
Elf Lord ôs Temple 
 

Ground Level 

1a Empty 

1b Ruined  

Orc: HD 1; HP 3x7, 3 x 3, 3 x 5, 3 x 8; AC 6[13]; Atk 1 spear (1d6); Move 9; Save 17; CL/XP 1/15; Special: None. 

 

1c Empty 

1d Resting in this room is the warleader of the Orcs.  

Orc Warleader: HD 4; HP 12; AC 6[13]; Atk 1 spear (1d6+2); Move 9; Save 17; CL/XP 1/15; Special: None. 

 

1e, ruined bedroom. 

Spike Trap 2d6 damage. A board with a spike is rigged to swing across the door opening  

On the remains of a dressed is a jeweled box with over 1,000d treasure and paralyzation point needle trap.  

 

1f Bedroom Closet 

Empty 

 

2 ï Meditation Chapel 

13 Giant Centipede (small, lethal): HD 1d2hp; AC 9[10]; Atk 1 bite (0 + poison); Move 13; Save 18; CL/XP 2/30; Special: poison bite 

(+4 save or die). 

3 ï Ancient Well 

An overgrown well untended for generations, withered flowers and pitted bowls of rotten food are found in niches.  If a new fresh 

offering is made the pixies living in there will grant a +1 bless lasting for 1d6 days to all the party. 

4 ï Amphitheatre 

An ancient elven wight lives in room at the bottom of the Amphitheatre. The room was used to store props and as a changing room. 

 

Wight: HD 3; HP 18; AC 5[14]; Atk 1 claw (1hp + level drain); Move 9; Save 14; CL/XP 5/240; Special: Drain 1 level with hit, hit 

only by magic or silver weapons. 

 

5 ï Dining Hall 

When entered the party will see a hall with tables laden with food.  When they sit down and start eating it will disappear showing the 

true ruined appearance.  They will hear a sigh and get a feeling of great sadness.  This will reset the next full moon. 

 

6 ï The Kitchen 

Rotten remains of a kitchen.  

 

7 ï Storeroom 

This room was the kitchen storeroom.  Amid the piles of refuse are the two Giant Snakes and their treasure. A Potion of Fire 

Resistance and a jeweled Necklace worth 1,000d. 

 

Giant Constrictor: HD 6; HP 28; AC 5[14]; Atk 1 bite (1d3), 1 constrict (2d4); Move 10; Save 11; CL/XP 7/600; Special: Constrict 

 

8 - Cottage 

8a ï Bedroom 

The ruined remains of the Bedroom of a Cottage 

8b - Closet 

The topshelf of the closet is rotted causing it to collapse when the door is opened. Save or suffer 2d6 damage. In the fallen junk you 

find 1,200d.  

 

9 - Cottage 

9a ï Bedroom 

The ruined remains of the Bedroom of a Cottage 

9b ï Closet 

In the pile of junk there is a music box.  Itôs music will sooth a monster.  

 

10-Temple of the Elves 

10a ï8 Giant Rats surry around the temple steps 

Giant Rat: HD 1d4hp; HP 4 x 3, 3 x2, 2 x 2, 1x 1 AC 7[12]; Atk 1 bite (1d3); Move 12; Save 18; CL/XP A/5; Special: 5% are 

diseased. 

 

10b ï 2 Monstrous Rats guard their treasure of 2,800d. 



Monstrously Huge Giant Rat: HD 3; HP 10, 8; AC 6[13]; Atk 2 claws (1d3),1 bite (1d6); Move 12; Save 14; CL/XP 3/120; Special: 

5% are diseased. 

 

10c ï Alcove of Elders 

The half dozen statues along this wall depict various noteworthy elders of the elves.   Venerating the Statues will cause the following 

spells to be cast. 

1 Cast Healing (4d6+2 hp healed) , ñVirtue is healing.ò 

2 Cast Dark Vision ñOne must see oneôs enemiesò 

3 Create Food, ñAn army doesnôt walk on itôs stomach. 

4 Shield (duration 24 hours, AC 15 melee, 17 missile), ñA good defense helps when a good offense failsò 

5 Haste (doubles speed and attack for 24 hours), ñA good offense is better than a good defenseò 

6 Strength (duration 24 hours, 2d4 strength, fighter, 1d6 strength clerics, theives), ñSometimes power is best when brought 

directly on your enemyò. 

 

10d ï Alcove of Heroes 

The half dozen statues along this wall depict various noteworthy heroes of the elves.   Venerating one of the statue will confer the 

following effect for 24 hours 1 time only for all six. 

1 Raises Strength (1d6) ñHe could bear the load of a dozen.ò 

2  Raises Intelligence, ñHe outfought his enemies by his witsò 

3 Raises Wisdom, ñNone was a better strategistò 

4 Raises Dexterity ñIf you saw his blade, it was too late.ò 

5 Raises Constitution, ñHe persevered where others fail.ò  

6 Raises Charisma, ñThousand would gladly follow him into the abyss.ò 

 

10e -  Altar 

A centipede swarm lives around the altar. 

Centipede Swarm: HD n/a; AC n/a; Atk 1 (1hp + non-lethal poison); Move 4; Save 18; CL/XP 1/15; Special: non-lethal poison. 

 

A centipede swarm is a group of about 5-10 normal (but big) centipedes. The swarmôs attack (one attack for the group, as a 1HD 

monster) inf licts only 1hp of damage, but the poison injected by the centipedes is enough to cause paralysis for 1d3+1 rounds (saving 

throw). The centipedes can be killed and/or shaken off in 1d6 rounds without rolling to hit (they are virtually impossible to kill with 

weapons). Anyone helping to kill them subtracts a round from the time required. Fire will dispel or kill a swarm (but would damage 

the person being attacked, as well). 

 

10f ï Storeroom 

Various items used in the temple were stored here. 2 evil Curates are here preparing to haul various items to begin a ritual to desecrate 

the main temple.  In a large chest along with ritual implements is +1 Sword of Silvanus (they planned on destroying this in the ritual) 

and 600 gold pennies. 

 

Evil Curate; AC 2[17]; 5
th
 level Clerics; HP 24,16; HTB +2; ATK 1 DMG 1d6 (Mace); MV 60ô; Save: 10: Mace, +1 Mace, 30d; 

Spells: Cause Light Wounds, Protection from Good, Hold Person, Curse, Prayer 

 

10g ï Vestry 

This is was the office of the Head Druid of the Temple.  Now there are 12 Orc minions of the curate lounging around eating and 

drinking. If they hear fighting outside they will respond in 2d6 round as they are more than a little drunk. A party has automatic 

surprise on the Orcs. 

 

Orc: HD 1; HP 3x7, 3 x 3, 3 x 5, 3 x 8; AC 6[13]; Atk 1 spear (1d6); Move 9; Save 17; CL/XP 1/15; Special: None. 

 

10h - Closet 

This is a locked closet where the vestments and items used in temple services are stored.   

 




