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Grenwald's Gremlins is an AD&D 2nd Edition adventure designed for 68 player characters of levels 3-5 (about
28 totd levels). As the prime motivation behind this plot is the rescuing of a good digned ferryman and the
dedruction of a smdl group of mdevolet new mondes evil and possbly even neutrd PCs ae genedly
ingppropricte. Idedlly, the party will bewell balanced and consst of a least a couple of strong fighters.

This module nay be st around a wide lake in the midst of any temperate, heavily foreted mountainous region
of the DM's campaign world which has known human and demihuman settlements located nearby. Due to its
short nature and narrow scope, the DM should experience little difficulty in incorporaing this adventure into his
or her own world and find it useful to spice up an otherwise boring period of overland trave.

To begin, the PCs should be seeking information concerning, for example, the condition of the road ahead or
possble nearby ruins  They should lack the means (svimming, flying, etc) to cross any large body of water on
ther own. Additiondly, the DM should be thoroughly familiar with the new monger type (the gremlin), which
formsthe impetus for this module.

For the Player Characters
Read or pargphrase the following to the players.

In recent weeks, you have completed a long, arduous trek across pat of a high mountain
range and are now leisurdy traveing dong a narow tral through the thickly forested
vdley bdow. Seeking information concerning a future objective, you met a lone dwarf
in the lagt village who enthusadticdly directed you to a ferryman named Grenwad who
operates a sarvice over a lake only a few miles esst of the settlement.  Encouraged, you
st out ealy this moming, breathing in the dean, aigp mountan ar and admiring the
Spectacular locd naturd scenery.

Now, as you fed you mug be close to your degtination, the ar dowly becomes midtier
and cooler - even the mog warmly dressed among your party begins to shiver. Findly,
the fogenghrouded surface of the lake comes into view beyond a smdl dearing. All is
ominoudy ill and slent as you move toward thisforlorn place.

Assuming the PCs advance, proceed to the “Waiting” section.

For the Dungeon M aster

Naturdly, there is far more to this Stuation then firs gppears.  Origindly, Grenwald the ferryman was an heroic
ranger who campagned tirdesdy with a troop of locd mountan dwarves to rid the surrounding forest (the
same one containing the PCs a the moment) of a large group of cyclopskin who had been harassng travelers
for some time.  Gradudly, the ranks of their party dwindled as more and more of the courageous warriors were
killed in combat. The crusaders were findly put to an end when a cydopskin ambush defeated dl except
Grenwad, who was left for dead. Fortunaidy, a nearby band of unusudly gregarious killmoulis discovered the
hapless human and nursed him back to hedth asfar asthey were able - a process taking severd months.

Meanwhile, the king of the mountain dwarves, awious to rid himsdf of the cydopskin menace once and for dl
and to avenge his friend Grenwdd, sent a large party of his finest soldiers to drive dl cycopskin from the area.
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They managed to succeed and since then, preoccupied with ther own internd political Struggles, the dwarves
have retregted into their mountain fasiness - today very rardy seen by outsders.

By this time, Grenwdd had reached the stage of maximum recovery. Unfortunatdy, his few permanent injuries
would forever prohibit him from resuming the fighting professon on a full time bess Redisng this, Grenwald
sdtled down in his cabin besde a mountain lake and began to sudy an old s&t of books he had looted from a
cydopskin lair years ago but had never got around to reading. These musy tomes covered the theories and
concepts behind the understanding and cadting of wizard spdls, even induding a few fird-levd incantations for
practice. Eventudly, the ranger decided to change professon and subsequently acquired the shaky sKills of a
beginner mege. To Grenwads dismay, his megica &bilities, due to the use of an unconventiona method of
tutdage, were inaccurate, thereby ensuring his spdls would ether fal or produce an undesireble effect about
one third of the time. In order to hire a tutor to teach him the finer points of spdl cagting and, as his money
supply had dwindled congderably, Grenwad decided to go into business for himsdlf as a ferryman.

After the expenditure of dl his remaning coins and dfter teking many dow, panful and laborious weeks
chopping down trees and condructing jetties, Grenwad was ready to commence operations. Assigted by the
same band of killmoulis who hdped him earlier (and occasondly by other friendly forest inhabitants) the mage
saved many a grateful passenger a long wak around the lake, a journey which many had grumbled about in the
pagt. Although the sarvice was only moderately used, the money and companionship it provided proved wel
worth Grenwad's while.  As a result, he quickly began to gather funds and became wel versed in the lore of the
surrounding lands, thanksto the travellers tdes.

All went farly wel until Grenwald attempted to cadt the find familiar pell. He only wanted a fox, ferret or the
like to prowl the surrounds, looking out for easy game animas and dangerous mongers.  Indead, however, the
sodl worked disastroudy. A desfening exploson rocked the mages cabin as four diminutive crestures
(gremlins) suddenly agppeared from a hillowing yelowish doud and subssquently raced around the room,
gnashing or throwing evearything in dght with glee amid cackles of mdevolent laughter.  After a while, they
turned on Grenwad's killmoulis who, beng essantidly nervous cregiures a@ heart, genardly fanted right away
before being promptly bound and gagged by the invading gremlins  Grenwad himsdf put up a grest druggle
but eventudly met the same fate as his little companions.  WIth dl oppodtion out of the way, the gremlins then
set about their task at hand.

