
 

Willie writes: "I'm still tapping away at 
writing over here in Dublin, Ireland, and 
send a big 'Hi' to anyone who's said nice 
things about met Happy Halloween/ Guy 
Fawkes Day/Thanksgiving/ Christmas or 
whatever else is going on in your corner of 
the world as you read this." 

This AD&D 2nd Edition scenario is for a 
group of four to six players of levels 1-4 
(about 13 total levels). The group should 
include representatives of the warrior, 
wizard, priest, and rogue classes. Player 
character alignments shouldn't be evil and 
should tend toward neutrality or good. 

The scenario favors investigation over the 
use of force, so PCs should be prepared to 
question NPCs, look for clues, and 
assemble them to figure out what is causing 
the problem. The Dungeon Master may 
wish to have a copy of the AD&D 1st 
Edition FIEND FOLIO tome handy to assist 
in refereeing the game, but this isn't 
essential. The module may be played as a 
single adventure or as a small part of the 
DM's campaign. 

Adventure Background 

The goblins of Marchester Deep were 
strange indeed. Instead of robbing 
travelers, they handed over tribal treasures 
with vague expressions of embarrassment 
on their reddened faces. One hermit 
reported bashing 20 of them who tried to 
ambush him in a narrow pass, each 
forgetting to draw his weapon or load his 
bow. They were even seen to plant tree 
seeds around their lair instead of 
committing the customary wanton 
destruction that was expected of them. 

After months of this very strange 
behavior, the goblins suddenly reverted to 
regular raiding and pillaging. Travelers 
who'd had sleepless nights worrying about 
what the goblins were up to could now 
expect to be properly robbed or kidnapped 
without complications. The local hermit was 
tragically besieged in his cave, and the 
woods in a wide area of Marchester Deep 
were credibly hacked and torched to 
everyone's satisfaction. Things have 
remained normal ever since. 

Normal in the Deep, that is, but not in the 
town of Grinley Crossing, a fortified place 
some miles from Marchester. A wizard by 
the name of Pearlman came into town a 
couple of days ago, moving 
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very carefully and being extremely hesitant 
before uttering any words. The townsfolk 
considered him just another half-crazed 
spell-caster and pretended to ignore his 
little eccentricities. Besides, he paid good 
money and was a generous tipper, so who 
were they to pass comment on his 
considered manners or strange packages 
of carefully bound goods? 

Pearlman stayed in Grinley Crossing for 
only one night-, despite the hospitality of 
Ma Nettle's boarding house, as he decided 
the town lacked the resources he needed 
for experiments he wished to carry out. The 
following morning, he left to return to his 
own laboratory in the larger town of Pestle. 

Before he left, though, he acquired a large 
crate, some nails, and a drill. He deposited 
the crate at the Grinley Crossing freight 
office for delivery in one week's time to 
Pestle, where he would have prepared what 
he called "a special place" for its unknown 
contents. He paid Bob Crowfitter, who ran 
the office, a large sum of gold to hire 
suitable escorts for the delivery. Then, 
grinning strangely, the wizard departed. 

That day, Bob found life in the Freight 
Office more strange than it had been. There 
were little things that could be put down to a 
simple lack of concentration, like his 
repeated difficulties in writing invoices in the 
correct order or giving customers too much 
change. But there were other, less easily 
explained incidents. He put the kitten litter 
box out for the night and emptied the cat.  
He made sure all doors and windows were 
securely open before retiring. He put on his 
best suit, not his nightshirt, when going to 
bed. 

Gradually, many people in town began 
noticing themselves doing extremely simple 
things in extremely odd ways. The barkeep 
at Ma Nettle's placed empty bottles on the 
shelves instead of full ones. The landlady 
decided to fire him on the spot but 
discovered later that she'd given him a 
raise. John Baker, notorious for selling 
underweight bread, stayed up all night 
creating loaves like building blocks. 
Housewives had difficulty hefting them 
home from his shop, where he stood 
weeping blearily into his apron. 

After considerable exasperation, Bob 
Crowfitter managed to write a notice that 
was neither backward and scrambled nor 
rambling down the page, and 
he tacked it carefully to the post outside 

the boarding house. It read: 
"Escorts wanted for a package to be 

delivered to Pearlman Bibwither Esq. in the 
town of Pestle. A wagon will be provided. 
Apply to Mr. Robert Crowfitter, Grinley 
Crossing Freight Office." 

As he walked away, Bob kept looking 
over his shoulder and all around. He just 
couldn't shake the feeling that he was 
being watched. 

For the Dungeon Master 
Pearlman knew something was up when 
strange things began happening a couple 
of days away from his destination, Grinley 
Crossing. Where the high- way winds in a 
great loop to avoid the hazard of 
Marchester Deep, he noticed the 
butterflies, of course, and the birds that 
were being chased by them. There was 
also the thrush that took a deep breath and 
sang a song backward before looking 
nervously around and walking, with an air 
of forced nonchalance, back to its nest. 

When Pearlman rounded the next bend, 
a large bundle was lying in the middle of 
the road. Well, not "lying," exactly. 
"Struggling" is a better description, 
because the object was a goblin, 

bound and gagged with lots of rope and 
rags of dirty cloth. The mage swiftly rushed 
it and stabbed it twice with a piece of 
celery. 

When he'd taken a few paces and bitten 
his dagger, Pearlman decided things had 
gone slightly awry. It was obvious that 
something was interfering with the 
impulses between his brain and his 
actions-rather like the effects of Ma 
Nettle's home-brewed beer but a bit more 
pronounced. From the antics a. the local 
fauna, it seemed that this strange behavior 
also had an area of effect. Pearlman had 
heard about this kind of thing before. It 
was called "nilbogism," and it affected 
certain goblins and those around them. 

Carefully monitoring his thoughts and 
movements, he eventually ungagged the 
glaring bundle after some false starts. It 
seemed that Eifla-that was the goblin's 
name-had been cast out of his tribe for 
causing one too many embarrassments. It 
was the other goblins' intention to murder 
him, but when they got back to the lair, 
they discovered they'd tied him up in the 
wilderness. If it wasn't for Pearlman, the 
nilbog (see the FIEND FOLIO tome, page 
67) 



 

Four roads come together in the town of 
Grinley Crossing, a small fortified place 
where cattle and sheep are driven in at 
night, and where travelers can rest in 
relative comfort. 

Because of its proximity to the 
wilderness, Grinley Crossing possesses 
a good armorer's shop and a weapon-
smith, as well as a provisioners shop that 
sells iron rations in addition to more 
regular fare. But most people earn their 
livelihood from farming, as occasional 
adventurers spend their monies only in 
the outfitting shops and at Ma Nettle's 
boarding house, in the center of town. 

The adventurers may shop around for 
replacement equipment or supplies at 
costs 50% above those indicated in the 
2nd Edition Player's Handbook. However, 
accommodation is limited. As space in 
stables or sheds is at a premium, the PCs 
must either pay exorbitant fees for such 
inferior lodgings or partake of the 
hospitality of Ma Nettle's boarding house. 

A. Freight Office. 

You find the Grinley Crossing freight 
office near the southwestern gate of the 
town. A red brick wall, 15' high,  
surrounds it in a square. A pair of heavy 
wooden gates are firmly closed in the 
southwest wall. The southeast wall has a 
single, locked door and a pair of double 
doors. A small sign with the single word 
"Office" hangs from a hook and chain 
over the double doors. 

The freight office's hours of business are 
8 A.M. to noon and 1 Pm. to 6 Pm. 
Monday through Friday. On Saturdays, 
Bob Crowfitter is open mornings only, 
from 8 A.M. to 11 A.M. He takes Sundays 
off. If the PCs arrive at night, they find the 
place locked up, though knocking will 
eventually get Bob out of bed to answer 
the door. Between noon and 1 P.M., a 
sign marked "Gone to Lunch" hangs in the 
window, and Bob can be found at Ma 
Nettle's. 

A1. Office. The office is where Bob 
Crowfitter meets the public and takes 
orders for carrying freight to Pestle, or to 
one of the farms near the larger town. A 
table to the northeast is for 

as the people became affected by Eifla's 
nilbogism. 

The next morning, Pearlman was 
smiling as he left the town and strode 
briskly toward his lavish apartments in 
Pestle and the safe, sure use of his 
crystal ball to watch the fun! 

