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INTRODUCTION 
Moldvay’s “The Lost City” is without a doubt my 
favourite of the early D&D modules. There’s so much 
fun to be had with the weird Cynidiceans, the faction 
play, and the mystery of what’s happening in the 
pyramid. I’ve run this adventure top-to-bottom 
probably three or four times, over dozens of sessions. 
I’ve gathered what I learned from that into this “fan 
edit” dungeon, which I hope allows more people to 
appreciate what I love about the Lost City. In brief, 
here are the changes I’ve made:

• Removed the “lower levels” and rewritten the history 

of the pyramid to fit this.

• Moved the setting to medieval/early modern Earth

• Removed some “D&Disms” such as evil humanoids 

and some other monsters.

• Edited the text and layout for easier reference.

• Changed treasure to a silver standard and slightly 

reduced the amount of treasure.

• Expanded information on joining each of the factions.

• Made minor adjustments to the maps and some 

encounters for tighter themes and more varied paths.


HISTORY OF CYNIDICEA 
The city of Cynidicea, in modern-day Libya, was 
founded by Greek seafarers in approximately 600BC, 
and thrived for hundreds of years, as part of the 
province of Cyrenaica. A rich culture blending Greek, 
Persian, and Egyptian influences grew there, a 
peaceful region isolated from the wars that plagued the 
coast. Alexander the Great was welcomed as a 
countryman when he visited the city in 331BC, and the 
Ptolemaic kingdom that succeeded his rule counted 
Cynidicea as a jewel in its crown. When the rest of the 
kingdom fell to Roman rule, Cynidicea remained 
independent, an isolated city-state ruled by its own 
King, claiming descent from Alexander himself. The fall 
of the Roman Empire further isolated Cynidicea, its 

ancient trading links were severed, and the city turned 
ever more inward.

Barbarians - Vandals from the North, Berbers from the 
West - encroached ever-further on Cynidicean lands, 
until only the walled city itself remained. Within, the 
Cynidicean culture stagnated, became decadent and 
corrupt. Turning their backs on the worship of their 
ancient Greek gods, the Cynidiceans engaged in 
orgiastic rituals and drugged trances. Chief among 
these new objects of devotion was Zargon, a grey-
green stone idol found by workers digging foundations 
for what would become the tomb of Cynidicea’s last 
great King. A god of perverse dreams and monstrous 
nightmares, Zargon drove the Cynidiceans deeper into 
depravity and madness.

It was two brothers, Darius and Demetrius, who 
conceived a grand plan to save Cynidicean society 
from the barbarians. They brought together the 
wealthiest and brightest of Cynidicea into the great 
pyramid in the city’s center, and there wove a great 
spell of preservation. Inside the pyramid, hunger, thirst, 
even age would not touch the Cynidiceans. Even as 
the barbarian hordes overran the city, the last of the 
Cynidiceans fled to this refuge. They would be free to 
continue their lives of dreaming and feasting and 
dancing in the stone halls of the pyramid, leaving 
Cynidicea to its new conquerors. In time, even the 
barbarians fled, as a great desert overtook the once 
fertile valleys of Cynidicea. Soon, nothing remained of 
the city but rolling dunes, while beneath the sand, the 
Cynidiceans dreamed and danced in the darkness.

But Darius had played a trick on his brother Demetrius. 
Darius was a worshipper of Zargon, and it was 
Zargon’s power which held together the great spell of 
preservation. The dreams of the Cynidiceans turned 
ever more into mad nightmares, nightmares that fed 
the dark hunger of Zargon. Trapped in an eternal 
prison, their madness fed an ever-more hungry god. 
When Demetrius discovered the deception, he swore 
to slay his brother and end the spell, even if it meant 
the doom of Cynidicea. But Darius was more clever, 
and Demetrius was murdered by followers of Zargon 
before he could enact his plan.

Now, more than a thousand years later, the shifting 
sands have revealed the pyramid once more. Within, 
Darius’ spell still holds, though more weakly now. The 

Cynidiceans continue their strange half-lives, their 
bodies changed by centuries of darkness and the 
effects of Zargon’s magic. Creatures of various kinds 
have found their way into the pyramid, and prey upon 
the poor mad Cynidiceans. As the Cynidiceans fall 
prey to predators, or escape from their dreams, the 
magic is weakened. Things begin to decay. Darius still 
lives, conducting dark prayers to his insane god. And 
the spirit of Demetrius also survives, waiting for 
someone to come and upset the fragile balance.


OUTSIDE THE PYRAMID 
The pyramid sits among wind-scoured ruins and rolling 
dunes, only its uppermost parts emerging from the 
sand. Atop the pyramid, burnished by the sand and the 
wind, are three bronze statues. They represent a 
bearded man holding aloft a lightning bolt, a winged 
child, and a stately woman in armour, holding a spear. 
These are representations of Zeus, Hermes, and 
Athena respectively, three of the great deities of the 
Cynidicean religion.

Steps run up the side of the pyramid, and in the side of 
that staircase there is a secret door which now stands 
ajar (see 1a).
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TIERS 1 AND 2 
Wandering Monsters 
Encounters occur on a 1 in 6 each turn. On these 
levels encounters are with random Cynidicean groups 
(see appendix).


1. Pyramid entrance 
A slab of stone sits ajar in the side of the pyramid, and 
a small amount of wind-blown sand is scattered across 
the floor of a dark corridor beyond. Just outside this 
door is a skeleton of inestimable age. Its clothing has 
rotted to dust, and even the bones are crumbling. The 
only remnant of the skeleton’s belongings is a copper 
mask, thick with verdigris. The mask depicts a gazelle.


1a. Ladders 
Three bronze tubes run from 
the floor to the ceiling, each 
with a door in the side. Each of 
the doors is protected by a 
trap, from left to right as 
follows:	 

• Darts fire from the south wall, 
three attacks dealing 1d3 each.

