap door is located in the floor
under the brazier; under it is a rusted ladder
leading down.

2. The attic is also hexagonal. The ceiling is just
five feet high in the center, and rafters slope
down from the peak to a height of three feet
near the walls. Dirty straw covers the floor,
hiding the trap door there.

3. This rough stone cavern contains a jumble of
boxes and barrels that hold stale food and

Area A: Hut & Cavern
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sour wine. Behind them, a door can just be
seen. The door leads to a dead end, and open-
ing it triggers a symbol of stunning. The other
obvious exit from this room is a rusted ladder,
set into one wall; it leads up to a trap door.

A heavy metal plate in the floor is hot to
the touch. If this is dragged away, PCs find
an apparently bottomless shaft leading to a
flame-filled inferno. Faint, ghostly screams
can be heard echoing up from below.

Just 1d4 rounds after the hatch is opened,
three two-foot-wide balls of flame emerge from
it and hang in the air as if watching the PCs.
These are will o’ wisps that have mutated to a
red color and that can imitate humanoid cries.

Will o’ Wisp (3): AC -8; MV F118 (A); HD 9; hp 41
each; THACO 11; #AT 1; Dmg 2d8; AL CE; SA
electricity; SD spell immunities, invisibility; MR
special; ML fanatic (17); XP 3,000 each.
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Inside one of the boxes, only partially hidden, 1=
a small leather pouch of gold coins and a ring of
jumping. Baba Yaga placed the pouch here to
test the honesty of anvone who enters the hut.
The will 0" wisps inspect thee box 1o see if it was
opened and attack the party if the pouch is
missing.

If 4 will 0" wisp is reduced to less than five

hit points, it disappears back into the pit-unless
the cover as been replaced, If forced to offer up
treasure, the will o wisps divect the PCs o the
pouch.
A small pack (4d4) of rats inhabits the three
raoms that make up this area, They hide in the
straw, bedding and boxes. The rats are normal,
1/4-Hit Dice (1-2 hit points) creatures except in
one pespect: each has one glass eve. These false
oves serve as Baba Yaga's sceyving relays in this
arca,

Access Lo Area C s through the pitin the
floor of the cavern, The flames and heat in the
pit andl its bottomless appearance ane the nesult
of a permpanent Hlesion spell, The pit actually is
five feet wide, 100 fect deep, and (illed with a
chilly white mist. There is a small trap dooe al
the hotlom.

The mist has seeped in from the swamp
where the will o wisps live, Droplets of powerful
acid are suspended within the clod of mist
inside the pit. Anyone exploring the pit must
save v, poison al a <2 penally each round or sui-
for Ml points of damage. Failure also means thal
couipment exposcd to the acid must also save;
rapes lowered into the pil must automatically
save. The will o wisps ane fmmune Lo this acid.

The pit has a direct conmection e the will o
wisps” swamp. The swamp is located elsewhaere
an the same world the Tt is currently visiting,

The will o wisps can pass back and forth
between the pit and theie swamp at will, seem-
ingly disappearing through its walls, 'Os can do
soronly by means of a spell thal allows them o
!l'.ll'J'll'll"]'.

Any summining spells cast in thir pit have o

754, chance of fun;“i.n.p_ the will o' 'L".'i'.-|.':'.'\- Low Tl
At the DN's diseretion, other swamp creaturnes
may also be summmoned. The acidee milst is con-
tained within the pit; it does not enter Area Cor
Lhve L:lll.'lnl."r LM 1k Area A

Area B: Imprisoned Cyclops

This room is wikerly dark. When the MCs first
enter, any normal light sources they e carrying
extinguish themselves, Only magical light can
penetrate the darkness; infravision is wseless.

A eyelops that Baba Yaga captured on
another world i imprisoned bere, He is territied
of the darkness and is swingimg his huge club
blindly, smashing the pillars that line the walls.
Debris flics through the air; there is 2 25% chance
per round (non-cumulative, rolled separately for
each I"C) that a PC in the main part of the room
is struck by a splinter of stone that indlicts 2d4
clamingse,

['hie pooen has a ceiling that is 30 fect high
along each of the longer wealls and that curves
gradaally inweard 1o reach a beighl of S0 teet at s
midpoint, A round, three-foot-wide mirror is set
indas ils apes; this is the scrving relay.

As soon ps 0 magical light source illuminates
the room, the PCs soe thir n::'.'{'llbp-.‘i. Al the samme
time, they see a ghostly black knight on a black
horse (the force Darkness). The evelops immedi-
ately attacks the knight with his club, which
Prasses |11'|.r|:|:|.l.|."iﬁ|.:¢' ‘||1I!'111I].'||1 the insubstantial I.ij.,'
ure. 1t will appear, however, 1hat the eyelops’
attack worked: the black k'"hl'l whoels his horse
and ricdes through a wall, disappearing into it

The PCs also see poal of waler, surrounidued
by a el e one foot high, sel inta the {loor mid-
way bebween the bwo doors, The water tastes bit-
ter but has magical properties similar oo ring of
BT e P TR R N T wha bakes E:I-'I-'ll-l drink can g
fosr a1 entive |.|..'|3|.' without food and niecds I.HI-'}'
twor howrs' slecp that night Lo be refreshed. The
witler loses s effectiveness after just 2d6 taems if
removed From fhe pﬂl.!l.
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Area B: Imprisoned Cyclops
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AL the same moment the black Enight disap-
Pears, a dire inthe far cormer of (he main room fills
e rowom il light, and the metal door beading to
A C bogins to glvw with a dim red light. It s
twd-hol; anvone touching i suffers 1da povints of
damage. A silver door uppoesite it leads to Area F
L B e drea, delermined randomly, in quad rant
FL-1if the proper senfuene of knocks is ased).

Pl Five bas been burning all this lime; whien
Darkness was present it produced heat, but no
ligght. The wood has been treated willy Lo iof
ererbirning spell and will burn far anather 1%
hawrs,

Giant, Cyclops: AC 2: MY 15 MDD 13; hp ful;
THACOT: /AT 1: D odi; AL CE; SA hur sEoae;
S0 nil; ME mil; ML elite {1a); X1 a0,

Thes evelops careies o clih o snashiang, a magtical
ileaw thal Bunctions in ghe SR PN a5 sivand

of darrcing., After four rounds of fiphting, the
1'_\1."“'.'5!-\. allowws i 1o “da e, .1|:I:.'|-;ki|'|H Dppone s
while he hurls chunks of the shattered pillars.
Thi club is far oo large for most PCs 1 wield: i
Fejuires 3 Strength of 18 or more,

The eyelops s trapped in this area beeause b
s too big to fit through the doors, Flo s fLrious
with Baba Yaga (whom he calls “Ba ") becanse
she stole and ate his flock of shevp.

If asked about the pool, the cvclops says it is
“Bad water” and warns the PCs AW FEO
it-even though he has drunk from i soveral
times. He knows little about Ba ¥a sqve that sl
i dlangerons, but can deseribe ane or Iwes ol Der
powers. He mistakenly believes his elub is s
bile of driving off the black knight. The cyclaps
believes the Black Enight 1o b one of Ba ¥a's
srvaeds,

Several davs ago, the cyelops vaed chareoal
te scratch marks on the floor near his §ire:
“HLIOLINT {the secret knock neeled b aceess
Arcas F1-4), He has fargollen what {he imarks
mean but he knows that they woere important to
the “diey man® (Questrix),

Area C: Klichen

L. This storage room is magically cool. Sheep
carcasses bang from a number of Large hivoks
in the ceiling. When the PCs fiest ontor, thuy
see an illasion af themselves hanging dead
an The hooks, Touching any carcass dispe s
thes dllusion,

The rovm alse contains g Dlosords Lafgyed
chopping block, A secret trap door in the
block pives access (o the tunnel leading o
Area A (see Boom 3 of Area A), The trap
doer is activated by pulling on the e pty
meat hook elosest o i,

Nete: The “liery pit” illusion described in
Room 3 of Area A does not affect thaise
viewing the shaft from this enad; instead
they see a 100-foot horizonial shaaft, filled
with mist, that leads to a cavern, Gravity
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Area C: Kitchen

bis A

eeat hoaks

-

-
-

A

changes as seon as a character climbs inta
thee shadt: it becomes vertical, willy the IO at
thyis Tk Lowinn.

Fhe kitchen features two large tables,
wooden stools, and a hupge stove, Cabbage
soup s conking in a pot on tap of the stove
and fresh bread lies coaling on the tables,
Eitchen implements hang from pegs or lic vn
chelves. Each lable also holds a human-sized
roasting pan and a metal pole with o hook in
ane end and seorched clath padding on the
handle.

The stove b5 cast iron and has a front
shaped like a dragon's face. s eyes are this
area’s scrying relavs. The stove fills the room
swith warmih; @ roaring fire is visible behind
the plass wineow set into e “muouth™ of the
stove, Behind the fire, a normal-sized melal
door iplewing red from e Beat) can b sevm.
[ door leads to Anca B,

]

The stove is heated by a contained ficld
of red dragon breath capable of inflicting
Hil10+3 points of damage. (1 [1i= Fipe is com-
pletely contained inside the stove and will
not “spill out” through either dooe) Anyons
inside one af the roasting pans can be
pushed through, using the padded metal
poles. The magical pans offer complete pro-
tection from extreme heat for 2d4 rounds;
after this, they begin conducting the heat
norimally.

A dumbswaiter is set in the wall opposile
the door to the meat storage roont. Both its
door and shaft are just one foot wide. Any
PC small enough to siton the dumbwaiter (a
halfling or gnome, for example) an haul on
a rope, sending it squeaking up to Area I

O of thes dones in the kitchon is dimension-
ally folded 10 give access to the intestines o
[he first person who opens it This masgic can-
not b dispelled. The "corridor” it opens anto
appears o be o twisting hallway with walls o
a soft, red material and a floor that is knee-
deep in putrid sludge. The sludpge eats
theough organic substances such as flesh amd
leather, cansing 2d6 points of damage per
round of immersion. The intestine leads grad-
wally |,|,|:'|1,'.,'.r|'|;‘| from the door for 200 feet. 1
vent “"“'!I. rq_l,"_"hu_li. 1|1.l," .‘ih'ln'l..'ll'!'l. 11 "E:l'..'l:r:'l"
filled with a “lake” of digestive juices.

Any damage done to the walls of the “cor-
ridoe” affects the character who opened the
door (for cxample, a firekall cast o thie cor-
ridor would explode inside the character].
There ane warnings, howeven As 5000 as any
object or character tonches the corridor, the
affected character must save v, poison or
s ffer mild stomach cramps.

If the person who fiest opened the door
bries to enter the corridoe, the character feels
some kind of invisible barrier, The character
must make a bend bars/1ift gates roll to
enter. Should the rall succeed, the charadter
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15 dimensionally folded {turned inside oy b and
miust save va, doeath magic at a - penalty, Failwes
results in a messy death, and the character still
sufters Hidt points of damage if the save sue-
coeds, In either case, the doae swings shut and
anyoene inside the corridor is transported back in
the kitchen. The next person o ipent the door
begins the sequence again,

Area D: Receptlon Hall

L. This room contains a table bedecked with
elegant crystal plasses and a decanter. Eight
silver serving teavs stand on shelves around
the room. Each is engraved with a horrific
lewrking face; the eves are the Ty felays,

Adumbwaiter is sel inlo one wall. Both
s dooe and shaft are just one foot wide.
Any I'C small enough to siton the dumb.-
waiter (3 halfling or gnome, for example)
can haul on a rope, sending it squeaking
dowym to Area C

The decanter is a magical decanter of erielliess
Arine thad powrs wine at the rate of one quart
P roumd, The enchanted glasses ane wibroa k-
abile, Should anyone try 1o steal vithee, the faces
e the serving trays animate and baegin bo sing
somges aboul feasting and food, Those who fail a
save vi spells find themselves cursed with an
iesttiobsle hunger that mimics the effects of ihe
spell fesartioble thirst. As long as the affected
character can hear the singing, he or she must
continue eating. Dragging the character out of
hesaring rangee (inko the nest room, if the door is
shut) or plugging that character’s ears breaks
e effect. The trays continue ta sing witil all
the characters leave the room and the door to
ther g is closed.

Hidden behind one of the frays is a folded
piece of parchment thal bears 4 clue to aocess-
g Arcas Fl-b from this area, On il is wril-
ler: ™ The recipe for black pudding is seven
mueasures of oatmeal, two pounds of meal,
andl three onjons. Questriv.

Area D: Reception Hall ]
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2. Behind a door made of black iron, 2 skiircase
winds upward around a seemingly bottom-
less pit that radiates intense cold. Bath the
sicles of the pit and the stairs themselves are
caated with patches of ice; altempts 1o climb
the stairs suffer a 407 penalty. Thus an
unskilled climber has a 100% chanee of slip-
ping and falling.

Unless the I'Cs know the secrot knock 1o
access Arveas F1-4 (7/2/3), they fimd that
the stairs wind on endlessly, going
nowvhiere. If the I'Cs use the secret kneck oof
the door, however, the ice tempararily dis-
appears and the stairs lead up 150 feet
before reaching 3 wooden door. This door
leads 1o one of the arcas in the F1-4 quad-
rant; the area is determined random|y.

The way to reach Area H is by Slepping-or
falling-off the stairs into the pit. Characters
fall normally for 100 feet, then vanish, iThey
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are ..I..-|1.,1_-bi|u.l ety on e Mosor im Aoeea P
besicle the Dallomns; see page 24

3. This large reception hall is where Baba Yaga
J-'n-r'-'k"l--"‘ luesr manstrous |.',l.h".'-|h and answers
questions from lesser martals. I the 'Cs
hiaves conmie 1o comslt with her, she listens to
thicir ]1;'1ili|||'|.~'= bueeree.

The rooe bs divided mto Bwo parts b}' al
curtain, The main arca Bas a Ooor of gold amd
silver tiles. A clay statue of Baba Yaga stands
in cach corner. Th statwes e stadded with
hunslpedds of mirror fragments.

These are clay golems that Baba Yaga can
command feom her control room; they can
move theoughout the bl When attacking,
they have one additional ability: on the
fourth pound of their atkack, the mirror frig-
ments [loat away from the body ancd form &
whareiig, deadly circle of broken glass (
blade bagrier), ina circle five feet from the
golem's body, After four rounds, the Frivge-
ments st retuen to the body of the golem
for three rounds before they can form a bar-
rier again, The eves of the golems are scrying

relays,

Clay golems (40 AC 7 MY 73 HIZ 1L hp 50 each:
THACDO: #AT 1; Dimgy 3105 AL Ny SA Bl ar-
rivr, pste; S0 bt only by magical blunt weapons,
SR nils ML fearless {30 X1 5,000 each.

The curlain is elaborately embroidened with a
seene showing knights inowhite, black and red
armor, The knigts’ hands are chained behind
then, and they are bowing before a wizened
crone (Baba Yaga), The crome jupgles three glass
balls: inside cach is a sun of a difforent color:
white, Black amd red.

Bohind the curtain is a throne, studded with
[ peds of Precious fems. A polden brazier
filled with gold dust sits on either side of the
Do, The gold dost fuels invisible fames.

Anyone tivschimg the MNames sulfers 2dio

points damage and is inflicted with a curse that
forces that character to always tell the teuth.

When questioning characters, Baba Yaga
consules these braziees; she sees the lames turn
lue if the truth is spoken, red if o lie is old. This
effeet is usually invisible to the person being
questioned; other eharacters can only see the
color change by means of a detect mvisibility
sprell

If the gold dust is spilled out of a brazier, it
continues to burm on the loor-it cannot be extin:
puished by any normal means, [t does nol altect
any of the strugiural components of the bul, but
ptherwise functions as normal flame. 1t can be
remaved from this room if a suitable container is
found. It goes out-and forever loses all o it=
magical properlies-as soon as it s removed Trom
the hut. The flames” curse power funclions only
in this room, and then only if the flame is con-
i imoone of the braziers,

Area E: Guest Rooms

1. The outer arms of the cross-shaped room fea-
ture two sets of double doors, a single
wonden door (leading o Area K) inscribed
with o syeebol of frar, and a single silver deor
(leading to Area FL Al have excellent locks (-
20% penalty o open locks atlempls), The
double doors also are wizard locked. There
alzo four flimsy-looking wooden dooes in the
inner wills,

A rug in the conter of the room hides feur
pits from view, Each pit 15 four feet wide,
four feet deep, and sealed with a glass cover,
These oubliettes are used W imprison bother-
some puests and undesirable imruders; cach
functions as a mirror of Hfe trapping and iz
trigeered swhen a victime passes through any
of the normal doors leading 10 @ guest room
(rooms 2-31. Kol 1d4 to determine which pil
thr victim swinds ap in.

Thee victim shrinks or expands o (it inside
the pit in a cramped position: upon release
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thes victim resumes normal size but has a -4
pueralty on attack rolls for 204 rownds doe o
aching muscles,

I':-ll-l.-h I."'i-l Callk h”ll.' |,'|||].||' oy crealre: an K
occupant is freed (and appears seated on the
rug) when a new creature s trappoed in the
s pil The glss covers are immune (o
nornal blows, Bt can b Broken by spells or
|'|'|.1;|;:|,'.1| WL,

The only safe way 1 enter o asbasl rosomn [s
theougsh ils secret disor. Bl Yaga tells legiti-
b guests the secrot doors, Ofherwise, she
teicks her vietims by leading them thronegh a
trappaed dooe: she s immune G the IRTCT
amad can pass through the normal dooes
safely,

I"ie 1 contains a prroater basilisk who can
b it graee weapon through the glass cover.
e 3 comtaing g green hag who has used
bher clraeripe ~.|'.!|' .1|'u']:il_l.' ik dassiiivee e Form of &
Vo, posssand girl,
Pits 2 and - are empty.

Greater Basilisk: AC 2 MV 6 HID 140; hp 45;
PEEACH 112 0T 3 Dy Ll T/ 2l AL B 54
nide, poison: SI surprised only on a1 MR nil;
L chmpam (g X1 7000,

Marsosis (Green Hagh: AC -2 MY 12 S0 12 1D
SR THACH 1L #AT 2; Dige 1246 1-24 6 AL
MESA spells: BLY surprsed only on a1 MIE 352
AL stewdy (1113 X% -1,

1 I'Il..' ]'I..'I:.:‘ Lll.-ll'l.'l.':- Lhis .|_'|_1|:||||i|:|.“ 1y il |.;|.,'|‘.,-\. n-\...|||j]'|_-|.|_
b access Areas FL-F Broan this arca (473750, 1F the
knock is used, the door leads 1o a randomly
dditermined anea in ipueachesit F1-4.

