By M. Graydon

Henry Stauff’s house, Hijikal, is a floating pocket domain comprised of two floors, a basement,
and an attic. It can appear everywhere in the Demiplane, but his Lord has no control over its
movements. Most likely, the players will start on the ground floor. It isimportant to note that
though there are doors leading outside the house, none of them can be opened by any power.
This also applies to the few windows.

Ground floor

Thereis alarge room with a marble staircase leading up to the second floor, and various
shadowy nicknacks in the corners. There are four doors in the room, two on either side of the
stairs. One each set of doors, one of them is actually a double door. Thereisaso alarge stain
glass window with an unidentifiable pattern etched into it.

On theright side of the stairs, the doors lead to the study and the music room.

The study is typical with a secret door in the fireplace that leads to a panel in the wall by the attic
door, and apair of glass patio doors that cannot be opened. Thereis aso a globe of Stauff’s
homeworld (-Gothic?- Earth) and atelescope. Finally, there is a book on the table, telling of
Stauff’slife.

In the music room is agrand piano, aviolin, aharpsicord, and a potted plant. The instruments are
played strangely by invisible hands sometimes.

On the left side of the stairs are the doors to the dining room and the kitchen.

The dining room is normal enough with cast iron chairs that look like spider webs, and plates
that look like eyes. There is agreen cake on the table with skulls and headstones as candy pieces.
The cake will cause a blister to anyone who touches it, and awhite slug will form in the blister
and craw! out.

The kitchen is aso normal except for afew oddities. An Impersonator is hiding in a pot of
orange soup on the stove, and there is a secret door in the oven. However, this door can only be
exited. Anyone trying to enter will be burnt. There is adoor down to the basement and one
leading outside.

The Basement

The stairs lead down to aroom with nothing but a small hole in the corner. People can crawl
through the whole, but once through, a grate will crash down trapping the victims. The only way
isforward, into the maze.

In the maze, the players can be attacked by any number of creatures, but the only certain oneis
the ghost of a young lady killed in the house. After making it through the maze, the players will
enter the crypt.

In the crypt, players will be attacked by at least 9 skeletal monsters.