• Spear trap from inside the 
tube, two attacks dealing 1d6 
each. This trap has been 
triggered and there is dried 
blood on the spears.

• Pit trap, dropping the 
character into room 2 below 
and dealing 1d6 damage.


Inside the tubes are ladders 
which lead down to room 2, or up, into the inner 
workings of the bronze statues above the pyramid. 
Each statue has eye-holes for looking out of, speaking 
tubes, and levers for moving the arms and heads of 
the statues.


2. Workshop 
• 3 Fire Beetles (1HD, armour as plate, corrosive spit 

2d4)

Ladders descend from above. The beetles’ abdomens 
emit a ruddy glow like a torch. Shelves around the 

walls contain spare parts for the statues atop the 
pyramid, clay pots holding remnants of lubricant oil, 
and metalworking tools. A small forge completes the 
workshop.


3. Secret treasury 
• 7 Stirges (1/2HD, proboscis 1d3 and attach for 1d3 

each round, flying)

Four glittering gems lie in the shards of an amphora, 
worth a total of 1,700sp. The stirges have entered 
through a crack in the stonework. 


4. Storeroom 
Crates of rotting and worthless food.


5. Greek Fire storage 
• 1 Cynidicean in pheasant mask

The Cynidicean is staring at six sealed barrels, 
muttering under his breath “any minute now…”. Inside 
the barrels is highly unstable Greek Fire. The barrels 
explode on a 1 in 6 if roughly handled, and a 5 in 6 if 
broken open. The explosion deals 3d6 damage in a 15’ 
radius.


6. High Priest’s chamber 
On the floor is the body of a Cynidicean in a bronze 
Ibis mask. His arm is swollen and purple. The room 
has sparse furnishings for a single person, such as a 
bed, desk, etc. A wooden symbol of a lightning bolt 
hangs over the bedhead.


7. Beehive 
• 5 Killer Bees (1/2HD, sting 1d3 and save or die, dies 

after stinging)

• 1 Queen Bee (9hp, sting 1d3 and save or die)

A huge beehive hangs from the ceiling, over a locked 
cage. The bees will not attack anyone wearing a mask 
of Zeus. Honey drips from the hive into a golden dish 
inside the cage. Other treasures lie around the dish, to 
a total of 1,600sp. The honey has healing properties. 
Drinking a dishful heals 1d8hp. The hive can fill the 
dish once per day, and destroying the hive yields a 
second dose.


8. Rotten room 
• Green Slime (2HD, immune to all but fire and cold, 

touch turns victim to slime in 7-10 rounds unless 
scraped off)


An acrid smell comes from a green slime which covers 
the whole floor. In the corridor outside are three 
amphorae filled with sand.


9. Priest of Hera’s quarters 
• Giant Gecko (3HD, armour as chain, bite 1d8)

The gecko is chewing on the body of a Cynidicean in a 
cow mask. The room is a sparsely-furnished bedroom. 


10. Priest of Themis’ quarters 
Another sparse bedroom. A decorative set of scales 
sits on the writing desk, but it is broken and will not 
balance.


11. Brotherhood barracks 
• 5 Brothers of Zeus (1HD, bronze breastplate (as 

leather), sword 1d8)

Bunk beds and clothes chests run along two walls, 
with beds for six men.
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11a. Statue of Zeus 
This statue is nearly identical to that of the bearded 
man atop the pyramid. Though it glitters like gold, it is 
merely painted.


12. Brotherhood of Zeus command room 
• 5 Brothers of Zeus (1HD, bronze breastplate (as 

leather), sword 1d8) 

• Kanadius (4HD, chain armour, sword 1d8)

This is another barracks with bunk beds and chests. 
The trapdoor here opens on a ladder to room 24a.


THE BROTHERHOOD OF ZEUS 
The Brotherhood of Zeus are devoted to defeating the 
worshippers of Zargon, and establishing their leader 
Kanadius’ control over the pyramid. They wear white 
robes and golden masks depicting Zeus as a bearded 
older man. Each mask is worth 100sp. There are 
eleven Brothers in total, including Kanadius.

Kanadius represents himself as Cynidicea’s rightful 
ruler and its best hope, but conceals his egotism and 
ruthlessness.

If the player characters show appropriate deference, 
Kanadius may offer membership in the Brotherhood, 
especially to male fighters. He wears a Helm of 
Telepathy with which he tests recruits’ sincerity. Should 
they pass his inspection, they will undergo an 
induction ceremony in room 24a.

A character who becomes a full member of the 
Brotherhood of Zeus gains the following benefits:

• Immunity to lightning/electricity

• +1 to their Constitution score

Should the character ever turn their back on the 
worship of Zeus, they lose these benefits, and will 
henceforth be automatically hit by lightning attacks. If 
they are outdoors during a storm, there is a 5% chance 
of them being struck by lightning and killed.

Kanadius will have several tasks for the party, should 
they join the Brotherhood.

1. Prove their worth in a battle against one of the 

other factions, or even better against the 
worshippers of Zargon. He’ll ask them to bring 
back their masks as proof.


2. Carry an invitation to parlay to one or both of the 
leaders of the other factions. The invitation 
suggests meeting in a few days’ time, on neutral 
ground - room 2 in the second tier of the pyramid. 
Pandora, from the Maidens of Athena will reject 
this invitation. Auriga, from the Magi of Hermes will 
accept the offer, but use it as an opportunity to set 
up an ambush.


3. Retrieve the crown from King Alexander’s tomb. 
This crown marks the wearer as the true ruler of 
Cynidicea, and Kanadius believes that if he 
recovers the crown, the other factions will be 
forced to accept his leadership. 


If pressed, Kanadius will offer the help of no more than 
two warriors of the Brotherhood. He does not know the 
precise location of the tomb, only that it is on the 
fourth tier of the pyramid, and that it is hidden behind a 
secret entrance, and guarded by traps.



