Runcibor Caverns — a dungeon to die for (in)!

1.

A 15’ drop into a small cavern. It has many stalagmites and stalactites, and a rock
pile at the far end. Alas, there is also plenty of Green Slime among the green lichen
covering the floor. There are two exits — to the west and south, both with
portcullises half open.

The south passage leads into a cavern filled with cobwebs with scattered gold and
jewellery on the floor. There is a trip wire which when triggered with close the
portcullis with a shuddering clang. The gold is illusionary, but on walking over to it,
there are numerous false areas which lower 6” on being trod on, and thus releases
multiple green poisonous gas jets from the walls at about 5’ height. To complicate
matters, the giant Stirges that have nested on the ceiling, and the giant spiders
lurking in the webs will attack the adventurers.

This is the Chamber of Fire. It is hot, heated by a massive bubbling pool of liquid lava
with an area of raised volcanic rock wreathed in lava and fire. Atop this is Zuul, a
major Demon with firesome fire abilities, and his 4 minion Vrock demons. In
addition, there are balls of fire which flash out gushes of fiery heat once any combat
is engaged in. The demons are immune to the fire. Just to warn off meddling
adventurers, there is a concealed pit trap at the cavern’s entrance. Beyond Zuul’s
‘throne’, is a heated floor with a huge pentagram and other magical sigils glowing
with fire. Near it is an altar where a fire mage is about to sacrifice a devil dog in
front of a chained maiden. His magical brazier emits a sinister red light that
shimmers, making visibility difficult, as well as damned hot. The southern entrance
is guarded by two giant Fire Elementals.

This is a long narrow passageway, inhabited by many Fell-Bats, and a very hungry
Mouthering Gibber. It forks — east leading to (5); west leading to (9).

A passageway leads from the Entrance Chamber (1) to this chamber filled with fiery
explosions that erupt from the ground when stepped on. It exits out to a
passageway filled with purple moulds, Deadly Eyes and a Mouthering Gibber. The
passageway fork to south and west.

This is entered by scaling down a 25’ cliff at the bottom of which is a swampy pool
of stinking filthy water. But once the adventures clamber out of this, with their flesh
being slowly eaten away, they see a ring of stalagmites within whose centre is a
deep rock pool, filled with water, white with limestone dripping from the cavern’s
roof. This is the Pool of Cleansing. If the adventures enter the pool and fully
submerse themselves, they will be cleansed of all slimes and healed of all wounds
inflicted by fire. This effect cannot be repeated. This cavern is exited to the west by
climbing up another steep cliff, with a waterfall thundering into an underground
river; or to the south by crossing the swiftly running stream and a bubbling morass
of hot mud into (7). This mud pool causes an ochre pigmentation, and severe
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10.

11.

debilitating pain in every wound taken.

This cavern, dotted with stalagmites, is covered with lichens, moss, ferns and fungi.
In the centre is a huge tree, with green fruit on it. Eating this fruit will cause all the
mud to fall off the body and its ill-effects to disappear; and cure the adventures of
any magical wounds. This can also be only done once per person. The exit to the
South-west is blocked by a pile of slippery, moss-covered rocks.

This cavern is barred from (7) by a whirlwind punctuated by lightning. It will cause
electrical burns, and disorientation lasting several minutes every 15 minutes. In the
centre is a slowly revolving fan, composed of 4 huge feathers. Stepping close to the
base and touching each feather as it passes will remove the effect of the lightning,
and cure all debilitating effects one has. This only works once. There are 2 exits, one
to the west, a narrow passage way filled with black smog; the other to the south
east. Both exits are barred by the same whirlwind/lightning barriers, but if the green
fruit has been eaten, the adventurers can pass unharmed. The long term effect of
the fruit is discovered when all females realise they desperately want to make love
to their male companions and vice versa. This will take place in the next room (9).
After this, all females realize they are pregnant regardless of age, and all men feel
the warm glow of fatherhood, even though no child has yet been born. Happily
perhaps, this only works once per person.

This fiery cavern is entered by passageway (4) after it forks — taking the west path;
or directly from the Tree of Fertility Cavern (8). It is barred at both entrances by a
barrier of fire. Passing this, regardless of precautions, results in blisters all over the
body, and a raised temperature, causing rigors. In the centre is a brazier of white
and blue flames. Anyone who puts their hand in the fire will have all ill-effects of the
fire barriers reversed, and gain great clarity of thought, protection from all fire,
magic or otherwise, lasting 1 week. Again, this only works once for each person.
Note: After all 4 caverns (6,7,8 and 9) have been traversed, and if each adventurer
has performed the act described for each room, they will become NG, regardless of
previous alignments until they leave Cavern 15.