L qques ioned about Baba Yaga's plans, e
hag cackles, "She means to spit in Death's eve.”
She bas learmed a little abowt the trap Babu "i,||.-,.1
has construd el o capiupe e, She Bnaonws that
i Lrap invidves mireores, and she Enows that
Faba Yaga captured the forces of Light, Duirkowess,
sk Twilight in the trap. I freed, the preen hag

Area E: Guest Roomes

CGiray 1Wasle

sitfempts [ooesca po aral warn Death, i the j-“-.l-.t.
that this seill curry favor with him.

Lach set of double doors is flanked by a pair
o lite-sized statues of hell hounds. The statues’
eyes are sarving relavs, The doors lead 1o two of
the cruter planes: Baator and The Gray Waste, It is
from these planes that Baba Yaga summeons many
of ber “henchmen” (baatesu and vupoloths) and
many of her evil guests, Before any planar croa-
ture can eross the threshold howoever, it must be
vited lodo se by someone inside the hut., Spells
that summon a creature from these planes cause a
doorbell e ring: the door must be spened and the
creature invited in before the cresture can stop
thromgh ie.

2-5. Each of thw=e guest rooms is furnished with a
high four-poster bed with black satin sheots
and crystal skulls atop cach post. Then: i= also
a writing desk and chair made from human
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bames, and a chandelier made of faagments of
Blod-rod cr:,':.lal. The multi-faceled, central
fobs oof cach chandelier is a scrying relay.

The writing desk in Room 4 has a folded
priece of paperin its dlrawern A note writlen in
Common reads: “Silver polish is made trom
fovur |:I-.1|:'I:1 '|_1.||-.i|'|1'. sada, three parls salt, anl
five quarts of walcer. Ouestrix,” This is o clae
to the secret knock for entening Areas Fl-.

Area F: Conservatory

This flower-shaped greenhouse is made up of a
large, domed room {30-foot ceiling) that opens up
it edgeht smaller, domed rooms (15-foot ceilings)
through a series of archways, Al he walls and
ceilings are made of leaded glass; the view
through the glass shows an outlandishly alicn
foest, with two suns and thres moons inthe sky.
[he plass cannol be broken or penetrated; it has

Area F: Conservatory

the same magical resistanees as lhe hut’s ather
walls. The doors leading to Area B and Arca Eane
il af :,:l,;:-.-. amel A pear 1o learcd ot indio the
landscape, The lock an the door Jeading o Anea E
is of excellent quality (-200% penally to open locks
attempts). The doar leading Lo Area G is miacle of
pold. It has a sis-inch-high fag in its base that i=
hinged at the top.

Each of the smaller domes contains a profu-
sinn of plants, growing in clay pols that stand
upon wouoden tables, Spell casters will be able to
find just alout any herbal component hene,
Scarchinig rooms 7 and % reveals threo stacks of
flower pots in each room. (The pols have been
inverted for stacking, ) The top [lower pot in el
stack hos o polden "7 '|1-.|':11|:|.'d an the boltom.
This is a clue left by Quesiris describing the
secrel knock for enlering Areas G- there are
four flower [ inone stack, six o= i aniother
stack, apd two in another shack.

The central room has an earthen floor (a
stone floor lavs sis feel below the surface). Here,
flowers of every description are growing-all of
ihem with bBlack Blossoms, Observant s notice
thiat a deeen of the talles E"]-ll'llh (sunflowers)
turn their “faces” toward the PCs, as if walching
them. These are sceying relays.

1f the I"Cs have heard rumors of the “black
flowers of transformation,” they may be tempted
to try to pick & flower from Baba Yaga's garden.
Attempting 10 do so immediately curses all erea-
fures i the conservatory, T he victims shrink
down to a one-ines beighit for e next 1d4 hours.
Non-human PCs may be slightly smaller or
barger. At the same time, an army of insects
altacks, These insects are normal size, but have
slatistics based upon their size i comparison o
that of the shrunken P'Cs.

Ants (3d4): AC 3: MYV 18; HD 3 hp 14 cacly
THACD 17; RAT 1; Dmg 2dd; AL N:SA sting for
34 additional points; SD nil; ME pil ML aversge
(49 X 175 cach.
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Bumblebees (3d4): AC 5: MV 6, F1 24 (E); HD
fb; lpr 26 cach; THACD 13; /AT [; r.:lul.“ 1da; Al
M SA type O poison with an immediate onsct
Frrrvies S0 oil; BAE nil; ML elite (110 XI1* A500each.

Divagronflies (Tdad: AC 3 MY 3, Fl 36 (B); HD 7
Ipe Bk each; THACD 13; #AT 1 Dimgg 3cdd; AL M
BA scoops up 17 or smaller characters on atlack
thal succewds by 3 or more, all subsequent atfacks
aaloanalically hit; S0 +d bonus 1o AC va, missile
weapons; MR nil; ML steady (12); X1 LA00 each,

The black floswvers in the contral dome ane indeed
JTeers of fragsfernation. Characters wha sniff a
flower must save vs, spells or suffer ol
odfrer speell that turns them into a random ¢rsae
(e s the table for the reicanmne spell,

IE pickind, the fower leses jis 1'|'|.'|!'|.|.' al [Frapiees
lies i Tohd hosors, Floders of frassforualion grow
oy wmder the light of their two native suns and
in their mative soil, They die in Ladd days if these
conddilions are not met. Would-be horticuliurisis
will hawe to figure oul how o duplicate the envi-
romment provided by the conservatory.

Thir garden is pmlq:-:.lm b the creatures thal
lend it=crawling claws that ereep through ils
widerggro th, prouming, watering, and weeding,
Fach lndes the form of a humanoid hand with a
it b

Tha claws slap bare skin, eathor than inflicl-
ing crushing damage. Their palms have been
treatisd with pollen taken from eri-flower fromds;
if it viclim must save vi, poison or fall into a
conna for T howrs.

Crawling Claws (200: AC7; MV 9 HD 1/2: hp 4
aachy THACH 20 #AT 1: Do L islaph: AL N;
SA trisflwer frond pollen; S1 imomune o exira
damuage Trom magic weapons, half damage from
edped weapons: ME immune to charm, contral
undleadd, hold, sleep, and turning or holy water;
ML feapless (I XY 120 cacl

Area G: Jazibaba’s Playroom

This area is the Lar of Baba Yaga's elvon cal, I
shrunken characters enter her lair, Jozibaba
immediately attacks=playing with them in cat
fashion until they have been reduced 1o half their
hit points. Triple Lasibaba's hit dice, hit points,
and damage fo represent her huge size, in rola-
ticen b the sheteitken "<,

Jazibaba is 3 dreow breed, Her coloration is
different fram others of her specics; she is a mot-
toed black and whiie, She is only partially loyal
tis her mistress, and may aid PCs who treat her
well. She knows the seerct knocks for accessing
Areas FI-4 (55403 H1-4 {377 /2); and M1-4
(572710 5he also knows thal a gnome named
Lluestrix is being held prisoner in the hut's
prison cells {Area IP),

lazibabia doesn’l koo .“n:.'tl;:in'._!' abcaut Bakba
Yaga's plan to capture Doath, bul knows that the
forces of Light, Darkoess, and Twilight are sub-
survient to Baba Yaga. That is why it is always
buwilight im the smade oom of [aeibaba's play arca.
Thie I"Cs ma vooateh a plimpse of a hl'ﬁ_‘la.ll'l.' red
knight on a red horse here; Jazibaba calls this fig-
ure as “Twi-knight"=a pun on the real name of
Twiliglst.

Like her mistress Baba Yaga, Jazibaba is quite
old-but is just as quick amd agile as a kitlen. She
dolights in cruel jokes, and takes a catlike ploa-
sure in lormenting her victims,

Jazibaba (Draw Elven Calh: AC 4; MYV 18 HID
Fa by hp 32 THACH 17; AT 3; Dung 1-2, 1-2, 1-3;
AL NE; 5A surprise, enlarge, reduce, tree, trip;
S0 ESI MK 20%; ML Elite {14); X1 650,

1. The auter wall of fhis reom is riddled with
motse holes at floor [evel; mice scurry about
undertoot. The only visible exit is a silver
door (leading o A F),

The room is filbed with the trunks of mas-
sive, living teees and 15 dinly i, like a forest
at twilight. The trees seem to have rooted
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" ﬁren G: lazihahn‘s Playroom

themselves in the floor and grow up through
the ceiling, vanishing into it All but two
v berighat pod loawves,

Che of This trees bas green leaves; a secrel
door in 15 side leads o Area M (or toa ran-
domly determined area in quadrant M40
the correct sequence af knocks is used).
Another tree has black leaves; a secret door
inits side leads to Area H (o o a randomly
determined area in quadrant FUL-3 i the cor-
FOCT Sevquenge of knocks 15 used).

Mote: Spells such as gass plitnl or dresport
pia plants simply moye the caster from one
tree in this area to another, with a L-in-10
chance af hitling cither of the secret exils.
Any charaeter who winds up “inside” one of
the trees with an exit automatically enters the
adjoinimg area (Arca H or Area by on Level
1. Chnly by kmockingg am the tree first andl then
using thie exit can Lovel 2 be accessed.

Thie listber "0 has been carved into one of
the red-lealod trees, about ome foot off fhe

P

F
]

ground. The bark nside the O has been invis-
by wizard marked with the words "Beware
Ehwe cal.”

The doors leading to cach of the ather four
roarms in this area are wizand focked . Their
glass handles serve as the serving relays.
Each door features a |.'li]1|.‘,_1.‘l.1 cab door {=ix
inches high), The rooms bevond are
rrigshutly il

Room 2 contains a soft carpet and a ol
(il withe seneredd cream.

Room 3 containg & school of sardines tht
lave been magically altered ta breathe and
swim in air; they swim out of this room if the
main door is aponed.

Foam 4 is Jazibaba’s "1n_||,'.|||:.' Foecnim anil
contains six stuffed dog heads, mounted on
the walls. Each has been enchanted with a
nagie monlly spell and recites {in the common
tongue) the details of how it was killed by
Jazilsala,

[aom 3 contains feathers, rubber balls,
wind-up miniature dragons, and a haskit
filled with 24 balls of wool in six didferent
colors. The yam is magical and functions as .
rape of entanglement. Each ball of yarn acti-
vates as soon as it s removed, entangling the
character handling .

Area H: Observatory

1. This large room is dominated by a round,

raised dais, which haolds a reclining easy chair.
The chair's upholstery is black leather, dece-
rateel weith silver stars. The stars ane set into the
leather like studs and can casily be pricd ol
they are decorative and do nol affect the
chanr s nctions

Civer the dais is & domaed '..'L'i.ln-II-I.F'- that is 10
feet higher than the ceiling in thve pest of
roam. Each of the side walls are studded
with eight glowing spheres (powessd by con-
ferral fight 5]1._~|I_-.:| that sllumingsts the Boom.
These also serve as sorving relays,
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Ak sonn a5 0 character sis i e Chasir anad
Lesaims Dack, aseam a [resars aew A5 ddoe ks
The pwos halves of the dome slide apart slowly,
Adber siv ouncs e L!L:-|'|'|:=4||'||.'|:|.:. I'uII_I.'. revie |-
ings a starry skye During the second ronnl, thae
resim Bocomies Bitberly coldd (-2 penalty to Dex-
terity-beased skills .'I||:I||.| to atiack rolls, dwe to
neimls hands). I ehe fourth eovmd £ room
lesses mosst of i air supply (PCs mosl sve vs,
paralyeation or [all unconscions), bn he sixith
rosund all lowsse objects-including the PCs—start
lov dlrifn toweaed 1 |||'l|.'|:I|i.|'|;|: al o eto of [ deat
prer vl - UI'IlI.'.‘;..‘i: ll'll:'!t' [ a wiay o stop
themselves, they drift avway inke srbess space
and eventually die.

Leravity, air, and temperature remain
mormal for the person in the chaie. 1f the
chair is vacated, the dome {akes the same
amonnt of time o close as it has Spent in
opening (six rounds il fully open).

Avsecror button is located o the widerside
oof the right arm of the chair, 17 it i5 pashed,
the dome closes in one rovnd. Aoy hang
caught betwoeon the bwo halves of the dome
a5 it snaps shot is cut in .

The dome in the observatory opens
directly onlo wildspace. While open, there is
a 3% chamee that a spoelljammer shap will pass
|1'. —miesl [Ikt'l'; ome filled with carnivorons

|II1 pirates, as described i Ehe Mons s
1".!.ru.r.|£.

At the far ond of the room slands a larpe
elohe, abowt four feed in diameter. The J':]ﬂlh_‘-
is a reliol map of whatever world the ut is
currently visiting, The continents are inluc
in gold. A secrel door in one side of the plobe
is shapaed like one of the continents. [8smells
stromgly of sap, and can be detecled by scent;
it leads to Arca O {or toa ramdomly deter-
mined area in gquadrant G148 if fhe pight
ST of knocks is used: 25006

In the opposite corner, a cluster of theee
belivm-filled balloons are tied Lo a ring set
into the floor. Each Balloon is painted ke a

Area H: Observatory

globe, with a map of a different world.

The balloons radiate strong magic and
open a magical gateway to Area O Any
character untving a balloon and holding ils
string floats up toward the ceiling, disap-
pearing into il The character floats up imo
thir stairway shaft in arca FIL room 2, stae-
g fram a point 100 fect below the door.
The character is in the conter of the shafl
amd must figure out a way to reach the
stairs, If thie character floats past the door,
thit balloon pops after 150 foot, sending the
character fumbling back down into the
shaift.

Fach timi one of the balloons disappears
pndo thee ceiling or is destroved, another
appears I take its place. The new balloon is
Biased bex thve pimge. I removed from this room,
thie balloons pap.

15




The Deadly Dance

L=

. Staircages behind seeret doors lead down b
dosar that has been bolh locked amd marked
with a synhal of hopelessness, Thae Fonn il
leads to is lined with shelves that hold a vari-
ety of star maps (invaluable oo spelljammer
pilat, but incomprehensible to anyane elsc).
Tucked in among them are a seroll of protec-
tion fronn cold, a scroll with the wizard spells
foresight and triee seeiug, and a cursed scroll
thal causes Lhe reader to suffer the effects of a
feeblemand spell each time he looks ot a starry
sky. The feeblentind elicet ends when the sun
las risen and the slars have disappeared, bul
peturns if the victing gazes at a starey sky
agrain,

There i5 also a map that has been allered
by Chuesbrix [o give & clue to the secret knock
that accrsses Arcas Gl-1 from this area. The
map {showing white stars ona black back-
ground) has been mitialed wilh the letter
(. Ch it is written fhe following: "[istance
to Sirius is two space leagues, Dhstance Lo
Eridani is four space leagues. Dislance 1o
Fomalhawt is six space leagues. All three
stars are gokden in color. Caestrix.”

Flanging on a peg near the door is a ol of
stars, A secrel door inone of the map cases
leads toarea 1.

Area I: Stalrwell of Lost Souls

Caobweb-filled stairways lead down on either
side of this area toa darkened “room™ with a ceil-
ing; Iheight of just three feet, It is impossible lo see
the opposite stairway until actually inside the
raom. The door leading to Area H is of black iron;
thier donr 'I"I'“l.““': 1o Area O s of veooil, U“L‘ﬂfthl}'
moans and groans issue up from below.

As soon as Lhe first member of the party
reaches the botlom of the stairs, a concealed
portcullis at the top of that slairway drops intoe
place. I automatically rises alter one turm.

I'Cs passing through the room below are
foreed 1 erawl on their hands and knees, and

suffer a =4 penalty on all atlack rolls, The Hoor is
aeabiened with thousands of coins, M1y of therm
ol Rusty shackles for wrists and ankles have
Been driven into its stane suefaoe.

Only by using a yem of secing or 4 Ieie seciiy
apell can the PCs make oul the troe nature of
the floor, the center of which has been owverland
with a living wall that Baba Yaga picked up
during a visit to Ravenloft, While this livieg
floor does ol initiake attacks, it reaches ot
with rotting hands te pluck at characters crawl-
ing over (L1 struck, i fights back. Each
absorbed character inside it retaliates each time
e [loor s struck,

Living Wall: AC 4 MY nil FID &4 by 210, T1 IACT
I5/13/7; HAT 4; Dimg, Ldid e Tt B S N G B R
AL CLE;SA spolls; S1; MR 205 BAL fearless (0);
K1 200,

Area I: Stairwell of Lost Souls

bis CF

L 1)
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The liviog wall is made up of three fightors of
levels 6, B, and 14, who aitack with a stort sooord
-':'.-]‘IHI. Kopvss, a0 sivond of .'|'|lerr|.-fr'rr_-,"I and a |I|i_'.;'_:..]:'r' iy
sulurisssion (same propertics as a trident of sub-
sz}, Bach fighier Bas 3 +2 bonus 1o his ini-
takive ol I,

[bie tloor also contains the co rpsi of an Sth-
level wizard, l.‘rl.'ll'l|i1'||."_ il ko east the |'q'|||;'|'|.1,':i|'|_|,'-_
speells vnce per day: Blindseess, chill towch, confu-
shod, dimcing Hehis, darkiess 15 radius, dispel
riddgdc, hodd person, fighl, wagse nrizsile, pelymerpl
ottier, sl ber, sfoae,

The dead NI'Cs Ir'.l]'rpl.'d i thae |i'|,'i;|1_|_!| Tl
knuny the secret knock that gives access 1o arcas
H1-1 from this arca (20370, bt wil] 11|1|:|,' tell it b
characters who promise to free them from their
terment. This can only be done by destroving the
wall-ar by destroving ils creator, who lives in
Eavenloft,

There ane no sceving, relavs in this anea.

Area ): Stasls Chambers

This area is enlered through double doars that
fave an excellent mechanical lock {-20% penalty
to open locks attempis) and are wizond fockad,
Insicle, a 10-foot-wide walkway with a motal rail-
ing encircles four hexagonal chambers whose
flocers aree 20 feot beloa the level of (he walkway.
Tha walls of cach chamber are mirrored. One of
the: six amirrors in cach chamber serves as a scry-
g selay: Thise mircors (both thase that serve as
seevang relavs amd these thal do i) can only be
Broken by magical weapons or by spells, '

A the center of each chamboer, Troeen in
place, 15 a black-robed figure with skeletal honds.
Each figure’s face is shadowed by a hood, while
its rowes are dusted with a glittering powder that
sparkles white, green, ned, and blue (ground Lup
ECIms),

These figgures are Minor Deaths, each froeen
ina shightly different pose, The first holds a
scvithie as if swinging il; the second i adjusting
the kool inoa bangman's noose; the third hos

raised a lomg sword above on executioner's block:
and the fourth is wsing a key 1o tighten a metal
collar {a garrote).