TIERS THREE AND FOUR 
Random encounters on these tiers occur on a 1 in 6 
each turn. As well as the ordinary Cynidicean 
encounters, there are encounters with each of the 
three Cynidicean factions. See their respective 
sections for more detail.

1-3: Cynidiceans (see appendix)

4: 1d8 Brotherhood of Zeus (1HD, leather, sword 1d8)

5: 1d8 Magi of Hermes (1HD, 1 random level-1 spell)

6: 1d8 Warrior Women of Athena (1HD, shield, spear 
1d6)

Here are some things the faction groups might be 
doing when encountered:

1. Returning home from a bloody battle (possibly 

carrying their wounded or dead)

2. Lying in wait for an enemy faction

3. Spying on the enemies’ movements

4. Constructing a trap

5. Performing a ritual associated with their deity

6. Retrieving something of value from an outlying 

room


Rotating corridor 
In the centre of tier 3 is a rotating section of corridor. 
This is achieved by an enormous disk of stone floating 
on a pool of mercury, constantly propelled by invisible 
servants. When any of the central doorways are 
approached, characters will initially see a curved stone 
face sliding from right to left. In 1d6x6 seconds, a 
corridor entrance will rotate into view. The corridor 
rotates one eighth segment every twelve seconds. This 
is just slow enough that a person can enter through a 
door and leave through the opposite door, if they don’t 
dally. Any limb caught in a doorway as it rotates shut 
will be neatly removed.


13. Store room 
• 4 Oil Beetles (2HD, armour as mail, bite 1d6 or 

squirt caustic oil - fight at disadvantage if hit)

Some of the dried food and barrels of wine here are 
still good. A small wooden box holds heart-shaped 
seeds of the extinct sylphium plant. The seeds have an 
aphrodisiac effect if consumed.


14. Entrance to the Magi chambers 
This corridor is painted black with glittering quartzes 
set in the stonework resembling constellations of the 
night sky a thousand years ago.


14a. Chambers of the Magi 
• 12 Magi of Hermes (1HD, silver dagger 1d4, 1 

random level-1 spell)

• Auriga (3HD, dagger 1d4, hold portal, phantasmal 

force 1/day each)

This ritual chamber is adorned with mystical symbols: 
intertwined snakes, a rooster, stars, an ibis-headed 
man, a moon, a shepherd’s crook, etc. Inscriptions 
praise “thrice great” Hermes.

In a secret compartment within 
the altar is a Wand of Detect 
Magic, and a silver dagger +1, 
+3 vs. undead.


15. Magi dormitory 
The dormitory contains bunk 
beds and chests for the magi’s 
possessions.


15a. Sliding statue 
This statue represents Hermes 
as a winged youth holding a 
staff entwined with snakes. If 
the staff is rotated left, the 
statue and the wall behind it will 
slide backwards, revealing the 
door to room 14 but blocking 
the door to room 15. It remains 
in this position for three turns. If 
the staff is rotated right, it will 
release a cloud of caustic gas, 
filling the corridor and causing 1 
point of damage per round for 2 
turns.


16. Auriga’s chamber 
• Lyre Tortoise (2HD, armour 

as plate, no attacks)

A six-stringed lyre grows from 
this giant tortoise’s back. The 

tortoise (or anyone standing near it) can pluck each 
string once per day to create magical effects:

1. All allies within 1 mile are magically aware that the 

bearer of the shell is in danger.

2. As the Sleep spell

3. As the Charm Person spell

4. As the Friends spell

5. If played along with another string the range or 

number of targets affected is doubled.

6. If played along with another string any saving throw 

against its effects is at a disadvantage.

The tortoise can speak, and will happily do so, but it is 
incapable of telling the truth.

Auriga’s effects include 450sp and a spellbook.
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17. Treasure room 
• 2 Pit Vipers (2HD, bite 1d4 and poison save or die, 

always strikes first)

The vipers are inside an open-topped wicker basket, 
and resting atop a pile of gold, gems, and jewellery 
worth 1,000sp.

The adjoining room is a flooding trap. Each character 
has a 2-in-6 chance of triggering a pressure-plate in 
the floor. The trap locks the doors and floods the room 
with water within one minute. It stays filled for three 
minutes and then drains.


18. Mouldy storeroom 
The crates of rotted food here are covered in yellow 
mould. Any movement creates a cloud of spores (save 
or choke to death).


19. Forgotten temple 
• Giant Black Widow (3HD, bite 1d6 and save or die)

At the back of this room is a marble altar painted in 
gaudy reds and blues.

Movement through each square will (2 in 6) encounter 
a barely-visible strand of spider silk. The victim must 
save or dangle helplessly from the ceiling.

The spider waits behind the altar to attack. Also behind 
the altar is the body of a thief from a nearby town. His 
body has a sack containing 600gp of looted goods. 
Atop the altar is an Eye of Horus made of faience. It is 
worth 100gp. Harmful spells cast at a character 
carrying the Eye will have no effect, but the Eye will (3 
in 6) shatter. The walls are decorated with images of 
the sun.


20. Defiled temple 
This temple has been defiled by worshippers of 
Zargon. The altar has been thrown down, trash is 
strewn around, and the word “Zargon” scrawled across 
one wall.

The floor behind the altar is hinged so that standing 
on it causes it to gently tilt, creating a ramp to room 25 
on tier five.


21. Archway of Athena 
Two statues face each other across the hallway. They 
depict a woman in a helmet and breastplate, with a 
shield and spear. Their spears are held out and 
crossed so that continuing down the corridor requires 
passing beneath the spears. At this point there is a 
pressure-plate which triggers a chime in room 21a, 
alerting the Warrior Maidens of any approach.


21a. Temple to Athena 
The door to this room is locked. The temple is well-
kept, with a painted statue of Athena gleaming behind 
the altar. Battered and dented masks of Zeus, Hermes, 
and Zargon lie at the statue’s feet.


