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Introduction

“These are not the worst of times we have suffered, Magnificent One. As has been passed down from the Time before Writing, this country
is hardy, and has suffered much in its history. Plagues, wars, mig-rations, and natural disasters have shaped this land, forged its strength, and
defined its character. These are not the delicate fields of the West beyond the hills; our home is forged in fire and blood.

In the Beginning, before even the eldest beings walked its surface, the grounds were fertile with life. Astounding creatures born of terrible
powers lived below the surface world. None moreso than the Serpent. It is to the Serpent we give praise for writing, for magic, for the ability to
grow crops. The Serpent gave us the knowledge to build structures and cities, to grow, and to prosper. But its gifts did not come without a price.

When the great hem-netjar, Kersete I, came to the land, and Spoke with the Serpent, it was the dawn of the Time of Bloody Sands. No time
in our history has known more despair than the Time of Bloody Sands. When great Esh was displaced, and Kersete ruled the land, then did
the world know sorrow. The great verdant grasslands withered and died; the jungles receded, waterways were poisoned and fouled. Mountains
grew over the course of days, and hills were flattened into valleys. With the first sightings of the Black Tower, the elder knew — the time of
decline was upon us.

But the people of the Time of Bloody Sands would persevere. They rose up, concealing their numbers but acquiring all the resources they
could. Magic, craftsmanship, knowledge, arms and armor — all were combined to bring Kersete low. But even the combined might ofa nation
could not slay the wicked magi. Unable to destroy the sorcerer, the Lords of the Sun bound the maleficent priest in a tomb, far out into the Cop-
per Desert.

This tomb held Kersete for ages, long enough for the memories of Men to forget. Generations later, his subtle influence would bring those of
questionable judgment back to him. Lost travelers were the first to discover his tomb in the middle of the wastelands, seeking shelter from sud-
den storms. With their tales of the fabulous structures below the sands, treasure seekers were next to come. Plunder and riches were carted out
of the tomb, but no evidence of the magi was recovered. Was this not the Tomb of Kersete?

When the treasures recovered by the foolish adventurers were brought back to encampments, towns, and cities, their insidious influence
became apparent. The treasures were tainted with the malice of Kersete, and they bore curses and evil, spreading throughout civilized societies.
This was the Time —of Discord, when brother fought brother, mothers abandoned children out of fear, and leaders abdicated their followers to
wander alone. Nature itself turned bleak, and weeks and months of inclement weather destroyed crops, negating harvests, and inciting famine.

It was during this time a pale figure arrived in the great city of Suma, shortly before its destruction. The hermit claimed to be a dervish from
the far North, beyond Irrit, and was travelling on a pilgrimage to Suma to aid the lands and cleanse its blight. The pilgrim was granted an
audience with pharo Tea and accepted into the pharo’s inner circle.

Of course, it was later discovered the pilgrim was none other than Kersete, returned from the wasteland, with a new plan. As you know, this
set the Time of Cleansing into effect, and after a century, Kersete was again overthrown. This time, the Lords of the Sun discovered the means
to slay the creature, due to its unliving nature. The Lords tattooed the flesh of the creature with powerful mystical and religious symbology,
bound the creature’s corpse in preserved and holy linens, and constructed another tomb, this time in the center of Suma.

It was their hubris that was their undoing.

The Lords had defeated a homunculus, a simulacrum sent by the true Kersete, to suss out the plans of any rebellion. The plan foiled, Kersete
executed his revenge on the Lords, the city of Suma, and the Plains of Esh. Kersete appeared over the city of Suma as an apparition and figment
visible on the great sandstorm that gathered. All the citizens of Suma, and many of those in the surrounding towns, were engulfed in sand,
and those that had fled the city far enough witnessed the skies open, and a torrential downpour of rain, hail, and stones pound the city into the
ground. The waters filled in the depression, on the site of what is now the God’s Tear.

Since the Time of Cleansing, no other sign of Kersete has been uncovered. True, every few years a scrap of information surfaces about where
the wyrd wizard’s corpse may be, but few of these can be believed. Just this day a tattered missive was brought to my attention, about a small
oasis on the eastern edge of the Blood Plains that supposedly houses the true remains of Kereste. A raving madman sold the map to one of our
agents in the bazaar, claiming to have been there; a sole survivor. The agent, a student of history, slew the man immediately, fearing it was yet
another envoy of Kersete. We have notfollowed up on the map as yet, Pharo. When we have a caravan headed that way, we shall contract an
exploratory force to put this rumor to rest.”

— As interpreted from a recording by the storyteller Abishek Ket-Kettal, advisor to the pharo Hermetae V1II, during the Year of Despair.




Background

he adventure is likely to play out as follows: The adven-

turers leave a major city of the judge’s choosing that fits

in the campaign. They can either use the Travelling the

Wasteland random encounters, the Cave of Dreaming

prequel encounter, or the judge can have the party arrive
at the oasis to begin. The PCs are likely alone, possibly confused, and
are given no information about how to get into the crypt, or how to
overcome the obstacles contained within. Eventually, the characters
should discover the inner crypts, and the Wellcap, leading to further
adventures below. If the PCs become frustrated and wish to leave
without discovering the route to further adventure, the judge can
allow them to leave, follow up on the lore of the crypt, and come back
better prepared, or discover a clue in some other way. Or, they can
leave and never know the secret contained within. Whatever works
for the campaign!

Investigation is key, and players without analytical skills may have
a harder time with this adventure’s approach. The judge should be
prepared to give clues where needed to maintain a fun atmosphere for

play.

The Crypt of the Science-Wizard,
Kersete

A core understanding that “ultra-science”, as presented
here, is a technological replacement for magic is vital to
Z running the adventure smoothly. Many of the effects,

‘ traps, and building techniques presented in this site-based
adventure could only happen in a place of “magic”. The
construction alone is impossible on some scientific levels, but by us-
ing the superior intellect of an entire land of science-wizards, we say:
why not! This adventure borrows from the genres of swords-and-fan-
tasy as well as post-apocalyptic science fiction; therefore, stats and
game mechanics from both the Dungeon Craw! Classics AND Mutant
Crawl Classics lines are presented. Please use whichever you prefer or
combine them as presented into the “you got your chocolate in my
peanut butter” goodness they were conceived in!

The Crypt of the Science-Wizard is the entry level to a great under-
ground structure known as The Black Tower. The Tower is an
amazingly advanced technological “campus”, with various levels, side
areas, secret passages, and dimensionally-located rooms to fill out as
the judge needs. If none of these adventure seeds fits the campaign,
please use the parts as needed or disregard as the judge sees fit. The
adventure contained here is designed to be used as part of an ongoing
campaign, but if the group prefers to use it as a one-off adventure, it
is modularized to be usable that way as well.
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The feel of the adventure is one of pulp exploration, of heroes
investigating tombs lost to time, and uncovering fantastic treasures
forgotten by the ages. If the campaign is more of a smash-mouth,
combat oriented affair, this adventure may be a nice diversion, or may
not fit into the grand scheme at all. Please read through the adventure,
determine if its play style compliments your plans, and do try to have
an enjoyable time with friends exploring the unknown!

Replacement Characters

The Crypt of the Science-Wizard is a difficult adventure requiring the
players to think about their environment — and requiring the char-
acters to be skilled and lucky. While this adventure is designed for 1*
level characters, some of the encounters contained within are beyond
typical entry-level characters. Strategy, insight, and puzzle-solving
skills serve characters (and players!) better than combat prowess.
Some good dice rolls certainly help as well.

However, it is possible (read: likely) some characters may die during
the adventure. To keep the players invested, the oasis is a known, but
avoided, stopping point along a trade route. Some caravans may come
by while the party is investigating the crypt, and if a player needs a
replacement character, this may be an excellent story tie-in. Or, if a
seedier character is more interesting to the player, perhaps a criminal,
banished to the Wastes, comes to the party seeking and offering aid?
However the judge choses to incorporate a new character, try to have
it fit in with a storyline that can continue.

Starting the Adventure

The PCs default starting location is the city of Iruk on the Tean
River, south of the Kohshe Jungle. However, any large settlement
meeting the criteria of “a large city” suffices. Several possibilities
from other published campaign settings are equally possible. To get
things rolling, read or paraphrase the following text to the players:

For the past several days, the talk in the tavern is all about the lone
survivor of yet another expedition to find Kersete’s lost tomb, out in
the Wasteland and the Blood Plains. Crazy talk certainly, but the man
was seen assaulted in this very cantina by a hooded figure, and that
figure took a parchment left on the table. The staff all swear it was a
map leading off into the Wasteland, but none can confirm that story.
Surely it was some kind of merchant-scuffle gone wrong, but there

is still a nagging feeling that maybe this was a bigger deal than the
cantina patrons think.

Anyway, it’s an interesting distraction, and you are enjoying your last
few days before your new commission. A couple of weeks out in the
Blood Plains? Sounds terrible, but the coin is pretty good, and there
shouldn’t be much trouble this time of year...

When the players are comfortable with the group, and questions

have been answered, the judge should have them make sure they have
proper travelling equipment. The party’s employers (the Pharo; a
merchant; the city guard; the caravan master; or any other patron ap-
propriate to the campaign) provides the basics such as transportation
(donkeys, horses, pack lizards, a cart), food and water for the travelers
and all animals, plus tents, bedrolls, and some basic survival equip-
ment. Any special items the characters may need should be acquired
before they set out.

Depending on where the adventure starts, the party can set out from
Iruk, their initial course plotted by the caravan master (see Travelling
the Wasteland), or if the judge wants to start at the oasis and crypt
proper, skip ahead to Reaching the Oasis.



Travelling the Wasteland

A few miles away from Iruk, the farms and agricultural fields
Z give way to utter desolation. The sands on the Blood Plains are
‘ aptly named; copper deposits and ancient strip mines have carried
= deposits of copper miles in the north-south direction. Like a scour-
ing brush, the harsh winds of the Plains have burnished the lands,
cutting a groove between the lush areas of the Kohshe Jungle and Tean River,
all the way down to the Deadfalls, and the distant western mountains and
the Cradle of Den. The only known waymark in the wastes is the God’s Tear
oasis, nearly unreachable by common caravans.

Several drover tribes and migrant merchants dot the Blood Plains.

A traveler runs into other travelers every few days on the known
caravan routes; in the deep wastes, occurrences are much rarer. Con-
sult the Trade Route Encounters table to determine who or what is en-
countered when on an established trade route (judge’s discretion what
constitutes an “established trade route”) and use the In the Wilds
table when off route, or when a particularly interesting encounter is
called for (again, the judge’s discretion is required). Encounters on a
trade route are checked for daily, at dawn or dusk; encounters in the
wilds are checked every 3 days. If an encounter doesn’t fit the cam-
paign, replace it with a similar encounter of the judge’s own devising,
or simply ignore it altogether.

Time to the Qasis

It takes the party 2 weeks to reach the oasis if there are no distrac-
tions or issues along the way. If the judge wishes to supplement the
character’s level with other encounters, please use these provided as
examples of what may be lurking on the Blood Plains.

Accident. This encounter is with a caravan that met with bad luck.
Roll on the Caravan encounter to see what the caravan is and then roll
again on the table to determine what caused the caravan’s misfortune.
Depending on the unfortunate circumstances, there may be injured
still alive, goods may be missing, etc.