Due to ther requirement of feeding off gremlin provoked negetive emotions in other beings the gremlin terrors
st doout devisng yet another of their usud intricate schemes by fird examining thar humen prisone’s
possessions where they found out about his past and current actions.  Findly, the gremlins redised that it would
be advantageous to their perverted cause to seek out some cycopskin and introduce them to their old foe,
Grenwdd. While atempting to do just that a few hours later, they met up with an exploratory paty of
cydopskin whose task it was to see if the foret had quietened down enough to resdtle in their former
homdand. At fird, the cycopskin thregtened to eat the gremlins immediady, but the gremlins feked a
pleading and sniveling routine so well that a bargain was druck. The gremlins would keep ther lives in return
for the cycdopskin being led to Grenwad and being protected from intruders while the leader of the group
journeyed to fetch the others and return with them to exact commund revenge upon the former ranger and once
agan sdtle in the area. The remaining cydopskin, under the drictest ingtructions from their leader, st up camp
a ot ddance from Grewdds hut and ae now remaning in ther dearing, guarding ther cgptives -
Grerwad and hiskillmoulis - waiting for ther felowsto return.

The gremlins, however, have absolutey no intention of keeping ther end of the kargain. They intend to operate
the ferry savice themsdves, charging very high fares and pedering the passengers until they come across a
paty of powerful looking adventurers such as the PCs.  After harassments, the gremlins mean to inform these
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people of the plight of their "poor human acquaintance’ in the hope that they are noble enough to rescue the
human and dedroy the cydopskin.  While the batle is raging, the gremlins will inform the cydopskin (whom
they swore earlier to protect) that they have been tricked and will meet ther doom at the hands of the
adventurers.  In the extra heated combat that is bound to ensue, the gremlins will join in and atack both sdes -
dl the while feeding off the srong waves of hared that will assuredly emanate from their enemies  After
recaving the "med" of a lifdime, the gremlins will meke their excape to further stidy themsdves on other
aress, reproducing and oreading their "fun” dl over yet another unsuspecting world.

This is the complex web of intrigue in which the PCs find themsdves embroiled when paticipaing in this
adventure.  Hopefully, they will guarantee its successful completion by rescuing Grenwdd, defeating the
advance cydopskin paty to discourage their incursons into the forest and, aove dl, ensure the annoying,
mdevalent gremlin race does not gan a foothold in ther world through the successful fruition of ther
scheming, devious designs.

Waiting
Read or pargphrase the following to the players:

You have arived on the dordine of a mountain leke of indelerminate Sze whose
aurface is largely obscured by a heavy covering of fog. To the north of the dearing, the
tral you have been following disgopears into the mids of the woods gpparently
overgrown and fdling into run.  South lies only impenetrable forest.  Apparently, al
who travel this way are compdled to make good use of the ferry sarvice — the
accessories of which now may be seen before you. A forty-foot long jetty looms over
the waters above a tiny, ginking svamp. At the foot of the jetty, a Sout wooden sign
baldly gatesin Common:

Ring bell for ferry

Chage 1gp per person
2 gp per mount

Grenwad, maneger

The bdl indicated by the Sgn lies & the end of the jety, dangling from an overheed
metd pole. Its dgpper digolays a rope for ringing. You see and hear nothing unusud
nearby.

To dat this adventure moving, someone will have to ring the bel forcefully to dtract the atention of the
gremlins on the other dde of the lake who will arive with the farry roughly haf an hour later. Meanwhile the
PCs are free to explore the dearing if they wish, quite probably feding reaxed and oblivious to the dangers that
lie ahead.

Close ingpection of the woods to the north and south will soon reved their truly impengtrable nature. Even the
tral tha formerly led to the north and around the lake is now wdl covered with thorny, poisonous plants and
weeds and is likdy the home of various snakes and spiders  If a PC feds the need to procead in these
directions, he or she will suffer scratches, bruises and dorasions a the rate of one hit point per round and stands
a 50% chance of attracting a wandering mongter from the DM's own temperate forest encounter tables (note that
thisisthe only possble case for random encounters to occur within this adventure).
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The dgn digplaying the ferry fares is jugt that, as mundane and as unditrective as the bel that appears to show
the beginnings of rus on its crude metdlic framework. Occasondly, the jetty swings dightly and its boards
cregk, but this is mideading as it is of overdl gurdy, safe condruction. In actudity, the only red danger here
liesin the swvamp, six feet beneeth this structure,

Conceded amidgt the dumps of reeds and wais high mud and dush, lie a voracious tribe of muckdwellers who
walt in anticpation of ther next warm blooded med. PCs may end up down there through choice or by
sepping too close to the embankment on dther gde of the jetty. If any PC drays within one yard of this areg,
roll 1d8. On aroll of 23, nothing happens, however, if a 48 is rolled, a loose clump of muddy earth comes
loose beneath the PC's feet and forces tha character to make a dexterity check or plummet into the swamp
bdow (no damage). Almos immediady, 12 muckdwdlers rush in and atack, fird squirting water into the
eyes of thar opponent(s) (save vs. wands negates with successful water blinded victims losing ther attack thet
round as wdl as any dexterity bonuses and are +2 to be hit for the duration of combat) and then atempting to
make a kill. Additiondly, unless the PC(s) have the ability of free action or Smilar magics they will suffer a -2
to hit due to the presence of wagd high dush that severdy hampers fighting ability. Nore of these hindrances
aoply to the muckdwellers, however.

Searching the immediate area afterwards will prove a wedte of time and effort as this collection of mongers has
accumulated no tressure which has not snce digntegrated or sunk deeper into the lake. With the help of the
others the PCs in the swamp should have little difficulty dimbing back up onto the jetty or the embankment if
they desire to take the same risks as before.

Muckdwdlers (12): Int Average; AL LE; AC 6; MV 3 Sw 12; HD %2hp 4(x3), 3(x2), 2(x5), 1(x2); THACO
20; #AT 1; Dmg 1-2; SA water jet (10 range); MR nil; SZ T; ML 10; XP 15 each; MC.

