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Welcome to Wyvernseeker Rock
This adventure is designed for 4 to 6 player characters of 2nd to 5th level. A Magic-User and a Thief are 

not required for success, but a party with those characters in it is far more likely to succeed than those 
lacking characters in those roles.

IntroductIon & Background
The party are traveling west through the Untamed Gauntlet, on their way to somewhere else and using a 

stream to guide their steps. They step out from under the eaves of the forest to spy looming before them a 
cliff, a tall wall of stone which stretches away to either side as far as they can see. 

A waterfall cascades onto sharp rocks into a pool from which pours the stream they were following. The 
sheer cliff is easily 100 feet high, and too wet and slick to climb safely, though it can be tried.

Atop the cliff is a bare stone hill which looks like it was at one time worked by intelligent hands; a look-out 
post of sorts has been carved into its southernmost peak. The map says it’s called “Wyvernseeker Rock,” but 
it doesn’t say why. 

The hill appears deserted.
A long age ago, beyond mortal memory, a forgotten people built a watching post and refuge atop and 

within Wyvernseeker Rock. A hundred years ago, an adventurer named Olaf Wyvernseeker claimed the 
Rock for his own and set out with companions to clear the lands thereabouts. 

They were never heard from again.
The upper chambers of the Rock are a convenient lair for a Giant Rhadogessa and its spider servants.

Still, it’s got to be safer than climbing the cliff. Right? 
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room one: entrance and Puzzle

Perhaps a safer way to the top of the cliff is 
through the opening next to the falls. Hewn into the 
face of the cliff is an arch, around which are carved 
mystical runes too weathered to decipher. 

Through the arch is a cave. Niches line the walls 
of the cave, each just large enough to contain a 
humanoid skull. There is no light save that which the 
heroes bring with them.

the Sealed door

To the north is a sealed stone door. More mystical 
runes are carved into the door and the stone into 
which it’s set. As these runes are protected from 
the elements, they’re are as clear as if they were 
chiseled yesterday. 

Huddled against the base of the door is the 
skeletal remains of a Wild Folk clutching a spear.

The door is locked and magically sealed. Unless 
the correct runes are touched in the correct 
sequence, the door remains locked. 

When a character makes a successful Intelligence 
ability score check (see page 5 of the Players 
Guide), they correctly decipher a rune. Magic-user 
characters have +2 on this check.

If a character touches an incorrect rune, they 
must make a save against wands or take 1d4 
damage as magical sparks leap out. 

When the party makes 3 successful ability score 
checks, the door grinds open on hidden hinges.

room two: cryStal guardIanS
Thick dust carpets the corridors. Clearly no one 

has walked here in centuries. Tiled mosaics of water 
creatures riding waves line all the walls.

Guardians. Niches in the wide corridor which runs 
east—west each contain a Crystal Living Statue 
(BFRPG Lite, p 100). When a character moves within 
10 feet of a statue, motes of light wink deep within it, 
it animates, and attacks.

Side Rooms. The side rooms are unoccupied and 
contain nothing of interest, except the larger side 
room has a door which can be barred and a cistern 
of fresh, clean water in the northeast corner.  If the 
characters are injured, they can safely rest here.

Double doors lead to:

room three: BIg Battle & trIck
The doors open onto an octagonal cylinder hewn 

from the rock. A spiral staircase winds up to the right/
west, and down to the left/east. At the bottom of the 
cylinder, 20 feet below the doors, is an ornamental 
pool filled with water which flows in from the 
southeast.

Monsters. In the middle of the pool is a Giant 
Rhagodessa (O&O GMG, p 42), attended by 
3 Giant Crab Spiders (BFRPG Lite, p 119) which 
dangle from webs at the top of the cylinder, 40 feet 
above the doors. All attack any intruders.

Hazard. An anteroom at the bottom of the 
cylinder contains a statue of a forgotten water 
goddess which is bedecked in jeweled raiment. A 
skeleton of a human, clearly dead for centuries, 
hugs the feet of the statue. 