Caravan. A desert caravan has 1d6 wagons plus 2d6 pack animals as
the train, with 2 men-at-arms and 1 noble merchant per vehicle. There
are 4d6 other travelers accompanying the caravan as support, passen-
gers, or whatever suits the campaign. The caravan possesses trade
goods and treasure worth 1d6 x 100 gp per wagon.

Man-at-arms: Init +0; Atk axe +1 melee (1d6)/force baton +2
(2d8); AC 14; HD 1d8; MV 25’; Act 1d20; SV Fort +1, Ref +1, Will
+o; AL L.

Noble: Init +2; Atk longsword +4 melee (1d8) or bow +4 missile
fire (1d6)/plasma sword +4 (2d12) or gauzer pistol +4 (1d6); AC 18;
HD 2d8; MV 20’; Act 1d20; SV Fort +1, Ref +2, Will +2; AL var-
ies. Nobles are skilled in swordplay and invariably well-armored
and well-equipped.

Peasants: Init -2; Atk club -1 melee (1d4-1); AC 9; HD 1d4; MV
30’; Act 1d20; SV Fort -1, Ref -2, Will -1; AL varies.

Common Beast. This encounter is with a random common beast. Roll
or choose any common beast; this could be a distraction or a potential
food source if the party is in dire circumstances. A pack of 2d4 of the
same kind of beast is encountered.

Dragon. Cyprius, an adult copper dragon, flies overhead. If the judge
rolls 1-5 on 1d20, Cyprius lands and interrogates the party. If the char-
acters present a compelling case why the dragon shouldn’t kill them,
it leaves them alone, allowing them to keep their items, and does not
require a toll. If the characters do not convince the dragon, it “asks”
for a show of deference (a bribe, or some reason not to kill them). If
the party refuses, the dragon flies away or attacks (509% chance for
either).

The characters have NO chance of defeating the dragon, but the
players could survive, if they roleplay the encounter well (and could
even gain an ally!)

Cyprius, Adult Copper Dragon: Init +9; Atk +11 melee 2 claws
(1d8) and bite (1d12); AC 23; HD 9d12 (45 hp); MV 50’ and fly 100’
and burrow 50’; Act 3d20; SP breathe 2/day (poison gas, DC 19
Fort save or die), dust cloud (DC 19 Fort save or 1d4 Stamina loss
per round), heat metal 3/hour (DC 19 Fort save resists), rusting
hide, speak with animals 1/hour, spells (1d2o0, spell check +4: 2/1);
SV Fort +9, Ref +9, Will +9; AL N.

Trade Route Encounters

Roll Encounter

1 Caravan

2 Thugs

3 Wild Pack Animals
4 Sphinx

5 Swarm

6 Weather Event

7 Fiend or Elemental
8 Accident

No Encounter

In the Wilds Encounters

Roll Encounter

1 Shapechanger

2 Thugs

3 Wild Pack Animals
4 Sphinx

5 Swarm

6 Weather Event

7 Fiend or Elemental
8 Dragon

9 Common Beast

10 Humanoid Scout Party
11 Judge’s Special
12-14 Lost

15-20 No Encounter



Fiend or Elemental. This encounter is with one of the more ma-
leficent denizens of the desert, either a pack of 1d4 hell hounds or a
deadly desert elemental (509 chance for either).

Hell hounds: Init +2; Atk bite +4 melee (1d6+2) or breath weapon;
AC 12; HD 2d6; MV 40’; Act 1d20; SP immune to damage from
fire or heat; SV Fort +1, Ref +2, Will +1; AL L.

Elemental, Air (Desert): Init +8; Atk slam +8 melee (2d6) or
hurled object +8 missile fire (1d6, range 100’); AC 16; HD 8d38;
MYV 5o’ (flight); Act 1d20; SP cyclone, heat damage, pick up op-
ponent, elemental traits; SV Fort +6, Ref +10, Will +6; AL N.

Humanoid Scout Party. This encounter is with a group of 4d4 gnolls
reconnoitering the area as an advance party. The scout party is not
immediately hostile, and if they can escape conflict they attempt to do
so. If cornered they fight to the last, and do not surrender.

Gnolls: Init +o; Atk bite +1 melee (1d3) or as weapon +1 melee/
bite +1 melee (1d3) or gauzer rifle +1 missile fire (1d8); AC 13; HD
1d8; MV 30’; Act 1d20; SP invoke power (Ithha) at 1di2 or better;
SV Fort +1, Ref +o, Will +o; AL C.

Judge’s Special. In this encounter, the judge decides what happens.
This can be a reroll for a different encounter, a wild interaction with
something not listed, or something campaign-specific that doesn’t fit
other places. Go crazy!

Lost. The party is 1d6 miles off course in a random direction. Roll 1d8
for direction: 1- too far north; 2- too far south; 3- too far east; 4- too
far west; 5— too far northwest; 6— too far northeast; 7- too far south-
east; 8- too far southwest. Characters get back on course after 1d3

days.

Shapechanger. The characters encounter one of the desert’s legendary
shapechagers. Roll 1d3: 1~ rakshasi; 2-night hag; 3- lamia. Depending
on the creature’s motives, it may appear hostile or helpful. Just be-
cause a creature follows Chaos, does not mean it can’t be on a mission
that requires the party’s assistance!

Lamia: Init +1; Atk claws +4 melee (1d6); AC 16; HD 6d8; MV
50’; Act 2d20; DCC SP charm person, suggestion (spell check +4),
touch drains Personality; SV Fort +3, Ref +3, Will +4; AL C.

MCC SP mutation check +10 domination, touch drains Person-

ality.

Night Hag: Init +o; Atk bite +3 melee (1d6); AC 12; HD 7d8; MV
20’; Act 2d20; DCC SP immune to non-magical weapons or natu-
ral attacks from creatures of 3 HD or less; half damage from fire,
acid, cold, electricity, gas; magic resistance (spells cast at a night

hag have a 25% chance of failure), souldream, spells (as wizard of
level 1d3+3); SV Fort +3, Ref +3, Will +4; AL C.

MCC SP mutation check +10 assimilation, mutation check +4
regeneration, souldream, wetware (as shaman of level 1d3+3).

Rakshasi: Init +2; Atk claws +3 melee (1d4) and bite +3 melee
(1d4); AC 20; HD 7d8; MV 40’; Act 2d20+1d16; DCC SP immune
to non-magical weapons or natural attacks from creatures of 3
HD or less; magic resistance (level 1-3 spells cast at a rakshasi
have a 909 chance of failure), spells (as wizard of level 1d4+s,
spell check at +6 with illusions); SV Fort +2, Ref +2, Will +s; AL
C.

MCC SP mutation check +8 assimilation, regeneration, mu-
tation check +10 domination, metamorph, mutation check +15
illusion generation, wetware (as shaman of level 1d4+5), wetware
resistance (level 1-3 wetware cast at a rakshasi have a 9goo% chance

of failure).

Sphinx. A sphinx stops the party along the trade route. It may appear
as male or female, or some other manifestation that should impress
the PCs. It asks their business, interrogates them for information, and
is generally a nuisance but not hostile. If the characters are respect-
ful, the sphinx leaves them alone, and may even watch out for them
during their travels. If they are disrespectful or rude, the sphinx
leaves, but may steer trouble their way.

Sphinx: Init +1; Atk claws +4 melee (1d6); AC 18; HD 10d8; MV
40’ or fly 60’; Act 2d20; DCC SP roar, spells (as cleric of level
1d3+3, wizard of level 1d3+2); SV Fort +4, Ref +2, Will +4; AL L.

MCC SP healing (as healer of level 1d3+3), mutation check +4
empathy, extra senses, wings, mutation check +10 eidetic memo-
ry, sonic generation, life force transference, wetware (as shaman
of level 1d3+2).

Swarm. When this encounter occurs on a Trade route, it is either a
colony of bats (night only) or a nest of sand rats (daytime). When
in the Wilds, it can be a colony of vampire bats (night only), a nest
of 1d6 giant rats, or a mischief of 1d4 swarms of sand rats (dusk). If
the party presents a large fire source (a bonfire, fireball spell, etc.) the
swarms are driven away in 2 rounds.

Bat swarm, mundane: Init +4; Atk swarming bite +1 melee (1d3
plus disease); AC 10; HD 2d8; MV fly 40’; Act special; SP bite all
targets within 20’ x 20’ space, half damage from non-area attacks,

disease (see below); SV Fort +o, Ref +10, Will -2; AL L.

Bat swarm, vampiric: Init +6; Atk swarming bite +3 melee (1d4
plus disease and vampire drain); AC 12; HD 4d8; MV fly 40’;
Act special; SP bite all targets within 20’ x 20’ space, half damage
from non-area attacks, vampire bite (any target wounded by the
swarm takes an additional 1 damage per round until entire swarm

is killed), disease (see below); SV Fort +1, Ref +10, Will -2; AL L.

Rat, giant: Init +4; Atk bite +2 melee (1d4+1 plus disease); AC 13;
HD 1d6+2; MV 30’ or climb 20’; Act 1d20; SP disease (DC 7 Fort
save or additional 1d6 damage); SV Fort +4, Ref +2, Will -1; AL
N.

Rat swarm: Init +4; Atk swarming bite +1 melee (1 plus disease);
AC 9; HD 4d8; MV 40’ or climb 20’; Act special; SP bite all
targets within 20’ x 20’ space, half damage from non-area attacks,
disease (DC 5 Fort save or additional 1d3 damage); SV Fort +2,
Ref +4, Will -2; AL N.




Damn Dirty Bats!

Bats carry disease. A character bitten by a bat of any type re-
ceives a disease randomly determined from the table below.

D6 roll Fort Save Effect on Failed Save

1 DC38 Sickness and vomiting for 2 days;
half movement and -4 to all rolls
during that time.

2 DC 14 Terrible stomach pains; 1d4 damage
and unable to heal normal damage
for one week.

3 DC 16 Debilitating weakness. Temporari-
ly lose 1d4 Strength and Stamina.

4 DC 10 System shock. Immediate death.

5 DC 20 Dizziness. Temporarily lose 1d4
Agility.

6 DCr12 Intense weakness. Permanently

lose 1 Strength

Thugs. Roving bands of criminals, larcenous merchant pirates, and
strange cultists banded together for survival are just some of the
denizens that can be encountered in the Wasteland. Criminals are
encountered in groups of 4d4 persons or more. Merchant pirates are
typically led by a captain with 3d6 veteran pirates. Thug groups in the
Wilds can be up to 2009 larger than those along trade routes.

Criminals (Bandits): Init +2; Atk club or dagger +2 melee (1d4) or
sling +3 missile fire (1d4)/ club or dagger +2 melee (1d4) or gauzer
pistol +3 missile fire (1d6); AC 12; HD 1d8; MV 20’; Act 1d20; SV
Fort +2, Ref +2, Will +o; AL C.

Pirate Captain (Bandit hero): Init +4; Atk scimitar +4 melee
(1d8+2) or javelin +5 missile fire (1d6)/force baton +6 (2d8) or
gauzer rifle +5 missile fire (1d8); AC 16; HD 2d8; MV 20’; Act
1d20; SV Fort +3, Ref +3, Will +1; AL C.

