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ThankstoPlaytesters:
JoeKwickie,DamDan
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foot

INDEX&QUICKREFERENCE
Middleportseepage3

Timothyaboyfromthevillagewhohasbeenkidnapped,childofthe
innkeepers.Foundin5thfloor.

Gertinnkeeper,Timothy’sfather,statspage3,seepage4.Canbe
convincedtoaccompanypartyinsidethetower.

Lillyinnkeeper,Timothy’smother,agreatcook.Seepage4.
VillageElderwillpresentpartytheirrewardof5d20gp(seepage19)
GuidestoTowerReactionroll7forguidetotower;result10togetvil-

lagerstoentertower.Takes3hrstoarrive;withoutvillageguide
willbeambushedbybandits

TheBandits–twelve,plusJohnandTam,statsforallonpage6

Johntheleader,statspage6,confinedtobasement
Tamthesecond-in-command,statspage6,outonraidsduringday,

on5thflooratnight,speechpage16

TheDarkLadydescriptionandstatspage5,dwellsinbasement.

•TheDarkLady’stacticsincombatonpage17
•TheDarkLady’simage,statspage5,firstseeninbasement.
•TheDarkLady’scoven,statspage5,dwellinbasement.
•Thethralls,statspage5,described6,foundin3rd/4thfloors
•Thearcanehorrorfoundon5thfloorinday,statspage15.

TheSilverGoddessDescribedonpage20.

•Mosaicofherongroundfloor,depictedinpage20
•Statueofherinbasement,destroyingitdestroystower
•Forpatron/deitywriteup,emailstinkhousegames@gmail.com

TreasureinTower

glasseyefoundingroundfloor,describedonpage21
bandit’slootfoundon2ndfloor,tableonpage10
potionsfoundon3rdfloor,identifiedonpage21
booksfoundin4thfloorlibrary,tableonpage21
bric-a-bracfoundon4thfloorlibraryshelves,tableonpage14
mooncrystalspurple/blueon3rd/4thfloor,seepage21
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ITEMS IN THE TOWER
Potions – found on 3rd floor
There are four types of potion found in the tower. Do not tell the PCs what
these potions are or do until they try them.
dark purple The user’s eyes turn violet, and he sees a shimmer around

the source of an illusion. Useful for basement encounter.
light purple Gain a permanent +1 to a random ability (roll 1d6).
light orange The user becomes enchanted. He cannot resist the

witch’s charms or illusions for 1d6 turns.
dark orange Draught of living devotion. See page 20.

After the first potion, with eachpotiondrunk, a PChas cumulative 5%chance
to be possessed by the witch (or Silver Goddess outside of tower).

Books – found on 4th floor
There are no labels on any of the books. Roll 1d4, unless a color is specified.
The books are blank, unless read under glow of light crystal.
1 red Potions recipe. This book can identify a potion, or be fol-

lowed to make one from the ingredients. Most ingredients
are mundane, but some are esoteric. In order to identify in-
gredients, PCs must consult flora and fauna books.

2 blue Descriptions of common fauna. Nothing suggests magic.
3 green Descriptions of common flora. Nothing suggests magic.
4 black Roll 1d3: (1) book in an unknown language, (2) book with

maps and rosters of other covens, (3) spell scroll (roll lv2)
One of red, blue, green is su�cient, but the PCs do not need to know this.
After finding books (1) and (2), all further examined are scrolls (lvl 1).

Moon Crystals – found on 3rd and 4th floor
The purpose of a crystal is unclear until a PC uses one under moonlight.
dark purple heat When exposed to moonlight, these burn hot

enough to boil potions, cook meat or start fires.
light blue light These glow with a pale blue light under moon-

light, which allows the user to read words written
with moon ink.

The intensity of these effects waxes and wanes with the moon.

The Glass Eye – found on ground floor
Looking through this eye, the user sees a deep violet aura emanating from
the basement. The bandits glow a calm orange, thralls a clear indigo, and
when inhabited turn violet. The user feels a malignancy associated with the
auras. Outside the tower it can be used as detect evil thrice/day as cast
by lawful cleric.
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Full Moon Tower
In the deep woods just outside of Middleport, there stands the Full Moon
Tower. In the days when the tower was new, children from Middleport be-
gan to disappear in the dead of night.

The villagers tracked the missing children to the tower, but not a single
one was to be found inside. Only a beautiful woman, a witch, who would
not tell where the children had gone.

Generations have passed since the children left. Still, the villagers do not
go near the tower, for none have entered it and returned.

How to Use this Adventure
This is a short adventure, intended as a side quest or random travel en-
counter. It is intended for small parties of 2-4 players at level 1. This ad-
venture is especially useful as a side quest for a partial party, if one of the
players will be absent for several sessions; have that player’s character be
abducted by the bandits and held as prisoner.

Some examples of hooks to get the players involved are:

• The bandits stole a precious item from the PCs in a previous encounter
(such as a magic sword).

• There is a powerful item the PCs need hidden in the tower (such as a
spell book).

• Theelder ofMiddleport’s daughter has been kidnapped, andhepromises
a reward for her return (3d10 gp).

• One of the player characters is being held hostage by the bandits.

Whatever it is the PCs want out of this tower, it will be in the basement, and
they will have to go to the fifth floor before they can access it.