This is entered via (9). It is covered with a fine mist and clouds, white and ominous
grey. The first obstacle is an acid spray, which erupts after the pentagram is passed,
and this is followed up with attacks from Whirlwind Golems, Air Elemental and
Lightning Balls. The cavern divides into 2 passages, bot leading east into Cavern 11.
The clouds are greyest in these passageways.

This has sinister nimbus clouds above, with occasional lightning bolts. There is acid
spray at the end of each passageway, and 2 air elementals, and a fierce Cloud Giant.
Beyond them are 2 ornate tables laden with heavy books of lore and magic, and
behind them is treasure of gems, gold ingots, jewellery, rare cloth and spices. No
magic items although many are magicked to appear so. Worst of all, there is no
penalty for taking them, though ominous creaks, sounds of violent wind, and flashes
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of lightning occur every time any piece of treasure is lifted.

A stalagmite and stalactite studded darkened (with soot) passageway, with a deep
concealed 30’ pit at its end leads from cavern 8 (Wind of Life) to a large high
ceilinged cavern filled with treasure of all kinds, covering the floor completely and
rising to 5’ high. Each of its three exits are guarded by Steel Golems, who will not
attack adventurers who have passed all the tests of Caverns 6-9. If not, then those
adventurers who did not complete the goals in those caverns will be attacked with
ferocity.

Inside the room itself, if any adventurer takes any treasure for themselves, then one
of the benefits of Caverns 6-9 will be stripped from them. If any place treasure in
either of the 2 pools, they will be filled with an immense feeling of goodness and
happiness.

Another stalagmite and stalactite (really bothersome obstacles, as in (12) above)
studded darkened (with soot) passageway leads to a concealed pit with bloodied
spikes at its base 20’ down. The smell of rotting fungi is everywhere, and the ground
is slimy and very slippery.

After the pit, the corridor forks south to Caverns (14) and (15), or west to Cavern 17.
The former is again littered with obstructing limestone formations, many looking
like leering succubi — though they are truly just limestone formations. Stinking fungi
are even more nauseating here, and affects any pregnant woman even more.
Expect a lot of vomiting, except for those who gave treasure to the pool in Cavern
(12).

The latter fork is somewhat more dangerous, again dividing into two roughly
parallel paths. One has another concealed spike pit, the other not. Both have jets of
deadly frost which are emitted when the first adventurer passes.

Guarded by another concealed pit, with very sticky tar at its base, and a fearsome
Steel Golem at the other side, this cavern is filled with many books, theological,
magical, and secular, fiction and non-fiction. It includes the first printed copy of
2020’, a doomsday novel by Owen Georges. These books are stacked on beautifully
crafted tables, themselves obviously worth small fortunes. Each adventurer can take
the first book they touch, but if any others are taken, another benefit of caverns 6-9
will be removed (not pregnancy though).

This is the central command centre of this whole complex. It contains the coffin of
an ancient, extremely powerful, god-like Vampire, Victor, who is patron of all
Neutral Good Vampires in the whole of Nibirum (all 3). He is the original creator of
this complex, made to hide forever, the powerful and evil Necklace of Domination
hidden elsewhere (Cavern 26). If the adventurers have successfully completed the
goals of caverns 6-9, and not lost any of their benefits, and have also put treasure in
the pools in cavern (12), they will not be attacked by anything in this cavern, but
made welcome by a neutral good Vampire, given a map of the caverns except for
area 26, warned of some dangers, and given valuable jewellery. If they do not meet
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ALL the conditions mentioned, they will be attacked if the coffin is opened by the
NG Vampire, as well as by the resident Humungous Snakes, Air Elemental, Guardian
Devas and Steel Golems. Good Luck!

This is the entrance to the Water (Ice) Chamber. It is guarded first by a concealed
pit, 30’ deep with poisoned spikes on the base of the pit. Then there is a giant, triple
strength Gelatinous Cube to devour those who manage to climb out of the pit.

This cavern has a very slippery icy floor, with crevasses everywhere, threatening to
collapse into icy cold water if more than one person steps on a section at a time. To
add to the danger, there is an Ice elemental, a pool that gushes deadly hailstones as
adventurers pass it, and icy cold tentacles that lash out in all directions. At its exits
there is a seemingly bottomless cavern to the right, and a pool of icy water, 20’
deep, at the left-hand exit.

This cavern is protected by an extra large Ice Tentacle monster, two Ice Golems and
three Ice Demons (of small size). There are three dramatic Icebergs, which are really
Ice Giants, which attack AFTER the adventurers have passed them. Beyond the Ice
Golems is an altar containing magic items. Unfortunately it is at the bottom of a
very icy pool, 25’ deep.