Pirate Veteran (Bandits): Init +2; Atk scimitar +2 melee (1d8+1)
or javelin +3 missile fire (1d6)/ force baton +4 (2d8) or gauzer

rifle +3 missile fire (1d8); AC 15; HD 1d8; MV 20’; Act 1d20; SV
Fort +2, Ref +2, Will +o; AL C.

Weather Event. The weather can be unpredictable on the Blood
Plains, and seemingly random effects are common. Any of the condi-
tions in the weather control spell are possible (reroll any failures with a
+10 on the second die roll). The effects last 6d6 minutes and then skirt
the party’s location.

Wild Pack Animals. Animals that have been left behind or broken
free of their caravans band together for survival. Few pack animals are
carnivorous, so most of these creatures are prey rather than predato-
ry. The packs can contain donkeys, horses, giant pack lizards, giant
beetles, or whatever makes sense in the campaign. A group of 4d4
creatures are present along a trade route; herds of 8d4 creatures or
more roam the Wilds. If returned to a large city, the animals could be
sold for 2d6 gp each.

Donkey: Init -1; Atk bite -1 melee (1d2); AC 11; HD 2d8; MV 30’;
Act 1d20; SV Fort +4, Ref +2, Will +2; AL N.

Giant Fire Beetle: Init -2; Atk mandibles +3 melee (1d4+2); AC

15; HD 2d8+2; MV 30’ or climb 20’; Act 1d20; SP acidic bite (the
beetles wear great hoods over their heads, and are controlled with
thick leather bridles); SV Fort +1, Ref +o, Will -3; AL N.

Giant Lizard: Init -3; Atk bite +5 melee (3d4); AC 17; HD 3d8;
MYV 40’ or climb 20’; Act 1d20; SP camouflage; SV Fort +2, Ref -2,
Will -2; AL N.

Riding Horse: Init +1; Atk hoof +2 melee (1d4+2); AC 14; HD 3d8;
MYV 60’; Act 1d20; SV Fort +4, Ref +3, Will +1; AL N.




The Dreaming Cave

ou travel for some time across the Blood Plains, without incident.

Days drag into each other, the vastness of the sand playing tricks on

your mind. One ridge of reddish sand dunes gives way to the next,

in a monotony of soft endless waves. Faintly, you notice that the

warm winds are picking up, and the coppery sands begin to stir. A
sudden sandstorm strikes without warning and blinds you with a grit-filled
fog. The howling of the winds increases until you can almost hear it forming
a rhythmic metal-dragged-on-metal siren song. When the storm ends, as sud-
denly it began, you see a rock outcropping ahead of you that you are certain
was not there before.

If the PCs investigate the rock outcropping, they quickly discover
that the western face of the titanic menhir hides a cave entrance. The
cave appears natural but is flanked on either side of the entrance by lit
torch stanchions that emit a blue-green flame. The entrance is com-
pletely free of guards or traps, and a warm light glows from within. If
the PCs approach, read or paraphrase the following:

The interior of the cave opens into an ornate sepulchral chamber in
which rests the prone figure of a sleeping giant. Lying in repose on an
enormous stone couch is the figure of an 18-foot-tall humanoid reptile
being. At first, it appears to be dressed as an arch-wizard, but the
finery of its filigreed silken robes is festooned with myriad metallic
mechanisms, numerous many-colored ropes, and dusty ribbed tubes.
Black-and-orange mottled scales are visible on its huge head, encased
in a sphere of glass, with its hands folded solemnly upon its large
chest. The giant lizard-wizard appears to be deep in the endless slum-
ber of the dead, or the nearly so.

The mausoleum-like interior of the cave is certainly not dead. In a
space clearly too large to fit inside the exterior rock outcropping, the
interior is dimly lit by myriad and strange hieroglyphics which cover
almost every wall surface as well as the 10-foot-tall dais on which

the gigantic stone couch rests. The red, green, and blue hieroglyph-
ics crawl along their individual sections of the stone walls upon flat,
glassy surfaces, depicting an unending array of alien lines, shapes, and
diagrams along with thickly stacked lines in an unknown language.
If a comprehend languages spell is cast, the words become legible and
pronounceable, but the arcane meaning of the words remain wholly
indecipherable. A read magic spell reveals a bit more, with the mean-
ing of some words translated more clearly — such as the terms “deep
sleep lock achieved”, “sombulation cycle nominal”, and “predictive
reveries engaged”.

8| CryPT OF THE SCIENCE WizarRD DCC

Background. The trans-dimensional cave belongs to an ancient space
wizard named Lacerta Agilis, and it is he who lays upon the dreama-
torium machine in a perpetual dream state. Lacerta travels the multi-
verse allowing his unconscious mind and his equipment to material-
ize him where he is needed most. While his laudable goal is to gently
realign disparate timelines and histories throughout the cosmos in
order to facilitate the greatest good for the most intelligent beings, his
methods are arcane at best and perhaps a bit mad at worst.

His dreamatorium machine can be used by others to explore an
individual’s own personal timeline via dream-state driven “predictive
reveries”. With the principle of dream-states being unbound by the
laws of time and space being well understood by Lacerta’s race, the
machine’s Al uses brain scan technology and sophisticated quantum
computing to project simulated realities into the minds of its users.
These projected dreams depict possible future events, allowing the
users to rehearse probable outcomes, and perhaps even to learn from
them.

If the PCs explore the cave, they discover the following:

Dreamatorium Walls. The stone walls that line the too-big-on-the-
inside cave interior are arranged in an octagon, with the stone dais
and couch at its center, all underneath a domed ceiling. The “hard-
glass” panels that line the walls from 6-to-16-feet above the smooth
floor provide ambient light in the room with never-ending cascades
of scrolling pictograms and text written in an alien tongue, incompre-
hensible to the PCs without magical augmentation.

If any of the “hard-glass” surfaces are touched or otherwise manip-
ulated, the information flow blinks and alters to a different, but still
indecipherable, scrolling of hieroglyphs and unreadable information.
Because the entirety of the dreamatorium is constructed of the imper-
ishable substances of the space wizards, none of it can be damaged or
harmed by typical means available to the characters. Even employing
high-level magics or technological devices only dirties the surfac-

es with scorch marks, soot, or the like, leaving the actual surfaces

and machines completely unharmed. If the glass control panels are
touched 3 times, the dreamatorium Al activates and 12 stone couches

glide out of the dais base.
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Dreamatorium Dais/Couch. There are similar “hard-glass” panels on
the base of the round dais upon which rests the sleeping giant. The
panels are evenly spaced at 6-to-10-feet high on the dais, and are only
interrupted by 8 “stone” panels (actually nanite) that are adorned with
a symbol of a half-open eye with a bright sun above the eye and a
crescent moon beneath it. The stone panel doors cannot be opened by
physical or magical means.

If touched or manipulated, the dais panels react similarly to the wall
panels, but the Judge should keep count of the number of manipula-
tions on each. On the 3rd such attempt on either, the dreamatorium

Al protocols are triggered, and all 8 stone panels slide neatly back as
stone couches slide out of the round dais like the spokes on a wagon
wheel.

Though all the couches are smaller than the stone couch supporting
the giant, they do individually vary in size and shape. Some are wide
and tall (up to 12 feet long) while others are smaller (4 feet long).
They have clearly been constructed to accommodate a variety of bi-
pedal humanoid’s shapes and sizes. At the head of each couch, facing
towards the dais, are smaller-scale glass helmets with wide collars,
similar to the larger unit on the lizard-wizard. Each is attached to
the dais by multi-colored ropes that lead back into the stone machine
under the large couch. If desired, nearly any type of humanoid could
find a couch suitable for their body frame and head, and then lie back
and don one of the helmets.

All That We See or Seem. If any of the couches or helmets are
touched, a life-size 18-foot-tall hologram of the ancient lizard-wizard
materializes within the room and addresses an audience that is clearly
unseen, but hoped for all the same. A booming, slightly non-human
voice rings out:

My greetings, sentient beings. I am Lacerta Agilis. Your presence within
this chamber represents a rare opportunity. While I rest in a timeless slumber,
we may be of great use to each other. A portion of my quest is to collect as
much historical information about this time and place as possible. While your
needs are unknown to me, I can assure you that I have the means to both
speed and ease your path. Lay upon these couches and don the helmets so that
my machine may collect a record of your minds and memories. The process is
completely harmless and takes but seconds. In exchange, I will provide you
with information and equipment that will aid you upon your destined paths.
Though this process takes mere moments, it can only succeed if all present
here participate.

As to the matter of whether or not you may trust my words, beyond that
has been asked of you, what else could you possibly possess that would be
worth taking by one such as I?

After speaking, the hologram vanishes, leaving the characters to
discuss and decide their best course of action. Further poking and
prodding proves a largely worthless endeavor, resulting only in the
couches withdrawing within the dais, or re-emerging with a repetition
of the hologrammatic invitation.

Should the PCs ultimately decide to simply leave, they discover that
another dust storm with accompanying metal-on-metal screeching has
kicked up outside. This storm quickly fades, but upon exiting the cave
the PCs discover that the rock outcropping has changed locations. It
now rests just a short walk from the Oasis (Area 1-1: Entrance to the

Crypt).

If the PCs decide to lay on the couches and don the helmets, and all
present do so together, the dreamatorium activates. From the point of
view of the PCs, they are instantly teleported to the Hall of Heroes
(Area 1-5).

Running the Dreamatorium Encounter. The PCs’ minds have been
tapped and a dream state engendered that projects their group con-
sciousness to a future encounter. Though the events and encounter
have no real effect on their bodies or minds, they experience it all as
real — hence the probable player assumption that the party was mere-

ly teleported physically.

The simulation only extends to the one room in Area 1-5: Hall of He-
roes. If a PC dies or leaves that room, they instantly vanish from the
dream simulation, which may eventually provide a clue to the party
that not all is as it seems. In any event, when the last EXO Skeleton
in the Hall is defeated, the entire dream state ends, and the PCs wake
up together back in the dreamatorium. After the rewards appear,
when exiting the cave, the PCs note that the outside location has now
changed, as noted previously.

If the PCs successfully use the dreamatorium to explore a possible fu-
ture timeline, upon awakening, a small hexagonal platform rises from
the floor of the cave and begins to blaze with a vortex of sparkling
blue-white light. Depending upon character’s level of success in the
dream state, the following rewards materialize on the platform. The
rewards are cumulative, so that all prior rewards are included at each
level of success.

Success Level Reward

Single Survivor memory medallion
2-3 Survivors wand of healing/medishot
4-5 Survivors wand of curing/cureshot

holy kit of healing: 3 wands of healing/3 medi-
shots, 3 wands of curing/3 cureshots

All Survivors

Time Elemental, minor (Quantum Bit), rod of
stunning/dazer pistol, 1 F-Cell

Total Victory




Reaching the Oasis

s the characters approach the oasis, read or paraphrase the
Z following:
Z_ After travelling the Wasteland, you finally reach what you
assume is your destination. The map you have followed for days
has no additional information or clues, and you are at the small oasis that
should be near the entrance to Kersete’s supposed tomb. Situated at the base
of a windswept dune, the oasis is little more than a small pond, perhaps thirty
feet in diameter. Sparse reeds skirt the edge of the water, and a light eddy
disturbs the surface.