How to Use this Booklet
All level maps are in the center-fold. Content uses “control-panel” format
inspired by OSE by Necrotic Gnome. View in two-page view for full effect.
A quick reference is available on the last page. Page numbers and many
key words are hyper-linked within the document. For a d3, write numbers
1-3 on a white d6, twice.

Compatibility
This adventure was written to conform to the classic Basic/Expert rules as
reincarnated in Old-School Essentials Classic Fantasy line. Old-School Es-
sentials is a trademark of Necrotic Gnome. The trademark and Old-School
Essentials logo are used with permission of Necrotic Gnome, under license.
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MIDDLEPORT
ThevillageofMiddleportliesalongawell-traveledrivertraderoute.Theriver
routeisimportanttothekingdom,andsoldiersatanearbymilitaryoutpost
normallykeepbanditsandgriftersawayfromthevillage.Thevillagedoes
notoffermuchtotheadventurers,exceptforafewcraftsmenofreasonable
skillatrepairingbarges.Theinnisunusuallylargeandwell-furnishedfora
villageofthissize.Middleportisotherwiseindistinguishablefromanyother
countryvillage.

ApproachingMiddleport
Asthepartyapproaches,thevillagerswillshouttowarntheadventuresof
animpendingbanditattack(seepage6).Anastutepartymembermay
noticethebanditsinthetree-line(1-in-6);otherwisethebanditswillambush
thegroup.Thebanditsarenotinterestedinadrawn-outfightorriskingtheir
lives.Theyareprofessionals,andbringallneededgeartocarryoffeventhe
heaviestcrates.Oncethebanditshaveacquiredtheirstolengoodsand
kidnappedavictim,theywillfleebackthroughthewoods.Thebanditsare
veryfamiliarwiththewoods,andhavelaidtrapsandfalsetrailstodistract
pursuit.Eachturntrackingthem,thereisa2-in-6chanceofspringingasnare
trap,2-in-6chanceoflosingpursuit,anda4-in-6chanceof1-2bandits
ambushingwithanarrowstrikeandfleeing;ittakes8turnstoreachthe
tower,andisprobablyhopeless.

InteractionsinMiddleport
Thepeoplearewelcomingtotravelers.Ifthepartylostanythingofvalue,
thevillagerswillexpresstheirsympathy,informingthepartyitisgonefor
good.TheyexplainthatthebanditshavetakenresidenceinFullMoon
Tower,alsoknownasthedarkspireorthewitch’scastle,whichisconsidered
anevilplace.Noonewhoentersthetoweriseverseenagain.Theancient
towerliesinaclearingoftheforest,onlyafewhours’walkfromthevillage.
Thetowerhasexistedlongerthananyoneinthetowncanremember.The
villagersdonotknowwhythebanditscancomeandgofromthetower.
Theyspeculate:perhapstheysoldtheirsoulstoadevil;ortheymaybe
specters.Thevillagersaresurethebanditsareasdamnedasanyothers
whoenter.IfthePCsseekhelpfromthevillage,makeareactionroll;ona
7avillagerwillleadthePCstothetower(butstayawayfromit),andona
10theyconvince1d4villagerstoenterthetowerwiththem.Iftheplayers
seekthetower’slocationontheirown,thebanditswillbealertedandplot
anambush.

GerttheInnkeepAC7[12],HD1,
Att1×ironsword(1d6+2),THAC018
[+1]MV120’(40’),SVML9,ALL

VillagerAC9[10],HD1/2,Att
1×pitchfork(1d6),THAC019[+0]
MV120’(40’),SVML6,ALL
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MoonMagicandthe
SilverGoddess
Moonmagicisthedomainof
witches,withstrongtiestoillusion,
deceit,seductionandsilence.Its
powerisespeciallystrongunder
moonlight.Witchesaredevotees
totheSilverGoddessofthemoon,
whosecultisforbiddenintheking-
dom.Covensare3-10witches,
gatheredtoperformtheworship
ritesandreceivetheirsorcerous
powers.Covensarescattered
throughouttheworld,andifthePCs
searchthelibrary(Floor4)carefully
theywillfindabookdetailingloca-
tionsofothercovenslikethisone.
TheSilverGoddessisthewomande-
pictedinthegroundfloormosaic
andthebasementstatue.ThePCs
canworshipatherstatueifthey
choose;theycanexpectasimilar
outcomeasthedarklady’scoven.

DraughtofLivingDevotion
Togainthefullpowerofawitch,
youmustdrinkthispotion.Itbe-
ginswarm,thenburns,andfinallyis
agony.Theuser’sinternalorgansare
searedwithanalchemicalsapthat
preventstheabsorptionofwateror
nutrients.Theuserfallsunconscious
for1d10days(SVSforhalf,min1),
duringwhichtimeheslowlystarves
anddehydrates.Whenheawakens
heistooweaktomove.Hemustei-
thersweardevotionorpassaSVP
toavoidbeingconsumedbytheSil-
verGoddess.Ifheswearsdevotion
hecanonlysitandsilentlywither,
butgainsmagicjar.Ifthesavesuc-
ceeds,curelightwounds,bless,and
removecursemustbecastonthe
victimwithintwoweeks,toavoidthe
witch’sfate,orhebecomesathrall
tothegoddess.

darklady’scoven
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AFTER THE WITCH’S DEFEAT

The dark lady still resides in the
tower. To fully defeat her and
leave by the door, the Silver God-
dess statue on this level must be de-
stroyed. Once broken, the tower will
collapse. If the PCs approach it,
they hear a woman’s voice — a dif-
ferent voice — offering to let them
escape if they spare the statue. The
door upstairs audibly slams open to
emphasize this. If a caster is present,
she offers joining her coven, say-
ing to drink the orange potion here.
Only a sip is necessary.