The Minor Deaths have been trapped here by
Baba Yaga. Each of the mirrored chambers is a
prisan that casts a permanent femparal stasis spell
upon creatures inside i, Any creature who com-
pletely enters the chamber is automatically
friseen in place; there is no saving throw,

The tenporal stasis can be negated anly by
first breaking all six mirrors in a chamber, then
casting adispel magic spell. Performing these
actions in the right order immedialely releases
any creatunes held by a chamber I reloasod, a
Minor Death ignores the 'Cs, and begsins search-
gz for a sway ot of the hut,

Set into the railing Deside each chamber is a
Brass frame with a hinged front that is engraved
with the words: “To learn smore about the tabloas
Below, please open.” Underncath this flap is a
Blank white card (o skull card from a deck of

Area ): Stasis Chambers
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praany things). Thi Birst person o ok this card
is teleported ine the scene bl (o saving
throw ) and immediately enters simgele combat
with o Minor Death. While this batlle is going
on, others who teuch the same ca ril are nod
Affected.

Characters teleported into a tableau wnd
foreel 1o figlt a Sanor Death are on thasr own; as
coam as Lhe battle begins, anyone attempling ko
prler Lhae fray or divectly atfect 115 opulionse vt
a spell, for example) finsds themselves instantly
teleported into one af the other chambers-and
facing his or her own batthe

If all the chamboers are tilled with cominat-
ants, the next person trying o directly affect a
Tkl fermpora rily vanislhes from sight and is (PR
ported into e firsl chamber that is freed up as a
reanlt of a Miner Death's victory I all the Ninor
[heaths are defeated, the characler reappears on
TR -\.]'ll.'ll. o which hae o shie \'-'ll'lih'hl_'tl.

Thireve gt eguipment or meagrical ilems inlo
the chamber for the trapped PO s an inadirerct
method of affecting the outcome, amd doses pot
cavise the Throswes Lo be teleporiaed.

During the battle, the PC fighting the Minor
Ceath is unable te exit the chamber. Adlempis b
cacape magically (for example, by wsing a felepord
=pell) autonmatically fail, whether cast by the PC
in the chamber or by onlookers.

Ui bl Slimor [reeatby bs defeated brattle, it
'-'-.1I'|i|!'|||.L"-| ||-|-'|1-| ._I.ulh, figak l'-l.'l.llrl'l -Tl.'ll.' l.'|ll'|.! .'.'II.""I.I'"- L' lt'-l-
chambier also disappears. Al this point, thye 10
will b alsle 10 leave the chamber. Chlwer charac-
tors inside the chamboer, however, remain [roden
il st e released by breaking thyie irrors andd
wsing a dispel magic spaell

ehyould The Minor Death suceeed in killing its
viclim, it dowes ot disappear. Instead, 3t retums 1o
ils original, frogen posilion The viclimm (and all
Ehae egquei panent and magical items still on the
bl vanish, having been wtterdy deslrovedd,

stinor Death: AC =4 MW 200 FILY =17 hp 33
THACH Special (never missces); #AT 1 Dmy 205

AL NE: 54 always has initiatives SD can be struck
pnly by magical weapons, immune Lo cold, fire,
electricity; M2 WAL Feeliss {200 X1 2,000,

sdinor Deaths are the phvsical manifestatiens
fom Ve Prinse Material Plane) of th force Death.
loy effect, they are Peatlv's avatirs. They are mest
aiten encountered by those whe have the 11 for-
b e drave a skull card from the deck of iy
thing=. They appear holding an implement of exe-
cution that, repardless of its vpe, inflicts 2ds
alamipee.

Oinee i has set out to kil someone, a dinor
Dheath fights until either its victim is dead or until
it s been destroved. The Minor [Teeath always
has initiative, streking fiest in each roviimial aanl
pever missing its target. In the case af dMinor
Dieaths armed wilh nodses or garrotes, slrangula-
lion damage is awtomatic: the implement cannoet
b pemoved from the neck until the Minor [eath
is defeated.

A Winor Death can be strack only by magyieal
weapons, Any character killed by o Minor Death
is wtterly destroved, and canmot b pesureecled,
reincarnated, or palsed from the ol

siner Deaths are unable to speak, and have
o s o probe.

fipor Deaths are immune to charm, death,
crfeeblement, hobd, LAy, |'I',I.I:.'I.l:|.'.-'.|I.E:IL'II1, poly-
morph, or sleep spells. Haly water las no wifect
o thom, and they cannot be beiwed o controlled
b i cleric.

Because they are inside Baba Yo pa’s ul, the
Minor Deaths encountered here cannot b elis-
|,1|_"|1t'l.i 4 'I'l..'ll'liﬁhn..'tl.

Arca K: Laboratory

[his wizard's laboratory is fully stocked with
every sart of alchemical equipment (plass
beakers, measuring scales, ministune hragiers,
coiled metal tubes, metal Lrays, el Thase imples
muents cover the four L-shaped tables, The T-
shaped table ab the center of Wi poom foatres 3
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Area K: Laboratory

Ein |

F

Samavar

=

gl
|

copprer samovar [an win vsed Tor boiling water
for tea) that stands three feel Lall, This magical
samovar anlomatically refills itseli with fresh
water when emplied-but only when standing
upright. 1 is bolied to the table,

[ the proper command phrase is used-"Hoil, my
lietle samowar,”=the wen acls as i & Ieae prelal spell
Iadd Been cast upon i, boiling the water inside.
As a backup, theee s an o1l lamp built into s
Iaze. A pem seb into he lid of the samovar is this
ArEA's SCPVERG felay

Satting, o {he lable beside the samovar ae a
dozen delicalely painted teactps, » number of tea
spoons, and y copper bowl holding sugar cubyes.
Seratched inbo the inside of the sugar how s Lid
are the wokds: "Somee sugar lor youe sweet tooth?
Chasstrin,”

The ceiling ralters are festooned with
Purmvchves of drving, Borbs, while shelves in each

corner of the room hold varous magical compo-
nents, carefully sealed in plass jars and neatly
labeled inoa sceipl that resembles the Cyrillic
alphalbed. Wizards should be able to find just
about any Lyvpee ol spell component here, although
it il bk sovvie searching.

The room has three exils. A dooe with an
excellent lock (-200 penalty to open locks
altempts) heads o Arca I and s inscriboed with a
syl of fear. An unlocked door opens onto.a spi-
ral staircase that winds down 500 deel to Area L.
There is also a set of double doors that bas an
excellent lock and are wizand locked. The doors
Bk b Avrea |

Opposite the double doors is a lacge cabime
with two doors. Al the center of the cabinet is a
tpinineg sl of el with one missing teoth. This
maggical “kevhole™ is impaossible to pick by nor-
mial means; the only way to activate this lock is
by pushing a cubw of sugar imto the bole, The
mouth then animates and chews the sugar, which
oprens the doors.

Imside the cabinet are a number of perfo-
rated copper balls, cach abowt an inch in diame-
ter and hanging from chains. The spheres
contain dried herbs, chunks of root, withered
berries, seeds—even spider webs. These are aba
Yaga's “potions”-teas that must be brewed
refore they can be used. None are labeled; Baba
Yaga can identity cach by smell. They include
polions of aninul controd, climbig, dinmd ton,
exdra fealing, fire resistance, fying, growt, inosi-
pility, spoed, treasune fding, and water breatfing,
elixers of health, maduess and youdh, as well as
teas thal mimic the effects of powder of the
hero's heart and poander of mureic dedection. There
are 1d4 servings of cach (vpe of tea, and four
paoisonous teas: Wvpes G, FL 1L and | poisons. 1
teas are selected randomly thore is a 100 chance
oof sclocting a poison,

Baba Yaga will be angry with any PCs who
plunder this potion treasure trove and will
Attt fo provent the the.
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Area L: Mechanlcal Works

1. This area is filled with clanking machinery; the
noise is so loud that even shouts cannot be
heard, There is no light source here except for
what the PCs bring with them. There are also
(1] I-l_'r_||I|IF'- l-L'I-'l !-'F-u

Thee walls, floor and 1.'L'i|il'||-'|_ are made of
bromee, and the ceiling is 10 feet high Crashing
down from the ceiling are pistons of bronae,
cach five feot in diameter. Shooting up from the
floor are jets of steam. There i no recognizabile
pattern to cither.

If the PCs move through this area, thene is a
23 chance per rewd {mon-cumulative, roilliscl
separately for each PC) that they will cither be
struck by one of the pistons (A6 points of dam-
age) or sealded by a jet of steam (Bl points of
damaged. This pereenlage should be rocluced Dy
5% each time the specd of the pistons or jels is
slowed, and increased by 5% each time the
spueedd of either is inereased (see foom ),

A secret trap door on the foor can be spatted
b discoloration of prcer \'L'l'tlilHl'i."- arond s
edges. Unfortunately, it is located directly
undder a pillar that smashes down in anirnegue
lar, unpredictable fashion=cvery 1do rounds.
The lrap door apens onto a walee-filled space
(the pool in Room 1 of
Area M)

_...-.L
T o
S

S

=

Area L: Mechanical Works

b K

i b

2. This is the control room for the pistons. s
oo is marked with a symbal the DM showld
deseribe ns a three-petalled Mower, By pulling
on levers and pushing buttons, a character
has a chanee of shulting off the pistons equal
by 50% plus the character’s Intelligence score.
If the roll fails, the pistons either speed up
(11-50) or slow down (51-00) Stopping the
pislons has no effect on thu= baest.

1. This is the control room for the steam jets, 1t
operates in the same manner as the piston
poom, and has the same symbol on the door.
On the back of the door, a clue 1o accessing
Arcas M1-4 has been written in chalk:
“Bronze is made with one part lead, five
parts copper, and two parts tin, Chiesleix,”

The interior walls of each contral room ane
saturated with an invisible, odorless poison
that damages anvone who enters the room.
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For every eound i character spends in the room,
there is a 100G chanee that he contracts a gradual
wasting malady that neduces both Constitution
amd Strength by 1dd per dayv. The character's
appetite fades amd his bair falls ot

A cure disease, heal or heroes” feast restores the
character to full health,

Area M: The Baths

Mote: I The PCs ane entering 1his area from Area
L. they lind that gravity changes as they pass
through the trap door; they are suddenly at the
battomm of the pool, They must swwim ap throwugh
10 feet of water to break the surface.

Lo The Mosor anncd walls of this room ane finisbed in
ceramic tiles that form a mosaic dopictling sea
crealures, The centerpivee of the room is its
ool wlich as entensd througsha light of low,
wide steps, Al cither end of the pool, five
strewms of water emerge from the foor amd ane
into e pool, rippling its surface. A cluster of
five ploswing spheres, (llaminated with condin-
el fieftd spedls and held in place by a feeilade
cliieet) howers a fow feol above the surface of
thee pool, Glling the soom with a soft lishl,

Lounging around 1he poal are a number of
Large frogs, These are actually quasit imps
who serve as Baba Yaga's henchmen, At the
first sign of danger they tarn invisible and
msves g pew location, then attack

Ehalna Yo has magically augmoented these
liny ereatures, giving them phenomenal
strenggth, They have triple the normal num-
Ber of hil dice, can regenerate three hit points
per o, and save as 13 Plit Dice monsters.
Instewd of a fear aur, they con cast insetiabie
thirst once por day, as Sth level wizards.

There are 13 quasits at the beginning of the
acbventure; Baba Yaga will, froam tinwe to time,
coimmae fo this room to order Ldd of them away
b deal willy IMCs whio are cousing trouble
elsewhere on Lovel 1. Each quasit has a glass

Area M: The Baths ]

lin Cs

eye that serves as a serving rolay: Taba Yapa
iy alse sengd them o other areas of Level 1
toerepladce o relay that is put out of commis-
siom elsewhere,

I, Queasit 0130 AC 2 MV 15 D% hp 51 each;
THACH 11; MAT 3; Dimgg, 12412/ 1-4; AL CE; SA
poison, insatiable thirst, hit only by cold iron or
magical weapons; 50 spolls; MR 25%; ML aver-
A (5 X 5,000 eackh.

Drue o thie Bat’s unuswal construction, the quasits
camid use their commrnane ability. They are utterly
loval o Baba Yaga out of fear of what she might
Lo clo o ihens, but may divalge some information
Lo those who can Trighten them more than Baba
Yaga can {a hard task). They know the sequence
of knocks revquired 1o access Areas G1-1 from this
area (a2 000 through a secrel door in ong of the
polden pillars, If forced to reveal the secret knock,
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a guasit covers its glass eve and merely pan-
fominmes the kiock, so that Bala Yaga doesn’t see
ooF Bucar what ivs up to,

The quasits have Bvererrn sluss v savnaes of 1he
ather secret knocks on various occasions, but
lave forpotien them due to their low inlelligence.,
Any ofher knock sequences they tell the 'Cs will
L incusrrecl.

2 This room is lined with shelves erammed
with rolled-up powvels and old fashioned
bathing suits (single-piece suits with shoet
sleevies and logs). Flididen inside the towels is
the quasits” treasure: 39d4 gems of various
valwes. If any of the PCs reaches for o towel,
a quasit immediately attacks; it assumes that
the PO is trying o steal ils leasure.

Area N: Vasilissa's Bedroom

stul lesd animasls

Area N: Vasilissa's Bedroom

This area is Muminated by linterns made of skalls
wehse eV Hh'lh.‘ with comtivgeal light :-Pl.'|| 4, Ies Fuae-
nikre i|:||.'||.||.|.|.".~'- a bad, Writ'tl:ir‘., disk andd stoal, all
painted white with pink trim, There is also a couch
and a thick carpet. Against two of the diagonal
wallz are shelves that hold 16 P'|tl.~=|1 stnaffeed ami-
male=lngt mot the wsual teddy bears. Instead there
are dragens, bebolders, displacer beasts, mind flay-
ers, harpies, hook horrors, seoepions, and gremlins,
all dlona in brighi, cheery colors, The contral eves of
thyi= b beholders |II'I|“-'I'I}':iI:'|- H rl.'|~1}'.‘-.

This is the bedraom of Vasilissa, a voung
peasant gl {O-lovel heman) who s bueen sold,
by her evil stepmother, to Baba Yaga. Sk must
sepve Baba Yaga for two full vears

Vasilissa miisses Ber lome amd hier Bwin sister
Marya, and is frighiened that Baba Yaga will cook
amcd eat ler i she does not follow her every comes
mancd. She :1[_1|_l|:|.|_|._~'. el of Bior timse (6300 in Lhae
1-|.|.i|pi.|'|.'||'|!_rI work room (Arca O, bt ean also be
|'|r|.||'|d |:Lu|_"|_'er COWLE TN, vinder her baxd [ﬁ-rl':--]-

Vasilissa is terrified of the stuffed toys-and
for pood reason, Two of them (a sis-inch-high
FPRAL I_'pi_|_;||'|. and a 1||1g~-f|.:.|.t[-|!'|i_|.1|1 gn'mlinﬁ are doll
golems. The other 14 (many of them langee: each
of the dragons is four Feet tall) are just stufted
||p!,'_-.I Bt are vrder the influence s 4 F'I‘I:'I!'I'I-'H'll.‘lﬂi
R T Ta I PRt Ty r.p;_nll. Al Balva Yoaga's command thay
can fly, Meat, and seurey like their real-life coune
terparts, with a uniform maovement rale of 12

Should Baba Yaga choose o engage the 'Cs
o combaat here, the noemal stuffed Livy's attack thae
characters with a THACO of 11, Hits do no dam-
ape, but should disteact and impede the PCs,
imposing a -2 penalty on attack rolls for one
posgapch. The stolfed [o%s ane arniier class 5 and
have only two hit points each. They can easily be
cut apart by cdged weapons, bub are not harmed
by blunt weapaons.

The dell golems attack at the same lime, rely-
ingg upon the confusion o do sneak sttacks from
below {scorpion} or above and belind {gremlin.

32




The Deadly Dance

Coolemy, Dall €20 AC 4; MY 15 HID (o hp 40 cach;
PHACDH 10; #AT 1: Dimg 3do; AL N: SA Tirsha's
srcortrellable Bideoss festglter: S12 apell imumuni-
tiwess MR oil; ML fearless (200 X1 6,000 eackh,

The exits from this arca include a sot of spiral
stairs leading up 1o o wooden trapdoor leading
o Area O) and a secrel door, made of bronze byt
has turmed green with vordigris, hidden behingd
e of Hue shelves that holds the stuffed animals,
I'hue LT | dl,'ll.l-l' leadds bo SArea b

Vasilis=i knows aboul the secret door and 1he
knock that j.'li'lu'L'h access o Arcas N -4 207175 Sha
was taught it by a “funny little bearded man, no
Bigges than myseli™ (Questriv) wlio passed
throwgh the workrosm nearly a month ago. She
trinscl it covcar, Dot was derrificd B whiat she sanw
behind the door. If pressed for details, she
dueseeibes a hallucination from Ares 52, But sinee
the exact anea dhe door beads o (with the knock)
b= aletermined randomly, the door may GpCn onto
another of the areas in cuiacdrone 4114,

Vasilis=a is under strict orders oot o wandos
thirough the hut. Bul she has, over ber two
miths" servitude, been teleported by Baba Yaga
e various arcas to clean up. She can at least
partially describe the gencral physical lavout of
the Followwing: Boom 1 and Boom 2 of Area © [(she
usiss el Kvovw aibwonat thue secred trap docr, and has
nol opened the door 1o Room 33 Room 1 and
Hoom 3 of Arca I Booms 245 of Area E (she was
sternly warned not o leave the bedroom she was
cleaning, but 1o wait for Baba gzt feleport hor
to the nest bedroom): Arca F (she was warned
reo B gk s any of The black floswersh; and Area
M she cleans up the droppings here, and was
warned not to touch the towels). Vasilissa has
never been toany of the areas on Level 2,

It the: PCs try to persuade Vasilissa o wandor
it areas of the hut where she is not preTmiEtied Eo
venture [or even to leave the hut entively) the
serving giel will protest vehemently, *Baba Yaga
will eat my whale family if 1 go with vou!” she
craes. "l i | serve her for bwo full vears, my

family will get a reveard,”

The I'Cs" best oplion for “rescoing” Vasilissa
is b iy owat her term of service by offering Baba
Yaga a suilable payment,

Area O0: Work Raoms

Vasilissa bas been given an impossible number of
tasks. She must cook e meals, weave, do the
laundry, clean the rooms, polish the silver, beal the
carpels, serub the floors-tasks that |.‘:-|'|]:|,- anarmy of
serving gicls could accomplish. Baba Yaga has
threatened to eat her, should she (il 1o complete
these tasks. Fortunately, Vasilissa’s kind nesses
have resulled in her receiving help from a number
of the normal animals who inhabit the hut, Should
II1|.1:|.' b killed, she will Bave to do these chones an
her ovwn! Thus she is strongly motivated to [rrostect
them. I found im this area (65% chanee) Vasilissa
will be directing their aclions.