22. Warrior Women’s treasure room 
Stone slabs form a heavy vault, with a keyhole in the 
middle. Attempting to open the vault triggers a falling 
slab trap, dealing 2d6 damage.

Inside the vault is a hoard of coins worth 3,700sp.


23. Warrior Women of Athena stronghold 
• 8 Warrior Women (1HD, shield, spear 1d6)

• 2 Warrior Matrons (2HD, shield, spear 1d6) 

• Pandora (3HD, armour as mail, shield, sword 1d6+3)

There is a round wooden table here sufficiently large 
for the whole group to sit around it.


24. Warded door 
This door is made of bronze, and has lightning bolts 
emblazoned on it. It crackles with electricity when 
approached. Anyone touching the door takes 1d4 
damage from the electricity, unless they first 
pronounce the words “Praise be to Zeus!”.


24a. Temple to Zeus 
This is where the Brotherhood of Zeus holds its 
membership ceremonies. There is a marble altar, a 
statue to Zeus, and frescoes around the walls 
depicting a blue sky with white clouds.

A ladder behind the secret door leads up to room 12.


25. Jester’s Crypt 
The floor from above hinges down to create a ramp 
into this room. A small coffin sits in a niche in the wall. 
If anyone touches the coffin, the top springs open and 
a carved wooden jester’s head dances on the end of a 
spring. The coffin contains nothing but ashes and 
fragments of bone, but it has a false bottom which 
reveals a hidden compartment. In this compartment is 
40sp in low-value coins.

In each corner is a brass jar, waist high with a narrow, 
fist-sized neck. These are teleporting jars. Anything 
placed entirely within one of the jars is teleported into 
the space beneath the coffin.

Frescoes on the walls show a jester entertaining the 
King and Queen.


26. Priest of Hades’ Crypt 
• 3 Ghouls (2HD, claws 1d3/1d3, save or be 

paralysed)

The three ghouls wear masks: A goat, a dragon, and a 
snake. They may be mistaken for ordinary 
Cynidiceans. They are feasting on the mummified 
corpse in a sarcophagus. They have thrown aside 
funeral raiment, including a golden jackal mask, worth 
2,700sp.


27. Guard Captain’s crypt 
• 9 Skeleton Warriors (1HD, khopesh 1d6)

The skeletons stand at attention in front of a 
mummified body in bronze armour. They attack if 
anyone enters the room.


28. Nobleman’s crypt 
• 2 White Apes (4HD, armour as mail, fists 1d4/1d4 or 

thrown rock 1d6)

The apes converse with each other in their own 
language of hoots and grunts. The sarcophagus in this 
crypt contains a mummified body wearing bronze 
armour and a sword +1. Frescoes on the wall show a 
well-dressed man.




29. Rat Nest 
• 10 Giant Rats (1/2HD, bite 1d3 and disease)

Each rat has a 1 in 20 chance of carry a disease which 
is conferred by their bite. Victims must save or develop 
symptoms within 1d4 days. Each day of symptoms 
they lose 1d4 points of constitution but gain 1d4 points 
of strength. If constitution goes below zero or strength 
above 20 the character dies. Symptoms last three 
days.

The nest conceals gems and coins worth 2,300sp, and 
a small hole through to the corridor near room 25.


30. Rolling Boulder 
This is triggered by a pressure plate in front of the 
door to room 30a. A cylinder of stone 10 feet long and 
10 feet high emerges from a secret compartment at the 
west end of the corridor. It rolls 40 feet per round 
(walking pace ). If anyone is hit by the boulder they 
take 3d10 damage and are pushed in front of it.


30a. Noblewoman’s crypt 
A sarcophagus rests on a rectangular dais with a brass 
jar in each corner. These emit a constant flame equal 
to a torch. The jars are bolted to the floor. The jars 
regulate the flame which is produced by a fire 
elemental beneath the dais. If the jars are unbolted 
(with an appropriate tool) the fire elemental will emerge 
(5HD, flame strike 3d6 30’ range, damaged by water).

A scroll case contains a map fragment (see appendix).


31. Stolen crypt 
• Carrion Crawler (3HD, tentacles 1d4, makes eight 

attacks, save or be paralysed for 2d4 turns)

This sarcophagus is covered in gemstones, to a value 
of 3,000sp. The body inside carries a set of lock picks, 
and a dagger is lodged in its chest.


32. Chamberlain’s crypt 
• 6 Cynidiceans in flamingo masks (2HD, fists 1d4)

These Cynidiceans are experiencing a delusion that all 
other humans are delicious food. They will exclaim 
loudly about how delectable the party appears.

The sarcophagus is empty.
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33. Slave crypt 
The floor is covered with a one-foot thick layer of 
human bones. The walls show scenes from ordinary 
Cynidicean life.


34. Embalming room 
• 5 Shadows (2HD, touch 1d4 and drain 1 strength, 

immune to non-magical weapons)

Shelves line the walls and there are several marble 
slabs. Urns hold spices and tools used in embalming, 
and there are rolls of linen. Two statues of jackals 
watch the doorway.

Six black candles are each inscribed with a stylised 
jackal. When lit, undead creatures cannot approach 
within 20 feet of these candles. One urn contains 
1,500sp.


35. Handmaid’s crypt 
An ivory sarcophagus stands empty. Frescoes depict 
scenes from courtly life.


36. Councillor’s crypt 
• 3 Giant Shrews (1HD armour as leather, bite 1d6, 

strike first, two attacks each round, save or flee)

The shrews have gnawed a hole in the door to this 
room, and made a nest in the sarcophagus. Frescoes 
show a man with a black beard and chequered robes.


37. Tomb entryway 
The entrance to King Alexander and Queen Zenobia’s 
tomb has been sealed with traps and by collapsing 
masonry. There are three swinging blades housed in 
slots in the walls. These are (1-in-6) trigged by a 
pressure plate, and deal 1d10 damage (save to avoid).