At any time before the fearry arives or when many or dl the PCs are in the swvamp in need of rescuing, have the
following gnome appear from te fores trail to the west, render any assstance needed, and introduce himsdf as
follows

“Gredtings fdlow travdlers | am Gnosh Shortbeard, a booksdler from the village
journeying this wonderful morning to the abode of my s$ckly granduncle across the lake,
| am plessad to have run into such fine company as yoursaves and will, if you permit,
gladly make your acquaintance.”

Gnosh is young, richly dressed, and wears a shortsword & his 9de. The gnome is actudly as friendly and
sncere as he gopears and is overjoyed to have run into drangers in these parts as he, like his dose friend
Grenwad, dways enjoys hearing news from the outsde world. Suspicdous spdlcesers will read nothing
negaive about this cheaful fdlow who will, if sufficently provoked, respond to any dtacks with equivaent
force. If the PCs are sociadble, they will soon become engaged in much lighthearted conversation, as the gnome
tends to become very takative when excited. Note that he knows nothing of the information the PCs seek from
Grenwad and has no intention of joining the party at any dage.

Gnosh Shortbeard: AL LG; AC 7; MV 6; F2; hp 10; THACO 19; #AT 1, Dmg by weapon type; S 11; D 17; C
14; 1 13; W 9; Ch 15; ML 12; shortsword, dagger conceded in |eft boot, purse containing 9 gp, 27 .
TheFerry

At some point during the conversation, the ferry gppears, dowly gliding out of the mids
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All tak abruptly comes to an end as a large vessd, presumably the long waited ferry,
gopearsfrom the fog. It is farly wide with a length you estimate a being between sxty
and saventy feet and holds a naked medt that towers over the boat, looking very out of
place. Strangdy, the crew resamble little of ather humans or known friendly forest
cregtures, being tiny, repulsve beings with excessvey sharp fediures - four in number -
who are now rowing toward the jetty with incredible ease.  After docking, one of the
mysterious beings jumps up onto the jetty and motions to your party to board the vessd.

These beings are gremlins who, & least for the moment, put on a pleasant face and atempt to refran from
acting with less than the utmost courtesy. Presumably, these creatures will be totdly unknown to the PCs
thereby forcing them to be on ther guard depite the gremlins apparently friendly overtures. Spdl cagting to
divine the truth, if it doemnt fal outright due to thar high magic resgance will reved tha the gremlins do
indeed intend to convey the party to the other Sde of the lake and have no immediate hodtile intentions

Gremlin tdepathic communication, once edtablished, will inform the PCs that the gremlins dam to be members
of a unique, peaceful woodland race which rardy makes contact with anyone but Grenwad who, they say, is
temporarily indigposed on the other Sde of the lake. At the ferryman's requed, as he often enligs the ad of
willing forest crestures, they volunteered to hdp out today - a dory Gnosh can readily confirm as being
characteridic of the mage. For now, it is vitd thet the PCs acogpt the gremlins supposedly harmless intentions
and do not harm them in any way. If necessry, have Gnosh gredlly exaggerate Grenwad's magicd offensve
cgpabilities and how quickly they would be used upon the PCs should they interfere with his business.

The fery itsdf is a knar, a wide, ovd shaped vessd with a sngle deck and fitted with two pairs of oars — one
gremlin on one pair and one on each other oar. A lone gremlin gts at the sern, operating the tiller. Near both
the gem and the gern lie smdl, raised sections that serve as the only seets.  Although it may be crowded, there
is sufficient room to accommodete, in addition to the crew, up to nine passengers and ther mounts (no larger
than horse szed). Under the current weether conditions, the journey to the other Sde of the lake should take no
longer than around four turns.

Gremlins (4): Int very; AL CE; AC 5, MV 14 Sw 7, HD 1, hp 3(x1), 2(x3); THACO 19; #AT 1, Dmg 1-4; SA
sels SD sdls, regeneration; MR 50%; SZ T; ML 12; XP 650 each; new mongter.

Initidly, the only serious problem that aises is the gremlins bardy suppressed sense of mischief tha dearly
manifests itsdf when the fary faes are discussed.  The gremlins surprisngly demand acharge of five times the
liged fee in advance. This “inggnificant modification”, they reate, is agan on Grenwdd's directives as he is
trying to expand his busness into nearby bodies of water to hdp even larger numbers of weary travelers
Gullible Gnosh pressures the PCs to accept this revised charge as he has aisolutdy no wish to refuse the kindly
feryman or his assdants The PCs through shrewd bargaining, will only be able to reduce the fare by one
gold piece eech - awy less and the gremlins flatly refuse to move. If the PCs comply, the gremlins Sete that they
will accept goods, gems and magicd items of equivaent vaue if necesssty.  Any delermined, violent actions
toward the gremlins will cause them to back down to the regular charge a the gremlins have gone to such great
painsto trap the PCsto see thelr schemefail right a the beginning.

After dl problems are rectified, the ferry soon gets under way. For the firg ten minutes or so, the gremlins
reman curioudy sullen and slent, replying to any questions posed by the PCs in vague, generd terms only.
Howeve, it is towards the end of this seemingly innocent period that the "fun” redly begins for the gremlins as
they inflict two or three of the following annoyances on the PCs:
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Vexing voices. One gremlin out of sght from the others (probably the tiller operator) sdects the two most
probable characters who, from its own obsarvations, would likedy begin an argument or fight a the lesst
provocation. Cadting a ventriloquism spdl in their direction when the pair are not in face-to-face contaect, the
gremlin pefectly imitates the voice of one who threstens or angers the other mogt effectivedly in a saries of
scathing comments. All who fall to save vs spdls & —2 do not recognise the ruse and treat the “gpesking”
character gppropriaidy. Denids made by the supposed offender or by those who made their saves mean little to
the provoked (such is the power of the gremlin's spdl) unless such enraging comments are totaly out of
character for the PC concerned (40% chance). If successful once and no one is yet sugpicious, the mischievous
gremlin atemptsitsittle trick afew more times before it becomes bored and gives up.