When the statue and its tiny things are touched by 
a living creature, a portcullis slams down, trapping 
the burglar in the anteroom. The character standing 
under the portcullis when it falls must save vs Death 
Ray or take 3d6 points of damage.

Twisting the statue’s left arm causes the portcullis 
to raise, but only as long as the arm is twisted; as 
soon as it’s released, the portcullis comes crashing 
down again. 

Treasure. The goddess’s raiment is merely gaudy 
metal foil and glass cut to resemble gems. However, 
a secret compartment in the base of the statue, 
hidden by the corpse, contains a +1 weapon of 
your choice, a potion of healing, and a potion of 
delusion.

The long hallway at the top of the stairs is filled 
with thick, sticky spiderwebs, and leads to an 
arched passage leading out again. A character 
moving through the long hallway must move at half 
speed or risk getting stuck in the webs. A character 
moving at full speed through the webs can avoid 
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getting tangled in them with a successful Dexterity 
check. The webs can be burned by simply setting 
them alight with a torch, clearing the hallway. If 
a character is stuck in the webs when they’re set 
alight, she takes 1d6 damage from the fire. 

An unlocked door at the southern end of the 
hallway leads to...

room Four: traPPed StaIrcaSe
The door opens onto a stairway which climbs 

steeply and twists and turns. Halfway up is a shrine 
to the same goddess as in Room Two. Carved into 
the rock over the shrine is the phrase “All praise to 
the goddess” in an ancient dialect. A character can 
make a successful Intelligence ability score check 
to decipher the words. 

Trap. If the words aren’t spoken aloud, as the first 
character passes the shrine all the stairs retract into 
the floor, making a slick ramp that dumps everyone 
on the stairs back at the bottom. In the process of 
falling they take 1d6 damage from bouncing off 
the walls, and another 1d6 damage when their fall 

ends. A character can make a Dexterity check to 
avoid falling by grabbing on to something. The stairs 
reset after 1 minute. A character can successfully 
drag herself up the ramp by making a successful 
Strength check, and Thief characters can use their 
Climb Walls skill to do so. 

The chamber at the top of the stairs is mostly 
empty. There are niches in its walls. In each niche 
is a stone bucket, and each bucket contains 
50 ancient arrows. The arrows can be used, but 
they’re so old they’ve become fragile; whenever 
one is fired, it shatters when it hits, whether it hits a 
target monster or (on a miss) something behind it. 
Additionally, if a character carrying the arrows falls, 
she must make a saving throw against Wands or all 
the arrows in her quiver shatter.

In the south wall is a door, apparently cut from 
the rock itself. A corroded bronze lever next to the 
door opens it; due to its corrosion it can’t be moved 
without a successful Strength check. If the check 
is failed by more than 5, the lever snaps off in the 
character’s hand.

Once the door is open, the characters 
can see outside, and discover an 
ancient observation post. 

room FIve: reward, 
revelatIon, Plot twISt

You can see the treetops for miles 
and miles up here. On a ledge to 
the south are two pillars carved with 
runes. When a character makes a 
successful Intelligence check, they 
correctly decipher the runes. Magic-
user characters have +2 on this check. 
If deciphered and touched, the runes 
create a magical image between the 
pillars which the controlling character 
can use to see even farther—and 
perhaps into different times—simply by 
willing the image to shift.

Use this opportunity to provide hooks to 
further adventure! 

Slavery. A hero sees her house on fire, 
her family in chains driven by a slaver’s 
whip. 

Treasure. A hero sees a room in a 
faraway place full of sparkly, shiny 
treasure, and knows the direction in 
which it lies.