Masonry blocks fill the end of the corridor, but they 
have not sealed it off completely. A 2 foot high gap 
remains beneath one block, which allows access to a 2 
foot wide twisting gap between subsequent blocks.


37a. Ghosts 
• 2 Haunts (noncombatant)

Two shimmering translucent figures dressed in finery 
are ghosts of Queen Zenobia and King Alexander, 
warning away potential tomb robbers with dire threats.


37b. Trapdoor 
This trapdoor opens on a ladder down to room 41.


38. False crypt 
Two sarcophagi glitter with gilt paint and glass 
gemstones. They are inscribed with hieroglyphs 
indicating King Alexander and Queen Zenobia. Arrayed 
around them are broken objects - a chariot with 
smashed wheels, bent bronze swords, shards of 
amphorae with scattered contents, and the bones of at 
least a dozen people. Four chests have been broken 
open, and what appears to be coins and gems worth 
nearly 10,000sp are scattered around the floor. These 
are worthless counterfeits and the sarcophagi are 
empty.

The plaster walls are embellished with scenes from the 
lives of the rulers. The secret passages are concealed 
by thin wood and plaster panels which must be broken 
down to pass.


39. Queen Zenobia’s crypt 
• Queen Zenobia (3HD, armour as mail, chill touch 

drains 1 level, only damaged by silver or magical 
weapons)


Queen Zenobia lies within a heavy stone sarcophagus, 
inscribed with text in Koine Greek, Coptic, Classical 
Latin and Numidian. It says “May the curse of 
darkness destroy all who dare desecrate my resting 
place”.

The Queen wears a jewelled crown worth 5,000sp and 
carries her sceptre, a wand of paralysation. She does 
not use the wand.


40. King Alexander’s crypt 
• Guardian Spirit (5HD, armour as plate, wail 1d4 to 

all within 30’, immune to all but magical damage)

The guardian rises from behind King Alexander’s 
sarcophagus. It will not leave this room. Within the 
sarcophagus is the body of the king, wearing a crown 
worth 5,000sp, and holding a sword +2 and shield +1. 

THE WARRIOR WOMEN OF ATHENA 
The Warrior Women of Athena worship Athena in her 
aspect as a war goddess. They believe in proving their 
military might and their right to rule the revived 
Cynidicean state. They wear bronze masks 
representing Athena. There are eleven Warrior 
Women in total, including their leader, Pandora.

Pandora presents herself as just a simple fighter, but is 
actually cunning and subtle. She will carefully weigh 
the odds of a fight and retreat if they are not 
favourable.

Pandora’s main goal is the destruction of the other two 
factions, which she sees as dangerous and 
destructive. She believes that the worshippers of 
Zargon can only be defeated once the leaders of the 
other factions have surrendered to her, and paid for 
their crimes.

A character who becomes a full member of the Warrior 
Maidens gains the following benefits:

• The character is immune to Fear effects

• A permanent +1 to their Wisdom score

Should the character ever turn their back on the 
worship of Athena, they lose these benefits. In 
addition, the character is cursed with ugliness - 
growing boar’s tusks, snaky hair, puffed cheeks, and 
staring eyes. They lose 4 points of Charisma.

Pandora will have several tasks for new recruits:

1. Prove their worth in a battle against one of the 

other factions. She’ll ask them to bring back their 
masks as proof.


2. Capture or tame the Giant Gecko in room 9. 
Pandora plans to use this creature as part of an 
assault on the Brotherhood of Zeus, by releasing it 
near their quarters on tier two, and attacking their 
stronghold on tier three while their warriors are 
distracted. 


3. Retrieve the Wand of Paralyzation from Queen 
Zenobia’s crypt. Pandora believes that this weapon 
is key to gaining the advantage against the other 
factions. She knows that the crypt is on the third 
tier of the pyramid, and that its entrance is 
somewhere on the southern side of the pyramid.


Pandora will under no circumstances allow Warrior 
Women to accompany or assist the party.




THE MAGI OF HERMES 
The Magi of Hermes are magical adepts, each member 
pursuing power through the study of magic. They wear 
colourful robes and a silver mask representing a 
handsome male youth. The masks are worth 20sp. 
Each Magus knows a single first-level spell, and no 
two know the same spell. Their leader, Auriga, 
maintains his position through careful control of access 
to magical knowledge. There are thirteen Magi in 
total, including Auriga.

Auriga is superficially friendly and self-deprecating, but 
this is all show. He hungers for magical power and will 
do anything to get it. He will attempt to manipulate the 
party, offering membership in the cult and knowledge 
about the pyramid in exchange for their service.

A character who becomes a full member of the Magi of 
Hermes gains the following benefits:

• If they are of a spell-using class, they learn one new 

randomly-chosen spell of an appropriate level.

• The character can cast the Message spell once per 

day. This does not count against their usual allotment 
of spells


Should the character turn their back on the worship of 
Hermes, they lose the ability to cast Message (but not 
the other spell they learned). In addition, the character 
will be permanently unable to reach the afterlife, 
should they die. Instead, they will return as a ghost.

Auriga will have several tasks for the party, which he 
may require them to perform before they join the cult:

1. If the party has not already angered the 

Brotherhood of Zeus, or else the Warrior Maidens 
of Athena, he’ll ask the party to attempt to join that 
faction, and report back on their plans. He will warn 
them about Kanadius’ Helm of Telepathy.


2. Steal Kanadius’ Helm of Telepathy. Through magic 
he has learnt the passphrase to avoid the trap in 
the door at room 24, and will give the party this 
information in order to assist with this task.


3. Recover the Rust Monster that escaped to tier five 
of the pyramid. Auriga will give the party a reed 
whistle that attracts the Rust Monster from a great 
distance. If the whistle is blown on tier five, there is 
a 1 in 6 chance that the Rust Monster arrives in 1-6 
rounds, following the sound. This can be tested 
once in each room of the level each day.