Gremlin overboard! When it bdieves it is not being directly obsarved, one gremlin & a sngle oar throws a
heavy coil of rope into the lake s0 that it makes a loud splash and hedily turns invisible Following this the
other gremling in mock dam, tdepathicdly driek tha it mus have fanted and fdlen overboard due to the
after effects of a recent illness and make vain atempts toward a rescue - with or without the PCs assstance.

Swimming and diving into the lake to find the gremlin should be out of the question for both parties as the
gremlins fdsdy cdam to be incgpable of doing this and a quick dip of an exposed hand into the ice cold waters
of the lake should inform the PCs of the folly of such actions (if they don't take the hint, svimmers take 1 hp
cold damage per round of totad body exposure to the waer and risk drowning if heavily encumbered).
Apparently, the missng gremlin is gone for good.

Teking advantage of its diverson, the dusve gremlin swiftly and slently proceeds to utilise its pick pockets
skill at 50% efficdency on the unsuspecting PCs Types of items solen will dways be less than pdm szed and
not likdy to be noticed missng immediaidy. If the thief is somehow discovered, it will maintain its cover and
swim to the nearest bank, not gppearing again until the find scene.

This incident is but yet another means by which tensons may rise on the fary. If, amids dl the arguments and
confugon, the gremlins are accusad, they will willingly tun out thar dothing for examinaion (reveding no
dolen items) and, paticulaly if ther thieving companion is discovered, use ther charismdic dilities to the
utmost, again by blaming its actions on arecent illness, promising full redtitution upon landfall.

Chilling cantrips: All remaning gremlins on the fary impaceptibly concentrate their cantrip dbilities to
produce an aray of magica specid effects orchedrated to frighten the PCs and increese their entertainment.
Each of the fallowing will cause no direct harm to the PCs and will lagt for a leest two rounds each: (1) Nearby,
the water churns and bubbles over a four foot radius and reddish, glowing "eyes' which gppear to bdong to an
immense, shadowy beest glare a the paty. (2) Each PC experiences an unexplaned momentary shiver down
his or her spine. (3) Alaming howls, grunts and snarls are heard fantly in the disance, sounding very smilar to
the mod terrifying mongers the PCs have fought in the padt.

For each of the three annoying events liged above, each gremlin recaives a bonus of one hit point to be added to
its current totd. But, for them, the best enjoyment isyet to come...

After some or dl of the above pranks are pulled, tensons will probably be running high with some PCs ready
to, perhaps, vent ther fedings of frudration on the now not so innocent gremlins.  When this occurs, or when
al or most of the pranks have been tried, read this passage to the players:

All of a sudden, a change seems to sweep over the myderious rowers. They cease their
work and dand a the sem of the fery, glaing & you with exceptiondly mdidous
expressons. All former pretence of a friendly nature has vanished as the largest
cregiure begins to telepathicaly sneer:
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“You know, we didn’t tel you what redly hgppened to that wretched, crusading coward,
Grenwad, did we? Yes, you dat - you are indeed interested. Well, the last time | saw
our poor human acquantance, he was trussed up in the hands of a nice, friendly bunch
of cydopskin. Persondly, | don't think they’ll do anything rash to him — perhgps only
dice him up into biteszed portions for their supper! Judt try to save him if you dare
only your pathetic bunch of midfits bardy gopears to be adle to rescue a fly from a
ider'sweb! Infact, | think you're dl washed up!”

With these find words, before any PC could even hope to stop them, the gremlins turn invisible and hurriedly
swvim to shore, gppearing again later in this adventure. At this moment, the migts part to reved, a lad, the PCs
dedtination, merely twenty yards away. Unknown to them, adeadly surprise awaitsther landing.

Before meking ther initid journey across the leke to meat the PCs ealier that morning, the gremlins
encountered and bargained with a predatory water weird which was desperate to drain a large quantity of life
forces as it had not fed adequately for some time. If it would not bother them, the gremlins dated, they would
provide a boatload of life within the hour. The ded accepted, the water weird has been impatiently waiting ever
sance for its promised vicims

Without warning, only seconds before everyone is ready to dissmbark, the water weird's deek, serpentine form
lashes out of the placid waters and scores an autometic hit on Gnosh the gnome, dragging his futile, struggling
ad thrashing form beow. There in spite of dl atempts to save him, the werd drowns the gnome within
seconds, relessing his limp, lifdess body to Snk to the bottom. The mercful DM should ress any compulson
to dop this horrifying event as it has been desgned to illudrate the true treacherous, mdicious nature of the
PCs gremlin foes (whose involvement in this incident may be deduced from ther find remark). Hopefully
incensad by the gnome's meaningless demise, the PCs should be more determined than ever to put an end to the
gremlins and their digbolical desgns  If you redly mug play out this atack as a norma meee, the water werd
has a particular (but incomprehensible) interest in daying the gnome before any other life form.

Once finished with the gnome, the water werd atacks agan in a terifying frenzy, atempting to day as many
characters and mounts as possble  Throughout the fighting, the incessant, high-pitched laughter of the gremlins
mocks the PCs resounding through the trees like the wind. If any mounts on the ferry are not traned for
combat and successfully camed by a PC with suitéble animd handling abilities, they will panic, rocking the
ferry so that it sands a 60% chance of being overturned.