If they break the statue, the witch
is destroyed. The sounds of beams
creaking and stones falling will be
heard overhead. The players have
1d3 turns to flee, or are crushed un-
derneath the pile of stone. When
they return upstairs, there are now-
obvious holes in the walls and rotten
beams in the ceilings, displaying the
true state of the tower.

If the PCs drink the potion, they
begin a process of livingmummifica-
tion. See the section on the Silver
Goddess for more information.

If the PCs simply leave, the witch
continues to haunt the tower. Af-
ter 4d12 months a new victim will
wander into the tower unaware and
become the corporeal focus of her
power. The witch will then leave her
tower to seek retribution.

If the witch endures, as soon as
the PCs climb to the ground floor,
the roof slams shut and the floor re-
turns to a stone mosaic. They can-
not open the roof again. Once they
leave, the door inside will not open

for them until the witch has regained
enough power to have her revenge.

Any bandits still alive will flee as
soon as the door opens. They will
not attack the PCs or villagers. . . for
now. Theywill shout their thanks, and
flee under cover of darkness into the
woods. There is no hope of chas-
ing them in the dark, though the PCs
may encounter them again later.

The Fate of the Thralls
Any thralls still alive are released from
the witch’s hold, but terribly mal-
nourished. They require immediate
healing or will die within 2 turns. Even
if healed, they are tooweak tomove
andmust be carried to town. After a
month of bedrest, the former thralls
will be healthy enough to stand. Roll
reaction for each saved thrall to join
the PCs as a retainer (min 1 joins).
They swear a life debt, and as pay-
ment ask only for upkeep for them-
selves and a few silver a week to
send to their families (1d3 sp/week).
They are loyal to the point of death,
never checking morale in combat.

The Return to Middleport
The villagers freed from 5th floor will
flee the tower as soon as possi-
ble. If the tower collapses they will
shout warnings. The villagers hap-
pily guide the PCs back to Middle-
port, where the PCs are received
as heroes. The villagers collectively
award 5d20 gp, and if Timothy is
returned the innkeepers offer them
free lodging at the inn until they are
fully rested.
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Rumors
Asking about the tower in Middleport can generate some information. Roll
d12 for each villager questioned.

1. The captured children are boiled down for their humors and turned
into alchemical draughts (False).

2. Strange groaning noises come from the tower on nights of the full
moon (True).

3. The witch worshipped dark gods of evil power (True).

4. The tower has no windows – only a single door to enter (True).

5. In the basement of the tower is the witch’s monstrous spawn
(half-man-half-snake) that devours intruders (False).

6. The witch conducted experiments on plague rats (False).

7. The last person to enter the tower was a lawful priest. He was never
seen again (True).

8. The witch could trick people to see what wasn’t there (True).

9. Each new moon, the bandits bring another hostage to the tower
(True).

10. The witch could force people to obey against their will (True).

11. The witch took demons for her lovers. They still occupy the tower
(False).

12. The tower exists in several places at once, and its doors open to
many parts of the world (False).

The Innkeeper of Middleport
The inn is kept by Gert and Lilly. Their son Timothy was among the kidnap-
ping victims. Staying in the inn is 2gp/night, which covers room and board.
Lilly is the cook, and the food is especially hearty. Anyone shelling out 1gp
for an extra helping regains double health that night. Gert spends all day
sharpening an old iron sword, wishing the bandits would show up again. He
mumbles that it will be worth it them doing it, if he can catch them doing
it. If a member of the party shows interest in Gert’s plight and encourages
him to join them, he will accompany the PCs inside the tower the next day.
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TheDarkLadyofFullMoonTower
ThewitchwhooncelivedandevenstillinhabitsFullMoonTowerisreferred
tobythebanditsonlyas“theDarkLady.”ThevillagersofMiddleportno
longerrememberhername.Inlife,sheworshippedtheSilverGoddessof
themoon.Inherdevotion,shecutouthertongueandofferedtheSilver
Goddessperfectsilenceandstillness.Herrewardwasanundyingspirit.

Thoughshewasoncehuman,sheisnowonlyamalevolentspirit.Through-
outthetowerarenumerouswitheredcorpsesofherhalf-livingthralls,and
thedarkladyiscapableofpossessingandactingthroughanyofthem.
Whileoneofthecorpsesinthebasementwasonceherphysicalbody,it
islongabandoned,andwillonlybetakenupindesperation.Fourofthe
corpsesinthebasementbelongtothewitch’scoven.

Asshehasnophysicalform,thedarklady’spresenceisindicatedthe-
maticallythroughadarkvioletglow.Thisisalsothematicofmoonmagic,
theparticularsorcerygivingpowertoboththelady’sspiritandthemagic
ofthetower.Thevioletglowappearsintheeyesofanycreaturesheinhab-
its,andallofherspellsaretingedviolet.