4. Bring him the white robe of Demetrius from the 
lower level of the dungeon. He has cast scrying 

spells to determine that Demetrius’ spirit still dwells 
in the robe. He has prepared a ritual to extract the 
spirit and harness its magical knowledge. He 
knows only that Demetrius’ chamber is somewhere 
in the fifth tier of the pyramid, and that the party 
should not touch the robe with bare skin.


If pressed, Auriga will allow a single Magus of Hermes 
to accompany the party to assist them. This Magus will 
prepare the Charm Person spell, and will be prepared 
to betray the party at the first instance.

 



TIER FIVE 
Random encounters on these tiers occur on a 1 in 6 
each turn. As well as the ordinary Cynidicean 
encounters, there are encounters with each of the 
three Cynidicean factions. See their respective 
sections for more detail.

1-2: Cynidiceans (see appendix)

3: 1d4 Were-rats (see room 51)

4: Rust Monster (or Cynidiceans once defeated)

5: One of the factions 

  1-2: 1d8 Brothers of Zeus (1HD, leather, sword 1d8)

    3-4: 1d8 Magi of Hermes  (1HD, 1 level-1 spell)

    5-6: 1d8 Warriors of Athena (1HD, shield, spear 1d6) 
6: 1d8 Fanatics of Zargon (1HD, mail, sword 1d8)


41. Secret room 
The ladder leads from the trapdoor at 37b.


45. Demetrius’ chambers 
The furnishings are opulent, and a symbol of a staff 
entwined with snakes adorns one wall. A white cloak 
is thrown over the back of a chair. 

As soon as any character touches the robe, they must 
make a saving throw. If they succeed on this throw, the 
ghost of Demetrius will haunt the character, imploring 
them to defeat Darius. He will answer questions to the 
best of his knowledge (see following table).

If the saving throw is failed, Demetrius will control the 
character completely. The player continues to play 
their character, but uses Demetrius’ Wisdom (16), 
Intelligence (10), and hit points (31). They will also have 
access to Demetrius’ spells, as a 7th level caster.

1st level: Cure light wounds, Detect evil 
2nd level: Bless, Hold Person 
3rd level: Striking 
4th level: Cure serious wounds 
Demetrius cares only for defeating his brother Darius, 
and will attempt to achieve this as soon as possible. 
He remembers clearly the route to room 58 from his 
chambers, including any secret doors. He does not 
know about any traps. Demetrius’ player may ask the 
for any information Demetrius might know. Roll 1d6:

1: Demetrius remembers something false

2-4: Demetrius does not remember

5-6: Demetrius remembers some information


The possession ends as soon as Darius is defeated. 
The character will retain the ability to cast one 
randomly-selected spell from Demetrius’ list.


43. Demetrius’ treasury 
• Polymar disguised as tapestry (10HD, pseudopods 

1d6/1d6/1d6)

The Polymar is an extra-dimensional creature bound to 
Demetrius’ will. It can assume the form (but not the 
special abilities) of any object up to the size of a 10’ 
cube or any creature of 10HD or fewer.

A locked chest contains 7,000sp, a potion of 
invisibility, chainmail +1 and a dagger +1.

The Polymar is bound to obey any instructions from 
Demetrius, but will interpret all orders extremely 
literally, always trying to kill as many people as 
possible and cause mayhem. Its current orders are to 
kill anyone other than Demetrius who attempts to open 
the chest. It will be infallibly polite throughout.


44. Kitchen 
• 2 Rock Pythons (5HD, armour as mail, bite 1d4 and 

constrict 2d4)

The snakes are coiled around the body of a Cynidicean 
woman wearing a rabbit mask. She wears a necklace 
worth 700sp.


45. Statue gallery 
• 2 Living Statues (4HD, armour as plate, khopesh 

1d8, non magical weapons save or stick to statue)

The statues are made of black iron with gilt 
headdresses. They are only able to move when both 
doors to this room are closed, and otherwise freeze in 
place. They are invulnerable when so frozen.

Several other sculptures depict animal-headed figures.


46. Demetrius’ office 
• 2 Gargoyles (4HD, armour as mail, claws 1d4/1d4 

and bite 1d6, only harmed by magical weapons)

The gargoyles have lion’s heads and eagle’s wings, 
and are made of pale marble. Demetrius bound these 
gargoyles to guard the door to his office, but they have 
grown bored over the years. They love shiny things 
and will accept bribes.


They have hidden gemstones worth 1,800sp in the 
stuffing of a divan. A locked cabinet holds 2,000sp, a 
mace +1 and a potion of poison. Other decorations 
include decorative amphorae and a wooden desk with 
papyrus for writing.


46a. Pit trap 
A central section of this junction is hinged and will 
collapse under the weight of a human. Beneath is a 
10-foot drop with spikes. The fall deals 2d6 damage.


47. Main temple 
• 2 Were-foxes (3HD, sword 1d6 or bite 1d4, charm 

person 3/day)

The were-foxes are a brother and sister. They wear 
bronze fox masks. Depending on the circumstances 
they will attempt one of several ruses:

• They know a secret way to a vast underground city 

beneath the pyramid and will guide the party there 
for a fee (they’ll lead them to the trap at 56 and 
attempt to trigger it as the party passes the walls).


• They are lost and alone and need protection (they’ll 
follow the party and wait for a moment when they are 
vulnerable, then attack).


• The sword they are carrying is magical and is the key 
to defeating Zargon. They will sell it for 7,000sp (the 
sword is magical, but has no power over Zargon).


The pair wear jewellery worth 3,000sp, and carry a 
sword +1 (casts light on command), a potion of 
levitation, and a helm of alignment change.

The temple’s three statues of the gods of Cynidicea 
have been toppled and lie in ruins. Fountains fed by an 
underground spring still hold water.