Should this occur, the water werd may meke one free atack on a sdected opponent, the others, while
remaning in the wag high water, suffering a -2 pendty on dl atack rals If the ferry remans upright but is
dill sheking, combatants fight with a -1 pendty due to the ungteadiness of ther environment. The water weird
fights until reduced to one hit point, such is its hunger, when it atempts to flee Once driven away or while
reforming, surviving PCs and mounts may damber ashore.

Water weird: Int Very; AL CE; AC 4; MV 12; HD 3+3, hp 21; THACO 15; #AT 0; Dmg O; SA drowning on
falure to save vs. padysaion; SD shap weapons inflict only 1 hp damage, fire based atacks cause hdf
damage MR immune to mogt spdls save purify water which killsit; SZ L; ML 15; XP 420; MC.

Grenwa d's Hut

Once everyone is ashore and begins to survey the scene, reed this passage:
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Looking about, you obsarve a smilar st of surroundings to the other Sde of the lake
from where you have traveled. A 30 long jetty dands over the lake near a smadl
wooden dgn that digplays the ferry fares  North and south, you are flanked by more
thick, overgrown forest and anarrow trail windsitsway eedt.

Above dl, an dd logge’'s hut, likdy bdonging to Grenwdd, is the place that mogt
intrigues your paty. Standing a few paces south of the jetty at the edges of the fored,
this amdl building has a doped roof, two visgble windows an open front door, and
gmoke that curls from the chimney. Perhgps someone is a home — were those crestures
on theferry tdling the truth?

By now, the PCs will presumably be experiencing deep fedings of confuson and anger from the recent series
of puzzling events. If the PCs express no interes in entering the hut, the DM should remind them that the
ansvers they seek might be located within,  Extra incentives are provided, of course, in the form of the smoke
and open door.

Elsawhere within the dearing, the only sgnificant feature is concedled evidence of the trall hacked through the
fores when the cydopskin were transporting ther captives to their temporary prison north of the hut.  The
beginning of this crude tral may be discovered only if the PCs carefully search this area for a least five man
turns (hdf this time if a ranger is with the party). Following the tral will lead to Grenwad and his cycopskin
captors. Proceed to "The Clearing” section.

PCs entering the hut via a window (closed, but easy to pry open) rather than the front door may soon regret their
decison. Ealier, the gremlins placed a handful of five huge centipedes on each of the four windowslls to
provide great discomfort to those PCs who suspect some sort of trgp a the front door. These loathsome,
writhing arthropods each have an 80% chance to make contact with any PC who crawls through the windows.
Beng wel camouflaged, they may be seen and avoided only if the windowslls are sudied for longer than two
rounds before entering.  As the gremlins are invisible and watching nearby, each gains one hit point per two PCs

sung.

Huge centipedes @0): Int non; AL N; AC9; MV 21; HD 1 hp each; THACO 20; #AT 1, Dmg nil; SA poison
(immobilisation for 1-6 hours); MR nil; SZ T; ML 7; XP 35 each; MC.

PCs udng the more conventiond entrance view the following:
1. Livingroom

The thick, oaken front door smngs open to reved a cramped, unoccupied room in a
date of greet disaray. A multitude of papers, scrolls and tomes of dl gzes lie srewn dl
over the floor. Sets of cupboards that once may have flanked the fireplace thet contains
a dill smouldering fire, lie overturned, hiding therr contents.  Two massive, old iron sea
chegts lie untouched dong the north and east wals as does a surdy table surrounded by
three chairs which is pogtioned in front of a window dong the eastern wdl. Ancther
door, similar to the one you have just passed through, only dosed, leads north.

This mess, of course, was created by the gremlins in order to develop ther current plot for feeding efter they
were summoned into the world of the PCs through the fireplace.  Currently, these mongters are hiding near the
clearing containing Grenwald and his captors, waiting quite impatiently for the PCs to arive.  As a reault, they
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will not directly interfere with PC actions while in the hut. However, as usud, they have left a "surprisg” to
mak ther passng. Worming ther way through the goldmine of ddicious pgper and parchment, ae a
collection of 35 bookworms who have, within only a few hours, ruined much of Grenwad's prized manuscripts.
For every book or scrall examined by the PCs there is a 55% chance of it being 10-60% destroyed by the
worms and a 5% chance to actualy contain 4 of these crestures who flee indantly if attacked. At the DM's
option, if a leather or doth container is placed on the floor while in this room, it may dtract a number of the
bookworms who then proceed to digest some of the unfortunate PC(s) possessions.

Bookworms (35): Int non; AL N; AC 2, MV 12, Br 3; HD ¥4 hp 2 each; THACO 20; #AT 0; Dmg 0; SA -7to
opponent's surpriserolls, SD camouflage; MR nil; SZ T; ML 4; XP 15 each; MC.

If the PCs neverthdess spend a turn sorting through the mess, they will find enough undamaged portions of a
diay assambled by Grenwad to reved most of the background informetion from the "For the Dungeon Mager”
section up until the fateful day when the bungling mage attempted the find familiar spell. Here, the procedure
followed to enact the incantation is recorded sep by sep until the handwriting suddenly stops for no apparent
reeson. That is when the gremlins gppeared and, dthough the PCs have no way of knowing this for sure, the
connection may be made between the spdl and some sort of dnider, dedtructive occurrence. No direct
evidence of such a gpdl - the required brass brazier, for example - remains within the hut, having been removed
by the gremlins

Other texts which may be pieced together after much careful searching reved fragmentary reports on: locd
legends and lore which are S0 hopdesdy vague and mideading that any information on this topic sought by the
PCs mus 4ill be obtaned from Grenwad; the society and behavioura patterns of cyclopskin and the names
and decriptions of the mage's forest cregiure helpers - a lig from which the gremlins are noticegbly absant.