There are no animal footprints around the edge of the water, nor is there
any evidence of other traffic. The water appears clear and free of inhabitants.
The only sound you hear is the whispering zephyr of the low desert. The smell
of pungent desert flowers is thick around the water, from no apparent source.

The oasis was created by an amphora of the leokampoi that the hapless
tomb raider dropped out of their pack, upended and caught in the clos-
ing tomb door. The amphora has trickled out a continuous stream for
years, saturating the surrounding sands to the point it created a basin
and began to fill. Typical flora eventually took root; however, animals
tend to shy away from the area, perhaps due to the insidious influence
of the tomb.

Area 1-1. Entrance to the Crypt:

The Oasis and the Entrance. The pond is pure but cloudy and, save
for a few bugs, uninhabited. Roughly 20 feet below the surface of the
water is the top of a 15-foot-tall by 10-foot-wide door, a stone slab
weighing several tons, obscured by swirling silt and fine sand. Caught
in the seam where the door meets the stone lintel dangles a skeletal
corpse, its arms and free leg gently waving in the subtle current. The
cause of the water’s movement comes from a smallish glass bottle at
the base of the door, issuing forth a weak but constant rivulet of water.

Treasure. The source of the oasis is a small, decorative bottle on the
top step of the entrance. It is found with a successful DC 8 Luck
Check. When the bottle is recovered, the character finds that the item
is a legendary amphora of the leokampoi. If the bottle is closed, the char-
acters have recovered both a helpful item in the desert and begun the
process of uncovering the entrance to Kersete’s Tomb. Once the bottle
is sealed, the water in the oasis begins to evaporate in the unforgiving
desert conditions as well as soak into the surrounding ground. It is not
fast, but the water disperses over the course of the next week.

The characters can either dive into the pond or wait until it drains

sufficiently to access the tomb door. If the characters camp out and
wait for the pond to drain, they are free of encounters while within
100 yards of the oasis.

Further Investigation. However the characters spend their time, once
they investigate the door, read or paraphrase the following (see fig. 2):

As you gaze upon the massive stone portal, it is clear the dangling would-
be thief was fleeing the tomb. Its bones held together by bits of clothes and
equipment still strapped to the body, the corpse is a stark warning to all:
whatever dangers lurk inside are unforgiving, even in retreat. Upon closer
examination, it is obvious the great door rose out of the ground to pin the
intruder to the stone lintel. How the door opens is a mystery; no handles or
locking mechanisms are obvious.

The door appears stout, a single solid stone slab engraved with runes and
decorated in repeating geometric motifs. The surrounding structure is no less
impressive. The columns supporting the massive lintel are intricately carved
and are half-encased in the surrounding brick walls. The bricks are tightly fit,
and the supporting mortar is solid. Only the slightest crack separates the door
from the surrounding structure.

If the characters drain the oasis after finding the amphora, read or
paraphrase the following:

As the water escapes into the surrounding basin, half a dozen partially
buried stone steps become visible. The steps are titanic, far larger than those
suited for humans. How many steps exist, and how high this door may have
once stood upon them, cannot be determined. The proportions of this tomb
seem vast, judging from the size of the door and steps. Even after crawling
down to this point from the surrounding ground level, this may be the begin-
ning of a very, very massive structure.

The Door. If characters attempt to bypass the massive door, all phys-
ical means of breaching, lifting or manipulating the door fail. The
stone is too large, and magically enhanced, to be damaged by anything
short of siege equipment, and even that is likely to fail.

The engraved runes and geometry may be of interest, and the charac-
ter studying the runes learns this is indeed the Crypt of Kersete, magi
and hem-netjer of ancient Esh. Whether Esh refers to the desert basin,
or some actual being is unclear. Beyond the historical note, there is
nothing of further interest regarding the door.

The Portal. If the characters specifically search the columns support-
ing the lintel, they find nothing out of the ordinary. The columns are
massive 3-foot-diameter pillars supporting the s-foot-tall by 20-foot-
long beam spanning the width of the doorway. How these structural
elements were placed is beyond the knowledge of even the most
experienced dwarven architect.

If the characters search the brick walls to either side of the columns,
on the right side one particular stone, detected with DC 14 Intel-
ligence Check for secret doors, protrudes slightly more than the
surrounding stones. If the characters drain the oasis before searching
the door, the stone is obviously protruding. Once the stone is removed
(with picks or magic), a gout of sand begins pouring out of the hole,
and a deafening grinding sound begins. The great door slowly begins
to lower, and the basin begins to fill with sand.

If the characters have waited until the water recedes to open the door,
the sand piles up on the right side of the door, which lowers 5 feet,
then stops. If the characters manage to find the trigger stone while
under water, the sand mixes with the water, temporarily blinding
everyone in the oasis. The door still lowers, but only opens 3 feet,
allowing water to pour in with some unintended effects (see Area 1-3:
Lobster Boil).

Water! Water Everywhere! If the PCs open the crypt with the basin
full of water, a sudden rush floods the Foyer (Area 1-2), rushes to the
Pit (Area 1-3) and pushes the lid of the pit down with the force of the
water. The pit fills, and the remaining water floods down the hallway
to the Promenade (Area 1-7) and into each of the storage rooms (Areas
1-4 and 1-6). If the water does rush into the Foyer, the force of the
water breaks off significant chunks of the surface clay, revealing the
stackstone beneath (this may trigger the PCs to look for secret doors
by breaking the clay coating in other places...) If the Pit fills, the basin
water mixes with the heated pit water, negating any of the damage
(both heat and falling damage) sustained by characters falling in (see
details in Area 1-3).




Area 1-2. Foyer:

When the characters bypass the entry door, read or paraphrase the
following (see fig. 3):

After the massive door lowers, and daylight shines into the tomb through
the gap in the portal, dust motes hover in the air, and the chamber beyond is
dimly illuminated. Roughly twenty feet deep by thirty feet wide, the initial
chamber is an incredible sight. The walls are coated in fine plaster or mud,
smoothed and painted in pictographs and scenes of ancient life. Religious
ceremonies, rites, and rituals are all depicted in painstaking detail. Runes
and glyphs are scattered among the drawings, and what seem like geometric
shapes adorn the walls at regular spacing and intervals. The ceiling is not
visible from the lowered door. A hallway opposite the main door recedes into
darkness.

The stale air smells slightly of mold, a mildewy stench that is not initially
overpowering. No sounds issue forth out of the chamber except the water, and
nothing seems to be moving beyond.

Entry Chamber. If the characters waited for the oasis to drain down,
the floor of the chamber has only a few inches of standing water, the
results of slow seepage through the tightly fit door and portal. If the
door is opened while the oasis is full, the subsequent rush of water
splashes into the room and down the hallway, with some unintended
effects (see Area 1-3: Lobster Boil). Characters in the water when the
door is lowered are sucked through the opening. Those who succeed
on a DC 12 Reflex save grab the lip of the door and may enter the foyer
safely. Those who fail are washed into the pit trap in Area 1-3. The
mud on the walls of the chamber covers a large, stacked stone and
brick structure. Any character investigating the stones realizes this

is a standard architectural style of ancient burial tombs. The ceiling
starts 15 feet up the walls, and curves into a dome with a 30-foot peak.

Behind the Judge’s Screen

The entrance to the crypt is designed to be a challenge to the
characters but not an insurmountable problem. There is no fun
if the players cannot pass the front door! If the dice rolls are not
going the players way, offer a few ideas how they can overcome
the obstacle: a dwarf character may know funeral sites often have
secret doors or ingresses; a cleric or wizard suddenly knows the
architecture of the day included “mechanical” augmentation; if
the characters work together, give them +1 bonus on the secret
door DC check, or any other story-based hint that can aid the

players to continue the story.

Area 1-3. Lobster Boil (Pit Trap):

If the characters proceed out of Area 1-2, read or paraphrase the fol-
lowing (see fig. 4):

A high-arched hallway leads out of the initial foyer. Light flows down the
corridor to reveal an intersection twenty feet away. The walls are a contin-
uation of the decoration in the foyer; scenes of fertile fields near a river are
shown. The damp floor is suddenly dry approximately five feet from the arch
of the hallway, and faint steam is rising from the floor, almost invisible in the
poor light. The faintest smell of copper or very old blood can be detected.

Pit Trap. An 8-foot-wide by 10-foot-long covered pit is in the center of
the 15-foot-tall hallway, revealed by the water seeping in from the en-
tryway. The seam in the floor is a sure giveaway something is amiss;
however, characters may not initially understand what the absence of
water means. The pit is so-feet-deep but has slowly been filling with
water for quite some time. The water is now only 20 feet from the
surface — assuming the characters do not lower the entrance door and

flood the dungeon!

Characters investigating the seam and making a successful DC 12
Intelligence Check for secret doors notice the faint sound of water
dripping under the lid of the trap. Anyone purposely releasing the pit
lid (with a pole or stomping on it, causing it to hinge downward) must
make a successful DC 8 Reflex save or tumble into the pit. Unaware
characters roll their Reflex save at DC 12. Those foolish enough to run
headlong deeper into the tomb must make a successful DC 14 Reflex
save to avoid falling into the pit.

The pit itself was designed to be a much deadlier trap than just a long
drop; copper bands surround the bottom 20 feet of the shaft, raising
the temperature at the bottom to several hundred degrees. The original
intent was to cook trespassers to death while they awaited rescue, if
they survived the fall. The water in the pit has been undergoing a slow
boil, not quite bubbling out, but heated enough to build up steam.

Wise characters may suggest tying a rope to the triggering character
— or may not. If a character falls into the pit, they suffer 1d3 points
of damage from the fall (the water cushions most of the damage at
this point) and 1d4 points of damage from the superheated water each
round they stay in the pit. If characters swim down the additional 30
feet to the bottom of the pit, they encounter the heating elements in
the walls and suffer 2 points of damage each round they stay in the
lower 20 feet of the pit (in addition to the 1d4 points of damage each
round they stay in the water).

Treasure. Enterprising (read: greedy) players may desire to have their
characters extract the copper coils out of the stone. This is certainly
possible, although exceedingly difficult with the current circumstanc-
es. If the water is somehow drained from the pit, characters could
mine out the copper, retrieving 4dio gp worth of copper per hour, up to
400 gp worth.

Behind the Judge’s Screen

Resource management in the tomb is very important. The traps
and obstacles are intended to put players as well as their char-
acters to the test. These are not simply areas to systematically
overcome; these challenges are designed to kill the characters and
defeat the players. They need to use creative solutions to bypass
these situations.

The storage areas contain some resources that may make the
difference between success and defeat. The timbers in Area 1-4,
originally left by the tomb builders to walk over the Lobster Boil
at Area 1-3, may help stabilize the Bridge at Area 1-10; the cloth
used for shelter in Area 1-6 may be fashioned into masks and
give a +1 bonus on the saving throw against poison in Area 1-9. If
the players are having a difficult time with the rolls to overcome

these challenges, suggest alternative actions besides just “rolling
the dice”.

Due to the superheating qualities of the copper and the surrounding
rock, any characters mining in the pit with no surrounding water
suffers 1d4 points of damage each round. If characters try to mine with
the water still in place, the damage is as above, and the rate of excava-
tion is 2d1o gp per hour.