Grinley Crossing 

The PCs should not be natives of Grinley 
Crossing. The party arrives there four 
days after Pearlman entered the town. 
There's a 15% chance that Pearlman is 
scrying the PCs wherever they are in 
Grinley Crossing. The best way for the 
DM to check this is to roll percentile die 
each time a fresh en- counter area is 
explored. Scrying usually continues for 1-
6 rounds, longer if the PCs are near 
someone Pearlman knows or near Eifla's 
hiding place. See the 2nd Edition 
Dungeon Master's Guide, pages 164-165, 
for determining the chance that the 
adventurers notice they're being watched. 

The following boxed description may be 
used to get the adventure started. 

might have been in serious trouble. 
Pearlman did some field experiments.  

He force-fed a potion of haste to Eifla, who 
shortly afterward began cursing him in slow 
motion. He cast a slow spell and Eifla 
speeded up again. 

Pearlman decided that it might be 
dangerous to experiment on a creature 
when the experimenter's actions were the 
opposite of what he intended, and the 
mage figured he'd need some time to think, 
preferably in the safety of Grinley Crossing. 
But what to do about Eifla, the nilbog? The 
townspeople would hardly tolerate the 
presence of a vicious goblin, no matter 
what its scientific value, and Eifla could 
hardly be expected to cooperate in keeping 
quietly bagged. Then the mage had a flash 
of inspiration. He removed his own ring of 
free action and placed it on Eifla's finger. 
The nilbog fell instantly into a state of 
paralysis. 

In town, Pearlman hit on a plan of action 
unlikely to cause him any personal 
troubles. The town could provide guinea 
pigs for the wizard's research in the form of 
its own population. If he left his "curiosity" 
in the town and watched from a safe 
distance, he could take notes 



 

days ago, has seemingly disappeared 
into thin air! 

So Who Took the Crate? 

Pearlman could have stashed the 
paralyzed Eifla in a hidey-hole, somewhere
in town and watched the results from afar, 
but he had no animosity toward either the 
nilbog or the town, so he had to think of a 
way to be fair to both. He decided to make 
it appear as though he wanted a package 
(secretly containing Eifla) delivered by a 
group of adventurers, then he charmed 
Ned the Gnome (the bartender at Ma 
Nettle's) to "play a little practical joke on 
Bob" by swiping the package and hiding it 
in the basement of the boarding house. 

The mage's rationale was to protect the 
town from "nilbogism saturation" that can 
affect anyone (such as Bob Crowfitter) who 
is exposed to nilbogism for more than 36 
hours. Those people so exposed have a 
high possibility of harming themselves 
unintentionally. By moving the crate, 
Pearlman could also examine the effects 
on other townsfolk and the more 
resourceful adventurers. He reckoned, 
however, without the interests of the tiny 
local thieves' guild, which has not 

entertaining, and a large bottle of wine 
stands there on a tray. To the northwest, a 
shelf divided into pigeonholes holds smaller 
packages and envelopes for delivery-the 
nearest thing to a post office in Grinley 
Crossing. Bob's receipt book and invoices 
are stored under the lid of his desk, to the 
south. All doors are double doors, to allow 
ease of access for goods. 

Bob is pleased to see the adventurers 
(unless it's in the middle of the night!), as no 
one in town has seen fit to bother applying 
for the job of escorts for the Pearlman 
delivery. The terms are simple and 
nonnegotiable. For 300 gp, the adventurers 
must bring the crate to the mage's 
laboratory in Pestle. Bob's usual driver, Jim 
Kettlecake, is away on another run and 
can't drive the spare wagon, while Bob 
himself must man the office. If the PCs 
accept the commission, Bob shows them 
through to the storeroom (area A2) where 
he stored the crate for the mage. 

Bob Crowfitter, an ex-soldier, has lived in 
Grinley Crossing for the past six years, in 
which time he started the freight office and 
earned a reputation for reliability. The fee 
payable to the PCs is extraordinarily 
generous, as Pearlman made sure to give 
him a large sum "to ensure delivery." Bob is 
honor- able and forthright, and not at all 
equipped to deal with anything like the 
strange troubles that have been plaguing 
the town for the past three days or so. He's 
noticed the weird happenings have ceased 
occurring around the freight office and its, 
immediate environs for about the last 36 
hours, for which he is quietly relieved. 

Bob Crowfitter: AL LN; AC 10; MV 12; 
F1; hp 7; THACO 20; #AT 1; Dmg by 
weapon type (unarmed); ML 11; S 14, D 12, 
C 15, I 13, W 10, Ch 12. 

A2. Small Goods' Storage. Boxes and 
crates are stored in neat rows in this room. 
Double doors lead into the yard (area A5), 
into Bob's office (area A1), and into his 
kitchen (area A3).  Near the southeastern 
wall is a hand trolley used to move freight in 
and out of the room. 

When the PCs are hired to carry 
Pearlman's delivery to Pestle, Bob ushers 
them in here. Unfortunately, while he looks 
about the room in growing confusion, and 
checks his invoices with mounting panic, it's 
soon clear that the crate he placed here 
personally, not four 

only burgled Ma Nettle's since the nilbog 
was hidden there, but also moved the crate 
to another location! 

Meanwhile, once Bob Crowfitter has 
calmed down after imagining all the horrible 
fates likely to overtake him for losing a 
wizard's goods, he offers the PCs an extra 
100 gp reward to find the goods and return 
them to the freight office.  Bob is 
concerned, too, about his reputation for 
reliability, and asks the PCs to be very 
discreet in their inquiries about town. His 
description of the crate is sketchy, 
however. He says that it measures 4' x 3' x 
3' and has four large holes drilled in the 
face of each side (these are air holes, but 
the PCs must figure this out for 
themselves). In addition, he thinks the crate 
was wizard locked, as he'd tried to "take a 
little peek" at the contents and was unable 
to do so without having to resort to obvious 
force. As to what was inside, he can report 
only that the mage described it as "a small 
curiosity" he'd picked up in his travels. The 
crate weighed about 70 lbs., the word 
"Fragile" was painted on each side, and it 
had the runes "RB." on the lid. 

If the PCs head off immediately to ask 
around town, see the Rumor's Table 



 

those who eat it. (Untrue. Some of John's 
customers have obviously been affected by 
Eifla's aura, as well as the shock of eating 
properly baked loaves.) 

9. Algernon Gimp, the town drunk, 
swears he saw two red-rimmed eyes 
staring at him from a dark alley last night. 
Of course, most people who drink Ma 
Nettle's home brew see odd things, so it's 
probably no more than a hallucination. 
(True. Algernon detected Pearlman's 
scrying. He isn't really a drunk, though. 
This is just his cover, as he's really a clever 
thief. For more on Algernon, see area C2.) 

10. Someone's done something to the 
water supply, as people are acting very 
strangely about town of late. (False. 
There's no common reservoir; the people 
have many different wells and springs from 
which they draw their water.) 

11. There have been a number of thefts 
of property in the past 12 months. These 
seem to coincide with the arrival of 
strangers in town. (True. Algernon Gimp 
waits to steal from the townspeople so that 
strangers can be suspected.) 

12. Ned, the gnomish barkeep at the 
boarding house, used to be a locksmith. 
('True. He has a base 30% chance to open 
locks, but he found the art uninteresting 
after a while and gave it up.) 

towns. (True, but there's never anything 
criminal involved, despite the inference.) 

5. John Baker swears he was bewitched 
three days ago by some malicious witch or 
warlock out to ruin his profits. (True in the 
sense that he does think this, but only 
because of his unusually generous baking 
methods when Eifla was secreted in the 
freight office; the witch/warlock idea is, of 
course, false.) 

6. There was trouble at the boarding 
house four nights ago, when Ned the 
gnome tried to sell someone an empty 
bottle instead of a full one. (True. Ned's 
nilbogism-induced lapse occurred when 
Pearlman had Eifla on the premises, 
but nothing of the sort has happened 
since.) 

7. Though Bob Crowfitter is always 
careful and honest, it's said he made the 
unprecedented mistake of overcharging 
two customers and giving four others too 
much change. (True. This occurred on the 
day the wizard left Grinley Crossing; the 
mistakes were induced by nilbogism.) 

8. There's something in the bread that 
John Baker has been selling lately. Not 
only does it taste fresh and sweet, but it 
also induces a lapse in concentration in 

Rumors in Town 

The PCs would do well to try to find out if 
anyone in Grinley Crossing is eager to 
discredit Bob Crowfitter. Any persons 
interviewed tell quite the opposite story: 
Bob is universally liked and respected, and 
no one can think of anyone wishing to do 
him harm. 

The following rumors (based on the 
effects of nilbogism; see the sidebar) 
should get the adventurers started on 
locating Pearlman's lost goods. Roll 2d6 for 
each rumor heard, or choose from the list 
randomly. 