TheDarkLadyAC9[10],HD4(15hp),Att—,THAC0spells11[+5]MV0’,
SVD12W13P14B15S16(4),ML—,ALCXP200,NA0(0),TTO,
SPspellsmagicmissile,mirrorimage,causefear,charm,1×cloudkill,
2×magicjar,projectimageasdescribedbelow

CovenWitchAC9[10],HD1(4hp),Att—,THAC0—MV0’ML,SVD10
W11P13B14S12(1),MLALCXP10,NA4(0),

ThrallAC9[10],HD1,Att1d6,THAC019[+0]MV20’,SVNH,ML—,ALN
XP10,NA5-10(0),0
SPwheninhabited:ATT1d8,HD2(+10hp),AC5[14],THAC017[+2]

TheDarkLady’sCoven
Whileshewasalive,thedarkladyattractedfollowerswhocametoher
towertoworshiptheSilverGoddesswithher.Thesewitchesdidnotpos-
sessthesamestrengthofdevotionorspirit,andovercenturiestheirspirits
weresubsumedintotheirmistress.Theyarenowpartofher.Aspartoftheir
worshipoftheSilverGoddess,covenwitchesdonotmove.

TheDarkLady’sImage
Whenshespeakstomortals,thedarkladyprojectstheimageofahaunt-
inglybeautifulwoman(similartoMUspellprojectimage).Thisillusoryform
iscapableofcastingallthespellsofthedarklady.Ininteractions,treatthe
imageasCHA19.
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Thewitchincombat

ThePCscannotseeanythingbut
theillusion.Hiddenbytheillusion
therearefiveinhabitedcorpses:the
darklady’s,andfourofhercoven
(page5).Onlytheglasseyeordark
purplepotion(page21)willreveala
shimmeringoutlineofawitch,one
atatime.Todefeattheillusion,the
playersmustfindandslaythefive
witches.Covenwitchesarealways
slainfirst,thedarklady’scorpselast.
Onceonewitchisslain,theshimmer
ofthenextwitchcanbeseen.

IfthewitchnoticesthePCsthrow-
ingtheglasseyearound(2-in-6),she
willcauseittoshatterinmidairnext
timeitisthrown.

Aseachcovenwitchdies,acor-
nerofthetavernillusionfades.The
corpseofthecovenwitchisnow
visible.Itisevenmoredesiccated
thanthethrallsupstairs.Violetlight
slowlyfadesfromitseyes,andbitsof
itcrumbleofflikeburntcharcoal.

Meanwhile,theillusoryimageof
thewomanattacks.Thisimageis
eerilybeautiful,andPCssuffera-1
penaltytosavesvs.charmorcause
fear.Theimageimmediatelydissi-
pateswheneverstruck.Itsnextac-
tionistoreturn.Thetacticsofthe
imagechangedependingonhow
manywitchesarealive.

5witchesremain:thewoman
usesthedarklady’scharmorcause
fearspellsagainstthePCs.If
charmed,shewillreinforcetheillu-
sionandofferthePCfoodtoeat–
itisinfactoldsticksandleaves,but
thePCbelievesitishisfavoritehome-

cookedmeal.IfaPCfleesupstairs
(fourrounds),sheclosesthe5thfloor
aperturebeforethespellends,trap-
pinganyPCupstairsuntilreopened.

4witches:shewillcastmirrorim-
age(always3-4imagesofthepro-
jectedimage),andcontinuewith
charmorfear.Notethatmirrorim-
agesarealwaysstruckfirst.

3-2witches:Whenshereturns,
mirrorimageisalreadycast.She
attackswithmagicmissileorcloud-
kill,orusesmagicjartopossess
John(ifhepasseshissavevs.spell,
hewillhaveenoughandhelpthe
PCs).Wheneversheisreducedto
2orfewermirrorimages,sherecasts
mirrorimageonherturn.

1witch:Whenallcovenwitches
areslainthetavernillusionisdis-
pelledandthedarklady’scorpse
canbeseen,withafierceviolet
glowintheeyes.Theillusorywoman
continuesattackingasbefore,and
nowthedarkladygetsherownturn
ininitiative.Onherturnshewilluse
magicjartopossessoneofthePCs.
Whenthedarklady’scorpseisde-
stroyed,allillusionsend.

Thetavernisinfactacave,andis
fullofcorpses.Theyareallpaleand
withered,andslouchedagainstthe
walls.Thereisnoobviousmeansof
death.Somearepastcovenmem-
bers,othersarevictims.Thereisa
statuetotheSilverGoddessagainst
afarwall.Nexttoitisadarkorange
potion(page21).Theeyesofthe
statueglowviolet.
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THE BASEMENT – The Witch’s Lair (map)
From the 5th floor the roof canbeopenedand thecrystal lowered toground
floor. Moonlight reflected in the crystal causes the mosaic to vanish.
Read: As you return to the ground floor, you see the mosaic of the veiled
woman has vanished. Instead, the stairwell continues further down, into
a well that descends deep into the earth.

]

Thewell’s wall is encircled by the staircase. The stairwell is clearly illuminated
by the moon crystal. The wall is the natural stone of a cave. At the bottom,
the PCs find they are not in a stone stairwell afterall.
Read: As you reach the bottom of the well, you find that you are not in a
well, but actually in a warm tavern. A bartender is polishing bottles, and a
fire roars in a far corner. Two patrons are seated at a table, happily drink-
ing, eating, and chatting. Near the bar is a familiar statue of a woman in
a veil. In front of you is a beautiful woman, with long dark hair and clothed
in a dark blue gown. She is expecting you.
If the PCs speak to her, she is courteous and charming (treat as CHA 19).
She will only allow the PCs to leave if they can offer her something. She
considers the PCs and all they carry to already be hers. Examples of other
offers: magical knowledge the PCs have; help to lure the villagers inside the
tower; powerful artifacts the PCs prove they can find. She will not simply let
the PCs go; half of their number must remain until the promise fulfilled. If any
of the PCs are capable of magic, she will offer to let them join her coven.

