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FIRST LEVEL
ONE: Nasty bandits ks gV
Base is elsewhere, but they camp there to maintain their access ﬁ -““"”‘ ﬁ b
e The pillars have some usefu| quality; they know how to set you up for a zap acrossthem ™ 73‘1\"( o
e A working deal with #2: prevéqt anyone from hassling its nest, and it doesn’t eat them; also, they 45
don’t interfere with one ancthe : oy
e Using resources from #3; note cliff access; single-uge magic ite el
effects
e In some difficulty with #5, pitching troublemakers and victims down there'to stave it off
Zﬂé = Typical bandit is MR 18, tough guy/chief types are MR36 (-2
&  TWO: Flying monster roost A N
(Al e Guano, parasites or scavengers, possibly eggs or offspring ‘wﬁﬁ;f {er
lﬂM”( e MR 50 with a couple of twists; wing gusts can push you off s
THREE: Sort-of worship center #
e They're mostly exploiting it at some risk to themselves; “personal side effects” have accimulated
alitle 4@ 92 b ¥ TR L L gpo M st S by
SECOND LEVEL ‘
FOUR: Half of the god & ~s1airbress + e
e Wants the other half
e Here’s where “personal side effects” have accumulated a lot, for a few bandits who don’t Igave
this area any more
e Altar spot . —
FIVE: Spider nest Hoor 3 MR 10, bunm 25D xe e‘kéﬁmw 2R, “"L.%f«? |
e Head-hoppers: defeating the host means it might jump onto you 2z<44v o 47 & [ w roeef
e Much more successful worship, “priestess” - (o @y Py o fley
e Big plans in action concerning the nook at the back ~ 5/ do et €5 toten 2ot &
§reze ~uwtl
e Altarspot
SIX: Other half of the god ~ hesme ot 4 gl
o Wanis the other half
e Weird effects/opportunities set into the walls
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