2. Pearlman Bibwither brought goods into 
town from the wilds. Whatever was in the 
crate that he deposited at the freight office 
was likely found in the wilderness. (True) 

3. The wizard stayed overnight at Ma 
Nettle's boarding house, where he 
concocted a spell that caused everyone to 
act strangely. When he thought he was 
suspected of malicious spell craft, he left 
town in a hurry. (Half true. Pearlman 
stayed at the boarding house, but 
there's no evidence of any spell-casting.) 

 4. Bob Crowfitter is a very diligent 
man who takes his responsibilities 
seriously. The man to see is Bob if any 
goods are required from any of the other 

them directly, it will be ld2 days before he 
notices the fact that three kegs are missing 
(see area B11 for details). 

The window from area A2 is slightly 
raised because Bob forgot to lock it 
properly. Some scrapes on the paint-work 
of the window frame indicate a heavy 
object was recently pushed through the 
opening. 

Ned the gnome entered the freight yard 
through the Judas gate and found the 
window to the storage area conveniently 
unlocked. Climbing through, he found the 
crate that Pearlman had described to him 
and manhandled it out through the window, 
scraping the paint in the process. The only 
witness to this was Silk the cat (see area 
A8). 

A6. Stables. Four horses can be 
accommodated in these three stalls. Two 
stalls are presently occupied. All are 
furnished with straw on the floor, a 
manger, and a small stone water trough. 

A7. Tack Room. Various bits, bridles, 
harnesses, and fittings are stored here, 

sidebar to find out what they hear. Should 
they ask Bob to let them examine his 
premises further, refer to the following 
numbered descriptions. 

A3. Kitchen. This small room has a 
large fireplace hung with kettles and 
cooking pots. A small cupboard to the 
southwest holds cups, saucers, plates, 
and a little food, mostly breakfast things 
as Bob eats at the boarding house every 
evening. The furnishings are completed 
by a small round table and some stools. 

A4. Bedroom. Bob's bedroom is 
furnished simply with a single bed and 
wardrobe. In the wardrobe are four pairs of 
boots, one pair worn out and dusty (Bob 
hasn't bothered to throw this pair out yet). 
Two normal cloaks and some underwear 
are folded neatly on the shelves. There's 
nothing else of interest here. 

 A5. Freight Yard. The yard is 
surfaced with hard-packed earth, and it's 

wide enough to allow Bob's two wagons to 
maneuver easily without getting in each 
other's way. The double doors in the 
southwest wall are locked and barred, but 
a Judas gate (a small gate set into a 
larger one) is not locked, so anyone can 
gain access from outside. (Bob usually 
checks this to be sure it is locked at night. 
There are no signs of tampering, as he 
was affected by nilbogism and unlocked it 
himself.) 

Along this wall, near the western corner, 
is a dung heap made up of horse dung, 
straw, and refuse from the house. To the 
southeast is a well with a bucket tied to a 
30' length of rope. Water is drawn from 
here for both the house and the horses. 
Near the well is a locked door to the 
street. This door is seldom used and 
hasn't been opened in months. 

A neat line of empty kegs is stacked 
along the northwestern wall of Bob's 
house. These are beer kegs from Ma 
Nettle's boarding house. Bob delivers 
these empties to Pestle Brewery each 
month and returns with full kegs. Unless 
the PCs draw Bob's attention to 



 

B. Ma Nettle's Boarding House. 

The boarding house, in the center of 
town, is built on two levels. The ground 
floor is walled with fitted stones, while 
the timber-framed upper story rests on 
this base. There are several windows, 
both downstairs and upstairs. A metal 
stovepipe protrudes from the wall of the 
southwest gable, where a gentle stream 
of wood smoke rises. 

If the PCs haven't yet met Bob Crow- 

along with brushes and combs for grooming 
the horses. Some tools for maintenance on 
the wagons are strewn about the central 
table, but any major jobs are done by a 
Cartwright in town. 

A8. Barn. Bob arranges a schedule 
whereby one wagon is always away on a 
job while the other is loading or stored 
snugly in this small barn. Some bags of 
rolled oats and a quantity of hay are also 
kept here as fodder for the horses.  It was 
Bob's intention to allow the adventurers to 
use his spare wagon for the trip to Pestle, 
but the delivery will have to be postponed 
until they find Pearlman's missing crate of 
goods. 

During daylight, there is a 65% chance 
that Bob Crowfitter's tomcat, Silk, is asleep 
on one of the bales of hay, resting up from 
his previous night's rounds. If he's here 
when the PCs arrive, they may be able to 
get some information out of him, if anyone 
in the party has the spell speak with 
animals either memorized or on a scroll. 
Silk, though, is still put out over Bob's odd 
behavior (he doesn't like being shook 
vigorously over a dung heap, then dashed 
in the face with a bucketful of icy water), so 
his reactions toward anyone using the spell 
are terse and not very friendly. 

Silk knows the burglar was a twolegger 
but not tall. The thief owned no cats and 
smelled of sweat and the shelters by the 
house where fat mice sometimes hide (Silk 
means the beer kegs-he sometimes can 
get inside one if he's caught in the rain). 
The intruder crawled through the small not-
wall (the window) and took the bad-smelling 
box that the tall twolegger who keeps cats 
(Pearlman) left with Bob. The burglar left 
the yard by the wagon way (the main 
gates). 

Silk doesn't think of things in terms of 
good or evil, but if the PCs can get anything 
out of him concerning the missing crate, 
he'll say only that it "smelled, thought, and 
heard bad," which is his way of explaining 
his instinctive mistrust of Pearlman's crate. 
Silk was not directly affected by any 
contrariness associated with the crate, 
apart from Bob's strange actions, as cats 
aren't affected by nilbogism (see the 
"Nilbogism" sidebar). 

Silk, cat: INT animal; AL N; AC 6; MV 5; 
HD 1/2; hp 3; THACO 20; #AT 2; Dmg 1-
2/1; SA rear claws for 1-2 hp; SZ T; ML 5; 
MC (Mammal, Small). 

fitter, they now see his offer of 
employment tacked (upside down!) on the 
post outside the door (see "Adventure 
Background" for the contents of the 
notice). 

Visitors may stop off at Ma Nettle's for a 
drink or partake of dinner, prepared by the 
proprietor herself. Should they wish to rent 
a room, they must register in the visitor's 
book that Ned keeps safely under the bar 
in the Common Room (area B1) when not 
in use. A sample of Pearlman Bibwither's 
handwriting marks the last entry. Fees for 
rooms are 5 sp per night or 3 gp weekly, 
paid in advance. Beer and wine are 



 

sugar, a little spice, and other dry goods; a 
small ice chest near the door, maintained at 
great expense to cool special wines or 
foods; and a large fireplace with an oven, 
connected to the stovepipe on the 
southwest gable. A window looks out into 
the alley behind the house. A back door 
opens into this area, also, though it's bolted 
from within. If some- one goes out through 
this door, they see the kitchen bin (area B9) 
to the right of the door. 

Ma Nettle (halfling): AL CG; AC 6; MV 6; 
0-level halfling; hp 4; THACO 20; #AT 1; 
Dmg by weapon type; SZ S; ML 10; S 12; D 
18, C 13, I 10, W 18, Ch 10; dagger. 

B3. Broom Cupboard. This 10'x 10' 
space is where the sweeping brushes, 
mops, and pails are kept. They're used 
frequently in Ma Nettle's clean house. 

B4. Ned the Gnome's Room. Poor Ned 
doesn't seem to get too far away from his 
work, as his room (with both doors locked 
when Ned is not there) is in behind the bar 
of the common room.  A bed and a 
wardrobe are the only furnishings. The bed 
is made each morning, as Ma Nettle hates 
untidiness, and Ned keeps his nightshirt 
and nightcap under the pillow. Changes of 
clothing and a spare pair of boots are all 
one may find in the wardrobe. In the pocket 
of a coat, however, Ned keeps a set of 
lockpicks, which he's allowed to own due to 
his training as a locksmith. 

B5. Linen Cupboard. Ma Nettle has the 
key to this small room built over the hot 
kitchen. The shelves contain ironed and 
folded bed linen; the smaller cupboard to 
the left of the door holds towels. 

B6. Ma Nettle's Apartment. The door to 
this room is marked "Private" and is locked 
during the day unless the landlady is in her 
room (it's kept locked at night, in any event). 
This is Ma Nettle's living quarters, where 
she sometimes entertains friends over a 
bottle of wine and a deck of cards. 