Area 1-4. Storage:

This 10-foot by 20-foot room off the Promenade is a closet or store-
room main. The walls are coated in the same smoothed plaster or mud
as previous rooms, although they lack the similar intricate decoration.
The air smells stale, with a heavy wooden scent. The ceiling in this
chamber is only s feet tall.

Got Wood? Investigating the back 10 feet of the room reveals several
timbers, 6-inches by 12-inches, and 12 feet long. The timbers are solid
and dry, made of some distant hardwood not native to the area. They
serve no obvious purpose in this room; they were originally used by
the tomb workers to bridge the pit trap at Area 1-3.

Treasure: The exotic hardwoods could bring a high price from mer-
chants in a medium or larger town. Each of the 4 timbers is worth 100
gp to an artist, crafter, or woodworker.

Area 1-5. Hall of Heroes:

After the characters make their way through the Promenade (Area 1-7)
into this room, read or paraphrase the following (see fig. 5):

This long, rectangular room is twenty feet wide by thirty feet long with
a bronze double door sealed at the northern end. Each of the eastern and
western walls is divided into six recessed compartments containing a clay or
mud statue, displayed upon a three-foot-tall pedestal on a two-foot-tall plinth.
Each wears a chestplate of ancient armor and bears a decorative polearm. The
armor looks to be fashioned of gold or gold-plate inlaid with bright stones.

In four locations, the statues have fallen off the pedestals; bones are mixed
in with the armor and what looks like pottery shards. Two humanoid bodies,
dressed similarly to yourselves, also rest in the clutter. The air is heavy and
stagnant, and smells vaguely of metal, rot, and dust. The alcoves weirdly
absorb and redirect sounds, so there is a strange echo chamber effect.

Double Door. The double door at the end of the hall is a ruse; it is
simply 2 non-functioning doors inset into the wall to entice the char-
acters to enter the room. The door does not lead anywhere, and only
bare stone is behind it.

Alcoves and Statues. Each of the 12 alcoves are decorated in the same
style; plain, inlaid script above the display, the stand is unadorned and
utilitarian, and each of the remaining 8 statues is an exact duplicate.
Bits and pieces of baked clay or pottery are scattered in front of 4 emp-
ty alcoves.

The remaining 8 statues depict the same form: an implacable stern-
faced warrior. The stone figures each bear a fully functional halberd,
and wear real golden breastplates (does not affect their AC). If any
of the statues are investigated for more than 2 rounds, or if the door
at the end of the hallway is disturbed, 2 EXO Skeletons break out

of their thin stone coating and leap from their pedestals to attack
(marked as S on the Judge’s map). The EXO Skeletons attempt to
flank the party initially, attempting to establish a coordinated attack.
The skeletons aid each other in combat, using their tactical program-
ming.

EXO Skeletons (2): Init +1 (d16); Atk halberd +3 (1d1o+1); AC 15;
HD 3d8; MV 30’; Act 1d20; DCC SP infravision 60’, immune to
mind-altering spells; SV Fort +3, Ref +3, Will +o; AL C.

MCC SP immune to mind control, EMP proof, mutation check
+4 extra senses.

Fallen Adventurers. The 2 bodies on the floor were allies of the burglar
at the front door. They fell to the skeletons but provided their buddy a
means of escape. Their level of decomposition suggests they fell many
years ago.

Treasure. Each of the skeletons wears a simple, unadorned breastplate
of gold. The armor only appears to be gold (and each piece of armor
looks like it is worth 10,000 gp or more!); it is nanite, however, and
designed to replicate a gold look. The armor completely dissolves if
its skeleton is destroyed. Each halberd is a perfectly functional normal
weapon (polearm); however, the weapon was coated with timeless oil,
so it shows no sign of decay. The pottery shards are worthless.

The adventurers still possess all their equipment from when they fell.
One of them possessed a short sword, travelers’ clothes, and a pouch
of silver ingots worth 17 gp. The other holds a dagger, wears a fine
cloak (worth 10 gp), and carries 3 scrolls (2 maps of the Blood Plains
area worth 25 gp each, and 1 scroll (knock/security override).

Area 1-6. Storage:

This 10-foot by 20-foot room off the main promenade is a closet or

storeroom. The walls are coated in the same smoothed plaster or mud
as previous rooms, although they lack the similar intricate decoration.
The air smells stale, with a heavy burlap or linen scent mixed with an
overly sweet, syrupy aroma. The ceiling in this chamber is only 5 feet

tall.

Kegs and Crates. Another storage area while the tomb was being exca-
vated, this area has 6 sealed half-barrels of water that are still potable
(each barrel contains enough water to sustain 1 man-sized creature for
1 week in the desert), 3 barrels of spoiled wine (undrinkable; anyone
who samples the wine must make a successful DC 10 Fort save or
suffer a -1 penalty on all rolls for 1 hour), and 2 crates of durable cloth
(enough material for makeshift tents for up to 8 man-sized creatures).

Treasure. There are 3 casks of a vintage honey wine in the farthest
corner of the room, sealed and potable. Each is worth 150 gp to a
collector, and each weigh so pounds.

Area 1-7. Promenade:

When characters bypass the Lobster Boil (Area 1-3) and enter the
Promenade, read or paraphrase the following (see fig. 6):

After making your way around the pit, you enter a gorgeous twenty-foot by
sixty-foot corridor. The ceiling towers thirty feet overhead in an impressive,
pointed arch. The plastered walls are brilliantly displayed with pictographic
scenes of people, animals, and combinations of both, undertaking various
tasks: speaking, working, or fighting.

People of all descriptions are represented. However, a recurring theme of
tall, almost impossibly thin men and women with various animal heads are
dominant. The paintings are incredibly life-like and detailed, if not slightly
alien.

About twenty to thirty feet down the southern branch of the corridor,
you notice a horrific sight. Thick-hafted spears protrude from both sides of
the walls, impaling a corpse suspended in the center. A large stain is directly
below the corpse, likely caused from the undiscovered trap. A long pole also
lays near the stain. The northern corridor leads directly into an alcove-filled
hall with armed statues.

The air in this corridor is less stale than previous rooms, although a faint
scent of decay lingers the farther north in the corridor you proceed.

Intricate Décor. The plastered walls of the Promenade depict histor-
ical events pertaining to the people of the valley. A successful DC 8
Intelligence Check allows a character to pick out specific details; the
size and scale of the people represented do not seem to match normal
humanoid proportions. The beings depicted are too tall and too thin
to be normal humans or the like. Their appendages are often too thin
and extend an unusual amount. Interspersed with the beings is text,
numerals, geometric shapes, lines, and other, undecipherable glyphs.
Characters able to read languages (either by skill or spell) can puzzle
out some of the text is a language but cannot understand the writing.




Concealed Passage. Concealed under the layers of decorative plaster,
a bricked-up passage leads to Areas 1-17 to 1-19. The concealed passage
can be found from the Promenade with a successful DC 18 Intelli-
gence Check to find secret doors. If the characters proceed in breaking
or chipping off the plaster in large sections of the hallway, this check
is made at DC 12.

Tripped Trap. If characters have a light source, the tripped spear trap
is obvious once characters enter the Promenade. Details are unclear
until they approach Area 1-8 and investigate, however.

Northern Alcoves. Characters with sufficient light determine the hall
to the north (Area 1-5) contains several alcoves, and polearms can be
faintly seen protruding from them.

Treasure. If the plaster clay can somehow be removed from the walls
intact, and the characters can transport the pieces back to a town with
an art or antiquities collector, a university, or a wizard interested in
the area, each square-foot section is worth 20 gp for the historical
value. Sections of over 25 square feet returned whole may fetch twice
this amount. The plaster weighs 2 pounds per square foot.

Area 1-8. Spear-Trapped Hallway:

As characters approach the discharged trap, read or paraphrase the
following (see fig. 7):

As you approach the spears, you notice the corpse is suspended off the
ground, as if it tried to avoid the horrible trap at the last second. Closer
inspection reveals the desiccated corpse is facing you, implying the would-be
thief was caught leaving the tomb. Its equipment is still intact, although some
straps and clothing have been cut through. The wooden pole on the ground is
roughly eight feet long and sheared oﬁc at the end. Several copper and silver
coins are scattered below the body.

There is only the faintest smell of decay on the corpse; the body is dried
to the point of unrecognition. The stain on the floor is slightly in front of the
body, and does not initially appear to be a blood stain.

The Obvious Trap. Characters investigating the spears jutting out of
the walls easily determine they are part of a trap, but not what the
trigger mechanism is. A successful DC 15 Intelligence Check or DC
15 Disable Traps/Doors Check while studying the spears determines
that whatever the original trigger once was, it is no longer functional
now. The spears can be leveraged back into the walls, but there is no
mechanism to lock them into place (they spring back out immediate-

Iy).

The Less Obvious Trap. The stain on the ground is toxic oil normally
found deeper in Kersete’s laboratories. The oil is still virulent, and
characters interacting with the substance, without specifically stating
they are not touching it, risk becoming poisoned. Characters touching
the oil with bare skin must make a successful DC 15 Fort save; failure
indicates the character takes 10 points of damage immediately and

1d6 points of damage the next round, or half as much on a successful
save. If the damage exceeds the character’s current hit points, all the
victim’s bodily fluids evaporate quickly, leaving a dried, desiccated
corpse.

Treasure. The former adventurer retains some of its adventuring gear,
including its leather armor. There are 3 belt pouches and a bandolier
somewhat intact. If the pouches and belt are searched, characters find
thieves’ tools, 12 gp worth of ruby chips, 10 sp, a ball of string, and a
magnifying glass.

Area 1-9. Levers and Tiles:

As the characters bypass the Spear Trap (Area 1-8) and turn the corner
at the southern end of the Promenade (Area 1-7), read or paraphrase
the following (see fig. 8):

As you turn the corner at the end of the Promenade, you notice two things
immediately; the alternating light and dark stones on the floor, and three
metallic levers set into the north wall, roughly fourfeetfrom the ground. The
two outside levers are pointing down, and the middle lever is pointed up. The
stones on the floor stretch fifteen feet down the hallway, all similar tightly fit
pieces, with obvious seams between them. Your mind screams “it’s a trap!”

Beyom:l the alternating stones, twenty-ﬁve to thirty feet away, you can
make out what seems to be a two-foot-wide bridge, the rest of the floor
dropping away. You cannot tell how far it descends from here. There is a
sickening stench emanating from the pit even from this distance; whatever is
down there is surely horrible. You also notice the ceiling is arched, and sig-
nificantly lower than this end of the hall. There is only ten feet from the top
of the bridge to the top of the arched ceiling. The area looks, from a distance,
like a giant crypt.

The hallway walls are the same smoothed mud surface common to the rest
of the tomb, but without any adornment. They are a uniform drab dun color-
ation, with a matte finish that absorbs your light rather than reflecting it.

Why did it have to be Levers? Each of the 3 levers is made of nanite,
untarnished by the passage of time and environment. Characters ob-
serving the levers closely, and making a successful DC 13 Intelligence
Check, notice the material is not weapon- and armor-grade metal;
this material is entirely resistant to decay or rust, cannot be harmed
or scratched by normal tools (magical weapons or tools can damage
them normally), and is not like any metal any of the characters have
ever seen.