The Next O&O Adventure! The hero 
sees a scene which sets up the next 
adventure in the O&O adventure series!
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OPEN GAME LICENSE VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is Copyright 

2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)“Contributors” means the copyright and/or trademark owners 

who have contributed Open Game Content; (b)“Derivative Material” means 
copyrighted material including derivative works and translations (including 
into other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in which 
an existing work may be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)“Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game Content 
by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, 
or graphic designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) “Trademark” means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to identify itself 
or its products or the associated products contributed to the Open Game License 
by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Material of Open Game 
Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under and 
in terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions may be applied to 
any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed by 
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion 
of this License to include the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, and You must add 
the title, the copyright date, and the copyright holder’s name to the COPYRIGHT 
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any 
version of this License.

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission 
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any Open 
Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, 
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.

Orcus from the Tome of Horrors, Copyright 2002, Necromancer Games, Inc.; 
Author Scott Greene and Clark Peterson, based on original material by Gary 
Gygax.

Scarecrow from the Tome of Horrors, Copyright 2002, Necromancer Games, 
Inc.; Author Scott Greene, based on original material by Roger Musson.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; 
Authors Davis Chenault and Mac Golden.

Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord 
Games.

Sword & Board A Basic Fantasy Companion Copyright © 2011 Dan Buterbaugh
Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris Gonnerman.
Equipment Packs: A Basic Fantasy Supplement Copyright © 2009 Shayne Power.
Armor and Shields: A Basic Fantasy Supplement Copyright © 2010 Jeff Johnson.
Magic-User Options: A Basic Fantasy Supplement Copyright © 2011 Tom Hoyt.
Necromancers: A Basic Fantasy Supplement Copyright © 2008-2010 R. Kevin 

Smoot.
The Basic Fantasy Field Guide Copyright © 2010-2016 Chris Gonnerman, R. 

Kevin Smoot, James Lemon, and Contributors.
Adventuring Copyright © 2015 Sean D. Spencer and contributors
Equipment Emporium: A Basic Fantasy Supplement Copyright © 2010-2018 Joe 

Ludlum, R. Kevin Smoot, and Alan Vetter
System  Reference  Document  5.1 Copyright  2016,  
Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, 

Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, 
Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax 
and Dave Arneson. 

Odysseys & Overlords Player’s Guide Copyright © 2019 Aegis Studios
Wyvernseeker Rock Copyright © 2019 Aegis Studios
END OF LICENSE
BASIC FANTASY ROLE-PLAYING GAME
PRODUCT IDENTITY LICENSE
Subject to the terms of the Open Game License, above, you may create 

derivative works based upon the Basic Fantasy RPG core rules (this document). 
However, the Open Game License protects the Product Identity (explained and 
detailed above) such that you must have permission from the copyright holder 
before you may use any of the listed Product Identity.

You may use certain items of the listed Product Identity under the following 
conditions:

1. You must comply fully with the Open Game License, version 1.0a, as 
described above; and

2. The work may not be obscene in nature; in general, any work containing 
subject matter that would qualify for an NC-17 movie rating in the United States, or 
an R rating due to explicit sexual content, is considered obscene for purposes of 
this license.

If you comply with the above conditions, you may do either or both of the 
following:

1. Include the text “Designed for use with the Basic Fantasy Role-Playing Game” 
or “Designed for use with the Basic Fantasy RPG”;

2. Use one or more of the official logos provided on the Basic Fantasy Role-
Playing Game website:

http://basicfantasy.org/logo.html
A logo may be resized as needed but must not be distorted and may not be 

altered other than to resize it, except as specifically provided on that page.
If you wish to use other Product Identity from this work, you must request and 

receive explicit permission from the copyright holder.
In any of the above cases where the Basic Fantasy Role-Playing Game Product 

Identity is used in your work, you must also include the Basic Fantasy Role-Playing 
Game website address “basicfantasy.org” or “www.basicfantasy.org” in that work. 
You may place the website address adjacent to the logo and/or name, or you 
may include it on your title page, or place it in some other location where any 
reasonably observant person would expect to find it.

You may not under any circumstances describe your work as actually being 
the “Basic Fantasy Role-Playing Game” or some derivative thereof, nor may you 
identify it as being in any way an “official” publication of the Basic Fantasy Project 
without the express permission of the author of this work.
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