A table with a green cloth rests near the 
center of the room. A bed is against the 
wall, and a window looks out onto the 
street. Under the bed are three crates of 
bottled beer-the home brew that Ma Nettle 
is famous for but which is doled out in small 
quantities. The halfling's clothes and 
personal possessions are inside the 
wardrobe. There are 

cheap enough: 2 sp for an eight-pint credit. 
Though meals are only 3 sp each, they're 
uncommonly good, and many business 
people (those who own a shop or have a 
trade that pays well) in the town prefer to 
take dinner at Ma Nettle's rather than 
prepare their own. 

B1. Common Room. The common room 
is warm and pleasant, with a bar counter 
opposite the entrance and plenty of space 
between the tables. To the left, as one 
walks in, is a wide staircase rising to the 
bedrooms on the second floor. At 
mealtimes, the twin doors to the kitchen 
(area B2) open and close regularly as Ma 
Nettle bustles in and out with trays and 
plates. The bar is Ned the gnome's 
responsibility, and he can usually be found 
(after some searching) behind it. 

Ned was charmed by Pearlman to "play a 
practical joke" on Bob Crowfitter by 
removing the wizard's crate from storage in 
the freight office (area A). He did this, 
hiding the crate in Ma Nettle's cellar, to 
which he has the key (Ma Nettle is reluctant 
to descend to inspect it too often, as she's 
afraid of confined spaces). 

The gnome is lavish in his praise for 
Pearlman, even though he knows next to 
nothing about the mage, and this may give 
the PCs a clue to the presence of the 
charm. Though he has no saving throw 
should the PCs think to use a detect charm 
spell on him, Ned's general saving throw 
against spells is 19. 

On the subject of what Pearlman's 
"curiosity" might be, Ned is evasive; he 
feels somewhat guilty about the theft, 
although he doesn't know anything about 
Eifla, whom he's never seen. The gnome 
tries to switch the subject of conversation to 
the PCs' length of stay in Grinley Crossing, 
their business interests in town, and even 
the weather. He clams up altogether if 
someone mentions the recent strange 
behavior of the staff and customers of the 
boarding house, as the boss cautioned him 
in no uncertain terms against talking with 
anyone about it (she thinks it may scare 
away business). 

If threatened or charmed (assuming the 
first charm is removed), Ned hands the PCs 
the key to the cellar (area B11) with a 
sheepish expression. He says he never 
meant any harm; he was just helping 
Pearlman Bibwither play a little joke on 
good old Bob Crowfitter. 

Ned (gnome): AL NG; AC 10; MV 6; 

0-level gnome; hp 3; THACO 20; #AT 1; 
Dmg by weapon type; SZ S; ML 4; S 16, D 
10, C 15, I 14, W 5, Ch 13; club. Once an 
apprentice locksmith, Ned has a 30% 
chance to pick locks. 

B2. Kitchen. This kitchen is filled with 
the delicious aroma of food being prepared 
as only Ma Nettle can do. If she isn't in 
here, she's likely keeping an eye on Ned in 
the common room (area BI) or perhaps out 
shopping (she doesn't trust the gnome to 
bring home the freshest food, or even have 
the sense to avoid being shortchanged or 
overcharged). 

Ma is a halfling female and a shrewd 
operator, well able to match anyone in 
Grinley Crossing in business acumen. She 
started the boarding house as a lowly 
tavern with money she'd inherited from her 
late husband, eventually adding the upper 
story and turning it into the best hostelry 
(and soon the only hostelry) in town. She is 
admired and respected by everyone in 
town, even John Baker, who is less than 
pleased with Ma's habit of baking her own 
bread. They've avoided direct competition 
by agreeing that her bread should be 
consumed only on the premises. 

Ma Nettle is deeply embarrassed about 
Ned's lapses in serving customers, and 
about her own ridiculous behavior around 
the boarding house, which no one 
observed. In fact, she'll go so far as to 
deny anything unusual happened to her at 
all. She is more concerned for the 
reputation of her establishment than she is 
worried about the cause of her customers' 
and employees' odd behavior. She knows 
nothing about Pearlman's missing crate, as 
the cellar is the one area she's confident to 
leave to Ned's care. 

Ma remembers the wizard as quite 
excited and somewhat eccentric. He bore 
many bundles and packages, traveled on 
foot, and (more important) paid hard cash, 
so Ma considered him a good customer 
and forgave him for his carpentry upstairs 
as he nailed together the crate. Ma says he 
stayed only one night, having important 
business elsewhere. Should the 
adventurers wish to see the room he 
rented (area BS), Ma Nettle will oblige, 
seeing no harm in letting strangers see the 
quality of her boarding house. 

The furnishings of the kitchen are a large 
central table, kept scrupulously clean by 
the landlady; shelving and cupboards 
holding small sacks of flour, 



 

room, a raking of ashes from the fire- place 
in the kitchen, another day's spud 
peelings, six apple cores and peels from 
one of Ma's pies, a chop bone, one soft 
tomato, three or four bad leaves from a 
head of cabbage, a small quantity of fluff 
from under a bed, a crumpled and soggy 
piece of paper, more potato peelings, and 
one bent pin. 

The under-bed fluff and crumpled piece 
of paper came from the wizard's room 
(area B8) and might interest the PCs (well, 
perhaps the dust won't inter1st them too 
much). On the paper are some strange 
marks that initially look as though they are 
scribblings in some foreign language. In 
fact, they're writ- ten in Common but 
backward. The writing seems to be a note 
of some kind, though incomplete. To be 
read properly, the letters must be viewed 
in a mirror, and even then they might not 
make much sense to the PCs, as several 
have been smeared by the damp of the 
bin. Here's the best that the PCs can do in 
reading the note: 

" . . . paralysis ... holding ... unsafe ... 
continue   ... leave the experiment  ...  
gnomish helper ... reactions ... safe limits 
... Eifla ... prime example. .” 

For the sake of clarity, this is what the 
whole piece, as written by the wizard, was 
meant to convey: 

"For some reason the paralysis is 
holding, though it's unsafe to continue to 
examine it here. I may leave the 
experiment in town and view it from afar. 
Strange to have a gnomish helper again! 
Peoples' reactions are starting to reflect 
the nilbogism, though they're still at safe 
limits. 

Even its name, 'Eifla,' is a prime example 
of the phenomenon. What's 'Eifla' but 
'Alfie' backward?" 

Pearlman discarded this note when he 
saw the words were all askew. Only the 
words shown in the PCs' copy are legible, 
but the DM might like to improve the PCs' 
chances of adding another 1-8 words to 
their fragmented copy if someone casts a 
comprehend languages spell on the note. 

B10. Cellar Entrance. Bob Crowfitter, 
the freight hauler (see area A), delivers Ma 
Nettle's supplies of beer and wine, 
lowering them into the cellar directly from 
his wagon via this street- 

four changes of clothing, including a dress 
for special occasions. The deeds to the 
boarding house are hidden in a secret 
compartment in the back of the wardrobe. 
A bag, hanging on a hook inside the door, 
holds three decks of playing cards and 
some tokens in lieu of cash (they're 
worthless unless pledged as some gold 
piece value prior to a card game). 

B7. Guest Rooms. Each of these rooms 
holds beds and wardrobes used by paying 
guests. Prices are the same for everyone, 
whether a room is shared or not (see area 
B for a price list). 

B8. Pearlman's Room. This is the room 
used by Pearlman on his visit to Grinley 
Crossing, and Ma Nettle will gladly allow 
the PCs to inspect it if they ask her nicely. 
It has a single bed and a wardrobe. The 
landlady swept out the room the day 
Pearlman left, so even the dust under the 
bed is at a minimum. The PCs may be 
disappointed to realize there are no 
indications the wizard has ever been here. 

If the landlady is present when the 
adventurers examine the room, she 
proudly challenges them to find any dust or 
dirt in her guest room, freely admitting to 
cleaning out a room immediately after a 
guest checks out. If the PCs are clever 
enough to think of asking what she does 
with the dust she sweeps up, she'll tell 
them she puts it in the bin outside the 
kitchen door (area B9). The bin is emptied 
each week by a dustman, who dumps the 
accumulated rubbish outside of town. 

B9. Kitchen Bin. A large metal bin rests 
on the ground outside the kitchen door. If 
the DM wants to be particularly nasty, he 
might arrange for the investigating PCs to 
reach the bin just in time to see the local 
dustman tip it into his cart of rubbish, in 
which case they'll have to sift through the 
waste of five or six houses before they find 
any clues. 

The contents of the bin are varied. If the 
PCs get to it before the dustman, they can 
see a large pile of potato peelings inside. If 
they tip the bin up and sift through the 
trash (which should be done with Ma's 
permission, to avoid a mess of trouble!), 
they find the contents a bit more 
sophisticated. 