Altogether, the texts should sarve to inform the PCs of the unknown, srange nature of the gremling Grenwad's
commendable life, and the srong possibility of the nearby presence of vengeful cyclopskin.

The table and chairs are unspectacular and the fireplace disdlays no unusuad marks. If the PCs are able to lift
the fdlen cupboards, which each take a combined drength of 25 to lift, their contents will be reveded as merdy
norma cups, cutlery and others forms of tableware. The sea chedts, locked, are only poorly so (+15% on lock
opening chances) and contain coarse woollen clothing and delicious preserved foodduffs for four sngle meds
Nothing ese of interes lies within this room.

2. Bedroom

The door to this room is locked, dthough, due to its flimsy congruction, it may be battered down after taking 20
hp damage.

This tiny room contains a bed dong the northern wal between a highly visble trgpdoor
and another iron sea chest. On ether Sde of the door, rows of empty shelves are placed
with no gpparent purpose. Two windows dlow grong rays of sunlight to bathe the room
wamly. After a while you begin to redise tha a fant, putrid smdl pervades
throughouit this room, originating from undernegth the bed.

When the gremlins came upon this room, they ransacked the shelves and dumped their contents of books and
ralls in the living room.  Everything dse was left done, being too uninteresting or too difficult to open. To
these evildoers, the best use for this room was as a prison for a particularly troublesome killmoulis which fought
the gremlins vdiantly but unsuccessfully until its capture when it was locked in this room for days, without any
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clean ar or nourishment. Unable to escape, its body now lies in a pitifully huddled bal undernesth the bed - a
gruesome discovery for any PC who attemptsto reved the source of the room's stench.

Behind the bed, within the normdly locked sea ched, lies a formideble arsend of wegpons (dl non-magicd)
which Grenwdd, to his regret, cannot use fully these days f he wishes to progress rgpidly in his new professon
of wizardry. Included within the chest are: one battleaxe, two composte short bows each with a complement of
20 flignt arows, four daggers, one longsword and two shortswords.  Although there is certainly nathing
preventing the PCs from taking some or dl of these wegpons, they will be required to judify thar actions to
Grenwdd, should they meet him later, who will recognise his ams as such and not think too highly of pure and
smple thievery.

Of greatest interest in this room is the wooden trgpdoor that may be opened ether by picking its complicated
lock (-20% on thief’s open locks chances) or through the gpplication of 50 hp damage concentrated dl on the
same spot.  However, if the lock picking fails or the PCs use any other means to baiter down the trapdoor, an
unusud trep is adtivaied automaticaly. Unless dl within a two-foot radius make a successful save vs. dragon
breeth, a large quantity of non-poisonous, bright orange plant juice squirts in dl directions and dains dl in,
clothing and armor it contacts. Such markings lagt for 25 weeks unless removed sooner by magic. Meanwhile,
the victim(s) will have to go to great lengths to cover themsdves should they wish to reman incongpicuous in
any public place. Grenwad developed this trgp to be able to trace any thief who would dare to sted his most
treesured possessions with relaive ease. PCs in this predicament will again have to answer to Grenwad for
their ssemingly dishonest actions.

Located within the eight cubic foot space beneath the trapdoor lie a black, Slken drawstring pouch containing
three dazzling rubies worth 550 gp each, 63 pp, 39 gp and 2 p; four potions of extra-healing and, interesingly,
an old, patidly faded parchment map of the immediae area.  This map, if the PCs have not yet discovered the
cude tral leading north into the fores outdde and need information concerning the possble wheregbouts of
Grenwald, will prove invaugble as it reveds a dearing only a mile north of the hut. The gpparent Sgnificance
of that place - the gremlins implied the ferryman was being hdd not very far awvay and it would make a perfect
hiding spot - should lead the PCs in the right direction. If the PCs redly need help in this regard, the map may
be placed wherever the DM desires.

Upon the commencement of the PCs journey, refer to "The Clearing” section.

TheClearing
Read or pargphrase the following to the players:

After plodding sngle file dong the short foret tral which was probably mede by
whoever came before you and hacking away the odd overhanging branch, you hear
brutish voices jus ahead. Cautioudy pating the brush, you reved a pitiful dght.
Within a completdly endlosad dearing, goproximatdy sixty feet in diameter, lie a group
of four primitive fur dad humanoids, each with only one eye. Currently, they are lazily,
but goparently in a cdebratory mood, lounging around a low burning fire pit surrounded
by piles of whitened bones, esting cooked dabs of meat and joking in their own sharp
tongue. Occasondly, one of these beings throws a new bone a a lone tree a the north
of thedearing - aplacethat redly captures your party's atention.
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A badly batered human dressed in rags, presumably Grenwad, stands dumped, tied
securdy to the treg, grunting incomprehengble gibberish a irregular intervds To his
right, srung from a branch sx feat above the ground, is a bulging, moving leather sack
of indeterminate contents

Neither group appears to suspect your presence.

The only way into and out of the dearing is the tral the PCs are on, the surrounding fore being much too
dense for an gpproach to be made in any other direction. If the PCs hurry, they will gain automéatic surprise as
the cydopskin, believing themsdves fdsdy as being protected by the gremling are fa from viglant and ae
growing bored from waiting for their leader and ther felows to return. No such advantage will be incurred,
however, if the PCs (DM's judgement) either procrastinate or make any loud noises.