L. A woaden door is set into cach wall of this
raom. A trap door in the floor leads to a
Hight of spiral stairs {(leading 1o Area M) A
lass knob, used o e thi AT door, is a
serving relay.

I This oo condains bsvo looms and 2 spin-
ning wheel. Bags of uncarded wool are
stackedd in one corner,

One of the looms is being operated by o
dozen gray mice who run with brightly col-
ored threads in their mouths, weaving them
in aned oned, These are normal mice weatl lims-
ited intelligence, ul have been teeated with
a permanent speak with animals spel] so that
they can kalk. They are daing the weaving for
Vasilizsa beeanse she feeds them bread and
jam. “Chur misteess only feeds us stale crosts,”
they say,

Thee choth an the looas radiates a faint magic;
when completed it will be a robe of seintillat-
ingg colors. It takes the mice 204 days to weave
a robe; this one will be finished in two days,
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This room contains baskets of grain, sun-
flower =g, and berries, Tiny sparrows are
swooping from one basket 1o the next, pick-
ing pelibles out af the grain, shells out of the
seeds, and Lwigs oul of the bermes.

Mormally, sorting through these [owochsufis
would be Vasilissa's job. The sparrows {who
can alsa talk) are doing the chore for her
because she gives them soft wool for thair
pests, “Ohir mistress only gives us thormy
branchies,” hey =y,

Oinee of the smaller baskots radiates a faint
magic: it contains 2d4 berries that have
been treated will a goodberry spell. Fined-
ing them invalves sorting through the entire
basket,

This room contains two large copper tubs of
water, lines for hanging laundry, and a pile of
dirty linen. The water inone of the tubes 1=
steaming hot and soapy; the other is cool.
ol (ubs radiate magic: water placed in the
first ome heats up, becomes soapy, and auto-
matically cleans any ilem immersed in it
Water placed in the second tab becomes el
The waler rinses away soap and loose dirt,
amdd it casts a memding spell wpon any iem
imumaersasd i il

A oy stands on its hind legs in this ream.
It is washing linen in the tubs. Doing the
laundry would normally be Vasilissa's job,
bt the dog has apgreed o help her becanse
she gives it stew meal. Like the other ani-
mals, e dog can talk. "My mistress only
pves meald v, sl says.,

A secret door behind one of the tubs leads
bes A |

This raain contains 3 variety of cleaning
aids=brooims, maps, buckels, geruly brusbes,
raps, powdered soaps, and jars of polish.
Amorg tem is a jar containing off of preseriu-
faorr and & mep af danarated ol fieck isimalar fooa
Bronis of weirmiateed artack, exeept hat it does nol

Area 0: Workrooms

spinaing wheed

|-\.l||I!|'|_

clalkre
ling —

5 i I

- - J

fly, and that it causes Dl puess For o6 pounds
by swabbing soap in the viclin's eyes).

A secret door in one corner of this room
leads (o Area DT has been treated with an
poidance spell.

Area I: Prdson Cells

‘This area is entered through o secret door leading
fram Area O, Any PCs captured elsewhere in the
hut by Baba Yaga or her henchmen will be
deposited in one of these cells after first being
stripped of all cquipment, magical items, haly
symbuols, and spell components. These will be
stosredd T the treasune vaulbs=Area L

1. The |:|,1||1,1,-,'|:,- in fromd of each ciel] {the area
shaded on the maplis puaided with analang
spell that triggzees a loud clangor, which sume
mns Lhie !l1|,t.|.|:4.|. in Hoom 5,
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2-7. Each cell is fromted by a six-inch-thick glass

door that blocks all spund; communication
with any prisoner inside must be by gestures,
Inside cach cell 15 a plain wooden bed with
strow ticking, o font of tepid water (2 scrying

relay ) and a metal slop bucket for waste.
Bland but sustaining food appears magically
in the cell onoas regular basis, malerializing on
a dented metal plate that hangs in the air tor
throe rounds before crashing lo the floor The
walls, floor amd ceiling i each cell project a
light that is paieful to look at.

Priscmers inside the cells are subjocted bo
magical effeets that duplicate the spells ny of
cafeetdennnd and feebdeming, Their Strength
seomes drop o 5 and their Intelligence sceres
drop o 3, Spellcasters can atlempl 1o use any
spells they have memaorized, Dut thene is a 957
chinee of failure, Miscast spells bave o 509,
chimee of barmang the caster in some way; the
DA shwmalcd Be comative seith thae resalts.

It is possible to enter a cell by wsing some
sort of telepartation spell, since the cells and
Tl by o wwithin coe aeea, Bt those entering
acell sufier the sanve eficcts described abowve,

The lass dooes af the cells have no han-
dliss, and form perfect seals with the adjein-
ingg walls, floor and ceiling. 11 towuched {(from
eilhor side) by an object they emit a sheet of
e that anflicts 13+20 J'l-:'l'll'ltri of dnmage If
tespchredd E":l,' B Ii"'i"'i: CreiLee, |:|:'||.":|.' el a joli
of electriciby that inflicts the same damage.

The glass doors are an integral part of the
hut, and share its magical immunitics. They
can pet be broken-even with magical weap-
oms=but they can be defeated by means of a
shtter vr shosd spell. The drawback is that
any character passing through the shattered
portal must save va, spells with a -6 penalty
isp sunfier Hhe effects of @ mindshatfer r-F".'”..
Victims suffer dementia praccex, and will
be totally uninterested in doing anything
0% of the time. Additionally, an alarm
sbarts to ring.

Area P: Prison Cells

5

o

A green abishad bas been pssigned to guard
the prisoners beeldd i fhe cells, 1L slumbers in
this flame-filled room, hanging from metal
rars by its tnl.

MCs "-"'"-IlkiF"I-‘. o fhe ]'|.'|'|]1-1.'.'I:,' may nokice
that the wall adjacent to this room is slightly
warm b the fouch; this alse shows up via
infravision, There s oo door b this room; it
can only be entered by such magical means
hES ||,'t|_'i1|,rr|:.1|i1|||. Anyong emioering has a M1
chanee of waking the abishai.

Avs 2o as the alaem sounds, the abishai
leleports out to investigate, It is unable to Ay
in e eramped hallway and cannot use its
b ability insicle the hut.

Baatezu, Green Albdshai (21 AC 3; MV 9; HD
’rl-z; |1E1 39 epch: THACD 15 # AT 3; ]:'I'I1;|;
Pl Beld A 13+ 15 AL LE; SA poison; LY regenera-
tion, +1 or better magical weapons to hit; MR
:'!-l!'l"..; ML, LYY ATHY I:"H: AR
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The DM s free 1o Gl e colls with umanoid pris-
omers from varions worlds-or o beave them emply.
One cell, Buoawever, 15 I.'h.'l.'ll‘l'liL'I.Fu I halils Oraestriy, a
1oth level grome illusionist, (The PCs may be
searching for Questeix, depending spon which of
thie “heockes™ Joedd thaemn into this adventure.)

Cuestrix entered Baba Yaga©s hut one month
ago, i serehy of the fabled “black Nowers of trans-
formation” (which he found in Arca F)and the
ecalers of life” But before e conbkd Ao these magi-
cal waters, Questrix was captured by Baba Yaga and
i|_11p:i._-.|_|||..|_'|.! i Raowoam 7. Fle nonw pesslizes D Eoolish
fre v o Ly’ R steal fromsucha powerful wizand,

Ouestrix lost everything (o Baba Yaga-his
spell Biwiks, his magical ilems, aned any treasuare
he carrivd. Despite these losses, he now only
wants 1o eseape the hut with his Bie. He will only
ageree Lo po adventuring willy e POs 86 they
SCEM sRONg, BT | Compeent,

Ouestrix has explored all of Level 1, aml if
asked can lead the I'Cs on e most dieect route
out of the Inat, He has also visited several of the
rooms of Level ® (Areas Fl, P2, G GA, T ML
a4 and can give a general desori ption-minus
the tricks, teaps and secrel doors—od each ot these
arcas. He knows the secret knocks required o
access Areas FI-1 from Arca B (37540 and Area
E (4/3/5) to access Levels GL-4 from Area F
(-6 20 el Agea H (20806); o agcess Areas Bl1-4
from Aaea DTS2/ 30 and to access Areas M-
from Arca L0052 and Aorea N (271750

Ouestring AC 72 MV HD 10; hp 28 THACO 17;
AT 1; Dmp by weapon; AL NG; 5A spells: 51
:-'.r.u_‘-llg.; Str UL, [Jex 16, Con 15, Dok 16, Wis 12, Cha
15; ML wnsteady (7).

When found, Questris has the following spells
memoriecd: 15t Level: clige 5o spooks venrriognsns
ndd Lewel: s dewfiness; mnrmer ineage 3nd Level s
ilafity 100 minedines; team; avnaitfifors Ath Level: renienloget
piather; pacancy Sth Level: advasced illision; fulse
srisiorn, He cannot se-memoriae 1is spells without his
spell book, which is in Room 2 of Area FL

Tempo: Moderato

Level 2 is inbomded for chaeacbers of at Least 1300
liowasl, M |_1.-.1_-.-;'|.1,'4|:r|_|;~'. ar =eerel knocks ane |'l.".'|“.“"."1
{or mowee from one area to another within the
sme quadrant {our areas with the samae letter
designation), A secrel knock is required bo pass
Fronmn an arca in one quadrant Lo an aneain another
(or example, from Arca Gd 10 Area 1) A pass-
woard i sequired b acdess aeas on Liwerl 23,

Unless slafed ot hiersw ise, all walls ane stone,
all ceilings are 15 feet bigh, all doors are made of
waood, and all roams are L by lanterns or cande-
labsras that hang from Bue ceiling,

Dhooses Leading to other quadrants on Level 2
can b identificd s |hl-'}' wore o Eise First lovel,
]1:,- L I::n,-'PL'- of metal wsed T iheie corstruction,

Adl maps arce at the same seale: ome sduan =
10 feeel.

Area F1: Llbrary

1. This room has |"|1|1||:-I!q'l-n.'l.'ilill;..'I bk isies,
accessed by two ladders that roll around the
|_ﬁ|_-|:'§|:|m_l1_1:|' of the room on tracks et into the
floor Two large 1ables aee covered with open
boarks. Three I,:l!.l.i.ll waaoden doors lead out of
e rooamn.

The room is lluminated by an pnmense
chandelion The round, cut-glass foby of the
chandelior is a serving relay.

There are thousands of books in this room,
written in o multitude of languages. Many
are froom otlwer worlds and cover :~I.I|1pl.'t'|f.‘i thuat
Wi i.|'|.|_'|_'||11}1r-|:|!n'|'|..~'-i|h|1: o Ui [PCa (ouclear
E1]'|_l,'~_-.'||_'_~'.. {'!,'I_I-l_"l'lﬁl.'l..ll.'.‘l-. L-l_'Lllll.'u;_l,:'.' af alien erea-
tures, ele.) The "books™ take many forms:
papyrus scralls, clath-bound books, clay
lablebs-eviery .;4|:|:|'||'lul-cl'1.|.'l.~i]~1:~!

The vast majority of the bosks are non-
|11.|.:._!|i|\;f||I Brut Lo Boal thieves HBalsy 1'I'-'I-|.:,-i Bias
cast Nustul s mergical anra on several docen
tomes. (Thee DA showld make apoa list of
cnticing fitles, ) Also in the stacks are a
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Area F1: Library

i E tix FX el

—

el of Bodely health and a cursed manaal
of ot e ameboeds, Lying open on one of
the tables is o book that gives background
information on the four “forces of ultimate
evil,” fowur “forces of ultimale good ™ and
the trilogy of forces knewn as Light, Dark-
mess and Twilight, (The D& showld sum-
marize the information on page 3.) Inside a
secrel drawer inone of the tables ane a pair
of magleal spectacles that work in the same
mianier a5 & frelor of canprefding Sngiges
innd reailingg pnayic=but without the ability wo
understand magical writings. There (s also
a fems af speed reading.

This room is protected by an aerial servant
who has been ordered o anack anvone who
damages o book or tries wo carey 2 book from
this area. Onee it has recovered the book, the
acrial servan| ceases its attack o reshelve the
bsciiaki.

Aerial Servant: AC 3; MV FL 20 0A FID L hyp 75;
THACH 5; 0AT 1: Drmge Salel; AL N;S5A surprise,
slrangulation; SO invisibility; ME wil; ML el
(1) KT 4,000,

Tl

A secret door near the top of the shelves
lewds o this room, in which ane shelved the
mvagical tomes stolen by Baksa Yaga from wie-
anls on many different worlds, If amy wizard
PCs hawve been captured, this is where their
spell bovks will be placed. Within this trea-
sure trove can be found dozens of books con-
tainang spells of every description. One of
these books is marked with the letter “0"
and belongs to the goome illusionist
Chaestrix,

This room s protected Dy a oicincy spell
that makes the shelves look empty, noaddi-
tiom, cach of the Books is protecied by vither a
Fiee drap (1ild+25 points damaged, a gleph of
reetrdiene ihat canses blindness, or an eoosdarce
spell. Each trap must be dispelled scparately:
Ao weingg o despel s spell o a book has
a S chamoe of erosing thae spells inside it

The secret door o this eoom i< at floor level,
ared is weezand focked and protected by a spnbol
af fesanify. Inside is a able and chair. A map
of Area Gla is spread out on the table, along
with some books and papers, The map does
nol show the doors, and is ibeled “Lower
Section of Death Trap,” Atop the i dheere
are fwo pages torn from spellbooks, pages
avve the ensmrneniend and gake spedls inscribed
upon them,

Loose papers under the map contain noles
on aupmenting the pricst spells conmnnd and
negatine plaere protection, on e planar connee-
Lo of a srirrar of seertal pesneess, and o the
prossabilities of constructing either a iwarp mar-
e of gigantic proporlions or an “inverted”
aell of ey sworfds that is open o every plane
simultaneously. These notes are incomplele;
splls may mod boe cast from em
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Area F2: Art Gallery
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Thie table also holds a book entitled Tlee
Chpe Thagesaed Nvwes of Deaddr, 1t contains a list
of the LO0DD different names given to this
[T,

Area F2: Art Gallery

Tha oasteer wall of this carridaor is p:ui:ntml
with a weap-around winter scene: people in
Fuar hats, and heavy coals.

Twao single woaden doors flank a short
staarcase, The door leading 1o Area Bl is wie-
ard locked. The stairs leads up Lo a sct ool
double doors 1hat are sealed with ornate
locks sef with tiny mireors. Unlocking {10
dooes brigpers a glillerdust spell that coats
everyone on the siaies with a glittering gold
deist that 1asts for 1dd+ 25 rounds (revealing
invisible creafures) or until dispelled.

The double doors at the lop of the stairs
are dimensionally folded. A characler [oks

pa

ing through them sees aomirmor image of the
art gallery, Any character passing through
thoem must save va, spells. A successlul roll
means the character merely steps back
througha fold i space into the original art
gallery. A failed roll traps the PC inside one
of the paintings in Keome 2 as though held in
a neirroraf B drapprvie, The victin s visible in
the painting, amd coan be sel free by carefully
cutling bim out of the canvis with a magical
blade tany cuts ko the person inflict full
damage, a= por the weapon used), or by cast-
inge adispel peagde spell onothe painting.

The inner section of the arl gallery contains
four stataes that look exaclly like gargoylos.
Thay have bewn treated with permanent ferie
fire spells and glow with a light that shifes
between blue and vielet, Their eyes ane scry-
ings relavs,

The statuaes are merely o disteaction Erom
the neal danger: the magical paintings on the
walls, Two of the paintings are landscapes
(unless a PC has been trapped inside one by
passing through the dolle doors in Boom 1.
The other cight paintings are portrails, each
depicting a different humanoid: a bearish
vugoloth; a green hag (Maroosia, described
in Area E); a bearded groame ina red Telt cap
(st described 1o Area M) a figure inan
excoutioner”s hood G minor death); a young
pirl (Mya, the seevant who preceded
Vasilissa); a drow elf; an oggre; and a kobold.
Each painting 15 et ina solid silver frame
sworth 200 g

If anyone stands in front of a portrait (o
view it, the painting gradually changes over
T+ romnds so that the porteait looks morne
and more like the person observing it. This
alteration 15 permanent unlil another person
views the painting:.

There is a 20% chance, per change (non-
cumulative) that the painting produces a
clone of the person viewing it The clone
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sleps out of the painting, leaving it blank. It
is an exact duplicate of the original, and car-
ries the same weapons, anmar, equipment,
and magical items. The items disappear if the
clore is killed.

There is o 90% chance that the clone will
immedd iately try to destroy the original per-
son, If there is ne immediste attack, the
clone should ke handled like an NPC by the
DAL This NI'C will always be rying to con-
vince the rest of the party that it is the “real”
person, and may urge plots against the
actual [,

One of the paintings hides a secret door
leading 1o Arca FLL

Area F3: Alternate Reallty Tokyo

Lhis ares takes the form of the modemn Earth city
of Tokyoe, shrunk te a scale where a 3-story sky-
scraper is abowld five feet tall. Tiny homes and
pagodas dot the landscape, and the average city
inhalbulant is just one inch high in comparison to
the 'Cs. The serving relay for this area is a rotat-
ing radar dish on top of one of the skyscrapers.

Three dowrs seem to hover in mid-air one
toot abave the ground. AL hree are made of
wood bul one (leading o Arvea G) has a handle
madle of gold. If the propor sequence of knocks is
used G0 3p i gives access to Area Gl

A gray mist forms the “walls” and 30-fool-
high “ceiling™ of this area. This mist is the Ethe-
roal Flanme,

[Eampaging throwgh the city is a lizard like
crealure that is tearing great chunks out of the
buildings, [n relation to the PCs, it is aboul six
tect 1all. Tiny figsres flee in terrore from i, while
tist-sized metallic “bectles” (tanks) shoot tiny
projectiles that bounce off the lizard. To them, (he
monster is 430 feot tall,

IF thir I'Cs merely wakch Frooe a doarway, the
lizard ignores them. Should they step down into
the city, however, it immediately attacks this new
theeat, The PCs remain at their eurront size; Lo e

Area F3: Alternative Reality

inhabitants of Tokva, a six-foot-tall human PC js
a 4H-foot giant. Unless they are careful, the P'Cs
will squash dozens of innocent civilians with
each step.