Working down, there are potato peelings, 
a cabbage stalk, two crusts of bread, one 
empty flour bag, a bucketful of sawdust 
from the floor of the common 

level trapdoor. A recessed padlock keeps 
the opening secure when the trapdoor is 
not in use. It's unfortunate that this padlock 
is on the outside of the trapdoor, because 
it's recently been picked! 

A character with thieving skills who 
makes his own open-locks roll while 
examining the lock is certain to notice the 
minute scratches that show it was picked 
and then relocked. A glance around the 
cellar below doesn't immediately reveal 
anything amiss, but if Ned is brought down, 
he can confirm there's something very 
wrong indeed. 

B11. Cellar. Entrance to the cellar is 
gained via a trapdoor behind the bar in the 
common room (area B1), opening onto 
stairs that descend 10' to the floor below. 
Another trapdoor connects with the street 
for loading purposes. 

Ned is responsible for the cellar and has 
rigged a set of pulleys that can be hooked 
onto the rim of the street en- trance to 
make the lifting and lowering of barrels 
easier. Ma Nettle complained of the 
pulleys' noise, so the gnome had them well 
greased and they run almost silently when 
in use. 

The cellar is well ordered, though the 
landlady's fear of confined spaces means 
she seldom inspects Ned's work here. 
Barrels of beer rest along the southwestern 
wall, while wine (of which there's a smaller 
supply, due to its expense and poor 
demand) is kept near the opposite wall. 
The older stock of each product is kept 
nearest the stairs so as to be used first. 
Empty barrels are left near the street 
trapdoor for removal. 

If the PCs "persuade" Ned to admit his 
part in the removal of Pearlman's goods 
from the freight office, he'll bring them 
down to the cellar, confident that his 
employer wouldn't find the crate here. 
However, when Ned and the PCs get here, 
the crate has done another disappearing 
act! What's more, three casks of wine 
appear to have been mysteriously emptied!

There are a few clues around the cellar 
as to who burgled it, and how.  The pulley 
ropes have been put back in their regular 
corner, wound tightly as Ned tends to leave 
them. A PC examining the ropes has a 
20% chance per round of careful search to 
locate a spot of yellow pigment where paint 
or some similar substance came into 
contact with the rope. 

Examining the empty casks has a 50% 
chance of revealing a white chalk mark 



 

smoke slightly. The front is bright and 
welcoming, with a large window of 
glass looking into the shop itself. 

If no one asks how "bright" the outside of 
the shop is, the DM might like to give each 
PC a 45% chance of noticing the relevance 
of the yellow shop front, if they've already 
investigated area B11 and seen the clues 
there. Otherwise, describe the following 
areas as the adventurers explore them. 

C1. Shop. This is the retail end of John 
Baker's business. The room is long and 
designed to accommodate the queues of 
customers who visit the shop each 
morning. John normally sees to the shop 
himself, placing a few cakes and sweets 
along the counter to tempt the customers 
while he sends their bread orders upstairs 
via the dumbwaiter behind the twin doors 
in the center of the southeast wall. This 
leads up to the bakery (area C3) where 
Algernon Gimp fills the orders. 

If the adventurers arrive in the morning, 
they'll find John busily engaged in trying to 
convince customers that his loaves are up 
to standard weight and worth every penny 
of their 6 sp price-a full silver piece over 
the regular price in other towns. It's a daily 
ritual that every- one has gotten used to by 
now, and John has a monopoly on bread 
sales in Grinley Crossing, what with the 
busy workloads of most people who prefer 
not to take time to bake their own. Not all 
people shop here, though. Some are too 
poor to afford John's prices. Ma Nettle also 
bakes bread but has an agreement with 
John not to sell it, except as part of the 
meals she serves in the boarding house. 

John knows less about Pearlman's 
curiosity than Ned the gnome and 
suggests the adventurers ask the barkeep 
about it. He is aware that things have been 
going crazy over the past few days but 
points out that the boarding house had as 
many problems as his bakery, and at the 
same time-a clue that the adventurers may 
find useful. Also useful is the fact that John 
is centrally located to pick up gossip from 
his daily customers, as he surpasses even 
Ma Nettle's for regulars. 

To date, John knows most of the stories 
concerning the nilbog-induced chaos in 
Grinley Crossing. On the first day of 
Pearlman's visit, both the bakery 

crate was duly hoisted to the street, using 
Ned's own silenced pulleys, and Algernon 
brought it home immediately, before 
returning for the casks of wine. The crate 
and wine casks are presently hidden in his 
shack at area D. 

Ned is most upset that he's lost 
Pearlman's goods, especially since he was 
so directly involved in their removal from 
Bob's yard in the first place. He offers any 
help he can give in recovering the crate, 
then heads off to the freight office to 
explain to Bob Crowfitter about its initial 
disappearance. 

C. John Baker's Shop. The 
adventurers may visit John Baker while 
following up on some of the information 
given in "Rumors in Town" or as part of 
their general investigation. Whatever 
their reasons, if they go to the bakery, 
the DM should read aloud or 
paraphrase the following boxed text: 

The baker's shop is across the road from 
Ma Nettle's boarding house. It's built on 
two levels, and three large chimneys at 
the rear of the building 

that has been roughly rubbed off. Ned uses 
white chalk to indicate which barrels are 
empty and ready for collection. However, 
his tally of casks is correct, meaning these 
casks were brought into the cellar-their 
contents weren't merely drained. The only 
person likely to have casks of a similar 
type (and with Ned's marks on them) is 
Bob Crowfitter at the freight office (area A).

Bob, however, isn't responsible for the 
robbery. The thief in question was the 
"town drunk," Algernon Gimp, who swiped 
three empty casks from Bob's yard (even 
Silk, the cat didn't see him) and swapped 
them for full ones. He picked the lock on 
the trapdoor to the street (see area B10) 
behind the boarding house. The 
adventurers may meet Algernon at John 
Baker's place, as John is the only person 
who'll employ him in town. Incidentally, 
John recently had Algernon paint the front 
of his shop yellow (see area C). 

When Algernon burgled the cellar, he 
was looking for casks of wine for a 
customer, but when he saw the crate with 
the interesting markings on it, he reckoned 
he might be able to make a few extra gold 
pieces in wizard's goods. The 



 

fabric of his robes. 
Should the PCs capture him, Algernon 

refuses to reveal the whereabouts of the 
missing crate, but charming him might 
prove useful in reversing this resolve. (If the 
DM thinks this is too easy a solution, he 
can ensure Algernon makes each saving 
throw against the PCs' spell-casting.) If 
Algernon is slain, the PCs will have to find 
the missing items without his help. 
Algernon Gimp: AL NE; AC 8; MV 12; T3; 
hp 11; THACO 19; AT 1; Dmg by weapon 
type; SA double damage from surprise 
backstab; ML 10; XP 65; S 8, D 16, C 14,I 
13, W 10, Ch 12; Thieving Skills: PP 25%, 
OL 55%, FT 10%, MS 35%, HS 20%, DN 
15%, CW 80%, RL 30%; short sword. 

C3. Bakery. Three large ovens, heat- ed 
by the fires at area C2 below, fill most of 
the floor space here. At night, they glow 
with the heat generated in the baking 
process. During the early morning, 
Algernon mans the area near the 
dumbwaiter (by the northwest wall) through 
which John Baker orders bread for his 
customers in the shop below. 

Sacks of flour and yeast, as well as 
several jars of water are kept under the 
table by the northwest wall. If Algernon 
hasn't been encountered at area C2, the 
PCs may find him here, depending on the 
time of day. 

Each oven is large enough to bake three 
dozen loaves of bread. Accidentally 
touching one of the cast-iron surfaces while 
the fires are burning at full whack does 1-4 
hp damage. In the event that someone is 
thrown into an oven, he must save vs. 
death or die. If the save is made, damage 
is 12-72 hp (12d6) per round. 

Quick on the Uptake 

If the adventurers have gotten this far in 
their investigation, they should have most 
of the following information: Pearlman's 
goods, whatever they were, were kept for 
one night only at Ma Nettles. While he 
stayed there, everyone in a 100' radius was 
affected by some malady that made them 
accident prone and contrary. 

-The wizard was conducting some kind of 
experiment but considered it unsafe to 
continue to monitor it in Grinley Crossing. 

