Suspended SpeCl al.  Gamemaster: Make sure you read, “ Chamber Rules and Guidelines before you do
this chamber. Pay particular atention to “Race’.

Sconces mounted into the solid rock wall crackle and sputter behind you, shedding ample light upon the rock ledge find
yourself standing upon. Cautioudy, you peer over ledge, gazing into a pit of shadow and darkness that lies between the sde
you are on and another ledge in the distance.

The ar seems drange in this place. Even though there is no draft of wind, you fed asthough you are being pulled, no, drawvn
down into the darkness below, causing an unnatura fear to fill your heart and mind. Asyou gaze down, you hear movement
below, though you cannot seewhat it is. An unearthly slence follows the brief sound of movement. Finger-like wisps of
darknesstrall up over the ledge, grasping and curling about your feet.

Taking a step back, you look to the other side of the cavern where a number of sconces aso burn and flicker, casting eerie
shadows which dance chaoticaly about the far sde. Y our attention isingtantly riveted to an enormous night-black bat watching
you intently asit crouches before asmdl dcove. The dcove behind the giant bat, the entire border of the acove is etched with

illuminated sky-blue glyphs.
Game master:
If one casts the spell, “ Glyphsight”, the glyphs can be read asfollows:

Note: If Glyphsight is cadt, the glyphs will glow brightly, partidly blinding Archfiend, forcing the following pendties upon the

King of Vampire Bats: Defense: -1
Defensive rolls to evade physical attacks: -1
Initiatives: -1
Offense: -1

A solid wdl of auburn-colored stone makes passing through the acove seem impossible.

Y our attention is then drawn to the darkness between the two ledges as arow of long shafts steadily rise from below. Each
shaft isset 6' gpart, and set in asingle-file row, like some sort of narrow, traitorous path. The top of each shaft isflat, large
enough to place only asingle foot upon. Asyour eyes follow this strange pathway to the far ledge, your attention is drawn to an
inscription chisdled deep into the surface of the rock above the surface of the ledge:

TRAYERSE THE PATH IN CONTINUOUS MOTION. FACE AND DEFEAT ARCHFIEND, DO NOT
FAIL TO SUCCESSFULLY NAYIGATE ONE SINGLE SHAFT. IF YOU FAIL TO NAYIGATE ONE
SHAFT SUCCESSFULLY, ALL SHAFTS WILL FALL INTO DARKNESS AND TFlE LEDGE YOU NOW
STAND UPON WILL DESCEND TO THE FLOOR OF THE PIT BELOW -~ WHERE THRANNIX AWAITS.

Asyou read, a degp, unnatura growl ascends from within the darkness below, causing you to step away from the ledge. Asif
it has alife and will of its own, fear cregps up from the darkness, filling your heart with dread. As the growl subsides, so does
the fear, leaving you shivering in acold sweat. Sudden movement, mingled with macabre hissng echoes from above, sartling
you, drawing your eyes upward where you see amass of Vampire Bats hanging from the zenith of the cave. Awakened from
their dumbering state, each bat blinks and dretches. Y ou see afew of the Vampire Bats gnawing and chewing upon the
carcases of past fdlen adventurers, seemingly agitated at the lack of flesh upon the bones. A few of them sngp irritably at
others close to them, obvioudy dissatisfied with the bones and drop them into the gulf of darkness. They do not seem to notice
you.



Chamber Rules and Guidelines:
The following are the rules and guiddines you must follow while trying to successfully complete this chamber:

Exiting the Suspended Chamber :
To exit to this chamber, you must defeat Archfiend, the king of dl Vampire Bats. Defeat Archfiend to activate the power of the
archway and successfully exit this chamber.

Falling:
If you fall, you must roll a 14+ (usng a D20) or you will take 1-D12 x 7 damage. If any take to flight when the shaftsfdl, and
the ledge rumbles flat into the wall, the Vampire bats will descend in a swarm and attack (aiding Thrannix and/or Archfiend).

Flying:

Any atempit to fly over the darkened chasm will not only provoke an attack on you, but upon dl your dliesaswel, even if they
have not taken flight (it will become afree-for-adl for the Vampire Bats). All will be ingantly engaged by 3-D6 +3 Vampire
Bats per party member (these undead bats will not otherwise attack). Y ou may continue flying to the other Sde, evenif you are
engaged in battle with the Vampire Bats. Upon reaching the far ledge, Archfiend will join the fight. 1t will take 3 turnsto fly to
the other sde. Attacking the Vampire Bats will provoke them to attack aswell. Number of Vampire Bats appearing: 1-D6 +1
X2 per player.

Race Change:
Upon entering this chamber, if you are not human, now you are. If you were once afairy, adragon, or any other race, now you
arenot. You...are...human.

Running acr oss the shafts:

There are 10 shafts to traverse on foot. A 2+ (using a D20) must be successfully rolled for as you land afoot upon each and
every shaft (the shafts do not bend or move —they are not dippery). A 1 will indicate failure, and you will fal. Remember, if
you stop, the shafts will dso fal. 'Y ou must continue in one fluid motion, jumping from one shaft to the next to get to the ledge
on the other sde. It will take 10 turns to run across the shafts to the other sde. Each turn you mugt roll a2+ (using a D20) or

fdl. Luck cannot be used to traverse the shafts, but can be used in combat (as normal).
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