As the PCs advance into the clearing, the cyclopskin eventudly come to their senses and begin their defence,
atacking in bersark rage due to the gremlins unexpected betrayd - gpplying a +2 bonus to dl atack rolls while
affeing -2 on ther amor dasses  No cydopskin holds missle wegpons (Al los on recent hunting
expeditions), indead usng their spiked dubs (one is +1) or a blazing log from the firepit - each for 28 (+4) hp
damage. The only tactics used are the annihilation of the intruders and the retention of ther human captive &
any cos.

Cycdopskin (4): Int average; AL C(E); AC 3; MV 12; HD 5, hp 35, 30, 28, 25; THACO 15; #AT 1; Dmg 2-8
(+4 for grength); MR nil; SZ L; ML 19; XP 270 (x3), 420 (x1); MC. Each wears a pouch containing 3d6 sp and
1d10 cp.

To make matters worse, after the fird combat round, the dusve gremlins appear in the midet of the fray and
atack both parties, thereby infuriating an dreaedy hested Stuation with their usud tactics

Throughout this particular baitle - the dimax of the exceptiondly emotive Stuation creaied by the gremlins -
the evil little beings "feed" a twice the normd rate gaining (1 hp / 5 rounds). As the gremlins have no desre to
end up as sword fodder (ther prediction of the ultimate fate of the duped thick headed cyclopskin), they will
reman only until maximum hit points (8) are reached or when reduced to one hit point, upon which they will
turn invisible and flee the area permanently to oreed their unique form of cheos esewhere.

When the rescue of Grenwad is atempted, the PCs will encounter the find gremlin surprise left behind by
these crestures who, to thar regret, redised that they might not be around to watch. Through an intricate
collection of ropes, both Grenwad and his killmoulis (the contents of the lesther sack) are tied together. If
dther is ggnificantly moved, the branch from which the killmoulis hang will come crashing down - its man
body and accompanying sems and leaves doing 2d6 points of damage to dl within a 60 degree arc 10 feet wide
around the captives.  Victims (only the PCs) are dlowed dexterity checks for hdf damage that are made with a
+3 pendty if any of the captives are grabbed just before the fdl. This trap may be detected only if the PC
concerned specificaly dtates that he or she is examining the upper sections of the tree for a leest a round and
disarmed normdlly afterwards.

Grenwdd is currently manourished and ddirious, so for now will be of no help to the PCs. His datigdtics are as
daed in the “Grenwdd’ Appendix with the modifications of a totd lack of spdls and a current hit point tota of
13.  Assuming they survive the rescue attempt, the killmoulis atidics arer

Killmoulis (3): Int average; AL N (CG); AC 6; MV 15; HD Y%, hp 2(x3), 1, THACO 20; #AT O0; Dmg 0; MR
20%; SZ T; ML 12; XP 7 each; MC.
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Before conduding the adventure, Grenwad and any surviving killmoulis will need to be carried back to the hut
and, over a period of two full days, nursed back to reasonable hedth. Only then will Grenwad prove to be of
any hdp tothe PCs. When this point is reached, proceed to “ Concluding the Adventure’.

Conduding the Adventure

Assuming Grenwad survives and recovers, he thanks the PCs profusdy for ther efforts and gladly fills them in
on the events that led up to his capture. He has no knowledge as to the origin of the crestures the PCs firg
encountered on the fary (which he cdls "gremlins’) and fervently hopes that the PCs have destroyed them as
he believes they have no place in this world. Then, free of charge, Grenwdd imparts the vitd information the
PCswere seeking origindly - anything that will condderably assst the charactersin ther nearby travels.

Further rewards depend upon the PCs earlier actions in reaion to Grenwadds possessons, paticularly if
someone is prominently marked as a result of the trapdoor trap. If the guilty party judifies his or her actions
convindngly (DM's judgement) and/or displayed great courage in the rescue atempt, al will be forgiven if dl
unused items are returned.  Otherwise, no further help to the offender(s) will be given and adeguate redtitution
will gill have to be mede. To the "good" PCs, the mage hands out a reward of 100 gp (or equivaent) per
character plus an additiond 550 gp ruby if a wizard within the party promises to Say an extra week and teach
him the finer points of spell cadting. Then, the PCs may be on ther way.

Further adventures usng this scenario incdlude severd posshilities for the enterprisng DM.  Grenwad may
mention to the PCs that many friendly forest inhabitants seem to have been scared away lady by the presence
of a great evil tha he beieves to be the presence of cydopskin which are massing dose by for an dtack to
reclam thar former doman. The truth of the matter depends upon the fae of the cydopskin leeder who
journeyed to fetch the dans.  Did he manage to return to his companions or not? If o, the humans of the forest
villages will likdy have a betle of BATTLESYSTEM proportions on their hands in which the PCs may play
magor roles as leaders as a horde of over 200 enraged cyclopskin invaede the area.

Also, what of the gremlins? If any escgped and survived the fdlowing months they dowly begin to multiply
and populate even the farthest reaches of ther new world. While they retain no animosity toward the PCs, they
will welcome the chance to meat them again, should the party be cdled upon by some unfortunate to rid them
of ther old adversaries. Perhaps, as with so many adventures, this seemingly hgppy ending is redly only the
beginning....

--000--
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APPENDICES
GREMLIN
CLIMATE/TERRAIN: Ary
FREQUENCY: Veay rae
ORGANIZATION: Bad
ACTIVITY CYCLE: Day
DIET: Specid
INTELLIGENCE: Very (11-12)
TREASURE: See below
ALIGNMENT: Cheatic evil
NO. APPEARING: 4-12
ARMOR CLASS 5
MOVEMENT: 14, Sw 7
HIT DICE: 1
THACO: 19
NO. OF ATTACKS: 1 bite
DAMAGE/ATTACK: 1-4
SPECIAL ATTACKS See below
SPECIAL DEFENSES: See below
MAGIC RES'STANCE: 50%
SZE T (1 vtdl)
MORALE: Steady (11-12)
XPVALUE 650

Created on the insane whim of a mischievous evil power, gremlins are diminutive, madevolent cregtures that
ddight in tormenting and harassng humans and humanoids to stidy their strange form of sustenance.