-On his second day in town, the wizard 
placed his mysterious goods in a 

and boarding house were affected by a 
strange malady that caused everyone 
therein to do really silly or odd things. The 
building immediately behind Ma Nettle's (an 
armorer's shop) was also affected, and one
next door was also under the spell, if spell 
it was. (The area of effect is shown on the 
Grinley Crossing map as a dotted circle.) 
Though John doesn't know it, what he's 
relating is the arrival of Pearlman and the 
hidden Eifla, and their one-night stay at the 
boarding house that affected everyone in a 
100' radius. 

John goes on to say that the next day 
everyone seemed to return to normal, but 
shortly after Pearlman left town, chaos 
broke out around Bob Crowfitter's office 
(after the wizard left the crate there). 
Several people noted incidents of odd 
behavior near the freight office, even after 
dark, but the effect seemed to move back 
to the area of the boarding house for a time 
(when Ned shifted the crate to the cellar of 
Ma Nettle's place). 

Early risers detected nothing unusual 
around either Bob Crowfitter's or Ma 
Nettle's, and the bakery operated fine the 
following morning. John particularly 
remembers his problems in getting 
all the work done that night and morning, 
as he'd given Algernon Gimp, his helper, 
the night off for working particularly hard on 
painting the shop front the previous 
afternoon (Algernon swiped the crate from 
Ma Nettle's cellar, so the nilbogism didn't 
affect any area near the bakery, the 
boarding house, or the freight office). 

So far, John has heard no new gossip 
about any fresh weirdness in town, and he 
hopes things have settled down to 
normality again (in fact, Eifla is still causing 
chaos, but he's hidden in a part of town 
whose inhabitants are unlikely to shop at 
John Baker's). 

The usefulness of John Baker's 
information is to establish a time line for the 
adventurers, letting them work out the 
movements of the crate, and the possible 
area of effect of the nilbogism. If they figure 
this out, they may use it to track down Eifla 
(see the sidebar on "Nilbogism"). 

John lives in a comfortable house at the 
north end of town, coming to work each 
evening and staying there until about noon 
the next day. He returns home after this to 
eat and get some sleep. 

John Baker: AL NG; AC 10; MV 12; 0-
level human; hp 3; THACO 20; AT 1; 

Dmg by weapon type; ML 4, abilities 
unremarkable; rolling pin for 1-3 hp 
damage. 

C2. Furnace Room. This is where the 
ovens upstairs at area C3 are heat- ed. A 
pair of double doors opens into the alley to 
the northeast, through which loads of 
timber are brought in as fuel. Timber lies in 
three neat piles on the floor. A single door 
leads to the stairs at the southwest end of 
the building. During the day, the three great 
fireplaces against the southeast wall 
merely smolder, but they're fired up in late 
afternoon for the evening's baking. The 
stoker is Algernon Gimp, the so-called 
"town drunk," who may be found here in 
the early evening. Otherwise, he's upstairs 
in area C3, at home at area D, or abroad in 
town. 

Algernon uses the cover of being a drunk 
to wheedle his way into situations and 
places to his advantage. Businessmen 
discussing a deal dismiss him as "just old 
Algernon" if he happens to sit nearby with a 
bottle in his hand, and so he picks up 
information quite easily. He is actually a 
member of the small local thieves' guild 
and quite accomplished at his trade. 
Usually he waits for visitors to come to 
town before he pulls a job, so suspicion 
can fall on them. 

While burglarizing the cellar at Ma 
Nettles, Algernon also made off with 
Pearlman's crate in a handcart, covering 
the couple of minutes' run to his shack 
before the nilbogism could begin to affect 
him. Both the wine and the crate are 
hidden there now, but John Baker has kept 
Algernon so busy the last day or two, he's 
not had a chance to open up the crate and 
see what's inside. 

Algernon is an expert at projecting an 
image of dim helpfulness. If confronted with 
evidence that he is the burglar who broke 
into Ma Nettles, he'll initially try to 
misunderstand what the PCs are accusing 
him of doing. He mournfully explains then 
that he couldn't possibly do something like 
that against the lovely Ma Nettle, but spells 
like detect lie or know alignment might 
indicate something to the contrary. 

Algernon has no alibi for the night of the 
theft, and the yellow paint found on the 
ropes he handled in the cellar is definitely 
from the can used to paint the shop front. If 
it's obvious that the PCs are on to him, he'll 
attempt an escape. 
If necessary, he'll make use of the short 
sword strapped inside the billowing 



 

crate, which he deposited at Bob 
Crowfitter's for' carriage to Pestle. He then 
left town. 

-The crate measured 4'x 3'x 3' and had 
four large holes drilled into each face. It 
was also wizard locked. 

-Things went crazy within 100' of the 
freight office all that day and part of the 
night, then gradually quieted down. 

-Ned the gnome was seen by Silk the cat 
as he burgled the freight office. On 
Pearlman's instructions, Ned removed the 
crate, hiding it in Ma Nettle's cellar. 

-That same night, someone stole three 
empty kegs from Crowfitter's yard and 
exchanged them for full ones in the 
boarding house. It's reasonable to assume 
the same robber took the crate on the 
same occasion. 

-The thief left yellow paint on the pulley 
ropes in Ma Nettle's cellar. 

-John Baker's shop front was recently 
painted yellow by his employee, Algernon 
Gimp. 

Locating the Crate 
By examining the clues summarized above, 
the adventurers should come to the 
conclusion that the missing crate is likely in 
the possession of Algernon Gimp and 
probably hidden somewhere he frequents. 
A search of the baker's premises fails to 
unearth it, so it's likely at Algernon's abode, 
wherever that may be. If they ask the 
townspeople, the adventurers can soon find 
out where Algernon's shack is located. 

However, if the PCs are in serious 
difficulties with their investigation, they can 
still locate the hiding place by trial and 
error. With the definite limit on Eifla's aura 
of nilbogism, and the effects it has on living 
beings in that area, the PCs could note the 
area of town where the weirdest things are 
happening, narrowing it down to a 200'- 
diameter circle. 

The DM can facilitate this by allowing 
them to snoop around town, noting strange 
sights as they near Eifla's hiding place. The 
following examples may be used to clue in 
the adventurers that they've entered the 
circle of effect: 

1. The adventurers see two dogs in the 
middle of the street who are chasing their 
tails. This mightn't be unusual, but they're 
not chasing their own tails! No one else 
seems to be taking any notice. 

2. A householder emerges from a 
doorway and tosses a bucket of peeled 

Nilbogism 

As far as is known, nilbogism affects only 
goblins, though the variety of effects 
possible suggests that other, unrecorded 
creatures might possibly be carriers of 
the phenomenon. This isn't to suggest 
that nilbogism is a disease; rather, it is a 
magical complaint that occurs whenever 
powerful magic is used too often in one 
place (such as multiple wishes) and the 
basic fabric of reality is strained. 

A nilbog is made, not born. When a 
goblin matures to breeding age, it may 
begin to display signs of nilbogism. It is 
estimated that the chances of nilbogism 
occurring in any goblin tribe is 0.001%, 
given the particular nature of the com- 
plaint and the magical rarities occurring 
in the environment that help create it. 
The newly created nilbog seldom eats 
unless sick, as it doesn't seem to require 
food. It does, however, share 
temperaments with its goblin-kin and acts 
accordingly. Nilbogs may mate after the 
customs of goblins, but such unions 
produce few offspring. The rare product 
of a nilbog male and a female goblin is a 
normal goblin child. No female nilbogs 
are known to exist. Nilbogs live an aver- 
age of 25 years. 

Though initially nilbogs are often 
revered as supernatural beings within 
their tribe, their aura is usually seen as a 
nuisance and all are inevitably expelled, 
or sometimes killed, by their goblin 
relatives. 

Whatever the individual nuances of a 
particular case of nilbogism, the 
phenomenon always follows a basic 
pattern. Any sentient being coming within 
100'of a nilbog is susceptible to acting in 
a manner contrary to that being's desired 
in- tent. Notable exceptions are creatures 
with feline blood, from humble house 
cats to fabulous griffins, all of which 
seem unaffected by the aura. 

While a wide variety of effects can 
occur around a nilbog, they seem to fall 
into two categories, the "incidental" and 
the "purposeful." The latter is most 
dangerous to adventurers. 

In an "incidental" case of nilbogism, the 
victim does things that occasionally occur 
in everyday life which cannot 
immediately be recognized as nilbog 
induced. If the victim is literate, he may 
write words or letters in the wrong order. 
He may set cutlery in the wrong places at 
the table or open and close doors or 
windows in the wrong order. Though rare 
in everyday life, such anomalies do 
occur, but they are notably increased or 
exaggerated when a nilbog is nearby. 

