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An adventure for one or more beginning players with first-level characters

The old tower on the hill is haunted, or so they say, but you don’t believe it.  On a dare you’ve 
agreed to spend the night.  Will your opinion change before daybreak?

This module is for use with the classic D&D rules.
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Introduction

My daughter is six years old as I write this, and 

she has always been interested in D&D.  I finally 

decided  she  was  old  enough  to  try  it,  but 

because my player group is all adults I felt she 

should  start  with  some  solo  adventures.   Bill 

Silvey,  one of  the  Contribution  Authors  to  this 

work,  has  a  couple  of  introductory  solo 

modules, one for fighters and one for thieves.  I 

figured I  was set... but when she rolled up her 

first character, she made her a magic-user.

Hoo boy.  After a little  hard thinking I  abused 

Bill's  DD1 Sword Against  Thievery to support  a 

magic-user  player  character.   I  made  her  a 

student  of  the  school  he  describes  in  that 

module, and she went willingly to recover the 

stolen book.

With that adventure over I  needed something 

else for her to do.  The other module just didn't 

look  as  if  it  would  work,  and  I  asked  on  the 

forums  at  Dragonsfoot.org  if  anyone  knew  of 

modules  that  would  be  appropriate.   There 

were a few answers, but I quickly realized how 

slim the pickings were.  Then I hatched the idea 

of  a  haunted  house,  and  revised  that  to  a 

haunted  tower...  and  I  mentioned  on 

Dragonsfoot.org  that  I  was  thinking  about 

writing such an adventure.

Almost before I  could draw a second breath, 

Stuart Marshall  had posted the Dungeon Map 

and stocked about half  the rooms.  The other 

Contributing Authors jumped in, and soon the 

dungeon was filled.  But then Stuart said, “Sure 

you don't want a map and key for the ruined 

tower as well as the dungeon?” and I said “You 

have such a thing?”  He “threw together” a fine 

map of the Ground Floor, and the race was on 

again!

We hope you, the reader, find this module fun 

and  useful  in  your  own  game.   It  is  highly 

suitable  for  one  or  more  younger  players;  if 

several  players  are  available,  it  might  be 

necessary to increase the numbers or strength 

(i.e. hit  points) of the monsters in some of the 

rooms.  As the module is designed for a single 

player,  we  use  singular  pronouns  throughout. 

Furthermore  we  have  chosen  to  use  female 

pronouns for obvious reasons; feel free to read it 

however you like.

You'll  have  to  do  some  thinking  to  get  this 

module  started.   Contrive  a  way  for  an  NPC 

peer  of  the  character  to  dare  him or  her  to 

spend  the  night  in  the  tower.   Offer  an 

incentive, such as a minor magic item (a scroll 

perhaps).

Background

Note:   The  background  material  below  is 

tailored  to  the  editor’s  world  of  Glain. 

Individual  DM’s  should,  of  course,  feel  free to 

change locations,  names,  etc.  as  needed for 

their own campaign worlds.

On a hill  outside town stands the old tower. 

It’s been empty for years, they say.  Once it 

was  the home of  an Alchemist,  his  students 

and his apprentice.

Almost  twenty  years  ago,  a  new  student 

came to the Alchemist’s tower.  Unbeknownst 

to  anyone,  this  student  was  actually  a 

werewolf  in  the early  stages,  and when the 

moon was next full he changed.  The monster 

rampaged through the tower, and the other 

students  and  the  apprentice  fled.   The 

Alchemist disappeared in the attack.

A  traveling  knight  eventually  slew  the 

werewolf, but did not have time to investigate 

the  tower.   The  other  students  refused  to 

return, but the apprentice did try once.  He 

returned  to  town  telling  of  the  Alchemist’s 

ghost and how it pursued him.  Thus the tower 

is considered haunted.

The  Alchemist,  Albertus  of  Nolan,  was 

apprenticed to a minor alchemist in the capitol 

city  of  Intersia.   His  skills  rapidly  exceeded his 

master's,  which  of  course  was  embarrassing, 

and shortly Albertus found himself on the streets. 

He  partnered  with  a  minor  nobleman  who 

knew  of  his  situation,  and  started  his  own 

alchemical shop.  Unfortunately, that nobleman 

then expected him to produce poisons for use 

in  the endless vicious intrigues of the Intersian 

court.
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Ground Floor Key

Entrance Hallway (into Room 5):  This area has a 

trapdoor  in  the  floor...  a  section  simply  drops 

beneath the feet of the first character entering 

the hallway.  A plainly marked lever on the east 

end of the southern wall of room 5 can be used 

to secure the trapdoor so it doesn’t open.

Fortunately, the trapdoor opens not to a dead 

drop but rather onto a slide down to Room 1 of 

� 
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4. THE ALCHEMIST'S STUDY:

This room contains a desk, a work table with a 

variety of broken glassware on it  (with some 

shards  on  the  floor),  and  two  large 

bookshelves  covering  the  east  and  north 

walls.  The books are strewn about  the  floor, 

and many have been damaged by water or 

vermin.

Shortly after the character enters the room she'll 

hear a sound, like someone whispering. After a 

moment  the sound will  become stronge 
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First Floor Key

1. STOREROOM:

The southern wall of this chamber is has three 

shelves  on  it.  Each  shelf  has  several  small 

chests  on it,  which  varyer









GL0 ��������	�
�����


6. STATUES:

In this wider part of the hallway three statues 

of  the  three  monkeys 'hear  no evil,'  'see no 

evil'  and  'speak  no  evil'  stand  against  the 

western wall.  Each of these monkeys carries a 

scroll, held in its right hand.  The arms of the 

monkeys  appear  to  be  hinged  at  the 

shoulders and elbows.

These  scrolls  are  'Deafness',  'Blindness'  and 

'Silence 15' radius'.  A character taking a scroll 

away from a statue must make 
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This was a storage room for the Alchemist.  All 

sorts  of  mundane furniture,  barrels,  and  other 

odd items of no great value can be found here. 

Here and there and be found the bodies of 9 

other spiders the halflings slew.
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Filcher  will  force  the  person  it  is  pronounced 

upon  to  try
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New Monsters

Alchemist's Disc
Armor Class: 9 No. Appearing: 1-3

Hit Dice: 1/2 Save As: M1

Move: 60' (20') Morale: 12

Attacks: 1 Treasure Type: Nil

Damage: 1-3 Alignment: Neutral

When a magic potion is carried on a Floating Disc spell, and the potion is spilled onto the disc, there 

is a 1% chance that the interaction of magical energies will create an Alchemist's Disc.

The Alchemist's Disc is a permanent, animated Floating Disc, not under the control of the original 

spellcaster, which is attracted to magica, h
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Crawli
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Haints  are  capricious  servants  under  the  best  of  circumstances:  those who s
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Maps

All maps are scaled 1 square = 5 feet.

Ground Floor

First Floor
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Top Floor

Dungeon Level
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