Besides iis phvical atiacks, the lizard has a
triple-ticred gaze weapon. On the fiest round it
acts as a ray of enfreBlement. On the secomnd moumnd
it acts as a oo of colil, inflicting 1d4+20 points of
damage, and from then on fires uagic missile at a
rate of two per round {one from each evie) Thint
conse H+3 damage vach,

IF the lizarsd is reduced to one-quarter hit
points, it lnmbers off ito e mist. Withowot sone
magical means of eoterimg the Ethereal Plne, the
PCs will o unalle fo follons,

Giant Lizard: AC 5 MV 15; HD 12; hp 58; THACH
9; RAT 3 Dmp Lda/ 1da/5d8; AL NE; SA paee
weapon; 5D nil; MIE 205 ML steady (12); X1
AT,
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Area F4: Fountain Room

Yellony
1w Ly

ar L}

Especially diabolical DAs might want to have
Baba Yaga teleport the FCs here while they ane
still suffering the effects of being shrunk by the
magical flowers in Area F In this case, the liwcard
receives a +4 bomus to armor class and hit points,
has triple hit poinis and attacks for triple dam-
age; it has me g weapion, lawvever.

Area FA: Fountain Room

This arca is filled with the sound of splashing
wnter; characters must shoul to be heard. A foun-
tain dominates the cenler of the room, A p».:nul at
the base of the fountain is filled with mualti-col-
ored water. Rising out of this pool is a stone pillar
whiose sides have been carved inlo seven
monstrons heads, ol of the mouth of cach bead
springs a stream of colored water of a dafferent
color: red, green, indigo, orange, violot, blue, and
vellow. The streams arc up into the air and splash

inte metallic grates set inte the floor, where the
water drains away.

Each of these streams of waler has o different
maggical properly, effcctive when the recipient
atands on the grate. The red spray restores Sd 1
hit paints. The green spray con neairalize poison,
[he indigo spray can cure insanity. The orange
spray can regenerale missing limbs after 2d4
turns of immersion (or one el i the severed
Fimbs s touched to the body ), The vielet spray
offers negative plane protection, The blue spray
acts can restore to flesh a creature that has been
turned to stone. The yellow spray cures discase,
dealness, or Blindness,

Anyone drinking or touching the multicol-
ared waler in the contral pool must make up o
seven saving theows (rol] LS, treating a Basa 1)
after determining haw many saving throws are
iecessary, the D& should choose effects from Lhe
followw ing list:

& Doup g :1E"||_|"=|. o =aaf for i E:u.li ks of e
age.

s Save vi, poison or suffer the effecls of Tepe
Peakson.

Save va, spells or beoome insanc.

Save v, spells or lose the use of one limks

wehich withers.

B S Vs, 5]_1u||_-;. or lose one point of Sirenglh.

»  Save va. potrification or e tumed Lo stone.

» Save va spells or be struck by disease (0]
3%, deainess 13-1--I'm"..b, aF blindness {67 -
(.

The waters gain their powers by eyeling through
the fountain; any waler removed from the foun-
tain immediately loses its magic.

Tha eyes of e monstrons faces on dhe E"'I“ql-l'
serve as scrving relays, Baba Yaga makes fre-
quent use of this fountain (and partakes of its
healing, if she is injured). She does not take
kindly to strangers using it, and sends her pit
fiend henchmen from Area G1 to deal with
intrwcors.

A secret door behingd the vellow ("gold™)

40




The Deadly Dance

stream leads fo Area G T the proper sequence of
knowks is wsed (476520t 3'I'|.'l|."'~ access o Ares G2
Asecond secret door, bebind the indigo steeam,
leads o Area F2 This door is wizard lockod.

Area Gl Plt Flend Lalr

This area is extremely bazardous for Cs 1o ven-
Bure into, Daoth hecavse of its matural hazards (jols
of searing-hot flamc that erupt from pits in the
Hloor} aod becawse it is home 1o four pit Biends.

Al “rooms" in this arca take the {form of
rongh-Biown stone caverns wilth 30-foot-high ceil-
ings. The only illumination is from the jets of
flame, which burn with a phastly red light. Each
indlicts Ldd points of damage to those who pass
within 20 feet and 2d4 points of damage to those
who pass within 10 feet, [mmersion in the flame
causes 1die 13 points of damage.

When not serving Baba Yaga clsewherne, the
pit iends while away the hours by playing a
pame of tag using firchall spells. From time 1o
time, one or moere occasionally vanish from sight,
havieg used rurproeed Broisi Flan'rru lo sncak up on
the others. When they got bored of this g,
they wse an wdwaced ilfrasion spell to produce an
image of morlals woeshipping and wailing upon
them. While plaving, the pit ficnds leave theie
clubs Iving against the wall in Koom 21

One of the doors in this area is of rusty red
iron, and leads o Area G330 Onoits haod e,
inscribod in by letbers, s a verse, writlen in
slrange characters. (1 will necd o be translated.)
This isa clue b the " password™ that gives access
Ls Avreas GaAa-cr o its translation and sololion,
=i the inside cover.

Anotbier door is silver, and leads o Area F—or
s Aceea F3 Al the proper sequence of knocks is
used 154730, The third door is of black sron and
leads b Area H-or 1o Area HI B the proper
sequence of knocks is wsed (3/7/2) This deor is
alsoowizard locked.

Using ihis area o pass to another is highly
dangerous, due bo the pit Bend’s ability to debect

Area G1: Pl Fiend Lair

fae-dilled pils

to Far £

[E4] t'._'l
o Ghaee

ircisibdity andd defecd magic, There is a 200 chance
thal pne pit fiend will be whichever room the 'Cs
enter (Koom 1, 2, or 3). Fortunalely, the noise of
the pit fiends' lag l.,.u'm: amd the .-.hmIL:u.-. & cast by
the flickering jets give a +153% bonus Lo any
altemipts o move silently or hide in shadows.

The pit fiends are Baba Yaga's henchmon and
do her fighting for bee. 1§ Baba Yaga observes
thicves or vandals clsewhere in the bhoi, she
orders one of these pit Bends W leleport fo that
ared and deal wilth the problem.

Each pit lend caeries a dimensional key (o
broneed chicken foot) that allows it Lo teleport
bBebween areas. Each also wears a collar around its
meck made of magnetized stone. Should the pit
tiend disobey or betray Baba Yaga this collar
tocuses an instantaneous disintegrate spell upon
its wearer. The collar can be emoved only with a
wish spell, which furns it to dust. Should a |'-i|:
ficnd ihus be freed of its servitude, it makes its

a1
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Area G2: Escher Stairs

po B ae B

A Wi

fo 03 or Gla-

way to Arca B andl exits o Baator,

There is no scrving relay in this anea.
Sote: The pit lends ane wnable 10 use their gale
ability inside the hot.

Baatesu, it Fiends (40 AC -5 BAY 15 FI 24 (Ch
HD 13; hp 61,65,71,64; T 1ACO 73 #AT 6; Dimp
Pl S 1A S 1de S Ldi f2de S 2ds: Al LE; S ‘.i'|'ll|.‘||-.‘i.
poison, constriclion, fear aura; SD repeneration,
bali damage from silver woeapons; R 507 ML
fearless (20); X1 21,000 ek

Area G2: Escher Stalrs

This area is designed to confound mapmakers. 1t
consists of a cross-shaped room with a plain
wooden deorway at the end of each arm of the
cross, Between the arms, slalrcases [ead diown
it el prkness,

s matter how the PCs enler, they slep prka

fhe room throuph a plain wooden door (hat floats
al this cenler of the froom, ooe oot off the oo
This magical door cannot be wsed as an exit. A
amall, round glass window sepnto the door 154
serying relay.

Anyong opening anc of the other four doors
finds a staircase that leads up infa darkness. If the
ataircase is followed, it leds o the original room
after 200 feel, Conversely, anyone duseending one
af the staircases belween the arms of the cross
eventually arrives, after 200 feet, at a door that
leads back into the original resm. Staircases thal
correspond bear thee same number,

The middle 10 fect of cach stairway (500 foet
i irom either of it bwo ertrances) is filled with o
magical darkness, & Nl e dispel g i spell will
clear 20 feel of this darkness away al 3 timis-hul
the darkness returns after 24 rounds,

Only by clearing the darkness or searching
Dy touch can the exits from this romm be found.
There is a silver door leading o Area F (or Area
Fd with the proper sequence of kmpcks: 54/ 3) in
stairease 2. A branze door tur nod preen with
verdigris leads Lo Area &l for Area M1 with the
proper sequence of knocks: 372/ 1) in stairease L

A plain wooden door in Staircase 3 lewds 1o
3. Aroundd its door frame is inscribed a verse,
writlen in strange symbols. It sl be transe
lated.) This is the clue o the "pa saword” that
pives access o Aneas Ca-c: for its translation and
colution, see the inside cover,

Area G3: Orchard

This area is an orchard with apple trees and a
twoe-foot deep stream of cream. The first five fect
of each bank of the stream is made of pudding:
anyone stepping inte it sinks to a depth of six
nehes before finding selid purchase. Tharie are
seattered bushes and rounded bouldees.

The areq is enclosed by a ring of lurricanes
foree winds that have three times the power of 4
st of wind spell. (The air inside the orchard
iLsclf is still.) Anyone venturing into s winds
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is hurled back 1d4x 10 feet, and suffers appropri-
ate falling damapge. The winds also form a “ceil-
img" 30 feet above the orchard.

Al three points in this swirling miass of wind,
a distinet vortex can be seen. These are the portals
to Areas G G2, and G4 they deposit anyone
stepping into them into those arcas. Each is pro-
tected by am araidance spell, which must first be
overcome before the portal can be ased.

The cream stream and pudding banks are
guite edible, although overly sweet. Five of the
apple trees ane pormal, and bear cither red, green,
or palden fruil that is non-magical, An eve-shaped
Lnaotbede i each bree serves as a scryvingg relays

The sixth tree has a blue ribbon tied around
one of its branches and boars magical apples of
Al theee colors (1d of each color). The red apples
am this tree act as pedions of ortality, the green ones
act as pafrens of speed, and the golden ones as
philters of love, Eating an apple takes 1dd+4

rounds, Meked apples remain fresh (and mag-
cally viable) for 1d4 days.

This apple tree is actually a young treant. It
reacts vielently to evil creatures, and actively
moves pway from anyone trying o pick ils fruit
It must be talked into giving its apples up {vasy
for a parly that says they are enemies of Baba
Yaga, whom the treant hates for imprisoning if
bered). The teeant would love to escape the hut,
and will coosperate in any attempt to free it

Treant: AC 0 MV 12 HEF; hp 36; THACD 13
AT 2; Diengg 28/ 2d; ALCG; 5A animale normal
trees; S0 never surprised; ME nil; ML champion
(N5); XTI 2,000

Thie ather inhabitant of the garden s ya, ihe ser
vant girl who preceded Vasilissa. lya disobeyid
Baka Yaga, and sniffed one of the black flowers m
area B As a result, she was polymoephed inlo a
talking hedgehog.

Baba Yaga couldn’t bring herscli bo kil the
girl for her disobedivnce, and instead foound
another use for hee She has imprisoned Dya here
in the archard, and calls upon her from fime to
time to pick magical apples for ber (ya is the
omly one the treant will allow o pick the treanl’s
apples; she befriended it by giving it her only
pusscssion-her blue satin hair ribbon.)

[y has existed on a dict of apples, pudding,
and cream for the past year, amd 15 very fak. When
the PCs aprive in this area, she immediately hides
in the nearest bush. She desperalely wants Lo be
turned back inte a litkle girl again (0-level
human, bul is wary of strangers, She would alse
like to eseape the hut, but is terrified that Baba
Yaga will kill and cat her-cspecially alter her
remarks that lya has grown “fist and juice”

If the PCs help her to escape the but, it will
turm eut that llya is the daughter of a powertul
ruler. She herself does not realize that she isa
princess (she was swappued at birth for a ser
vant child by a vindictive nurse) but her true
parenis have just learned this fact, and are
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searchingg for her.

Hya knows about the scryving relays in this

e, anad Alfempis ker cavibroan Lhae POs abosut themn,
alamaled |||.|=:..' sbarl ki ﬁpv.'.ll-. of .1i~.lin;.: Teer, Shae can
deseribe the general appearance of most of the
areas on Level 1-but not their seeret or magicl
contents, She doos not Know any of the seceel
knocks.

Hedgehog (Hyak AC S MV HD /L hp 2:
FHACD mil; # AT mil; Dengs nily AL LN SA mil; 3D
pily B mil; ML unsteady (60 X1 nil.

Area Gd: Stables

L.

Al the center of this dimly lit room is a buge
pile of silver shavings (total value about
AL gpd. A horribly twisted fgune with the
face of & dwarf, tail of a rat, elawed hands of a
Lsirad, anal :.:I‘.j_'!.'i-_wll.. avakelike skin is shoveling

Area Gd: Stables
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this treasure in through the open door of ene
ol thie horse stalls at the rear of the room, The
doors of the stalls on edther side are secumely
shut; a bright light shines through cracks
around the edges of the door on the Lot

A set of double deors at the opposite end
of the room features excellent locks (-240%
penalty on open locks rolls) and aee addition-
ally barred and sofzared fecked, Beluiod thioe
lies the Ethercal I'lane.

A wooden door banded with strips of
Bronee thial has turmed green with verdigns
leads to Area M {or 10 Area M3 the proper
sequence of knocks is useds 372710, A
wooden door banded with steips of black
iron leads to Arca H for o Area HE with the
PIOPCT Sequence af knocks: 3,07 020

A seerel door, hidden behind a dusty sad-
dle cloth that hangs from a peg on the wall,
leads to Area O3 A verse has been crudely
carved into it in stronge characters. (1F musi
be translated.) This is o clue o the password
that gives acoess bo Areas Claed; 108 its trins-
Lation and selulion, see the instde cover,

A broken chunk of mirron, propped agains|
the opposite wall, is o scrying relay.

Thee figuee doing the shoveling is Jolnag, a
Broken one. Fle was once an evil duergar
fighter who served Baba Yaga as a Bodyyard
when he was caught pocketing a portion o
her wealth, Baba Yaga experimented upon
him until he bocame a braken ose, Now e has
been assigned o tend the stables—a sk be
considiers oo lowly for a noble fightor.

Jolnag has retained his hit dice (he was Stk
level) and THACD, as well as his ability to
civsl endargement or invisibilify upon himsalf.
Fle also retained the duergar sepsitivity 1o
sunlight. As a broken one, he regenerates one
hit paint per round.

If attacked, Jalnag (lees info Room 3, and
lets its occupant (a nightmare that he has
befriended by feeding it oxbra silver chips)
chis Kl fighiings,

44




The Deadly Dance

Jolnag {Broken Onel: AC 3 MY 9 D% hp 51;
THACH 13 AT 1; Dong 1d-4 Tdd {elaw Selawd or
2k (shosell; AL NE; 5A nil; S0 negeneration; MR
vl DL steady {115 X100,

Jalmiegs knaows what the stalls contain (the night-
rvare meunds of thie forces of Light and Dark-
nessl, I inbimidated imto talking, he can reveal
that these forces have come to pay homage fo
Ealva Yagza, whioe can summamon them at will,

fordavigy also kmawes all thie secret knocks
respuiresd bos access Loevel 2, but claims that be can’t
renembaer themmand necds tobe in front of o partic-
ular dlowwr sor thak b can count the numboer of
serabcharss om s handbe and thos know e secno
krock, £ Dbl Toess thwere ome seratelhes on some hane
ellies, et dhey are complietely warelated 1o thae secrnet
krwc ks Jorlmnangy st 1) el s bt Liv esscopne from the
"Cs, perbips running over toos serviog relay and
shoutiog For Buelpy frosm Baly Yogsa, 17 shas's ina gosod
o] she just migght sk one of the pit fiends from
Area B o Bebeport in i assist Jolmsg,

Tosbevargy buns mewveer bisen tov Level 3 amal dioes
mod ko ibs passwornds=but be can speak and
peadl Baba Yagza®s nadive linguagse,

2. The dowwr for this stall is sevwrely shol, Inside
i the maount of the foree Light, a nightnre
that glosws a brilliant white like the sun, Its
saeded lee vl Trappinggs are also white, and tiny
whiabe Mames Micker Tram its nostrils, The
flagzstones of the floor are smeldenng whore
s Powwass v boched thaam, The niglils
mare has physical form now, ot shoald
Lageht mwnostond o1, thae horse Becomes as insuakbs
stantial as asghusl,

F Thee eloowr g thas stall is open, Inside is the
riceanl osf Ele foeees Dharkness, a nesghtmare
whase coat is an inky Black (hat secms to
abisarhy all light. s sacdcdle amd grapprings are
al=o Black, andd oy black Mames ke from
ils mostrils. The flagsiones of the Moor are
siviceldering where its ooves ave towehaed

them. The nightmvaee has phvaical form nos,
Dost showeld Darkness mound it the horse
becomes as insubstantial ys a ghost,

4. This stall is empty, Those who look coarefully
at the flagstone floor <an see that it Bas boof-
privs Burmed into it A single hosseshoe that
tlowes wwithy a faint sed light les an one of (he
COTTICES.

Mightmares (21 AC =1 BV 15, FI 36000 HED 6+h;
hp 37 each; THACO 17; #AT 3 D
Pddea-b/ Tedbea 7 2d4 AL NE: SA Durning hooves;
S0 paralvzing cloud; ME mil; ML elie (143 XP
20 each.

Area Hi: Baba Yaga's Bedroom

This area has been Built on two levels-a lower,
sitting room, and an wpper bedroom. Twin flights

Area H1: Baba Yaga's Bedroom

12 [}
Bor i v 1] to H2

15
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of stairs Fise 15 feet 1o (e bedroom. Ceiling
hsight in the boedroom is 10 feet, and ceiling,
hwigtht over the silting room is 25 feet.

Thie sittingg roanm is illuminated by a larpe,
rounided Bay window 1that has a seat byl
it. Thee view (which gradually changes, as if
an aireraft-mounted camera wore panning a
landscape Tar below) is of whatever world
thas bt s currently occupying.