The position of the levers is a ruse to waste the character’s time. Each
lever has 3 positions: up, straight out, and down. If the levers are
moved, a muffled grinding sound is heard “from a great distance”. No
combination of lever moves has any effect in this tomb (if you choose
to have the levers activate effects in another location, that is beyond
the scope of this module but a great idea)!

White Stone/Black Stone. Ah, the classic checkerboard floor. The
light and dark stones are another ruse designed to delay and confuse
tomb raiders. If a character passes the stones in any way (stepping
on either color of stone, levitating, flying, climbing the walls, etc.),
the trap is activated. The only way to safely negotiate the floor trap
is to teleport or dimension door (or use similar magic) to the other side
bypassing the floor entirely: any physical movement over the tiles
activities the trap.
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Gas Trap. When any character passes over the front edge of the
stones, an invisible gas, smelling slightly of ripe figs, is released into
the air through cracks in the tiled floor. The effects take 2 rounds to
develop, and if a character is on the checkerboard tiles, must make a
DC 14 Fort save or fall unconscious for 2d6 minutes. A successful save
negates the unconsciousness. After 2 minutes, a pungent and obvious
gas is released in the same area. This miasma smells distinctly of am-
monia and is easily detected. Any characters on the colored tiles when
the ammonia-like gas releases must make an additional DC 15 Fort
save or suffer 1 point of damage every round and become confused for
1d4 hours.

Unconscious characters automatically fail the save and begin taking
damage. Any conscious poisoned characters suffer disorientation and
confusion — roll 1d10; on a roll of 1-6, the creature moves in a random
direction. Roll 1d8 and assign a direction to each die face. The char-
acter takes no other action this round; on a roll of 7-8, the character
takes no actions, and does not move; on a roll of 9-10, the character
acts normally.

After 1 hour, a 3rd gas is released into the tile area. This is a byproduct
from an area far removed from this one, a type of venting mechanism.
The gas is partially filtered hydrochloric acid; any characters on the
tiles when this gas vents must make a final DC 18 Fort save. A failed
save inflicts 5d6 points of acidic damage per round of exposure. A suc-
cessful save halves the damage. The gas completely destroys non-liv-
ing matter after 1 hour of exposure.

The area of effect for the unconsciousness gas is within the alternating
stones (it oddly does not go beyond the tiles). The ammonia gas bil-
lows out to 15 feet from the tiles, possibly affecting allies of the initial
trespasser. The partially filtered acid is thick and heavy, only emitted 1
foot above the floor, and also confined to the area of the tiles. Normal
air currents do not affect the movement of the gases unless they are of
a magical/technological nature.

Behind the Judge’s Screen
—Poison effects Timeline -

Round 1: Trap is activated by passing the front of the tiles.

Round 2: Initial sleep gas is released and begins filling the tiled
area.

Round 3: Anyone in the area of the checkerboard tiles must make
a saving throw or fall unconscious for 2d6 minutes.

Round 23 (2 minutes later): Ammonia gas is released into the tiles
space, requiring a saving throw or characters are poisoned and
confused.

Round 83 (1 hour later): Acidic gas is released into the tile area to
“clean” the hallway. Unconscious or dead characters are melted
down and dissolved away. Living characters are wounded by the
painful gas and make all further saves against the confusion effect
at advantage.

Area 1-10. Bridge:

After the characters bypass the alternating stones (Area 1-9), read or
paraphrase the following (see fig. 9):

Making your way past the alternating stones, you approach the crypt-
bridge. The lowered ceiling gives a claustrophobic effect to the passage, almost
making it feel more like a tunnel, though you can see that it opens back up
after twenty feet or so. The fagade of the arch just above the tomb entrance
has scorch marks along the edge, and the mud is cracked and broken in places,
revealing mortared stack-stone beneath. The walls inside the passage are
unadorned with the plaster coating common to the rest of the tomb; the stack-
stone construction is evident, although blackened as the facade wall. As you
inspect further, you are struck by the similarity to an ancient village baking
oven.

With close examination, you see that the “bridge” across the pit is a rect-
angular beam, and if pressed, rotates slightly on its axis in either direction. If
rotated, a grinding sound is heard from both anchor points, and a few sparks
drop into darkness.

The stench is incredible in the enclosed space; it reeks of an oily, acrid smell
rising from the darkness.

The Bridge. The stone bridge is anchored to each side of the pit with
a metal pin mechanism, allowing it to spin freely in either direction.
The rotation can be stopped by spiking the bridge in place or some
other means the judge deems viable. The bridge is 20 feet long, requir-
ing a successful DC 14 Reflex save to proceed 10 feet without spinning
the bridge; a few sparks are created but no other effects. A successful
DC 16 Reflex save creates no movement whatsoever, and the character
can proceed safely.

If the check is failed, the character rotates the bridge, having 2 effects.
The first is that they fall due to the quick rotation of the bridge; a
falling character can attempt a DC 15 Reflex save to grab the bridge.

If this is successful, an DC 15 Strength Check is required to hold onto
the bridge. The character can hold onto the bridge for 1 minute per
point of Strength over 13 e.g. a Strength of 16 allows a character to hold
on for dear life for 3 minutes.

Behind the Judge’s Screen

The Bridge is a particularly heinous obstacle to the party. If the
players are not experienced enough to seek ways to bypass the
bridge, or do not have the proper equipment to increase their
chances to survive, suggest they look for resources to help. The
timbers from Area 1-4 could be laid on top of the beam to help it
not rotate, allowing characters to make the saving throws with
a +3 bonus; the timbers could also be cut into wedges, and used
to jam the rotation of the beam without causing a spark shower;
rope could be wound around the rotation point at the end of the
beam to interfere with its ability to turn, etc. Allow and encour-
age the players to create creative solutions to these obstacles.

Subdued Décor. The walls here are covered in plain mud plaster. The
covering does dampen the effects of light, reducing all normal light
sources to 50% illumination. Magical light (specifically) is unaffected.

Characters falling into the crevasse below the bridge fall 30 feet into
a spring of natural petroleum. If not rescued immediately, they suffer
a terrible fate (see Lighting the Match). The second, and by far worse
effect, is that a great shower of sparks rains down into the crevasse
below. See Lighting the Match for more information.

Flint and Steel. The stone bridge is composed of dark gray stone,
which any dwarf character believes to be flint. In truth, it is a chemi-
cally treated alloy of flint which gives off great bursts of sparks when
struck against metal. When the bridge is rotated, the stone ends grind
against the metal edges of the pit supporting the steel pins, providing
a brilliant display of showering sparks into the darkness below. Fixing
the bridge into a stable position with an iron spike also sends a small
shower of sparks below but does not ignite the petroleum.




Lighting the Match. If only a few sparks are created by some slight
experimentation with the bridge, nothing terrible happens. If the
beam is rotated 1 full turn, it is enough spark to ignite the natural
“petroleum spring” at the bottom of the crevasse. Once the sparks
ignite the sludge, it rapidly expands into a full conflagration, rais-

ing the temperature in the confined space to superheated levels in 5
rounds. The temperature rises to over 200 degrees on the 3rd round,
300 degrees the 4th round, and well over 600 degrees on the sth round.
The heat stays at this level for 1 hour, and then slowly, over the course
of 24 hours, returns to normal. Characters caught on the bridge in
this inferno suffer no damage the 1st round, suffer 3d6 points of fiery
damage on the 2nd round, take 9d6 points of damage the 3rd round,
and are utterly incinerated on the 4th round. A successful DC 15 Fort
save halves this damage.

The Easy Way. The simplest way to bypass this encounter is to fly,
teleport, or somehow climb the walls and not touch the bridge at all.
The walls are sheer and oily; any enterprising climber must make a
successful DC 14 Strength AND DC 14 Dexterity Check, or Climb
Sheer Surfaces Check at -2 to move 20 feet. If the check is failed, the
character must make a DC 16 Reflex save to hold onto the wall. If this
second check is failed, the character falls into the petroleum spring. As
long as the rest of the party does not turn the bridge/igniter, the fallen
character is relatively safe (considering they are in a tank of petroleum
under an ignition source)! The character can be rescued by normal
methods such as ropes, levitation, or other means.

Area 1-11. History and the Scriptorium:

Once the characters exit the Bridge (Area 1-10), read or paraphrase the
following (see fig. 10):

The corridor stretches another ﬁfteen feet beyond the narrow bridge, then
turns to the north. The walls return to the bright décor of previous corridors,
and the ceiling again rises to a thirty-foot pointed arch. As you proceed down
the corridor, you notice a slight decline in the floor descending deeper into the
depths of the earth.

Turning the corner and facing north, you see an impressive sight. The
hallway widens to fifteen feet, the ceiling rises to about forty feet tall, and
the entire visible area is covered in scenes of war, diplomacy, and royalty; the
hallway is a historical record of some period in the valley long ago. The walls
are brightly colored, and whatever paints or pigments were used maintain
their luster. The air in this hall is heavy with a parchment or papyrus scent,
and it seems to be coming from the open passage to the east.

Investigating the hallway, you catch a glimpse of light reflected off the far
northern wall. In its center is a massive arched bronze door, and your light
reflects off the highly polished surface. The door itself, with inlays of precious

metals and stones, looks to be staggeringly valuable.

When the characters move into the passage off the main corridor, read
or paraphrase the following (see fig. 11):

The antechambers beyond the main hallway are repositories for various
written materials. Hardy hardwood shelves span each chamber, piled high
with parchment scrolls, papyrus sheets, stone tablets, inlaid pottery, and other
more exotic mediums, such as thin metal sheets with odd engravings, embroi-
dered sheets of fabric, and some other less-identifiable pieces.

Each of the antechambers holds two sconces; the sconces have oil reservoirs
and shields to protect the contents of the room from errant flames. The air is
extremely stale in these chambers, and each has a sound-dampening quality;
conversation inside one room cannot be heard in another.

Décor. Like the Promenade (Area 1-7), this hall is filled with scenes of
historical significance pertaining to the people of the valley. However,
unlike the Promenade, this hall seems filled with representations of
violence and conquest. A character making a successful DC 15 Intel-
ligence Check can pick out specific details in the atrocities; again, the
size and scale of the people represented do not seem to match normal
humanoid proportions.

Interspersed with the figures depicted is text, numerals, geometric
shapes, lines, and other, undecipherable glyphs, as before. Characters
able to read languages (either by skill or spell) puzzle out some of the
text is a language but cannot understand the writing (it is scientific
jargon beyond the comprehension of the characters).

The Great Door. The great Bronze Portal (Area 1-13) is sealed, with no
obvious method of opening it. No hinges are visible on this side of the
door. There is only a 1/4” gap between the door and the floor, with no
seam visible around the edge. Characters making a successful DC 11
Intelligence Check determine the door cannot swing outward, due to

the tight-fitting jam.

Ancient Library. Proceeding down the eastern passage, characters

find a series of antechambers. Each of the chambers has stout wooden
shelving seemingly untouched by time. The shelves have been coated
in timeless oil, so they remain as strong as the day they were built.
Each of the rooms is filled with various sources of media — every
object is either a writing implement, bears some form of engraving, or
is printed with an archaic language.