One of the seated patrons is John. He is deeply traumatized and re-
signed to his damnation. The second patron is the kidnap victim the PCs
are searching for; otherwise the patron is an illusion. The bartender is also
an illusion. So is the bar, and the woman, and the entire tavern.
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The Bandits of Full Moon Tower
The bandits are newcomers to the tower. Seeking a base of operation, they
entered the old stone building. To survive and escape, they had to enter
the witch’s service.

There are 12 bandits. They are led by John. His brother Tam is second-in-
command. They are only allowed on the ground and second floor of the
tower; they choose to reside entirely on the second floor, to stay as far from
the basement as possible. During the day they may leave the tower, but
four of their number must always stay behind. The four staying must always
include the leader John. All raids are led by Tam and the other bandits.

The bandits are required to bring victims for the dark lady. If they fail, the
four who stay serve as collateral. Many children have gone missing from
Middleport, or have been stolen from passing ships.

The bandits are not devoted to the dark lady. They are cowardly and
will surrender quickly. They are willing to negotiate and compromise with
the PCs if possible. However, they fear the witch, and will not act against
their treaty until her defeat is certain. For this they need sure signs. They will
not trust in promises from the PCs, for they know her power.

John and Tam AC 5 [14], HD 3, Att 1×sword (1d8+3), THAC0 15 [+4]
MV 120’ (40’), SV NH, ML 8, AL C XP 30, TT Q

Bandit AC 7 [12], HD 2, Att 1×club (1d6+2) or 1×bow (1d6), THAC0 club
18 [+1] or bow 16 [+3] MV 120’ (40’), SV NH, ML 6, AL C XP 10, TT P

The Thralls of the Dark Lady
Only John knows what uses the dark lady has for her victims. Some have
returned from the basement to the higher levels of the tower. Those who
emerge are changed. They shuffle mindlessly, not even as animals. These
are the thralls of the dark lady.

Thralls are emaciated and withered, with tight skin pulled over their pro-
truding bones. Their hair is unkempt and hangs in long, thin strands. Though
they look like disinterred corpses, thralls are not dead. Their pulse is tooweak
to detect, but their breath can be heard and felt. The evil magic of the
witch is what animates them.

The thralls no longer possess any semblance of sentience or will. When
left alone, they follow the one or two commands they were left with, work-
ing on tasks of magical research for the witch. This research can only be
conducted under the light of the moon. Otherwise the thralls will remain
stationary. They will retaliate if attacked, but not otherwise impede the PCs
in any way.

The thralls are effortlessly possessed by the witch. When inhabited, the
dark lady can use their bodies to cast her spells. Thralls are not turned, but
the dark lady can be driven from an inhabited one on successful roll (4HD).

6



APPROACHINGTHETOWER
Thetowerisdeepintheforest,athree-hour
walkfromthevillage.Itstandsaloneina
clearing,withonlydustsurrounding.

Thepartymayattempttoscalethe
tower,butthereisnothingobviousforthem
toaimfor.Theonlyobviouswaytogetin-
sideisthroughthefrontdoor.

ApproachingwithDaylight
Thefrontdoorisflankedbytwobandit

guards.Eachturn,thereisa2-in-6chancefor1-3bandits(max12)toen-
terorleavethetower,eithergoingonaraid,carryinginloot,orchanging
watches.WhilePCsareinside,every3turnscheckformorebanditsbe-
tween2ndFloorandGroundFloor.

ApproachingatNight
Asthesunsets,allbanditsnervouslyfileinside.Onlyoneispostedonguard.
Themoonaboveisfullandclearlylightsuptheareaaroundthetower.

Noteabouttiming
ThePCsareassumedtoarriveduringafullmoon.Ifyouarenotcareful
abouttrackingtime,thiswillnotbeaproblem.Otherwise,herearesome
options:Theentrydoordoesnotopenuntilnextfullmoon.Themoon
aroundthetowerisalwaysfullbymagic.Ifyoudropenoughhints,you
canlettheplayersenteratanytimebutbeunabletoleaveuntilthenext
fullmoon;overthistimethewitchtormentsthem.

TowerConstruction
FullMoonTowerisfivestoriestallwithabasement.Therearenowindows,
andonlyasingledoor.Thetowerisancient,andremainsstandingonlyby
thewitch’smagic.Thecenterofthetowerispiercedbyastairshafttoallow
moonlighttoreachallthewaytothegroundfloor.Thesestairsaretheonly
wayinandoutofeachlevel.Thewallaroundthestairshafthaswindowsto
allowmoonlighttoentereachfloor,andwhichwillallowmonstersoneach
leveltoseethePCsonthestairs.Bymechanismsinthe5thfloor,theroofof
thetowercanbeopenedandalargecrystalloweredthroughthetower.
Thereisalsoanapertureinthe5thfloorthatclosestosealoffmoonlightfrom
theshaft.Themoonlightreflectedinthecrystalhasmagiceffectsonitems
insidethetower,includingrenderingpermeablethegroundfloormosaic.
Thisistheonlywaytoreachthebasement.
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FifthFlooratNight
Read,Night:Candlelightflickers,illuminatingthecagesliningthewalls.
Haggardfacesturntoyouasyouascendthestair,andaglimmerofhope
crossesthem.Inthenearestcage,ayoungboyraisesafingertohislip.
Passasurpriserolltosneakfurtherupthestairs.Tamthesecond-in-command
stayshereatnight.Onlyheisallowedbeyondthe2ndfloor.Unlesstheykill
him,thenoiseoftheprisonersbeingfreedwilleventuallyalerthim.Assoon
asheseesthePCs,heraiseshishands:
ReadinVoiceofTam:Alright.Yougotthisfar,there’snopointinmestop-
pingyou.Listen,wedon’twantanypartofthis,okay.Shekeepsushere,
shemakesusdoallthis.Thedarklady,she’sgotmybrotherdownstairs.
Onceamonthhecomesout,lookinglikehe’sclimbedoutofhell.Idunno
whatshedoestohim,butwhatshedoestotheseoneswecaptureis
worse.It’susorthem.That’swhywedoit.Usorthem.