Toy axiqbyior sicdde of thie '|'l.'I!|.' window are
wolen doors Ooe, has o glass hoandle, and
bisanils e Avpea 1Y The other, which has a hans
dlis of pure gold, leads either o Area Coor
(with the proper sequence of knocks: Z7476)
o Area Gl

Ther sitting room 15 also urmished with bwo
conehes and v rog whose pattern forms a pors
frait oof Baba Yapa's face. (The eyes ane scrving
relavs.] Belund one of the couches is a secret
disoer ]-l.:..l:iup, b Acrea FI2. [ is both e ziard
ekt il aarked with o sybol of sl

This wppeer area, or bedmoom proper, bas an

ornale Towr-poster bed covered with a firaf

aovirnptle, an onval table, andd a comiortabsle anm
chuvie, Thee Batler finciions. as a Fug of soeefaere
Jmy, ibs winp-shaped armas closing inowponanys
one wha sits in il fescept Daba Yaga).

Mearly is a triangular vapity table with o
mirrar On thee vanity are 20 periume bottles
ol varions =\.||.||]'u.-.=\. and sizes. Most of these
hisld erdipary seenl, but two hold magical
P._'rl'u.mL*-\.—uuu.lur.-J of efreains and corradfed devlly,
Anvone opening one of these bottles must
save va. apells or suffer its magical effects,
Adso o the table s a bottle of clear |i1.|llil.|
with an evedropper lid. This is a saloe of far
sy for thie Megative Energy Plane.

A secrel deywer in the oval table holds a
map (ool Avrea GAb-munus the dooes) that is
Labeled “Middle Section of Death Trap."” Also
in the deawer are three pages torn oul of
:.pulll_ru sk, ey witl a dilferent wizard !1|:'IL'|.|.

Area H2: Treasure Vaults

B

fa HL 1 Il

gigit

1o B3

L Lnd

Tl v Lk JIRpERISOaR e feranprowat] stiises;
andl Line shge,

There are also notes on how o amplify and
exlened the priest spells reverse lime; timies
Leasmeass: and withd e, The notes ane incom-
plete; spells cannot be cast from them.

Fherre 850 100 chanee ot Bala Yogea will
[ai= inn 1 his aren when the 'Cs entor it Others
wise, she may be walching from her control
roou, She deals harshly with those who
inkrude into this privale sanctum, teleporting
o Area G and returming with the pit fiends
{0 Loss e inteeders ol

Area H2: Treasure Vaults

[n this wellguarded lreasong, Baba Yaga stones the
wsalthy that she has accumulated in ber travels (o
hursdreds of differont worlds, Each room haobds the
cypuivalont of one million gp wornb of ieasune.
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The vaunlts are guarded by a greater yugo-
loth that has a beae-like appearance and that is
utterly loval to Baba Yoga, I attacks intruders
o sighit,

I addition 1o its wsual powers, this yugalath
can cast mirear inage once o dav, with the LaRE it
ability for the mireor images o move indepens
dently of the real yagoloth (for example, moving
1o Block the entrances o the vaults while the real
vugoloth fighis). [t also is immune to most mind-
aftecting attacks, as if it had a permanent sind
Plank spell cast upon it.

Yugoloth, Guardian, Greater: AC <1; MV 9 F] 0
(0 HIEY 1 hp 38; THACD [1; #AT 3; Cringy
Td T BT 112 AL NE: SA fire breath: S
immine fo charm, fear, hold, ]111]1.,1“._'.“'.]-.‘ _.,|w.|:.
spells, bal anly by +2 or Better magical weapaon;
MR 2505 ML Fovenntic { 18): X1° 11,000,

Lo Thas vugoloth stands at thae exact conler of this
rosen, s liene it can wse its Mefoot-long cone of
fire reath aeainst thicves without fear of
Baremang the valuables in e vaulis., 1 foeced
to attack a character who has entered a vault,
the yuggalonh atlempts 1o deages the PPC back into
this roomm, where the fight can continue with-
out fear of breaking any valuablos.

Al three doors leadimg friom this arca are
wizard locked. Additionally, the door leading
B Ay M1 is marked with sumbol of slvp,

i

This vanll holds jumbdlisl E1i||_':- of T TLTONT )
every description. Spilling oul of chests are
thousands of gold, silver, pltinum and elec-
Trun codns. Mived oo paper dosllars {nec-
ognizable as money 1o the PCs), shells thal
SUrve s coins, bars of E:-r._'.._'i_-._'uu_-'- metal,
woklen tokens, quills filled with sl duasl,
and flan squares of a colorful, Mexible material
with a black stripe down one side (bank and
credit cardsh A cobm with an eye cmbosied
upon it has been set into one wall and serves
A5 sCrying relay

I"Cs entering this vt imist save vs. spells
wilh a =4 penally or suffer the same cffects as
those produced by the spell comprlsioe order
while in this reom,

This vault hields o fortane in gems, ranging
Team Buage wncut diamaoneds to tiny precious
stones, Al e stoned inovelvet-lined, flat cases
of in pouches, Thoere are also huge “thunder
eggs"=rounded brown stones that have
amethysls inside. Several more gems are set
imtey the ceiling, One, a large raby, is a serving
relay,

"Cs entering this vault must save vs. spells
with a -8 penalty or become paseous while
inside this room {even upon selum visits).

This vault halds jewelry, stored in shelves o
velvel-limed triri]1|.1j.' cases. There are crowns,
necklaces, rings, gilded belts, carrings, and
medallions, all of them made af precious mei-
als and encrusted with gems, There ane also
strange looking picoes made of dirk, twisted
melal, ornaments made of feathers or shells,
necklaces strung with glass beads, and jew-
cley made of o strange substance (plastic) and
sel with flazhing lights. A tara, displayed ina
case al the middle of the raoem, is set with a
gem thal serves as a scryving nelay,
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Area H3: Clockworks
I |.

i [

s H2

PPCs entering this vault must save vs spells
withea = penalty or suffer effects similar to
those produced by o staff of witfering. doo hit
peints are lost, bt the PC ages 10 years per
round spent in this roam. This effect is por-
manen,

5. This vault holds antigues and gare houschold
treasanes, There are elaborate hand-blown
gt linms goblets, silver tea sets and spoons,
inlaid wooden end ables, plush wool mags,
tiny jacle soulptunes, delicately painted vases,
tiny golden idals of deities, aod gil-framed
portraits of saints, The eyes of one of these
TS e scrvingg relays.

IPCs emtering this vault must save vs, spells
with a = penalty or suffer the same clfects as
those produced by a relw of poeerlessiess
whiles i this romn,

Area H3: Clackhworks

This area takes the form of Bwe gear-shaped
pocuns thal eotate against each other 50 thal the
piches i their outer walls mesi like feet] om g
gear. One full rolation of cither room takes 16
ronnels; on each round, the "tooth™ of one reom
matches up with the L'i'lrr1.‘.‘i'|'|-l'll11.|ll1j.’| g on the
othuer soomni,

Choce every 16 rounds, an archway LS A
ihat allpws access from Boom 1 to Boom 2. (The
archway i shown open on the map.} 'Cs making
{his crossing must do so within one rouand or su0f-
feer fd6 points of crushing damagee.

The ather deors leading from thas rooan (Lo Adea
2 and Area ) are permanently lined up owith
those areas, regardless of the rotation of Room 1.
A secrel door in Boom 2 is likewise always hined
up with Area H2, regardless of the rstation of
Room 2 This door is wizard locked.

PCs entering this area must save vi, pada-
lvization ar suffer a -2 penalty to attack rolls due
to dhizainess Broam the rotation.

Fach of the niches in this arca hat dogs naot
contain a door is filled with a different bype of
clock. There are tall, ornately carved grandiather
clocks, smaller plass-domed clocks on
pedestals, callections of pocket walches,
'|1|,'||.|rl!;l.:_hh1-:-.. ""\.llﬂl.l.i.'l!.‘i_. waler .:In:_'k_-;.__ .1I1l.‘|
weird looking boxes made of am un-
ke smpderaal {plastic) that howse
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Area H4: Skeleton Clasets

tav Gy oaor (g

shvwing numbers (digital clocks).

Each clock 15 set tooa diiffesent lime. This arca
i Tilliscd weith lowd ficking, and vy few rounds
it least one of the clocks will eithor sirike the
hour or ring an alarm bell,

Thres of the elocks (ome i Boom U and i
in Foom 2y are magical and produee a spell effoct
each time they strike a pacticular bour, While the
Pl are in this arcea, there 15 a 73% chance thad
e aif these theee elocks will i weff, Any charae-
lurs an the roome must save vs, :.|1-|_-||g. willy o -2
perslty or swiler il effects,

Eoch of the magical clecks has a different
elfect: o wrandfatber clock®s |;r|r||.!_; P rocluces thie
sanie elhecls as a I..II”-n'”ILI.!|I..rr|llrll.l'i'r: s sl w ij1|_‘|-|_|_|,"|
elock’s lousd alarm bl E'lt'i wlieces the samee effect as
arnns o alvaferring: and a tabletop steame-powerned
Clowk's shrill whistls -.|lt|'||.i-:'.'l|!|.'_-\. thee eifects {Ij-J'I.l]'lq'_li
af e, Each of these clocks a1 ks ressct for the
el Fisct fo o off at a particular hown (The Db [ hY

chewse which one goes off while the I'Cs ane in the
roweng the nest Bwo clocks soooff 65 minutes later
anal three hours later, respectively.)

The sorying eelays in this anea are a mirror sel
into the door of a grandfather clock in Koom |
and the glass deme of a tabletop clivk in Boom 2.

Area Hd: Skeleton Clasets

This I'.'IHH_. I\'-'irilil'lH cordidor is n|1|:.; |,|ir||.|}-' lit by
Lanlerms whose fuel is nearly depleted., 1t has 14
different doors, all of them woonden with |1|,|.'||1
lrrass |1.I.I!|'.|I|.'.--|."'.|.'1:pl forr omver dowor wilh o gold
il this doore Ieads o Area G or e Arca G,
if thie cormect sequence of knocks i wseds 2/476).
Acsecred deor leading o Acca FI2 s wedzard Tcked,

Al the ather doors open onte closets. Inside vach
closet is a sheleton dressed in rotting leather
armaer o corroded plate mail. I a closel door is
apened, the skeleton inside immedialely springs
oul toattack, punching twice cach rowml,

The skueletons have been Tossilized amd have
Bones as hard as stone. They have higher than
nodmal hit dice (and are tuened as 10 Hit Dice
monsfers), THACW, and hit poimis, and g lower
armar clss, Floly water inflicss only hall domage
11 ponts of damage) per vial, but due o theic
fossilizesd state these skeletons are vulnersble to
franzmute rock bo wed and stowe o flesh spells,
Either of these spells turn them into formless
Blobs, destroving them.

Skeletons (131 A0C 5 MY 12 HIED 10 hp 31 wach;
THACH 11; #AT 2; Dimygg 2d8/2d8; AL N S5A ;5D
e b charm fear, bold, and sleep, and cold-
of Tire-biysed attacks, take hali damage from
edped or piercing weapons: ME nil; M sprecial;
:"«:I' 2"‘::“] l._'|!|_||

The first two fimes the PCs open a closet door,
they confromt only one skeleton. The third time a
cloget door is opened, however, all the closel
doars fly open and all the skeletons leap out to
altack. At the same tinne, the corridor s planged
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Area MIl: Creatura Cabinets
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into inky blackness. Both normal and magical
sonirces of illuminalion ane extinguished.

O the pext round, the lanterns begin o emit
rays that they cause any metal oF bone b glosw in
the same manner that it does on an X-ray photes
graph. In this light, the attc king skelotons can be
sren as dim, white torms. The P'Cs bones and
armor also glow; i the conlfusion, ihe ["Cs may
b attackesd by theie own companions.

Any PC who declares that she is trying o
Jelermine whether the skeletal figure facing her
is friond or foe automatically loses initiabive on
that pounid.

There is no sceving relay in this area.

Area MI: Creature Cablnets

This rocm is filled with o dozen grlass-fronted dis-
play cases of varying siecs. Each holds a motion-
loss (apparently stuffed) animal in a diorama of
its matural setting, A hallway bisects the Foom; a

gold door on one end leads o Arca G {or o A
G2 if the proper sequence of knocks is used:
62740 The door at the apposite endd of thie hall-
way is made of frosted plass,

A secret trap door in the floor belween wo
of the cabinets leads to Arca L gravily reverses
itseli part way through so that the PCs wind up
climbing inte Area L. The doar to this display
casie 1% loose: there is a 311% chance that, once the
cocret door has been apened, vibrations from the
piston i Area Lowill jar the front of the Display
Case 9, causing it o swing open.

Cabinet 5 is canpty; its glass sides serve as serying
relays. The other glass display cases contain
amall mammals-a beaver, chipmunk, ferret, fox,
gopher, mink, monkey, opossum, rabbit, raccoon,
and fAying squirmel. Bach s very musecTy alivie; the
calinets funetion as fars of preseroition, keeping
the creature in suspended animation. Opening
the glass front of any display case brea ks this
enchantment, frocing the creature within,

While these might appear to be ha rmiless
marmmals, they are in fact animals that Baba Yaga
has magically infected with vampinsm.

1F 2 I'C looks closely at an animal, the can Lell
that there is something peculiar about e amimal’s
mouth, Bul elese abservation is dangesaws; any 'C
whi looks carcfully at an animal meels its gaie.
Unlbess te PC saves vs, spells with a -2 penalty, the
character is charmed and fedls compelled o open
thee display case and steake the ani mial insidee.

Each vampire animal has a higher than ustial
inte] ligence (5) anid pretensds to lrsfrignd the PPC
who opened its display case. 1 plays the part of
devated pet until there is an npportunity b feed
surreptitionsly upon this host {perhaps while the
I'C i slewping)-

Vamplre Animal: Int avy (81 AC 1; MV 418, as
mammal, small; 1Y 8+3; hp 39 cack: THACD 13,
SAT 1 Dy 14 AL NE; SA gaze; S #1 or balter
magmical weapon bo bit, regeneration, lmmunities;
MR nil: ML avg (125 X1 3000 each.
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The vampire animals eegenerate theee it poinl
per round. Upon reaching #ero bt poants, they
assume gaseous lorm and must fee back o Husr
“oolfins"-any of the display cases that 15 both
intact and empty-within 12 furms.

Like true vampires, these animals are
immune o poison, paralysis, and charm, hald,
and sloep spells, and suffer only half damage
bromn cold or electricity. They can assuime gaseous
formy at will and can spider climb, ol ¢annet
shape change.

The vampire animals have all the same vul-
nerabilitios that vampives do. They can only
drain lite energy levels ouiside the bt or i areas
of the hut that give access o the Negative Energy
IMane, but cannot turn any but another anamal
victim into a vampire by doing this, They can
only summon "lessor creatures” (leas) when oul-
sicle thie bt

Dwie 1o their lesser intellipence, any attempl
by a vampire animal o charm a chagacier only
results i that character fecling kindly tovward the
animal and wanting to pet il

Area Mz: Chamber of Halluelnatlons

This arca does not conlain a serving relay,

When the P'Cs first open any door leading to
this arca. thoy sew an emply 5x50-food soom with
stone walls and floor and a door in e conter of
each wall.

Area M2:
Chamber of Hallucinations

=

Doorways lead to:
M1, M3, and M4

The empiy room is, in fact, oeifed Any charac-
ters who successtully disbelieve it or who use a
rate seeing spell or gem of seeing brieily sees one
oof Thae hallucinations deseribed bolow.

As soom as a character steps into this area the
door behind him vanishes and he enters a stronpe
dimension in which only hallacinations and lwcid
dreams exist, Each characker entoring the room
sevs a1 differont landscape-the DA can choose
fram the fallowing sugsrestions or make up others:

An endless plain of bubbling muad pits and
sealding gevsers under a sky filled with ominous
redd clowds

Acsnowy plain ravaged by howling winds
thiat stir up elouds of snow. The clowds take on
monstrous, ghostly shapes,

The battom of o rat-filled pit whose walls are
soeaned with slippery green algae.

A menacing, shadowy forest with dogens of
pairs of glowing red eyes peering oul from the
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A jumbled landscape of razor-sharp volcanic
sbsidian, across which acrid vellow smoke
sl

A battlelield upon which rotting corpses lay
layers deep, picked at by veltures.

Ihe I'C can interact with the hallucination,
manipulating objects and moving across the
Landscape. While the DR mighl care Lo assign
e (for examyple, iF the character falls into a
mcd pit or is cut by obsidian), no actual damage
pceurs. Any flems the PC picks up vanish as soon
% thue PO leaves this arce,

The hallucinations i this area cannot be dis-
pelled, disbelieved, or seen through by means of
spells or magical items, They are not a magical
effect, but a result of the character physically
enlering the dimension of dreams.

As the IPCs enter this area, the DA should
separate the playvers and describe to cach one
the typee of terrain that his or her character sces.
The sevret t leaving this area livs in consen=us;
the PCs must all apree on what am exit looks
like Delore it will materialize. Any exit thus cre-
ated leads o a random loacation; roll 1d3
(1=Area M1; 2= Arcea M3; 3= Area M) I the
eharacters have seen one of these areas, they
can o there without a random it they all agres
that 1his exit leads toit.

The DA should switeh back and forth from
one player o another, asking what each character
is daing. As each playver declares that his er her
character is looking for a way out of this arca, the
D3 should ask, “What o you think this oxit
wgelid loock like?™

As soon as another playver describes an exit
that is similar, his or her character appears in the
hallucinatary landscape of the first. The DM
shonld then leave these two plavers alone to dis-
enss what has happened, and conlinue asking the
other players what their characters ane doing;.

Eventually, the players should realize what is
happening, Characters may ey o contact on
another through such spells as ESIY, group mind,

rapprard, delepathy, Hhonghd droadcast, and thowghr-
waire, or through psionie powers siich as contact,
FSE mindlink, psychic messenger, send (haoweghis
ar sightlink. Once contact is masde, they can tele-
port 1o one anolber’s hallucination., since they
oy know what the other eharacter thimks the
terrain should look like. Alternatively, a 'O may
wse Jocete crerfaine, or fwale odjec! to firvel thaee oth-
ors. A find the path spell seveals the seoret for leay-
ing the room, but the spell ends when thes PO
sk thoir exil.

Arca M3: Testing Labs

Baba Yaga uses this area as for tesling new spells
she has learned and for lesting new magical
items she has created. The sceving relays in this
area are three glass eves. They are invisible and
they levitate. Currently, they hover in Rooms 1,2
amd 3, tarming to ebserve the PPCs.

1. This room bas three doars. One i3 o French
door with panels of blown glass thint offer a
distorted view of Areas B2 One of 5 wood,
but has been decorated with an image of a
horse and a troe, done inogilt paint, 1t leads o
Area G (or to Ares Gl B the proper sequence
of knocks is wsed; 67240 A thind doeor iz alse
swood; it has an excellent lock (200 W0 apen
loscks attemptsh and is also wizind licked.