In the second category-the 
"purposeful"-the victim is engaged in an 
action requiring either concentration or a 
definite decision. A blacksmith making a 
ploughshare, an archer shooting an 
arrow, or a mage casting a spell may all 
be affected. The resulting failures, or 
even reversed results, cannot be easily 
explained as more accident and can be 
seen as nilbog induced, though this may 
not be immediately apparent unless the 
affected people have previously been in 
contact with a nilbog or have heard tales 
of this monster. 

Whether incidental or purposeful, 
nilbogism places persons in real danger 
of accidental death after a period of about 
36 hours, as recurring incidents of self-
mismanagement increase the odds of 
death or serious injury. (The DM must 
adjudicate these circumstances as he 
sees fit, but an "error rate" of 100% minus 
the level of the character is suggested; 
thus, a 5th-level character has a 95% 
chance of making a mistake in combat 
each round.) 

Luckily, nilbogism operates only in its 
100'-radius sphere of influence, centered 
on the nilbog itself. When a victim moves 
out of this sphere, the phenomenon 
wears off in 1-4 hours, after which the 
victim's actions return to normal. No 
known substance can block a nilbog's 
aura, so miners underground could be 
affected by a nilbog on the surface, if 
within range. 

Nothing unusual occurs to a new victim 
entering the field for about five minutes. 
Observation of other victims may warn a 
newcomer of the presence of a nilbog 
before he himself is affected. Any actions 
directed against the well-being of a nilbog 
during this five minutes' grace seem to 
trigger the protective aura of the monster, 
though, so care must be taken to avoid 
this confrontation. 

Physical combat with a nilbog is 
difficult. Individuals of that species have 
been known to initiate fights, due in part 
to their evil natures and in part to their 
ability to gain hit points without apparent 
limit when struck in combat. For example: 
A nilbog that is struck by a long sword for 
8 hp damage instead adds 8 hp to its 
total, even if this exceeds his normal 
maximum. These added hit points wear 
off at the rate of 1 hp per turn, and 
"supenilbogs" have never been 
encountered. 

Intelligent adventurers have noticed this 
buildup of hit points in combat and tried to 
rectify the situation by reversing logical 
actions. However, intending to 



 

potatoes into the gutter. If the PCs peer in 
through the open window, they see Mary 
Grindle busying herself over a potful of 
potato skins she's boiling for the family's 
dinner. 

3. A traveling medicine showman is 
standing on a corner by his brightly colored 
wagon. He holds a bottle of medicine in his 
hand as he proudly proclaims it "Useless 
rubbish! Made from water, sugar, and 
squashed worm juice! Entirely fraudulent at 
the outrageous price of ten silver pieces!" 
A small crowd is clamoring to buy a bottle 
each. 

4. A monk marches up and down the 
street, dressed in sackcloth and ashes. He 
proclaims the error of his ways, the 
dissipation of his spirit, and how he wishes 
he had never left any of it behind him-
especially the gambling and the women. 
He tries to elicit a financial contribution 
from passers by, apparently unaware of 
what he's been saying. 

5. The PCs encounter a beggar who 
pesters them to accept "a few coppers." 
He wails disconsolately about his wife and 
17 children if the PCs refuse his 
contributions 

6. Two people bump into each other on 
the street, tip their hats to one another, 
then do the whole thing over. They 
continue doing this until rescued by the 
PCs or they fall over with exhaustion, 
whichever is sooner. 

7. Having just been jostled in a small 
crowd of townspeople, a random PC 
discovers he's been the victim of a pick- 
pocket. Five gold pieces, 12 silver, and a 
gem worth 20 gp have all mysteriously 
been placed in the PCs pocket. 

8. Two carpenters, Oliver and Stanley, 
are fixing a hole in the side of a wooden 
building as the PCs pass by. Stanley holds 
the board as Oliver nails, but Oliver smites 
his own thumb with the hammer on the first 
attempt. They exchange places, but 
Stanley immediately smites Oliver's thumb 
with the hammer. The pair fall to bickering.

9. A gentleman wearing fine clothes and 
a flower in his buttonhole smiles amiably at 
everyone he meets as he strolls along the 
street. Despite his finery, he seems to 
have forgotten to put his trousers on over 
his long underwear (the kind with a drop-
seat). 

10. A fishmonger hurls a fish at a startled 
cat, then carefully places a rock on his 
barrow. 

Remember that if the PCs have spent 
more than five minutes in the area of 

charges over prolonged use, each time a 
charge is expended. If the die roll 
indicates that a spell operates as 
expected, any spell that would normally 
inflict damage on the nilbog instead adds 
that number of. hit points to its total. 
The only situations in which the nilbog 

loses hit points to spells are those in 
which it is affected by a device-stored or 
potion-based cure spell that manages to 
function normally; in this event, the hit 
points "cured" cause damage to the 
nilbog and can kill it. Force-feeding a 
nilbog a potion of healing has sometimes 
proven to be an effective way of harming 
or slaying it. (Again, the DM should 
adjudicate these circumstances.) Finally, 
the use of a properly worded wish before 
one enters an area of nilbogism may 
allow temporary immunity to those 
effects, so the character may carry out 
whatever actions he wishes; however, 
the nilbog will still be healed by attacks 
against him, etc. 

Cooperation between man and beast 
can be dangerous within range of a 
nilbog. An adventurer on horseback, for 
example, who intends to charge a nilbog, 
may instead signal the horse to stop. 
The horse, intending to stop, may do 
something completely bizarre, like rolling 
over or sitting down on its haunches! 
Flying creatures may become erratic, to 
the danger of riders. Results may vary 
from temporary loss of control in 
direction, to a serious crash. Animals 
trained to attack may be given the wrong 
signals as well, but may do something 
independent of their instructions. 

All inanimate material, nonsentient 
beings, and plant life remains unaffected 
by nilbogism unless controlled or 
animated by some outside force that 
gives them "willpower." An arrow still 
flies as shot (though the archer may 
shoot wildly). A boulder hurled by a giant 
still crashes to the ground, but the 
direction and force of the missile may be 
at odds with the giant's intent. Most 
natural processes that don't require 
conscious decisions continue as usual 
within a nilbog's aura. Plants grow 
toward light, water flows downhill. 
Likewise, characters healing normally 
regain 1 hp per day while resting, or 3 hp 
per day of bed rest (plus constitution 
bonus, if applicable) as these may be 
considered natural processes. However, 
the intention to rest may be affected in 
an "incidental" way, despite it not being a 
direct threat to the nilbog! 

harm a nilbog by being kind to it does not 
work. Adventurers who captured a nilbog 
and attempted to induce starvation by 
prolonged feeding of the monster 
succeeded only in making it fat! Only 
under certain circumstances using 
magical devices (detailed later) can a 
nilbog be harmed. 

Nilbogs are unaffected by their own 
inherent nilbogism and can function 
without hindrance while everyone around 
them is in confusion. They've been 
known to gleefully wade in with scimitar 
in hand and make mincemeat out of a 
weaker group than hit dice and hit points 
might otherwise indicate. 

Because of the nilbog's affinity for 
magic, spells cast within its aura have 
special modifiers applied to them. Spells 
that are normally reversible function in 
opposition to the intention of the spell- 
caster, unless cast by a device (see 
below). A priest wishing to cast cure light 
wounds on a companion will instead 
cause light wounds. "Attacking" a nilbog 
with cure spells from a spell-caster 
actually heals the monster, as the 
intended harm is reversed to the nilbog's 
good! (However, see below.) 

Area-effect spells such as fireball are 
25% likely to be cast but fizzle out without 
doing anything; 25% likely to act as close 
opposites of their type (a fireball might be 
replaced by an ice storm); 25% likely to 
operate as if cast by the nilbog or a target 
in the nilbog's aura, at the same level of 
ability as the spell-caster (the fireball is 
reflected and explodes in the middle of 
the adventurers instead of in front of the 
nilbog); and 25% likely to "stick" in the 
memory of the spell-caster (the spell 
refuses to be cast for the duration of the 
caster's stay in the nilbog's range). Other 
memorized spells may be available, 
however. 

Devices that store spells or are 
themselves magical in some way (rods, 
staffs, wands, rings, amulets, potions, 
scrolls, etc.) are 50% likely to function 
normally and 50% likely to do the 
opposite of what they were designed to 
do. For example, a ring of water walking 
might allow the wearer to walk on liquid 
surfaces, or it might make him sink at 
twice the normal rate. This applies to 
cursed items as well, so a cursed shield, 
-4 might remain a bane to its user, or 
may be temporarily transformed to a 
useful shield +4 while near a nilbog (it 
may also be re- moved and discarded 
while it is a shield +4). Checks for effects 
should be made each time a device is 
used or, if magic is continuous and 
consumes a number of 



 

Eifla's nilbogism while trying to find the 
crate, they too will suffer from nilbog-
induced mania. 