47a. Secret chamber 
Small holes in this door allow people to overhear 
everything that happens in the adjoining temple. 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48. Grand hall 
Pillars support the arched ceiling, and a mountain of 
sand flows in from the doorway to the west. Mosaics 
around the walls depict the following scenes:

1. A fleet of ships, with eyes painted on their prows, 

lands on a lush shoreline. The sailors are tall and 
carry spears and round shields.


2. A battle is fought between the tall spearmen and a 
band of pygmies with bows.


3. Lush fields of a strange plant are growing. The 
plant has a thick stem, and heart-shaped leaves. 
Thanks is given to Athena.


4. A city is built with elegant marble pillars and great 
colourful statues. Thanks is given to Hermes.


5. A great leader (Alexander the Great) is welcomed 
into the city, he is presented with a crown.


6. A child is born and is crowned the new King. 
Thanks is given to Zeus.


7. Scenes of battle against various enemies, including 
blond-haired warriors.


8. Scenes of carnivals and celebrations.

9. A great pyramid is built and a King is buried there.

10. Worship of a tentacled statue with a single great 

horn.

11. More scenes of battle. The Cynidicean side 

appears to be mostly mercenaries.

12. A year-round carnival. The Cynidiceans all wear 

masks.

13. The final mosaic is a crude painting, showing 

masked Cynidiceans entering the pyramid, while 
the city burns in the background.


49. Priests’ dormitory 
• 3 Doppelgangers (4HD, armour as mail, strangle 

1d12)

The three doppelgangers pose as ordinary 
Cynidiceans, wearing masks of a boar, a tiger, and a 
wolf. They will attempt to befriend the party. Unless 
strict measures are taken to keep them seperate, they 
will mingle with the party and then attack. In the attack, 
all the doppelgängers will be apparently defeated.

Take a number of small pieces of paper. For each 
member of the party, write “Not a Doppelganger” on a 
piece of paper. For each doppelganger, write 
“Doppelganger” on a piece. Fold the pieces of paper 
up, and put them in a bowl, bag, or similar. Each player 
should take a piece of paper from the bowl, and affix it 
to their character sheet - still folded - without reading 
it. They continue to play their characters as normal.


Whenever two characters are alone together, unfold 
and read their pieces of paper.
• If both characters are doppelgangers, they leave 

together to find new victims. The players should 
make new characters.


• If neither character is a doppelganger, discard the 
pieces of paper. These two characters are in the 
clear.


• If one character is a doppelganger and the other 
isn’t, then they fight to the death. The non-
Doppelganger returns alone, but have that 
character’s player take another piece of paper for 
their character - there’s a 50% chance that they are 
now a doppelganger.


50. Looted storeroom 
• 3 Giant Cynidiceans in elephant masks (4HD, 

armour as mail, club 1d10)

Three Cynidiceans in elephant masks have grown 
gigantic from drinking a tainted potion. They are eating 
candles from a crate. They each have a sack, and 
carry 6 doses of potion of enlargement. When drunk, 
save or lose 1d4 points of intelligence. If this save is 
failed three times, the effects of the potion (and the 
loss of intelligence) is permanent. Other religious 
paraphernalia includes incense and robes, a scroll 
containing the following spells: levitate, continual 
light and read languages, and a ring of fire resistance.


51. Guardroom 
• 4 Were-rats (3HD, armour as leather, knife or bite, 

1d4, in animal form only harmed by magical or 
silvered weapons)


The were-rats can assume the form of giant rats, 
humans, or a hybrid. In human form they wear rat 
masks. They avoid confrontation and try to pick off 
isolated party members, biting once and then fleeing. 
Bitten characters must save or turn into a were-rat in 
1d3 days. Were-rat characters:

• Add 1d4 points of dexterity

• Can transform into a giant rat (with appropriate stats) 

once per day (their equipment transforms with them)

• In giant rat form, they can only be hurt by silvered or 

magical weapons

• Only gain experience points from treasure that they 

personally carry from the dungeon, and others do not 
gain experience points from this treasure


52. Acid pit 
The floor is a six-foot deep pit filled with acid, which 
deals 2d4 damage each round to anyone who falls in. 
12 feet from the door there is a stone pedestal. The 
pedestal stands just high enough so that the top is one 
foot above the acid. Any pressure on top of the 
pedestal will cause it to sink into the acid at a rate of 6 
inches per round. When the pressure is removed, it 
rises again.

The top of the pedestal has a hinged lid which opens 
to reveal a space containing 2,000sp in low-value 
coins. Beneath the coins is a scroll containing the 
spells purify food and water and remove curse.


53. Menagerie 
• Serpopard (4HD, bite 1d6, claws 2d4 and constrict 

2d4, strikes first in each round)

The serpopard is a legendary creature of ancient 
Egypt, a leopard with a long serpentine neck. It is 
chained by its neck to a ring in the middle of the floor. 
The chain is made of gold and is worth 1,500sp. The 
room has a fountain and frescoes like a desert oasis.


54. Priest’s room 
• Gelatinous cube (4HD, pseudopod 2d4 and save or 

be paralysed for 2d4 turns)

The gelatinous cube blocks the doorway. Its 
transparent body gives the room a shimmering, damp 
look. The contents of the room are rotted and fragile.


55. Crushing trap 
When a character steps on the pressure plate the walls 
ahead crash together, crushing anyone between them 
for 3d6 damage.


55a. Nightmare room 
• 10 Cynidiceans (noncombatants)

The Cynidiceans wear masks of fearsome monsters. 
They are sitting in a circle, staring directly ahead, and 
from time to time uttering horrible cries.




56. Ballroom 
• 9 Cynidiceans (noncombatants)

These Cynidiceans are dancing and laughing as if at a 
ball. They will beg the player characters to join the fun.


57. Cockfight 
• 10 Cynidiceans (1HD, improvised weapon 1d4)

• 2 “Roosters” (2HD, spurs 1d4/1d4)

Two of the Cynidiceans wear rooster masks and sharp 
spurs. They battle each other in a ring sunken into the 
floor. Around the ring the other Cynidiceans place 
enormous bets on the fight. A total of 10,000sp is here, 
in the form of coins, gemstones and jewellery. If the 
money is stolen, the crowd (and the roosters) will take 
up arms to apprehend the thieves.