There are two ornately carved cobinets in
this room. Both are locked. Inside one are a
number of tray-like drawers, divided into
cubbyholes that hold various alchemical sulb-
stances: powdered minerals, groumd gem-
siomies, :L.'lmplu:. of dleied dict and clay, salts,
and chemical powders. Inside the ertheer calyi-
net are a number of raw materials for making
magical items: wand-shaped picces of wood,
melal and crvstal; plain bands of metal that
can be made into rings: blank pieces of vel-
lum and parehment [or scrolls; and inks in
every calor of the rainbow, made from vari-
ous alchemical solutions,
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Phis room contains fwe tables, cach with a
stowd sitting in fron), A varicty of ihe COMp-
Aends from the cabinets in Room | e spnead
vubacross the top of one of 1he tables, An
elaborate iron stadf that radiates magic resis
armid all the materials,

This is a damagped Sallaf poceer 1hat Baba
Vaga is trving o Tepain Most of its magical
Properlies funclion hormally, but it has some
serioms glitches, If (he slafi's J'r.-.ll.frrumJ,Lr franl'¥
POWeris used, the wiclder, nat the target,
suffers cloctrical clamage. The ray of carfiefle-
et and parealyzalion Poswers swork, but the
A is off; thore is 4 500 chance that the ray
produced misses the Larget and strikes o ran-
dom creature within ramge (but not the
wielder), The cage of cold and FreetntdT fone-
tions wark, by their commands e reversed;
IF¥ing b cast oo Produces the other, Tl
Mol nf J'J.-;'J.--'r|¢'r.ﬂu|'r'r;,- Power warks, but any
spell= cast within iy govolf insice the grlobe.

The other 1able Appears b be bare, but s in
et covered with Papers that have been
sprinkled witly dusy af disappearaice, If this
sl is Dlowen aii, PERI ¥ 5 revsa e, The map
shwows Area e froinmes the da ors) and js
Labeliad | oathy Trap. Upper Section.” Thesre
A also two pages o from o spell bool:,
Chne sheet contains [T g speli, with
COHmmen s o fhae prosssabilily of combining
the effocts of Reddgedd prizon, seoerayd PRetanr-
PROEE, A i nas covelainmrent, The other
sheet contains the forcevige spell.

Another paper contins noles on how 5
wizard might cast » spell that duplicates |he
priesl spell abfure. 4 fing| Péece of paper con-
tavins abs notes on EXPCTEments in g I menting
the powors of 3§ smirror i fafer dratiaiene. Unfoar) e
nalely, these notes ane incompleto; spells may
P be cast from dhese Intior Iwr paiers,

The walls, floar, and cwiling of this room bear
the marks of the experimental spells cast
within it All radiate a strong aura of mapie,

Area M3: Testing Lahs ]
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Some surfaces are blackened, and others
are pitted with acid or siained with streaks of
oil, Tarry Black gunk drips from the ceiling
{the remains of an exploded black Pudding).
There s a 200 chance frolled separately for
vach charactor) that i wil) drip on anyone
passing throwgh this room, causing 1dé
points of damage,

Mullicolored mwshroams Browy i a clump
inane cormer: any' character eating one trmes
the same color as the mushroam eaten for
one hour, If picked, e mushrorms reniin
fresh for 1d4 days. A secrel door boling the
mushroom patch leads to A ren M,

thehind a locked door 15 a ImJI'.-.':lj.' T imgy
o an actagonal room with 5 Pit at the cen-
e, The pit's walls are made of magnetized
metal. Lovse meta] objects fly lowarnd them.
Any character in motal armor who advanees
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Area M4: Armory
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toowithin five feet of the pit must make a
Strempth check; if the check fails the characier
is drawn into the pit and slowly sucked inio
its depths. 1t takes for rounds for a victim 1o
completely disappear into the pit. A victim
can check each round, but there is a cumula-
tive penaley of -3 for cach failed check.

Arvone trving to pull a victinn free must suc-
cecd with a Strengeth check, or face the chisice of
cither lettimg o or also being drawnin, The
nuimbser of checks that meay be made is equal to
thee namber of rounds remaining bofone the vic-
tim is pulled into the pit; each attempt after the
first is subject to a cumulative -3 pemally.

The pitis filled with swirling dust and
appears o be 1 feet deep. 1L contains a per-
manent adisitegrate spell that destrovs any-
thing that enders it Baba Yaga uses it as a
disposal unit for failed or dangerous magical
itemis and other frash.

Area Ma: Armory

This arca contains examples of armor from sev-
cral of the worlds Baba Yaga bas visited. There
are 15 suils of armor inall, each displayed onoa
etk fiecd hmanoid corpse (preserved witly of
of preservabion) that seeves as a mannequin, The
armar imcludes armor made from bamboo slats,
clven chain mail, & futuristic looking clear plastic
riot shield and helmen, padded cloth, & World
War | German infaniey uniform, armor made
froom glittering dragon scales, an elaborately
cmbroidered {and very heavy) robe that has a
hicldlen chain maal Lining, and eloven suils of mor-
mwal plate madl. The eve slits on two of the latter
SOTVE 35 SOrVInE relays.

Each of the manmegquins holds a weapon
appropriate o its armar; imclsded in the collec-
tion are a shiehd of frar whese cmblom is a Medusa
head (it functions as phte sl of fearl, a et of seae-
sy, and a scintar of spead. Thene is also a World
War | vintage hamd grenade, which the DR
should describe as a mace. Any character using
this “mace”™ has a 25% chance {(poer battle) of caus-
ing it wo explode, inflicting 6dé points damage in
a 20-to0b radices.

A plain wooden door inone wall leads 1o
Area 2. A spiral staircase in the opposiie wall
winids s way up I feet o o trap door that gives
access o Area L. Gravity is revorsed on the ather
sicle of the trap door. The otier exit in this room is
a secret door, behind one of the suils of armor,
leacdinge to Aroa

Acdais in the center of this room holds a
stone block into which a gleaming silver sword
with a skull-headed hilt has been [hrust.
Engraved on the block are the words: “The war-
rior whar dreavws me shall command the dead.”

This imtelligent weapon is chaotic ovil, but its
aliggnmant has been concealed by an undetectable
alignment spell. The sword is a +b weapon and
has an intelligence of 14, an ego of 16, and the
ability todetect good ina alk-foot radius. [1s spe-
cial purpose is to kill lawful good creatures;
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when in pursuit of this geal it can cast aninate
deand (a5 a 200h level wizard) once per day on all
corpses wilhin 100 feet of its wielder, The dead
become zombies who fight along with the owner
of the sword.

Lrrawing the sword from the stone requines a
bind bars/136 gates roll. Anyone succecding must
gave vs, spells or be cursed with an alignment
change o ehaotic evil. The character cannot theow
the sword away until & renrade curse spell is cast,
The character fights anvone who tries o take the
weapon before then. Bul once the remove curse js
cast, the character's alignment reverls to normal.

This room is pratecied by the ghost of a
fallen warrior from a highly mechanized world.
The ghost appears 1o be buman, but bas machin-
ery implanted in its body, One eve has been
replaced with a glowing light, while one of s
arms and both legs have been replaced by
kichinwery. 1L is wearing a black jumpsuit covered
in military logos and insignia,

Instead of striking witl its hands, the ghost
shoots a laser built into ane of its mechanical
arms Iwice a round; a hit causes the aging effect.
THACY is normal and range is 60 feet.

The ghost materializes when a PC touches
any of the armaor in this room, It is utterly Ioyval o
Haba Yaga (whom it refers to as “the comman-
dier” ) The gthost cannat leavee this arca.

Ghost: AC Qor & MY % HD 1W0; hp 57; THACH 11;
TAT 2; Dmg 10d4 vears; AL LE; SA viewing
CilEes aging. panic, magic jar; S0 hit only by sil-
ver or magical weapons; ME nil; ML; X147 000,

Tempo: Allegro

Level 3 of the hut is intended for characiers of
18th level and up. No passwords or secrot knocks
are reguired to move between ancas G3a, G3band
G3e; these three areas are all part of the death
trap and are connected o one another.

Accessing the control room (Area G3d) at the
center of this level, hvwever, should prove
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Area G3a: Lower Level of
Death Trap
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extromely difficult. Each of the secret doors leading
tiv it has been carefully concealed, is iz focked
and is protected by a symbel of death, Tncad dition,
anyone touching one of these doors must save ve.
spells with a - penalty or suffer a ferget spell that
canses them i forpet all abont the secrot deor,

The control room itself is profecied by a fors
tidtedarrce spell. The password {(which must be spo-
ken in Baba Yaga's native languoge) is “Open
vour doors to me, heart of my but.” To learndit,
the s probably will have tooverhear Baba Yoaga
vsing it mone of ber minions has been entrasted
wilh it Baba Yapa heeself is unlikely toowse it; she
normally teleports from one area ta the pext
wilhin her bot, rather than using thie dooers,

Daba vasea has also cast Vien Gosiks refiranl
upon the control moom.

The mirrors inareas Gla, Gy and Gle ane
scryimg relavs. They cannot be broken by physi-
cal means (even by maical weapons] and save

v, magical attacks as 3510 bevel wisards.
."l.” |'|'|.,'||'F:-| ML al lhl.' =40 "\:I.'al.l.l.": LETg !'ll.]'l.h.'l e
10 dewt,

Area G3a: Death Trap, Lower Section

Baba Yaga has already tested this trap on the
forces of Light, Dackness, amd Twilight, and she
plans toovse ol in e near future on Death. She
b thaees alageovescd Bt Lo the Megative Energy Plane,
thaee plame on which Death is most prevalent.

[l coilimg of this area s 20 fect high; a bole o
the= conber beads to Aren G, Four concave mirrons
mde of hughly elactive pliss fvce an addly shapsd
pit in the foor The pit emits a rapidly fashing light.
Briel Bursts of constandly clingting soumds accom-
pany the flashes, A low wall, one foot high sure
rounds the pit. The wall is covered with gold and
el weidly Biendssds of priceless gems.

The pit leads peimarily to the Negative
Energy Mlane, but also cycles through a pro-
geammed sequence that connects it, for a fraction
of & second at o tme, 10 each of the other plancs,
cveling through the inner, outer, prime, astral,
andd ethereal planes in tarn., Through it Baba
i hopes 1o e angd trap Death.

Anyons touching the ledpe surronnding thie
Pt opens A pateway into the Megative haterial
M= i geteases 10 shadows, Diee to the gate's
prroximaty, the shadows have higher than normal
hit dice and hit points (and correspondingly
levwer THACH) and are tumed as special undead.
They immediately attack any living creatures,
and Tlow back into the pit after reduacing cvery
livaey: creatiiee in the anea toa shadow,

Shadows (100: AC 7: MV 12 HIY 640 hp 42 each;
THACH U3 AT 1; Dmg Tdd+1; AL; 5A drain 1
point Strenpth por touch; S5 immune to charm,
hold, slecp; MR nil; ML special; X1° A0 cach,

Ther mirrors on (e wall are part of a gigantic arge
nrarbile, designed Lo contain the foroe Death at the
conler of e room. They ane, as yel, incomplete-bat
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Area G3b: Middle Level of
Death Trap
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are stll dinggerous, Any character passing in front of
a mirror st make asaving throw va, spells with a
«2 penalty; failure means that the victim's body is
dimensionally wisted s though subsjected o dio
aimeresion spell, The offeet is peemanent until dis-
pelied, at which time thae victim muost make s syslem
stk roll o suffer 08 points of damape.

When Baba Yapa enters this anea, she pros
tects herself with o segifioe plawe protection spell,

Area Gib; Death Trap, Middle Section

This part of the trap s already functioning. Any
characler passing between the four lange mirrors
sl into the walls (including those enlering (e
pesonn via the L0-foot=wide holes o its floar and
ceiling] sets it off. When that happens, [his area
immedialely bugins o spin like a giant pinwheel,
Characters incamy of the four “wings™ of e rosm
(those who are nod between the mirroes) are lung

back into the narrow corners, suffering fda
points of damage, They must save vs, paralyvsis or
suffer a -4 penalty on all amack rolls duse 1o na-
s They cannot escape until the anea stops spine
ming-unless thoey can make bend bars St gales
rells. Any character making a successful rall can
claw his way fowand a door

Those at the center of the room (anywhere
botween the fonr mirrors) aee hrown imssard Booa
central point, and hang suspended midway
boetween Aoor and ceiling, Om 1he first round that
ther trap gows off, they st save viespells witla -
f ponalty or fall victim oo fimelessiess spell that
lasts until the room stops spinning. The roam
stops spinning only if Baba Yapa resels it-which
can only e dome froon the control soome-or of it a
arishe spoell is wsedl, Thisy can bee also feeed fron this
effect if a reversed demponl stasis spell i4 cast upon
themn before they are imprisoned {see Below).

O the [0th round, anyone at the center of
thes roomy mst savie vs, :1.11.'"5- a secondd timae wilh
a = penalty or be auprisoned as the 9t level wie-
ard spell Instead of being trapped Beneath the
carth, however, they are trapped inside the mir-
rors; ghostly images of the victims can be seenon
cach of the four mirrors, 15 the mirross are broken,
the viclims are forever lost. Otherwise, they cin
be freed using a reversed imprisonnrent spell, The
DA is Free to decide what other creatures are
treed from the mirrors-Baba Yaga has tedled her
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Area G3c: Upper Level of
Death Trap

broam snd casldron

biw Laki

Iraps on all manner of beings.

While those trapped al the center of the room
will probably be unable to free themselves, Lhaere
are ways that those who are merely trapped in
the wings of this arca can teenporarily cscape the
clutehos of this trap, Anyone trapped in one of
the winpgs can use a Jime stop spell to move frevly
(despite the spinning) for 13 rounds. A reerse
time spell might also be used 10 escape-possibly
ewen Lo free those ab the conler of the trap.

The mdrrors on the walls reach from floor o
ceiling, and are slightly convex. The ceiling in
this area is 20 feet high, A dome of glowing bars
Blocks the hole in the ceiling (see Arwa Glc)

Area Gic: Death Trap, Upper Section

A 1i-foot-wide bale in the floosr of this room
leads to Arca G3b, A dome glowing bars forms o
cirele around this epening, eflectively blocking

ofl the center of the room Tram s wings-and also

blocks the opening itself. This forceomge cannot be
dispelled. Anvone passing between its bars
{including those entering this area through the
hale in the Mloord must save vs, spells with o -6
penalty or become the victims of a bawding spell.
Incorporeal creatures that fail their saves are nol
anly bouad, bul changed inlo corporeal forms
that can be Ield within the bars.

Each of the wings of this cross-shaped anes ends
ina paint whose walls are covered with flat mir-
rors, Each of these mirrors bears a mouth (similar
to a magic mouth spell). The mouths create the
biding effect by chanting continwously. 1§ all
eight be silenced, anyone inside the forcecage is
no lomgser bound.

Area G3d: Coantrol Room

Thas control poom is dominated by a laege, high-
backaed chair carved from a single piece of ivory.
The ¢hair is inscribed with runes af inlaid silver
andl gold. A red velvet cushion pads the seat. The
back containg a series of shelves; Baba Yaga's
spaell books are kept here, The M s free o il
these with various high-level and onigque spells.

Baba Yaga's magical cauldron and broom
risst om the floor nearby,

The mirsors that line this room serve 48 view-
ing sereens for the scrying relays found theoughout
the hut. Some are permanently locked onto a par-
ticular area, Others can be used 1o view a variety of
aneas. Any of he mirrors, once lecked onto a room,
can b set bo act ina manmer similar to a mirror of
retention, plaving back events observed by a par-
ticular serving relay during (he Tt 24 hours,

Mirrors 1-3 are always set on Areas Gla,
G, ancd Gle.

Mirrors 4-13 can provide views of the areas
coversd by serving relays on Level 1 Area A (rats’
eviea): Area B (mirror imcoillingl; Area C {eves in
slove); Arca D {golems” eves); Area E (el hound
atatue eyes): Area F(sunflowers); Area G (door-
kmobah: Area H (iluminated balls); Arca ] (mir-
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rorsk Area Ko(gem insamaovar); Arca b (guasits”
eyvesk Arca M (beholders” eves); Area O (knob in
trap dusor); and Area P {water fonls), ALany given
i, fosuor o Rhwisae areas are nol covered.

Mlirror 1 is always sel o the esterior of the bt

Mlirrors 1529 can providie viesws of the ancas
covercd on Level 20 Area F1 erystal in chande-
lierk; Aorca F2 (statue eyvesh Arca F3 (radar dish);
Area B4 feyes onpillars) Arca G2 (window);
Acrea G3 (knothales in trees); Anca GF (broken
muirrer)]; Area FIT {eves inorogd; Area H2 (coin,
gem, Hara, portrait); Arca FI3 (mirror, dome);
Area M1 {cabimet); Arca M3 {invisible glass eves);
and Area M {armor visors) Atany given time,
three of thuse areas are not covened,

When not busy elsewhere in the hat, Baba
Winga sits inthe chair, watching thie mirrors, Unless
the PCs have providied a diversion of such magni-
tude that it warrants Baba Yaga's personal atten-
tion chewhiere, she is scated bene when they enter.

While in the chair, Baba Yagea need not cat,
sbovp, or drinke A Mordoakainen’s il Tonmd alorts
her b thae presence of strangers in the contnd room
and she immediately tums to face the intmaders.

Baba Waga tries to drive the PCs out of the
control reom. |F seriously outmatched she tome-
porarily teleports away to summon her minions
{pit ficnds in Area G, l.l.u' golems in Area D, ora
quasits in Arca M.

From the chinir, the actions of the hut can be
controlled. [Es leps can be directed to walk, run,
or fold up bencath it, or can be made w dance,
causinge the hat to plane =Rt o another world.
[he teleport ability of the hut can also be con-
trilled from here. The chair rotates-slowly or
quickly=at the will of the person sitting in it, thus
repositioning o face any of the mirrors. By
merely thinking a command, any of the mir-
Mrs= l."'-.u.‘|'l't the four that are already permancntly
set-van be locked onto a particular location.

Additionally, a person sitting in the chair can
cantrol the clay golems in Arca [, the stuffed
towys in Area M, or the spin of Area Glb.

Unfortunately for any 1'Cs who make it this

Area G3d: Control Room

b 32 15k Cpdad

hiole in Noar

far, thee hut recopnizes only one mistress or master
at a time. As long as Baba Yaga is still alive, it
refuses all commands from anyone clse who sits
in the chair-unless that person can dominate the
hut in the same way that an intelligent weapon
must be dominated (see DUscrox Mastir Guide,

:\ppun{ln Ay, The I'C must comipare her personal-
ity score {(Intelligence + Charisma + Experience
Level, reduced by lost hit points) against that of
the buat (300, If successtul, the P'C can temporarily
control the hut's actions=until she is ousted from
the chair by Baba Yaga.