Typicdly, gremlins gopear as a curious hybrid of gnomish, impish and goblinish dock, dthough far more
bizarre variants are known to exisg throughout the multiuniverse. They sad around 1 %%- 2 high and possess
short, subby legs, a mouse-like tal, a broad ches and an ugly, grinning inhuman face filled with long rows of
gleaming, razor sharp tegth. Skin colour is a sckening brownish green, showing wherever dumps of grey fur
ae missng. Dress involves everything from garish court jester type outfits to drab pessant garb, depending on
the needs of the occason.

In addition to ther own sooken languege, gremlins may communicate with any intdligent being through a
specia form tdepathy that imparts like abilities on the communicant.  During such contect, the gremlins, if they
0 desre, may behave as if they possessed a charisma of 18 - enliding dlies and influendng the minds of thar
opponents to further their devious schemes.

Combat: Being highly magicd, enchanted cregtures, gremlins often amaze unsuspecting, larger opponents with
ther powes They each have 18 drength, pafect 120' range infravison, are aile to swim, and may use the
invisibility, cantrip, feather fall and ventriloquism (which dlows the gremlins to project any voice they have
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heard in the past) spdls a will. Also, gremlins posess the average abilities of a Sth-levd thief in the skills of
move slently, dimb walls and pick pockets only.

In mogt cases, gremlins avoid direct combat, preferring to wresk ther mischief from a safe digance.  However,
when choosng or beng forced into this option, they will fight with expert effidency under the loose direction
of ther leeder usng an aray of colourful tactics which are likdy to indude ensuring confuson and collisons
among opponents by turning invisible a the most opportune moment; usng spdls to cause dtacks to fumble
separaing the enemy through ventriloquism diversons, and throwing any potentidly dangerous object within
reech.

Habitat/Society: Gremlin society revolves around a highly independent, loose band that may vary in sze from
four to tweve of these loathsome crestures. The deverest is proclamed leeder and theoreticaly hes the find
sy in dl maters  Although some of its charges may occasondly act on ther own accord, they will never do
anything to harm the band to which they are entirdy loyd. When and if they decide to settle down in an areq, it
will be in a cruddy congructed burrow, never very far from a centre of population. Any treasure found in these
places has dways been solen, being smdl in quantity and sdected for its occasond usein pranks only.

The sole purpose of gremlins, which unfalingly occupies most of their waking hours, is to plan and spread acts
of chaos and confusion to the intelligent crestures they encounter, both as a form of sustenance (see the Ecology
section bdow) and an activity with which they teke a peverse ddight. To this end, gremlins have become
expats in scheming, deception and trickery in dl forms.  Unlike smilar pranks pulled by good crestures such as
pixies and faerie dragons, gremlin tricks are usudly potentidly lethd and more complicated in nature, often
bang planned days beforehand. As such, gremlins are particularly untrustworthy crestures that may turn upon
upposed dliesat any time.

Ecology: Crested expecidly for this purpose, gremlins have an unusud mehod of feeding which, by
committing unpleesat deeds and subsequently viewing the emotions of hatred, anger and confuson crested,
they are stidfied as if they had just consumed an extremdy nourishing med of fine qudity food and drink. If
this mischief is not performed to a ggnificant degree a least three times per day, gremlins begin to lose hit
points & the rate of one every five hours until they do wha they mus. Conversdy, for every ten rounds of
effective prank viewing, gremlins gain one hit point to a maximum of eght.

Gremlins are of one s=x only and reproduce via a magicd ritud known to each band on the night of the summer
oldice when eaech cregture precisdy duplicates itsdf.  Always in good hedth, they live to an average age of
350 years. More information on these unusud beings is unknown as, upon death, gremlins inexplicably vanish,
teking with them dl of thar possessons
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GRENWALD

AL NG (lawful tendencies); AC 6; MV 9; R6/M1; hp 39; THACO 20(15); #AT 1; Dmg by weapon or spdl type
(+4 vs. cydopskin due to ranger bonus); S 15; D 15; C 14; | 17; W 15; Ch 14; ML 18; dagger, ring of
protection +3; sdls one per day with 33% chance of falure from: burning hands, find familiar, light, and
push.

Grenwdd is a human ferryman who runs a sarvice on a mountain lake degp within a sparsgly inhabited foredt.
Formerly a crusading ranger of consderable power, he changed professon to that of a mege after a cyclopskin
ambush left him haf dead. Now, he stands stooped & 59" and gppears to be somewhere in his late forties,
having unkempt shoulder length greying har and piercing green eyes  Despite being in condant pain from
svad pemanet injuries, Grenwdd is generdly tolerant, chearful and extroverted. He ddights in the many
converstions he makes with his passengers — many regulars being his dearest friends  As a hdpful dde effect
of these conversdions, the ferryman has become a virtud repertoire of locd rumours and lore.  All thee
qualities make Grenwald one of the forest's most repected and protected inhabitants.

Grenwdd is a highly principled man whose outlook on life bares some amilaities to that of a pdadin's As
such, he is dill prepared to champion the cause of good (especidly agangt cyclopskin) should the need ever
aie  In comba, Grenwdd fights with his dagger and spels, resorting to his former ranger abilities only in
desperate crcumdances.  If Grenwadd is dain, the mages killer(s) will have made enemies of dl good creatures
for miles around.

--000- -
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MAPS

Mountain Lake—West Bank:
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Grenwald’ s Hut:
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The Clearing:
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