Characters able to read languages (either by skill or spell) understand
the language is a form of Common containing incredibly complex
and intricate academic jargon. With a DC 14 Intelligence Check, the
reader understands this is a complicated mathematical and scientific
treatise.

A read languages spell or effect allows the character to understand the
concepts for the duration, then it is forgotten. If the writing is copied,
the reader suffers the same effects (only understandable with read
languages). A class ability ability to read languages does not allow
comprehension of the formulae, for any amount of time.

End of the Road? At the end of the hallway between the eastern-
most antechambers there is a concealed passageway underneath the
decorative plaster. Without chipping away the plaster first, the door is
nearly undetectable; it requires a successful DC 18 Intelligence Check
for secret doors to discover a slight ridge outlining the passage. If

the characters proceed in breaking or chipping off the plaster in large
sections of the hallway, this check is reduced to DC 15. The stacked

stones are easily removed once the plaster is gone.

Treasure. The combined historical references in the collected manu-
scripts here are almost beyond value to a collector. Most of the objects
on these shelves are incredibly ancient, and extremely fragile. Pottery
is eggshell thin, scrolls are all but clinging dust, books are held togeth-
er by memories of the past. Any time any of the objects are handled,
the character must make a successful DC 15 Reflex Check. On a failed
check, the object is destroyed (falls to dust, cracks and shatters, etc.) If
successful, the object may be read or returned to its original location.
If any attempt is made to carry the objects out of the rooms, another
check is necessary, this time at DC 18. If the characters do manage to
safely transport an object out of the rooms (the judge should deter-
mine the viability of any such plan), it is worth 1d6 x 100 gp in a large
city from a university, wizard, sage, etc. Intact media weighs 1d20
pounds each.

There are a few exceptions to the delicate nature of the media. The
metal sheets are nearly indestructible (AC 20; hit points 50; immune
to magic) and take 5000 damage from all forms of physical damage.
Each of the 12 sheets has 1 random spell inscribed on it (any type,

at the judge’s discretion. This is an excellent time to place a specific
spell/wetware if the party is having difficulties). Each of the metal
sheets weigh 1/2 pound.

If the plaster clay can somehow be removed from these walls intact,
and the characters manage to transport the pieces back to a town with
an art or antiquities collector, a university, or a wizard interested in
the area, each square-foot section is worth so gp for the historical
value. Sections of over 25 square feet returned whole may fetch double
or triple this amount to a collector. The plaster weighs 3 pounds per
square foot.
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Area 1-12. Hidden Secrets:

If the characters break through the plaster and discover the secret
passage, read or paraphrase the following:

This concealed passage was obviously never intended to be opened. As
the stack-stone is dismantled, air rushing into the chamber churns up an
overpowering smell of improperly cured leather or hide. The stench clears
after a few minutes, as well as the dust from the excavation. The interior of

the chamber is similar to the other library rooms, except for the rancid stench.

The reek of the books contained in this chamber is eye watering but not quite
vomit-inducing.

The shelves and alcoves here are packed with leather-bound tomes, hide-
wrapped scrolls, and envelops full of other papers. If any of these bundles are
handled, you notice the wrapping is damp to the touch.

Hidden Knowledge. The books, tomes, librams, scrolls, and other
bound materials in this room share one consistent trait; they are all
bound in a strange leather-like hide, which even after all these years
has not fully “cured.” Each of the bindings still cozes some kind of
fluid, not enough to puddle but enough to be thoroughly disgusting
and off-putting.

The books found in this chamber are filled with ancient script, in-
cluding numerology and other odd geometric symbology, essentially
extremely specific reference books. The themes of the books vary
from necromancy, conjuration of spirits, architecture, mechanics, and
other less-understood practices.

If a character studies the books contained in a specific collection

e.g. necromancy, conjuration, crafting, or any subject that fits your
campaign, that character must make a DC 20 Intelligence Check. If
the check succeeds, that character gains 25% of the experience points
needed to gain a level (at the judge’s discretion and if it fits within
your campaign). It requires 1 full week to absorb the information in
any book, and each subject contains 4d6 books.

Hidden Danger. One of the odd properties of the otherworldly
nature of the material used to bind the books is that the ooze has a
toxic off-gassing. When within 5 feet of the books, a character needs
to make a successful DC 15 Fort save or contract a disease with the
following effects:

¢ The disease affects all humanoids and demi-humans

* Symptoms manifest after 4d6 minutes, and include paranoia, pro-
fuse sweating, and maniacal laughter

¢ High stress events (damage in combat, casting spells higher than
1st level, being reduced to o hp or less, etc.) require a DC 13 Fort
save. On a success, the infected character can control themselves
enough to act normally, although symptoms are still obvious. On
a failure, the infected takes 1d8 points of damage and becomes
incapacitated with wild tantrums for 1 minute

¢ Infected creatures can attempt additional saves after 24 hours
of bedrest. However, if the infected character fails 3 consecutive
saves, all further saves are made at DC 18.

Treasure. For the right collector, sage, or wizard, these books are a
rare treat. While they are disgusting and dangerous, the concentrated
knowledge contained within them is not found in many other librar-
ies, let alone small collections. The books, if transported and sold in
any large city, fetch 1d6 x 200 gp each (you should determine the size
of the library based on your campaign). The books weigh 1d20 pounds

each, so it is not simple to transport the entire library.

Area 1-13. Bronze Portal:

As the characters approach the door to Area 1-14, read or paraphrase
the following (see fig. 12):

The massive portal in the northern wall towers to three times the height of
a human. Fashioned of what appears to be a single slab of bronze, its face is
inlaid with precious stones, lines of gold and copper geometric patterns, and
draped with delicate, very intricate silver chains.

The door has no visible hinges from the outside, while the casing around
the door is tightly fit. There is a large keyhole in the lower center of the door,
and no handle or knob is evident.

The Door. When characters approach within 15 feet of the door, the
glyphs and symbology on the wall surrounding the door glows faintly
then returns to normal. A slight hum is heard and the faintest taste of
ozone is in the air.

The door itself is huge, towering 14-15 feet tall, and 10 feet wide,
weighing approximately 25 tons. The door jamb is also bronze-plated
steel, somehow inset or fused with the surrounding stone walls. If
touched, the door is slightly warm and solidly set in place. It does not
budge with slight pressure. A character investigating the door and
with rudimentary metalworking skills determines the door itself is
made from bronze. The bronze is only a plating; the core of the door
is made of a nanite alloy. The inlays and engravings are incredibly
complex, created by a master artificer. The inscriptions and door are
not magical in any way. Whatever caused the glow was not magically
created.

There is no obvious method of opening the door. It is slightly warm
to the touch but not harmful otherwise. The door is “held” by a
magnetic lock; there is no key, bar, or mechanism to bypass. The only
way to open the door is to release the mag lock holding it in place or
remove the door and jam from the wall entirely. The door itself has no
protections against magic, so any spells work normally. There are also
no spells to prevent teleportation or similar methods of ingress, so those
are viable options as well. A knock/security override causes the door to
open, but it then reseals 10 minutes later.

After the characters open the door and reveal Area 1-14 (False Tomb),
unless they use some method of holding the door open, it slowly and
quietly closes and reseals. There is no way to remove the mag lock
from the door, short of destruction.

The Wall. The wall supporting the door is covered in the now-familiar
pictographs decorating the rest of the site. If enterprising characters
attempt to chip away at the plaster clay, they quickly determine that
mining may be an easier access to the room beyond than the bronze
portal. It requires mining tools or magic/tech of some kind, but a par-
ty can break through the 2-foot-thick stone walls faster than they can
break through the door. The walls are AC 20 and have 40 hit points
per square foot section.

Treasure. The metal comprising the door and jamb would be quite
valuable in a large city. If the metal can somehow be transported out
(likely in various-sized pieces), the characters receive 5 gp per pound
(the complete door and jamb weighs 60,000 pounds if removed in their
entirety). The plaster clay, if removed carefully, is similar in value

to the History Hall (Area 1-11); each square foot is worth 5o gp and
weighs 3 pounds.




Area 1-14. False Tomb, the First:

If the characters bypass the Bronze Portal (Area 1-13), read or para-
phrase the following (see fig. 13):

Bypassing the bronze portal, you witness an impressive sight. Dim
torchlight fills this room, roughly twenty feet wide by more than double that
in length. Sconces line the walls, and the light is steady, with no flickering
change. This is obviously not natural light.

The room is dominated by stairs leading to a three-foot-tall dais. Atop the
dais is a large stone block, and even from this distance you can make out the
level of detail in the engravings covering the stone. What purpose the stone
serves is unknown from this distance. There is some debris at the foot of the
stairs leading up the dais; some broken stone and a few bits of metal remain on
the steps themselves.

In the northwest and northeast corners of the room, beyond the stone dais,
eight-foot-tall statues adorn the otherwise empty room. It is difficult to deter-
mine what the statues represent. It looks as if they have been partially melted
or the stonework was never finished. To the right of the bronze entry door, in
the southeastern corner of the room, is another ‘unfinished’ statue.

The air in the room smells slightly stale, as if the room hasn’t been
entered in a while.

Illumination. The “torches” displayed around the room are merely
decorative, to give a designated feel to the room. If the torches are
covered — they cannot be extinguished — there is no change in the
lighting in the room. The light comes from some unidentifiable
source, but it is even and unwavering. The torches are removable from
the sconces but cease to function if removed from this room.

Stairs and Dais. Approaching the stairs, it becomes obvious they are
constructed of great slabs of stone, stacked on top of each other to
form the stairs and dais. Each is an almost perfectly uniform 7-inch
thick slab of granite, incredibly hard and alien to the local environ-
ment. This type of stone would have to have been brought from a
great distance to be placed here.

False Sarcophagus. The block looks like a sarcophagus, and any
cleric or shaman can confirm this fact. The detailing on the exterior
is exquisite, and the broken pieces on the stairs appear to be the lid,
smashed after it was previously opened. Peering inside the sarcopha-
gus reveals that it is empty, and the interior gives access to a hole in
the floor, leading deeper into darkness (see Area 1-15, First Treasury).

Statuary. The eight-foot-tall statues in 3 of the corners of the room are
strange, semi-melted or unfinished representations. It is impossible

to tell what the original intent was, or if the artist was some madman
and this IS the final form. What material the statues are made from is
impossible to discern; it feels like a waxy stone, but it is not malleable
in any way. They are completely resistant to magic or technology if
any are used directly on them. The statues are not harmful or danger-
ous in any way.

Concealed Passage. The clay plaster covering the walls in this cham-
ber are surprisingly unadorned. The drab, khaki mud feels out of place
in what should be a hall commemorating a powerful or influential
figure. In all, the room has an “unfinished” overtone in the décor.

The plain wall covering conceals a secret door, but unlike the other
covered passages, this is an actual door leading west to Area 1-16, False
Tomb the Second. Unlike previous concealed doorways, the matte
finish of the walls makes the passage more visible. A successful DC
16 Intelligence Check for secret doors allows a character to notice a
protruding section of the wall as if the plaster is thicker than in other
places. The static illumination in the room also enhances the tell-tale
sheen on the wall where the passage is located.