Listen,wedon’tlikethisanymorethanyou.Halfayearwe’vebeen
trappedinthishellhole,andit’skillingusinside.Shekeepssomeofus
trappedhereallthetime,orthemen’dhavemutiniedbynow;suppose
theywillsoonanyway.Thedarkladyisalwayswatching,soIcan’tgo
downtherewithyouorshe’lldomelikeoneofthem.ButI’lltellyouwhat
youneedtoknow.
ThisconversationislikelythefirsttimethePCswillhearthewitchreferred
toasthedarklady.Tamisforthcomingwithinformation.Whateverthe
PCsarelookingfor,hesaysitisinthebasement,wherehisbrotherJohnis
keptandwherethedarkladyresides.Ifasked,hewillexplainthattheroof
openstoletmoonlightin,andwillexplainhowtousethemachinery.He
doesn’tknowanythingaboutthedarklady,exceptthatshekeepsthem
here,demandsanewvictimeverylunarmonth,andcontrolsthethralls.
Hedoesnotunderstandhernature,buthintsshemaynotbealive.Heis
sympathetic,hopingyouwilldefeatthewitch,whichwillfreehismenas
well.HewillcooperateaslongasthePCsdon’tattack.

IfthePCsfreethevillagers,theywillbeextremelygrateful.Timothy,
Gert’sson,isuphere;ifGertiswiththeparty,thetwoshareatouchingmo-
ment.Gertwillcontinuewiththeparty,toseethewitchslain.Theprisoners
willheaddirectlyforthedoor,unlesstoldotherwise.Undernocircumstance
willtheyenterthebasementwillingly(notcountingasreplacementPCs).
ForcingthemintothebasementwillmakethePCsasbadasthewitchin
thevillager’seyes,andchangesthereceptionbackinMiddleport.

Whentheroofisopenmoonlightfloodsin,andthecrystalintheroof
shineswithsupernaturallight.Itcanbeloweredoneflooratatime.Each
timeitisloweredthereisaloud,groaninghaltfromthefloorbelow.
Note:iftheroofisopenedduringtheday,theaperturewillslamshut,and
willnotopenuntilnightfall,oruntiltheroofisclosedagain.
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FIFTH FLOOR – The Prisons (map)
The encounter here is different depending on when they enter.

Fifth Floor during Day
Read, Day: As you emerge into the pitch black room, the light of your
torches illuminates cages lining the walls. From the stairs, you see sleeping
prisoners blink awake, then stare at you with horror, shaking their heads.
If the PCs (or a single PC trying to sneak) continue ascending:
Read: The imprisoned villagers cover their eyes and turn away. Looking
around the room, your eyes fall on an ancient corpse, little more than a
skeleton, bones covered in a thin gauze of flesh, propped in a rottenwood
chair. As soon as the light of your torch touches it, its slack jaws open anda
violet fire roars inside its mouth. An aperture over the stair shaft slides from
the floor, slamming shut, blocking all escape. The skeletal skull detaches
from the corpse, a serpentine tail of violet fire trailing behind it.
The two PCs closest to the stairs maymake a save vs. death to jump in or out
before the aperture closes. If a single PC is trapped with the arcane horror,
after 3d3 rounds the remaining PCs simply hear a scream, and 1d3 rounds
later the aperture slams open; there is now a splatter of blood marking their
former companion. Automatically take 1d6 hp off of the arcane horror. If
more than one PC is trapped here, begin combat.

The arcane horror is the oldest thrall, where the witch harbors her focus
during the day. She has owned it for over 800 years and is very comfortable
manifesting inside it.
Arcane Horror AC 1 [18], HD 4 (30hp), Att 1×bite (1d6+1) or 1×spell,
THAC0 17 [+2] MV 150’ (50’) flying, SV ML AL XP 100,
SP 4× lightning bolt at CL 2, resistance to physical (1/2 dmg)

Combat: The arcane horror flies lithely through the room like a water snake.
Before the PCs have landed a hit, it will only use its attack to bite. After it
is struck once, it attacks with its tail (as a lightning bolt made of the violet
magical energy); this attackwill ricochet off the tower walls once (randomly
determine target, which may include villagers). Though it resists physical
attacks (1/2 damage), it takes normal damage from pure iron weapons
(not steel). If the roof is opened, it writhes in agony and crumbles to white
ash in the sunlight.