D. Algernon Gimp's Shack. This site is 
in the poorest area of Grinley Crossing, 
and one or two of the residents here are 
likely to be members of the local thieves' 
guild. If Algernon isn't home and hasn't 
been encountered yet by the PCs, he'll 
know in a short while of their visit and will 
probably leave town. 

If he is home, see area C2 for his 
statistics and probable reactions to the 
adventurers. 

The wooden shack is made from 
scavenged materials, but inside it's well 
ordered and clean, despite what people 
may expect of the so-called town drunk's 
dwelling. A small table in the center of the 
room is well scrubbed, while the fireplace is 
obviously cleaned out at regular intervals 
and smolders along safely banked when 
Algernon is not at home. A cabinet by the 
east wall holds some books on geography 
and a few on philosophy. A small nail is 
stuck into the rear of the cabinet against 
the wall; a collection of lock picks hangs 
from the 

nail in clear view. 
The bed is neatly made, and the 

blankets are thick and of good quality. In 
the mattress is a scroll of protection from 
magic that the baker's assistant keeps for 
emergencies. The chest in the corner of 
the room holds mundane items of clothing 
as well as a black cloak, black boots (of 
good make), a pair of black gloves, and a 
black mask. Beneath the chest is a 
concealed trapdoor that leads 10' down to 
Algernon's secret diggings. 

Around the corner of this amateurish 
excavation are three casks of wine, stolen 
from Ma Nettle's boarding house. In the 
alcove beyond these is Pearlman's missing 
crate. 

The adventurers should definitely be 
experiencing the effects of Eifla's nilbogism 
by now, if they've been carefully searching 
the shack upstairs. If so, the DM should 
keep track of their actions without 
perverting their intent too much. For 
example, they should be able to identify the 
crate as the one described to them by Bob 
and Ned, and use any reasonable means 
to get it into the shack, above. After that, 
things get unreasonable. 

If the Crate is Opened 

The crate is wizard locked, so a character 
with a knock spell may open it to have a 
quick look inside before the spell locks it 
again. A successful dispel magic spell (cast 
against 15th-level magic) will do away with 
the wizard lock, or the crate may be 
opened by simply smashing it apart. It 
takes 8 hp normal damage to smash the 
crate, which has a 50% chance of causing 
1-4 hp damage to its contents, Eifla. 
Though killing the nilbog in its crate may 
seem like the smartest thing to do, it is still 
made difficult by the effects of nilbogism. 

When they get the crate open, the 
adventurers discover a bound and gagged 
goblin. What they do next depends on their 
reaction to the discovery. Searching the 
goblin reveals Pearl- man's ring of free 
action, by dint of which Eifla has remained 
paralyzed. If the ring is removed, Eifla can 
move, but not freely unless he's untied. He 
will answer questions sullenly if the 
adventures don't trip over their tongues 
trying to ask them. 

Should the PCs kill Eifla out of hand 
(which is very difficult to do), the effects 
of the nilbogism gradually fade away. 



 
 

your group despite the termination of our delivery 
agreement. I hope this provides some compensation 
to you in appreciation of your help with my 
experiment.  
      Yours, 

    Pearlman Bibwither 

Further Adventures 

If Eifla escapes, the adventurers may feel it 
their duty to pursue him and effect a 
capture. Pearlman won't interfere if they 
decide to do this-it provides more material 
for his research. The DM may prepare a 
small scenario in the wilderness as the 
PCs chase down Eifla. 

If Algernon Gimp was forced to flee town, 
he may later be encountered elsewhere. 
Perhaps motivated by revenge, he will 
make life difficult for the PCs, in Pestle or 
elsewhere. 

There is also the matter of Marchester 
Deep-the woods from which Eifla was 
originally expelled. The PCs may find a 
more straightforward adventure there. But 
what about the "strange, localized effects" 
that led to Eifla maturing into a nilbog? Are 
there special magicks or treasures waiting 
to be found? 

Bob Crowfitter, satisfied with the 
reliability of the adventurers, may hire them 
to deliver a shipment of special importance 
from Pestle or elsewhere for the influx of 
visitors expected at the next holiday. What 
goods might be brought in to cater for their 
needs, and what monsters or bandits prey 
on shipments of goods at this time of year?

Stories of strange places might be picked 
up at Ma Nettle's, where Ned, on his very 
best behavior, has been given another 
chance at being honest. What tales might 
lead to new adventures in the wilds outside 
Grinley Crossing?  

My Dear Adventurers, 
it is with gratitude that I send you this letter to 

release you from the terms of your contract. I have 
used magical means to observe your interaction 
with the nilbog, Eifla, and the mishaps that 
followed his presence in Grinley Crossing.            
May I add that I've seldom been so amused by 
research before, and I  thank you from the bottom 
of my heart for your part in my study. 

In appreciation of your unwitting help, I 
forward 100 gp, plus an order to Mr. Robert 
Crowfitter, at the freight office, to pay you the 300 
gp I left there for delivery of goods to Pestle. I  no 
longer require the delivery of said goods and I 
suggest you release the creature from Its crate some 
safe distance from the town. 

To release him, remove the ring from his finger 
and loosen his bonds (you may keep the ring in 
appreciation of your help-it may prove useful to 
you).  

Trying   to harm Eifla is dangerous, so be very 
careful! 

I hope we ma meet sometime to cooperate on some 
venture of mutual benefit. 

yours, 
Pearlman Bibwither 

Releasing Eifla may prove an adventure 
in itself, but that's for the DM to arrange . . 
. 

Should the adventurers not have Eifla in 
their possession by reason of the 
monster's escape or death, they instead 
receive the following letter at their lodgings 
in Grinley Crossing: 

My Dear Adventurers, 
It Is with gratitude that I release you from the 

terms of your contract with myself and with Mr. 
Robert Crowfitter of Grinley Crossing freight 
office. 
   By magical means, I have been observing the 
creature, Eifla, and your methods of dealing with 
the strange phenomenon of  nilbogism, and I’m 
pleased with my researches into the matter. 
    Kindly show this letter to Mr. Crowfitter, who is 
instructed to proceed with the payment of 300 gp to 

But the harder one tries to do harm to Eifla, 
the more the intent boomerangs to the 
detriment of the adventurer (see the 
sidebar on "Nilbogism"). 

In the event the PCs release Eifla, they 
will be in real danger. The monster is evil 
and nasty, and attempts to kill or 
incapacitate as many of the party as he 
can before making off into the wilds. 
The DM must role-play this situation as it 
arises, remembering just how dangerous 
Eifla is as an opponent. 

Eifla, nilbog: AL LE; AC 6; MV 6; HD 1 - 
1; hp 7; THACO 20; AT 1; Dmg by weapon 
type (unarmed); SD nilbogism; ML 9; SZ S; 
XP 65; FF/67. 

If the Crate Isn't Opened 

Assuming there is such a thing as an 
uncurious adventurer, the PCs' main 
problem if they don't open the crate is 
getting it back safely to Bob Crowfitter's 
yard. Nilbogism surrounds it in a 
100'radius, as long as Eifla is inside, and 
this affects all who stay inside the circle for 
more than about five minutes. How will the 
PCs fare carrying the crate across town? 
Most people they encounter won't suffer 
Eifla's effects, but the adventurers certainly 
will. The referee must improvise the 
misfortunes that befall them based on what 
the PCs tell him they want to do, the 
outlines of weird happenings shown above, 
and the guidelines shown in the section on 
"Nilbogism." 

When the PCs get the crate and its 
contents back to Bob Crowfitter's, he is 
almost faint with relief and pays out 100 gp 
on the spot for its return. He suggests the 
PCs come back the next morning to deliver 
the crate to Pestle, as originally planned. If 
the PCs refuse, Bob begs and pleads with 
them, finally posting another sign for 
another group of adventurers to complete 
the task. 

Concluding the Adventure 

By now, Pearlman will have completed his 
far-away researches by crystal ball and 
has no use for a nilbog causing chaos in 
his laboratory. If Eifla is still alive, however, 
the DM may prolong the PCs' discomfort 
by going ahead with the delivery, at least 
so the adventurers must spend a day and 
a night in the wilderness in the aura of 
Eifla. Their discomfort is ended when, a 
day's travel from Pestle, a messenger 
brings them a letter from Pearlman 
Bibwither, Esq.: 