Should Baba Yaga be killed the hut acknowl-
copes as its new mistress or master the first person
wlo can dominate it. As soon as domination has
beon achieved once, i neod not be dested again,

Failod attempts at dominating the hut resalt
im a magical backlash, The PPC sitting in the chair
must save va. spells with a <1 penalty three times
oor suffer the effects of three spolls: Mindwess: deaf
fressr aned poieer ioowd, stk
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Concluding the Adventure

Concluding the Adventure

[he PCs" adventures inside the hut can cnd
whenever 1hey have accomplished the lasks that
were sol for them.

When the PCs leave, the DM might deem
thad Baba Yaga decides to plasee sl the hat to
another world where there are fower lroublesome
mnerdl cllers Lo distract her As It'll'l]: as Baba Yaga
was ol Killed and her bt not taken over by one
af the PCs (something that should prove
extpemely difficult), the hut can always return
later to plague adventurers another day. Allerma-
lively, the D% might like to bave the dancing hut
lingzer in the campaign worldd,

Iiv either case, the DM shouwld consider
whether Baba Yaga suceesds in ber plan Lo cap-
ture [2eath and force him to promise never to
cladm her Success would make Baba Yaga inumer-
tal and would also b some interesting tempo-
rary eflects on the campaign warld.

For the bricf period of Death's incarceration,
no ceealure could die-anywhere-on any of the
planes of existence, Characters and monsters
alike might be slashed ta pieces, incapacitated by
Toreible diseases, or reach 1he end of their natuweal
lifespans-only to find that they are unable to dic,
Their spirits would not travel to any of the Cuter
Plames to grect their gods or 1o be reborn, but
would instead cling to their mangled, disease-
wracked or withered bodies, animating these to
whatever degree they are able, Plants, too, would
aot die, but would continee to grow when cut
tand would still be alive when eaten, possibly
making thom indigestible), Famine might rosult
i sea of plenty. Even a mosquito, when swat-
o], weoenn il mist die.

This weirdness would continue only
briefly-perhaps just long enough for the PCs to
be forced o seok out Baba Yaga's hut a second
time, In any case, soon as Baba Yaga reloases
Death, all the effects stop and every creature and
plant that would otherwise have died previowsly
is immediately claimasd by Dealh.
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Baba Yaga

CLIMATETERRAIN: Any

FREQUENCY: Unicguee

ORCANIZATION: '.‘i-l'll':l.:l}'

ACTIVITY CYCLE: Any

PMET: Cormivory

INTELLIGEMNCE: Gadlike (230

ALIGNMENT: NE

ARMOR CLASS: - (includes dextenity bonus)

MOVEMEMNT: 12

Bz 150

THACD: 3 (includes steength bonus)

MO, OF ATTACKS: 3

DAMAGEATTACK: 4d4+9 {claw) / 34449
(ki yd 2d 10+9 {bite)

SPECIAL ATTACKS: fear aura; ProRsen; aging:
'.‘1F'L'||!1.

SPECIAL DEFENSES: +| or better WS o
It mesn-muietal weapon 0 bl when inside hut:
FUCIeration: immuniiies io pavison, fire, and
cold; spolls.

MAGIC RESISTANCE: 752,

SEEE: M (5" tall)

MORALE: Fearloss (200

X VA LUE: 30,000

SUr 21, Dex 18 (+2 reaction, +2 to missile attackl,
Con 22, Int 25, Wis 23, Cha 5.

Batea Yaga looks like an old woman with 2 wrin
Kledd face, white, tangled hair, and by limbs
Her Lice is hideous to behold, with a long, warty
nose, eyves that gleam with evil intelligence, and
talse tevth forged from iron,

Baba Yapa dresses in shapeless black par-
ments and wears shoes that often squeak,
anncuncing hes arrival. Althaugh she protends (o
hobble around, walking with the aid of a slick,
she ws amazingly quick, steong, and agle,

[aba Yaga is evil, but her outlook tends b be
mentral, While shue has ber own bost inleresis at
hearl, she tends o attack only hose wha frease a
threat to heeself, (o her but, or o ils contents.
Thieves are especially unwelome.

Buings who ane palite to Baba Yaga fshe refers

to be called “Grandmuother™) and who resprect thae
comtents of her home find her willing to converse
with them. She is difficult to deal with, bresinnge ill-
tempered, impatient, and nude, However, sheis 2
tomt of knowledge of all things magical, and s
pound to know a number of spells that are
ursknown on any particular waorld, and she is will-
ing to exchange her knowledge for wealth or ser-
vices. She also owns a vasl quantity of magical
items, some of which she may be willing to trade,

PCs seeking knowledpe should troad wirily,
however. Each question asked of Baba Wapa {if
answered) ages the questioner by 1d10 yeurs, The
character might nat realize that she is agaeg until
ber companions remark upon hor changed appear-
ance, or until the aging cavses a change in alulity
scores. The “lost™ years are permanently trans-
ferred b Baba Yaga=who uses them to oxtend her
already unnaturally long life span, 1f questioned
aboul the aging, Baba Yaga replies: “Poople who
know too siach geow old before their ime.”

Althowgh she is evil, Baba Yaga has a soft
spal for the young girls who are somelimes sent
by their familios to live in Ber hut as ses (ASTITER
Baba Yoga usually docs not hars the girls, even if
their alignments are pood. She always makes
themn work hard and is often short-tempered with
them, Only if they vex her severely will she pun.
ish them, Punishments commaonly take the foerm
af sending them home without the meagical ilem
she wsually gives to those who bave acted as lor
servants for two full vears. She was eapecially
harsh with Hya, the serving girl who disobeyed
direct order, Even then, Baba Yagea did not Bill ghae
sl but merely tuened her into a hedgehog,

Itis sumoered that Baba Yaga acts this Wy
hecause she remembers her own servitude—cen-
turies ago-to the poweriul female wizard who
gl Babsay Yaga bor [irst magical spells.

Moverlbeless, Baba Yaga is no fool. She js
highly suspicious and trusts no one-even her
mast favored henchimen, She is eapecially cau-
tows wilh the creaturnes she summons from e
omter, elemental, and negative energy planes to
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cher haer Tigglutengy Boe Ter, Shes keeps these servanis
bound with magical spells and always ks o
wary eye on [hem with buer serying devices,

Speclal Abllitles

Baba Yaga has a number of special abilities that
are :il'||,l|_l|1|.'|.|.|.|.|.'|.|.l ol hwer ,-.11-,'“-;'4-\! irng: abilities,

D 1o her great powers and evil natare,
Baba Yaga emits an awra of fear that affects all
creatures who approach 30 feet of her and fail to
save va. spells ata -3 penally. Itis similar to b
level wisard spell _.|'4'|r.". wacerpl tlat il does not
COLse ibs vichims o e in '|1n.||'|i;‘ (although theee is
a chiance they will drop what they are holding,
sewe the spell descriplion in the [PELB for Jetaals).

Ipstaed of fecing, the victims cower at Baba
Yaga's feet, egging for mercy. Should Baba Yaga
chaowse tos grand 1, shae Casts a gors on the victim
and assigns some arduous task of the DS
choosing, Thege is -6 penally W the saving throw
against e geas due o fear, Deviation from Ll
task causes the victim o temporarily lose Tdé
points of intelligence, due 10 extreme fear, uintil
thie task is resumed. Failure to complete the task
within the allotied time causes the victim Lo
scoimic Insirae,

Baba Yaga prefoers w let her minions (crea-
tures drawn from other planes) do her Fighting,
while she stands back and casts spells. I ferced
into melee, owever, she can altack with ber iron
teoth or with her fingernails, which are as slrong,
and sharp as ¢laws. The filth that has collected
under her nails makes them deadly; anyone hit
by one of Baba Yaga's claw attacks must save vs.
Tupe F poison,

If wounded, Baba Yoga repgenerates thres Tt
points each round, regardless of what cakseld the
wornd; she can regenerate damage from weap-
ons, fiee, acid, or disease. 1 her head or one of her
limbs is severed, the severed member floats
nearby and continues to fight or cast spells, untl
il gets an opparbunity o repon the body. The time
poeded (o1 a head or limb to ceattach itsell s

detormined by the il points dealt by the sever-
ing blow, For example, il Baba Yaga®s head were
sovered by a blow that inflicted 12 points of dame
agzets tha head could be reattached in fowe roLinds,

Although she is untrained in psionics, Baba
Yaga bias one very pawerful psionic wild talent. Shu
is profected at all times feven when sleeping] by the
minad Blank devotion with a power scone of 16

Baba Yaga has bath normal vision and infrav-
LSHCHL

Raba Yaga has a rmagically enhanced semse
of smell,. By merely sniffing a characler or mon-
ster, she has an 30% chance of detecting align-
ment, She also lhas 3 905 chance of detecting,
place of origin (home world), amd 2 75% chance
of detecting invisible or hidden creatures by Their
o Al these powers have 2 range of 30 yreards.
Baba Yaga bas complele control over the duration
of davlight and darkness onany af the Prime
Saterial Manes she visits, and can cause the sun
Lo pise and sot at will,

Baba Yaga's has the power ta feed upon the
spirits of those who die in her presence. Todo
this, she must wuch the corpse within 10 rounds
after death scours, The victim must save v,
death magic at a penalty of -6 or his spiritis terly
duestroved. If the spirit is destroyed, the victim
canmal be raised Drom the dead, o squrrected or
reinearnated. Eating a spirit lakes one round and
restores Baba Yases to full hit points,

Immunities

Baba Yaga can be hit only by magical weapons.,
While inside her hut, she cannol be harmed by
weapoins metal weapons. All metal woeapons
{magical and normal) pass harmlessly through
her When she ventuenes outside her bt she loses
this Pty

Due Lo her high Wisdom score, Baba Yaga
gains & +| bonus o saving throws vs. spells tht
atlack 1he mind. Flor Wisdom also gives her come
plite immunity to e fallowing spells: cuos, clurme
spnser, cari persae, conmpnand, confiesion, emohion,
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Jear, feeblemind, forget, frcads, femble, okl wester,
Inalid persan, Aypustisim, neigic i, st sy of eaaferflee-
HIRCIRE, sCaliat, SRSl

D to her high Intelligence score, sl is
immune to illusion spells of 7o level or less,

Dhue to ber fantastically high Constitution
seore, Baba Yaga cannot be killod by poisaon.
Should she fail 2 saving throw vi. poison, suffers
anly an exlra 2db points of damage ralhwr than
Beimg killed.

Her high Constitution also gives her a +2 o
all saving throws vs. spells that cause damage 1o
the body through wounds, diseasce or insfant
death (fer example, lrealle of dvalle, contigion, cause
diseaae, cause lightseriowsforitical wounids, deatls
spell, destruction, disintegrate, energy drai, fiuger of
denathr, proter wond, kill, veningriric Tonechr), Becatse hoer
normal saving throw v, spells is 4, she can only
b larmed by these spells i she rolls a0 b on her
saving throw,

Even though Baba Yaga is from anolher
plane and is evil, she cannot be banished by
mwans of & despel eoil spell. Nor is boer wat afiected
by this spell.

Finally, Baba Yaga resists fire as if she were
wearing a ring of fire resistance, and resists cold as
if she had wsed a seroll of protection frong cald (but
without the Al-toot-diameter sphere; the protec-
tion apphies anly herself).

Wizard Abllitles

Baba Yaga is a 23th level wizard. She can use
spolls that require contact with another plane
when she is outside the but-or when she 1 within
onc of the areas that specifically allows contact
with a particular plane, She is o master at the art
of summaoning, and has a number of these spells
in her reperioire (hanishnent, compure clenseatal;
dismrfesal: pasnarement, pate, invisible stiker; nen-
sher seinmgningy =V, sladine monsters; sirupRon
shurdozel, While she is inside the hut, she preders 10
instead memorize spells that are useful against
imrueders.

When the PCs enter the huat, Baba Yaga has the
followving spells memorized and ready for use:

1=t level: grease, light, prafection from good,
shocking grasp, slep.

ed level: debect inedsilility, ray of enfeeblemt,
spreetral Tundd, Tiasha™s sncoitroltable hideos Tagh-
der, renzrd lock,

Ard level: dispel niagic, Taste, slow, pamping
fonch, wraithfornm.

Al level: combaxion, fumble, mingr globe of
inaeleralility, profipmior i otler, skt

Sthy level: cone n_|"q'||M._|"|':'Irh'r.lri?r|i.. Lopnrrind's
famgeerfalis befabarment, telepard (x2).

dl bevel: disirtegrtle, geas, project image, epul-
;\|j|:lIJll .f'l.'j'.

7eh lovol: forcecage, reoerse grooity, spell tirn-
g, ﬁ;'nilru'rih'r', shaliae.

Ath level: Biphy's clenched far, kinding, clowe,
pistas elurran, poder feoed, blid,

Gihy lovol: crystalbeitdle, poteer arond, Eill, pris-
mabie spnere, Lowe shagy, is

Because Baba Yaga is such a powerful and
well traveled wizard, the DA should feel free o
alter her spelllist or to make up new spells,

Priest Abllltles

I addition te being a powerful wizard, Baba
Yaga worships the gods of magic, and is a 12th
level priest. As a worshipper of magic, she has o
number of granted powers: the ability o control
undead [as a normal cleric), infravision, and the
absility 10 shapechange up to three times a day, as
a 7th level druid,

When the PCs enter the hut, Baba Yaga has
the following pricst spells memorized:

1st level: anrmnrl feiendsiip, conmmamt, detect
magic, detect poisan, sadure colifiheal, nrangle,
inrisibilitg do animatls, protection from good, rentce
_ﬁ-,-rr.

Il level: ¢'||H:J.|'|:I|'|',_.|'J'H|I Eruges, fead snetal, fofd
person, ohscaremont, silence, 157 rading, speak witl
danirnals, rep.

Sed level: call Tgldeing, cure disease, dispel
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wrnzic, et Tt stoore, aressrtioe gplaene prrafocl foe,
Pt cenFse, sk it aleaad.

Atk level: adyeire, cine serions wanends, ditect L,
frev action, iuelue ot spedl ability, toer waler, pro-
fow tion froer fightening.

Sl bowel: aoadi-paliend sheell, coere crifecal eaaeds,
elispe! eval, manise daand, spikie stones, Biee secingg.

Gth lowel: aecinaete obyect, Blide durrier,

Thlef Ablllitles

Lalba Yaga has o number of the abilities of o 1
level thiel. She can opon locks, find or remove
traps, hide in shadows, detect noise, or mewd lan-
suages. She can also, to o lesser degree, move
silentlv—although er squeaky shoos often give
ber oy, Decause she was not formally trained
as a thict, Baba Yaga does oot have any special
abilities i picking pockets, climbing walls, or
backstalabing:.

Thieving abilities: OL 753%, FSRT 807, M5
W, Pl BES, LN B, KL 957,

Maglcal Items

Because Baba Yaga has lved solong and traveled
to 50 many ditferent worlds, collecting magical
ilems, the D is encouraged 1o give bher a wide
ramge of Hhese iems o choose from. The D
showld feel free o include magical ilems that the
I'Cs have never heard of before, and to twist the
descriptions of common magical ilems, giving
them new forms, expanded or diminished posw-
ers, or special conditions for wse.

A nmber of magical ilems are specitically
mentioned in the area descriptions of this mod-
wle; Baba Yaga knows the location and function
of cach of these items and can make vse of them.

Baba Yaga's Cauldran

Biala Yagea's iron cauldeon is similar to o smnll
carpet of fying. It can carey a single person (up to
E30 ponndds) ancd teavel af a speed of 42 (MO B, It

b5 controlled by the mental commands of the per-
son ainside i But 3 also Bas sdditional maggical
properiivs-and a fow guirks.

The first quick is thad Baba Yapga's canlidroe of
Suiny must Bug the gronnd; it can sainan alli-
bucle of o maore U 60 feel. [0 Eraveling across a
rogion of tall trees, i simply forces them aside,
pprceting them and leaving & wide trail mals
wea ks 1 sl however, detoue arowd con-
streclions That aee imore tho 60 feet Toiggt (baild-
imgs, walls, ete.) The cauldron is also meapables
of crossimg a large volume of waler such as a
piver of ocearn. Any body of water less than LD
Feel wide or less than one fool decp poses no
problom.

The second quirk is that the passapes of the
cauldrom often stirs up stonms in the atowosplhiere
above it Each journey of the cattldrom has a 257
chance of causing a violenl magical {hvnder-
stormy (But one without any lghiming, just thun-
der) evenin a clear sky.

The cauldron protects 115 accupant against
spells of up oAt level o the same manner as the
glole of imaedneerability spell, Higher-level spells
rebsoumd from the couldron as if it were profected
v o speedl Frening spell (the canldron bas an
nlimited capacity fo been spaells),

The cauldron 1z protected agminst mtroders
with o fire drapr spell Anvone chimbing i without
dispelling the trap suffers 2504 paints of fire
damage.

Baba Yaga's Broom

Whenever she travels in ber flving coulidron,
Baba Yoaea takes ber froorr of track crasiieg along
with her, The broom (traditionally called a
“besom”) has bristles made of Bwags, [E fonctions
a5 a pass without trace spell, and it con erase the
{eail af devastation lelt by the cauld ron's passape
(hrougzhea forest (uprooted trees spring back inlo
place, widamaged),
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THE DANCING HUT
oF BaBA VaGh

By Lisa Smedman

BCWARL @I BABA YAGA AND ACR INFAM?US AUT!

aba Yaga is an ancient crone who is
said to have power over day and

night itself. Many seek out Baba
j - Yaga for her wisdom, which she has
A L . gleaned from centuries of travel through

i~ iy, = numerous worlds. Others, bolder and

i N g -
. .__ﬁ.f-.i" _'}'IJ"-.‘-. A more foolish, search out the hut to

o e Eﬂ"‘ﬁ"'f.; plunder its treasures, which Baba Yaga

4 i_ o "o s € : i‘ A4 W has gathered from every corner of the

f‘* . L) - R _r h; multiverse. None, thief or scholar,

4 . H) who enter the Dancing Hut of Baba

- Yaga leave unscathed.,

/4 fm*’ ;;,,,h,, HOW WILL YOU FARE NOW
g W THAT THE GREAT BABA
WAy YAGAISINYOUR

3 NEIGHBORHOQD?
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