If the PCs kill the arcane horror, the aperture remains shut until night. They
have plenty of time to converse with the prisoners, who tell all they know.
At nightfall, the aperture will open and Tam will ascend the stairs. Move
directly to his dialogue in the Night section.

At night, this thrall is discarded in its chair. Tam will advise the PCs not to
touch the thralls: if the arcane horror is defeated, no thralls belowwill bother
the PCs; if not, the horror will not bother the PCs at night unless they touch
it. If PCs do not go up, by night Tam ascends and explains.
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GROUNDFLOOR–TheEmptyEntrance(map)
Read:Onlythelightofthemoon[sun]beyondthedoorpiercesthedark-
nessinsidethetower.Afaintglowfromtheceilingilluminatesacolorful
patternonthefloorinthecenteroftheroom.Thedarknessistoothickto
seeanythingelse.
AfterthePCshavefoundasourceoflight:
Read:Youareinanemptyroomwhichoccupiestheentiregroundfloor
ofthetower.Theroomislargeandcircular.Thereisnosignofbandits.In
thecenteroftheroomisamosaicdoneinthestoneworkofthefloor.It
depictsayoungwoman,presumablybeautiful,buthiddenunderlayers
ofveils.Behindherisadarkblueskysetwithacrescentmoon.Around
theperimeterofthismosaicisaspiralstaircase,ascendingtoacircular
holeintheceiling.

OncethePCshavecrossedthethreshold,thedoordisappearsandthe
PCsaretrappedinside.Thedoorwillonlyreappearifthedarkladywills,or
ifsheisdefeated.Therearenootherexits.

Thebanditsdonotusethisroomforanything,fearingitistoocloseto
thedarklady.Theydonotstoreanythinghere,nordotheystayinthisroom.
Theycrossitonlytoenterandleave.Duringthedayevery3turns,1-3ban-
ditscrosstheroominorout(max12bandits).Asearchoftheroom(or
spottedbyelf2-in-6)willrevealaglasseye(seepage21)inthefarsideof
theroom.

ThewomandepictedinthemosaicistheSilverGoddess(seemosaic
onpage20).Thedropofbloodonherdaggerisaruby.Becauseher
worshipisforbidden,thePCsareunlikelytorecognizeher(1-in-12,1-in-6for
elves).ThePCsdonotyetknowthis,butwhenstruckbymoonlightreflected
throughthetower’scrystal,themosaicwillvanish,revealingastair-linedwell
descendingdeepintotheearth.

Thestairsareriggedwithanoisetrap.
Almostanyoneinspectingthestairswill
noticeit,4-in-6.Itis2-in-6todisable
byanon-thief,butfailureswilltriggerthe
trap.Thetrapistriggered2-in-6ifPCsas-
cendunawareofit;otherwiseitiseasily
avoided(10-in-12modifiedbyDEX).When
triggered,astringpullsacascadeofloud
metalobjectstoclattertotheground.This
willalertthebanditsonthesecondfloor,
whowillcometoinvestigate.Iftheyim-
mediatelyseethePCs,thosewithbows
(1/3)willattackfromthesecondfloor,while
thosewithclubs(2/3)willdescendtofight
thetrespassers.Otherwise1-3banditswill
cometoinvestigate.
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FOURTHFLOOR–TheMoonlightLibrary(map)
Read,Day:Sprawledonthefloorarefivehumanbodies,similartothose
yousawbelow.Atfivedeskspositionedagainstthewalls,morebodies
slumpoverwoodendeskspiledwithbooks.Liningthewallsaroundthe
desksarebookshelvescontainingalibrary.Thefloorismotionless.

Read,Night:Thewallsoftheroomarelinedwiththebookshelvesofa
massivelibrary.Fivehumanformsareshelvingbooks—theirlonghair
hangsindiscoloredstrands,andtheymovewithouturgency.Fivemore
areslumpedoverdesks,motionless.

Therearetenthrallsonthisfloor;fiveas
scribesandfiveaslibrarians.Thescribes
canonlyworkundermoonlight.Duringthe
daythelibrariansarelefttofalltothefloor,
andatdusktheyslowlyriseandfinishthe
drudgeryofreshelving.Interactingwithim-
mobilethrallsisasonthe3rdfloor.Interact-
ingwiththemobilelibrariansstartsat4-in-6
forprodding.Ifthedarkladyisalerted,she
willinhabitathrallandattackwithmagic
missile,anddirectallotherthrallstoattack.
Shewillcontinueinhabitingthralls.

Thebooksdonothaveanylabels.An
attentivePCwillseetheirspinesareoneof
fourcolors.Ifopened,thebooksareblank—theyarewrittenwithmoon
ink,andcanonlybereadwithalightcrystalundermoonlight.Seepage
21forshelfcontents.

Ateachdeskisapenandanemptybottleofink–itisactuallyfullof
moonink.Alsoisastandlikeadesklamp,holdingalightbluecrystalofno
obvioususe(seepage21).

Therearevariousobjectsonthebookshelves.Consulttablebelow.
WithMoonCrystal:Ifthethrallsarenotkilled,whenthePCsreturntothis
levelwiththemooncrystalthescribesarediligentlywriting,andlibrarians
shufflingbooks.TheyignorethePCs.Noneareinhabited.