Darius and his followers in room 58 will hear if there is 
a commotion and will come to investigate.


58. Temple of Zargon 
• 12 Followers of Zargon (1HD, sword 1d6)

• 6 Zargonite Fanatics (1HD, armour as mail, sword 

1d8)

• Darius (6HD, armour as mail, sword 1d8 or spell)

Emerging from the earthen floor is a grey-green 
statue of a hideous creature. This is the beast-god 
Zargon, whose power holds the Pyramid in thrall. 
Zargon has a single eye in his reptilian face, and a 
single horn emerges from his forehead. Darius 
conducts awful rites here in Zargon’s name.

The horn of Zargon is made of different material than 
the rest of the statue, more like real horn. It can be 
removed from the statue. If destroyed (by fire, acid, or 
some great force) the spell over the pyramid is broken, 
and all the Cynidiceans immediately age and die.


FOLLOWERS OF ZARGON 
The Followers of Zargon are fanatical worshippers of 
Zargon, a hideous one-eyed, one-horned idol found 
beneath the foundations of the pyramid. They all wear 
discoloured green copper masks depicting Zargon. 
They want to follow Zargon’s will and to preserve the 
unending nightmare of life within the pyramid. Darius, 
their leader, communicates Zargon’s will to his flock of 
disciples. There are nineteen followers of Zargon, 
including Darius.


Darius has ambitions towards destroying the other 
factions in the pyramid, and he tries to keep them 
divided against each other, sending nightmares and 
visions against them for that purpose.

A character who joins in the worship of Zargon gains 
the following benefits:

• Cannot be affected by illusion spells

• Can see in darkness out to 30 feet

• Sees visions and illusions sent by Zargon

Once a character becomes a follower of Zargon, they 
will continue to see Zargon’s visions until a Remove 
Curse spell breaks them free or Zargon’s horn is 
destroyed.  



APPENDIX 1: CYNIDICEANS 
The Cynidiceans have lived in the Pyramid for more 
than a thousand years, lost in the dreams that Zargon 
sends to them. All Cynidiceans are completely 
committed to their delusions, though some delusions 
are closer to reality than others.

All Cynidiceans wear masks at all times, and over time 
take on the role associated with that mask. Each 
Cynidicean has worn every mask in the Pyramid at 
some time in the last thousand years.

Cynidiceans can navigate the pyramid perfectly well in 
the dark through a combination of memory and their 
vivid hallucinations.

They speak Koine (common) Greek, a transitional 
language between ancient and modern Greek, and 
might be somewhat mutually intelligible to speakers of 
either. Some might speak Latin, Coptic, or Numidian.

Unless otherwise stated, all Cynidiceans have the 
following statistics:

• Cynidicean (1HD, improvised weapon 1d4)

Cynidiceans will generally only fight if strongly 
provoked or when driven to do so by their delusions.


Encounters 
1. A Cynidicean in a wolf mask believes he is a 

werewolf, and will howl at the party, acting in all 
regards like a wolf.


2. Three Cynidiceans in snake masks try to drive off 
the party, believing them to be evil spirits. They 
carry incense burners and wear dark robes.


3. A Cynidicean in a bird mask and a brightly-
coloured robe gives a party member a pouch of 
ground spices.


4. Five Cynidiceans wear human-looking masks. They 
believe the party are barbarian raiders and flee, 
screaming.


5. Six Cynidiceans in camel masks pick their way 
across the floor. They are avoiding snakes they can 
see crawling on the floor.


6. Four Cynidiceans in insect masks carry jars and are 
constantly humming. They offer a drink from their 

jars, which contain honey that heals 1-4 points of 
damage.


7. Four Cynidiceans wear masks of a cat, fox, hawk 
and fish. They carry a stretcher with a gourd on it. 
They refer to this as their injured friend, “dog”, and 
seek healing for him.


8. Six Cynidiceans wear masks with aristocratic 
faces. They recognise one of the party as the long-
lost King or Queen of Cynidicea, and will follow 
that person, praising them and attempting to keep 
them from going into danger.


9. Four Cynidiceans in bird masks and feathered 
robes. They flap their arms as if flying, and invite 
the party to join them. If refused, they will squawk 
loudly and follow the party hurling insults.


10. Six Cynidiceans wear vulture masks and paint their 
naked bodies black. They carry wooden boards. 
They follow the party, and if anyone is killed they 
will construct a coffin around the body and carry it 
away.


11. Five Cynidiceans wear masks depicting a 
stereotypical adventuring party, with two fighters, a 
thief, a cleric, and a wizard. The fighters have 2HD, 
the cleric can cast cure light wounds and the 
wizard can cast magic missile. They will believe the 
party are some kind of multi-headed monster, and 
attack, though they take a full turn to pass through 
any doorway as they must check it thoroughly first. 

12. Twelve Followers of Zargon all wearing Zargon 
masks. They are going to conduct worship 
elsewhere in the pyramid and will insist the party 
come along, joining in their horrid rituals.


Cynidicean Names 

Additional Masks 

Male
Teukros
Chairophon
Crathis
Harpocras
Gorgias
Oileas
Abantes
Barates
Phokion
Isokrates
Pelegon

Female
Anthousa
Phylace
Doris
Thetis
Sotera
Agapia
Iole
Arisbe
Diomede
Maera
Cytheris

Predators
Hyena
Jackal
Cheetah
Crocodile

Prey
Ibex
Hare
Mole Rat
Squirrel

Other
Bat
Eel
Whale
Locust
Frog
Snake


Human
Laughing
Crying
Baby
Huge Nose
Old Man
Clownish

Birds
Ibis
Owl
Stork
Hoopoe
Flamingo

Monsters

Hydra

Cyclops

Medusa
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