This is the main Water (Ice) Chamber, with the same treacherous icy floor as the
other ice caverns. The temperature is -10° C and a light snow is falling, with a bitter
fairly strong wind. This is the lair of the mighty Feringorix, an ancient White Dragon,
who sits on a massive mound of gold and other treasures. He is accompanied by
another Iceberg/Ice Giant, 2 Ice Demons and a pile of animated Ice Rocks.

Beyond another bottomless chasm are more Icebergs/ice Giants, Ice Demons, Ice
Tentacles, and giant Whirlpool which is also filled with hailstones, and sleet. There
is another hailstorm Pool, and several black Ice Slimes. This area guards the
southern entrance to Feringorix’s lair. To the further south is a narrow corridor filled
with green slime on both floors, ceiling and walls. At the entrance to Cavern 23,
there is another 40’ concealed pit.

This cavern branches off Cavern 12, and is also filled with Green slime on walls,
ceiling and floor. Its two southern exits also have 40’ concealed pits.

This is the first of 4 caverns forming part of the Chamber of Earth. It features a
massive Dire Lizard, who spits poison along with many poisonous mossy rocks. In
the centre, above a concealed 35’ pit, sits a toadstool ring, with giant toadstool in
the centre, exuding a perfumed scent of attraction, luring adventurers onto the pit.

This cavern is covered with lichen. Its entrance is a concealed 35’ pit, with a green

Slime atop is, and black ooze at its bottom.Poisonous mossy rocks, flowers and ferns
which cause continuous sneezing, sore and weeping eyes, and a swollen tongue due
to the spores they emit. To make it worse, there is another Giant Dire Lizard lying in
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wait. And amidst the fern, situated on the walls, is a Giant Green Gargoyle.

This is the main cavern of the Earth Chamber. It is guarded at both ends by an Earth
Elemental. Again there are poisonous mossy rocks and deadly mushrooms and
toadstools, which have a very pleasant, even moth-watering scent, and an ability to
make any adventurer very hungry. The treasure in the cavern lies on 2 tables, one of
fresh and wholesome meet, unfortunately guarded by Giant March Flies, with very
potent stings, causing an anaphylactic shock 50% of the time. The other is covered
with fruit and vegetables, protected by a Giant Scorpion disguised as a cornucopia.
Both fruit, vegetables and meat will cure 10% of wounds, revive any unconscious
persons, and give a sense of (unfounded) optimism to any who partake.

This cavern is much the same as Cavern 23, with pit, Green Slime, Ferns and mossy
rocks and a Dire Lizard and Green Gargoyle.

This complex is the very secret hiding place of one of the most dangerous Artefacts
on Nibirum. It is a Necklace of Domination, granting its wearer almost total
immunity to any attacks and the ability to force any animal, monster of
human/humanoid (except elves) to perform whatever the wearer wished. It is
known in legend as the Remial.

The complex consist of a long narrow corridor behind a secret area of cavern wall in
Cavern 3, at the south=east end of the Chamber of Fire.

First encountered are Stone Golems, cleverly camouflaged against the corridor
walls; then an array of Giant Black Puddings, with five times the abilities of the run-
of-the mill black puddings. Finally, before a very tight passage way 1-5’ wide and 5’
high, is an angry Fire Djinn.

After the narrow squeeze is passed, the is a large, slippery stalagmite, which
adventurer will have to blast or climb over. And on the other side are walls of fire
with a concealed sinkhole 80’deep, with walls of sharp edged rocks protruding
towards the centre of this sinkhole. At the bottom is a hot mud pool 10’ deep. After
this is another wall of fire, many giant spiers, and then Giant snakes, both poisonous
and pythons. And then a second squeeze, almost identical to the first, only now 2’
wide and 4’ high.

Past this is a huge cavern with very high roof. The walls, and ceiling glisten with
huge flawless amethysts and alexandrites, and beyond is a mound of treasure and
many chests filled with magical items. All these have limited time-span of 2 weeks,
and are mainly there to distract adventurers from the final prize.

Hidden behind a rockfall that reaches the roof, is a secret cavern, filled with 10’ hot
mud and sulpherous fumes causing automatic nausea and sore eyes, with reduced
vision. Atop this float two beholders, disguised as Deadly Eyes who will fight to the
death. Behind them, surrounded by gouts of fire, is a stone table. Atop this is a large
jewel case, containing a necklace, the legendary Remial itself.

Congratulations. You have obtained a very powerful artefact. But you must first deal
with the rest of the surviving adventurers, who are all filled with a lust for the
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Necklace, then return to the outside world, teleported first to the Chamber of Ice
(teleport labelled as T). The Remial will not work in these caverns.