Bric-a-BracTable–1d6
Markoffeachresultwhenfound.Ifrolledagain,gotonextlowest.
1Abrasskeywithanintricatebitting(forsmallchest).x
2Awoodenspherewithmapspastedoverit...x
3Asilver-rimmedmonocle(2d4gp).x
4Anornamentalstatueofahorse’shead,carvedinobsidian.x
5Asmallgoldstatueofabirdinflight(2d10gp).x
6Asmalllockedwoodenchest.Ifopened,3d10gp.x
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THIRD FLOOR – The Alchemy Lab (map)
Read, Day: As you emerge from the stairs, you see awithered human form
collapsed on the ground. The body is emaciated, its shrunken skin pulled
tight over protruding bones. You see four similar bodies, slumped in chairs
at desks. All of the figures seem to be motionless. Shelves encircle the
room, lined with glass jars and small wooden boxes. Gaps in the shelves
lead to the four desks.
Read, Night: Shelves encircle the room, lined with glass jars and small
wooden boxes. Four gaps in the shelves reveal four desks set against the
walls. Slumped back in chairs facing the desks are four withered human
forms. The figures are motionless. As you observe, from behind a shelf
emerges a fifth figure. Its eyes glow with dark violet light.

The bodies are thralls of the dark lady (see
page 6). They are alive, but barely. They will not in-
teract with the PCs, unless attacked. If they move,
it is a slight twitching of muscles, as though in a
nightmare. The four at their desks are assigned to
brew potions. The fifth is used for patrol.

On each desk is a set of alchemical equip-
ment. There are flasks filled with colored liquids.
The liquids are potions, 4 flasks of each color. Un-
less the PCs have seen moon magic, they do not
recognize these potions and there are no hints at
their use Bunsen burners on the tables house dark
purple moon crystals. See page 21 for both items.

The jars in the room are not labeled. The con-
tents are mundane (leaves, sticks, mushrooms, bugs). Nothing about the
jars suggests magic.
During Day: During the day, the dark lady’s power wanes and she is less vig-
ilant. Every time a PC interacts with the thralls, he risks alerting the dark lady.
For minor interactions such as prodding she is alerted 1-in-6, up to 6-in-6 for
direct attacks on the thralls. If noticed, the dark lady inhabits the thrall and
attacks with magic missile. Once she is aware of the PC’s presence, she
will order all thralls to attack and continue inhabiting them.
During Night: If PCs were not careful climbing the stairs at night, the in-
habited thrall on patrol will immediately attack. If they snuck carefully
(roll surprise, or HS for thieves), they can wait until it passes. It will attack
the PCs on sight, using the dark lady’s magic missile. If they kill it unaware,
interaction with other thralls is as during day above.
With Moon Crystal: If the thralls are not killed, when the PCs return to this
level with the moon crystal they will begin methodically brewing potions.
They grab ingredients or work with alchemical equipment. They ignore the
PCs. None are inhabited.
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SECOND FLOOR – The Loot (map)
To reach this room, the PCs must climb the stairs carefully. If alerted,
the bandits attack seeking to kidnap. Captured PCS are brought to
5th floor prisons (page 15), then later (3d6 days) brought to witch; -1 CON
each day in prison. There is rope if the PCs need to restrain bandits.
Read: Several oil lamps shed light on the room. You see boxes, crates and
barrels piled against walls, with bed rolls spread out on the floor. This is
where the bandits make their den, and stash their loot.
There are 2d8 crates/boxes/barrels on this floor. Roll contents below.
During Day: There are three bandits in this room as collateral. The bandits
are awake and bored, and immediately notice the PCs (no surprise).
There is a 1-in-6 chance that 1-4 bandits will enter the tower and ascend
behind the PCs. The bandits will parley with the PCs briefly, but fearing the
dark lady, will ultimately attack the trespassers. They may offer “we know
what’s waiting if we don’t” as their reason. Every 3 turns of combat, and
every 3 rounds thereafter, roll for more bandits to come (2-in-6) until all 12
defeated. Surrendered bandits attack again when fellows join.
During Night: There are 10 bandits in this room, sleeping. There is another
on guard, but half asleep. If surprised (2-in-6), the bandits will immediately
surrender, but not otherwise cooperate. If given time to awake, (such as
by trap downstairs) they all attack.

Loot Table – d20
Mark off each result when opened. If rolled again, go to next lowest.

1 This crate is full of night soil. It smells terrible. (Do not mark)
2-3 The bandits must have emptied this crate. (Do not mark)
4 There is only water-logged grain. (Do not mark off this entry.)
5 A bolt of silver cloth (there are 3; mark once for each). x x x
6 Three bolts of dyed linen (mark off each color separate)

roll 1d4: 1=purple x 2=yellow x 3=green x 4=brown x
7 This small box holds a set of pan pipes. x
8-9 This box holds a (roll 1d3): 1=lute, 2=lyre, 3=fiddle. x

10-11 You find a polished bronze tube with glass fittings at each end.
(It is a spyglass – the PCs can experiment to find this out). x

12 Simple leather armor (+2 AC). x
13 Set of twin daggers (both 1d4 DMG). x
14 A pretty decent sword (one-handed, 1d6 DMG). x
15 Warhammer (1d8 DMG). x
16 Contains amatching set of sword (1d8DMG) and shield (+1 AC).

They are beautifully adorned. x
17 Two-handed greatsword (1d10 DMG). x
18 Fine-crafted recurve bow (1d6+2 DMG, +2 to attack). x
19 Shield of superb quality (+2 to AC). x
20 Packed inside of straw is a suit of plate armor. x
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