Treasure. Several of the items in this room have value in a large
city. Most obviously, the sarcophagus itself is quite valuable. If it
can somehow be removed from the room and taken to a collector or
temple, it is worth 5,000 gp as a historical and artistic piece. Even if
broken up, the walls of the sarcophagus would fetch 20 gp per square
foot if returned, but such a chunk weighs 25 pounds.

The statues, while not appearing valuable, are made of a substance not
found anywhere else. An alchemist, wizard, temple, or collector pays
10,000 gp each for the statues. They weigh 8,000 pounds each so mov-
ing them requires ingenuity. The torches, while removable, lose their
properties if they are taken from the tomb area. However, they could
be sold as well-crafted items, possibly even able to be enchanted. In a
large city they are worth 150 gp each (there are 6 torches in total).

Area 1-15. First Treasury:

If the characters look inside the sarcophagus (in Area 1-14), read or
paraphrase the following (see fig. 14):

The bits of stone on the stairs leading up to the great block must have once
been a lid or cap on the stone, for when you approach, you see a hollow interi-
or. Peering inside, you see the empty bottom of the sarcophagus, and where the
head of the sarcophagus should be, there is only a three-foot diameter hole in
the natural stone, leading further into gloom.

A strange acrid stench emanates from below; it is a combination of an
overly sweet, almost fruity aroma with a stinging acidic miasma. The smell is
faintly reminiscent of scented oil, but spoiled and offensive. There is no light
or sound escaping the void.

If the characters enter the crypt and descend the hole, read or para-
phrase the following (see fig. 15):

As you peer into the lightless void, the smell intensifies, but your eyes do
not adjust to the darkness. If light or dark-vision is used to investigate the
hole, the natural sandstone appears to be hand-dug or burrowed through.
There are what look like faint tool marks as far as you can see, and the tunnel
descends ten to twelve feet, opening into a larger room.

The tunnel drops almost twenty feet to a narrow, three-foot-wide natural
hallway leading east. The walls are unadorned, smooth, and seem untouched
by tool marks. The natural undulation of the stone suggests it was formed by
water at some point in the long past.

The hallway stretches out for fifteen feet, opening into a square fifteen-foot
by fifteen-foot chamber. The walls here are shaped, and shelves are carved
into the natural sandstone walls. Pottery and debris litter the floor. The
shelves hold various amphorae and clay jugs. Several spaces on the shelves
are empty, and each of the spaces has a hole in the wall, with a protruding rod
jutting out. It seems like the rods pushed the containers onto the floor.

What’s that Smell? A character making a successful DC 14 Intelli-
gence Check determines that the smell comes from a fruit-based sweet
oil; the type used in wealthy homes like potpourri. The oil has spoiled
or fermented, which is also obvious with the check. It comes from
down the hole — that is certain.

Tool-dug Tunnel. The small tool marks on the walls are easy to see;
what created them is indeterminate. Small gouges, shallow scratches,
and strange repeating “pin pricks” cover every inch of the passage
leading up to the sarcophagus hole. If these are tooling marks, they
must have taken a great amount of time, for some unknown purpose.

The truth of the marks is they were created by the hordes of devour-

ing scarab beetles that are contained in some of the containers. Their
pincers and legs have formed trails and pathways the others use to get
out of the storage room.




Unworked Area. This area was originally carved out of the native
stone by a spring of petroleum, like the one at the bottom of the
crevasse (at Area 1-10). The spring long ago dried up, and the area is
relatively safe. However, if a large amount of flame is brought into
the small space (if an effect producing fire, say, is released in here),
the confines and remnants of petroleum-soaked stone cause a massive
explosion, effectively doubling the damage the effect would normally
cause, and requires any saving throw versus the effect be made at —4.

Shelves and Debris. The walls around the room feature several inset
shelves containing amphorae, jugs, vases, and other containers filled to
the brim with the pungent oils smelled previously. Shards of broken
pottery litter the floor in front of some of the alcoves, their shelves
barren, save for an unusual stone rod protruding from the back of the
niche. There is a thick layer of grey dust on the floor, but a success-
ful DC 16 Intelligence Check allows a character to notice the shelves
themselves are not similarly coated. Whatever created the unusual
dust, it did not affect the shelves or other containers.

The stone rods protruding from the backs of the alcoves pushed their
respective containers to the floor, breaking them open. Extremely
careful observers making a successful DC 18 Intelligence Check notice
not all the alcoves have the rods in back.

Containers. The various containers about the room are all filled to the
top with a viscous eye-watering concoction. If one of the containers is
carefully taken from its shelf, characters see it does not have a lid and
the oily contents are filled to just below the lip of the container. The
fluid in the containers is a mixture of timeless oil, several regional teas,
a fruit nectar, and other unidentifiable substances.

The jugs hold various items in them — a few hold knick-knacks, only
precious to their former owners, a handful of coins or jewelry, candied
fruits — but by far the most critical contents are the 5 jugs containing
the devouring scarab swarms. When a character selects a container

to investigate its contents, roll on the Contents Out of Time table to
determine what’s in each jug.

Devouring Scarab Swarm: Init +3; Atk swarming bite +2 melee
(1d6); AC 12; HD 2d8; MV 40’ or climb 20’; Act special; DCC SP
bite all targets within 10’ x 10’ space, half damage from non-area
attacks, devour (reduce any unliving creature to nothing in 1d4

rounds); SV Fort +3, Ref +3, Will +0; AL N.

MCC SP bite all targets within 10’ x 10’ space, half damage from
non-area attacks, devour (reduce any unliving creature to nothing
in 1d4 rounds).

Oily Concoction. The oil in the containers keeps the contents in a
state of stasis; they do not age and are unaffected by the passage of
time. Some of the containers, those bearing objects or treasure, are not
as affected by the oil — treasure ages pretty well! Other containers
holding perishable fruits or other delicate items gain the benefit of
being as fresh as the day they went into the mix. The most volatile
of the containers are the ones that are broken on the floor, and a few
others still waiting; the containers filled with the devouring scarab
swarms. These containers, once spilled or broken, wake their inhabi-
tants, which then go on a feeding frenzy, attacking anything in their
wake.

Treasure. The bits of treasure in the jugs can be collected if the char-
acters want to invest the time. The containers themselves are finely
made, but common (worth 25 gp each, due to the age and quality).
The oil could be worth up to 100 gp per container to an alchemist or
wizard’s research.

Back In Time

The only container that requires special attention are the ones
containing the devouring scarabs. When these containers are
dropped, broken, emptied, etc. the scarabs contained within are
released. It takes 1 round for them to “wake up,” and after that act
normally. Their first action is to attack any living thing, and they
devour everything in their path. If there is nothing in the imme-
diate vicinity, they spread out, climbing out of their subterranean

depths.

The shock to the system that coming back into time causes the
scarabs is extreme and ultimately fatal. The beetles can only sur-
vive for 1 hour after they come back to this timeline, and at the
end of their life, they rapidly disintegrate into a coarse dust. Very
much like the dust covering the floor...

Contents Out of Time

Roll Result

1 Random non-valuable object (dice, figurine,
block, etc.)

2 2d20 coins (roll 1d6 for the lot: 1-3 silver, 4-5
gold, 6 platinum)

3 Various pieces of fruit, some whole (edible;
worth 2d4 gp each piece, 2d10 pieces)

4 1 devouring scarab swarm

5 2 devouring scarab swarms

6 Oil only; if anything was contained in this,

it is gone.

Area 1-16. False Tomb, the Second:

If the characters open the secret door from the False Tomb (in Area
1-14), read or paraphrase the following (see fig. 16):

A puff of chilling, musty air envelops you as the secret door scrapes open.
Under the ever-present gaze of the formless statue, you peer into the newly
found room. It smells of petrichor as if there has been a water leak in this
room allowing some native groundwater or a natural spring to intrude.

The unadorned sandstone is dark, and the temperature much colder, sug-
gesting some form of moisture is nearby.

In the center of the fifteen-foot by twenty-foot room is a large stone block,
intricately carved, like the grand stone in the previous room. What purpose
it serves is not immediately apparent. Cursory examination reveals no seams
or cracks in the massive block. If anyone approaches the stone, it is noticeably
colder than the surrounding walls. If touched, the block is not quite ice cold,
and z'fstruck or rapped upon, the stone sounds hollow.

Secret Door. As described in Area 1-14, the irregularity in the wall
concealing the secret door requires a successful DC 16 Intelligence
Check for secret doors to notice, and if successful allows the character
to notice the plaster is thicker than in other places. The static illumi-
nation in the room also enhances the tell-tale sheen on the wall where
the passage is located.




The door itself is made of 3-inch-thick hardwood but has not been
preserved well; the door is “mushy” to the touch and has a thin coat-
ing of black mold on the interior. The door is locked and requires a
successful DC 20 Dexterity Check or DC 18 Pick Lock/Doors Check
to open. With the condition of the door, characters may choose to
bash it in rather than take a chance with the lock. Due to its flimsy
nature, characters can break through the door with a successful DC 14
Strength Check. Anyone violently disrupting the door (breaking it in,
throwing it open if unlocked, etc.) disturbs the mold spores growing
on the other side.

Black Mold. The mold on the inside of the door is a particularly viru-
lent strain of normal mold. Anyone entering the room after a violent
disturbance with the door must make a successful DC 15 Fort save or
become infected with Raider’s Lung. If characters open the door calmly
and do not disturb the mold, they are safe. Any disturbance in the
room the judge determines as “violently affecting the door” requires
the same save as above.

A Second Sarcophagus? The great stone block in the center of the
room seems remarkably similar to the one in the previous room (Area
1-14). The block is wider than the door, so how it was placed in the
room is a mystery. The detailing and inscriptions are every bit as
intricate as the previous sarcophagus, with similar runes detailing
funerary rites. The tomb does not appear to have a lid; there are no
seems or cracks anywhere on the block. Close examination reveals a
chill emanating from the stone, and after a few minutes, it becomes
uncomfortable. If characters leave their exposed skin in contact with
the block for 2 rounds, they suffer 1 point of cold damage. Continued
contact inflicts 1 point of damage every 5 rounds.

If characters decide they must get into the block, they can begin
chipping away at the stone. It is AC 17, and if 25 points of damage are
inflicted (the block resists any damage amount less than 5), a chunk
breaks off. The room is instantly filled with a blast of frigid air, and
characters in the room must make a DC 15 Fort save, taking 6d8 points
of cold damage on a failed save or half as much damage on a success-
ful one.

If characters stay in the room, they must make an additional save the
following round or suffer 3d8 points of cold damage (no damage on a
successful save). The 3rd round the air is still frosty but not painful-
ly so. After the 3rd round, if characters investigate the now-opened
block, they find it empty, save for a thick layer of frost and some
wispy vapor pouring out.

Raider’s Lung

It takes 1 day for Raider’s Lung’s symptoms to manifest in an
infected creature. Symptoms include fatigue and a hacking cough,
some-times accompanied by blood. The infected character suffers
a -1d penalty to all rolls, it regains only half the normal number
of hit points from healing, and no hit points from resting.

At the end of every 24-hour period, an infected character must
make a DC 14 Fort save. On a failed save, the character gains an
additional -1d penalty (-2d total after 48 hours). On a successful
save, they recover from the disease.

Treasure. As with other locations, the carvings are quite valuable to
collectors in a large city. For each square foot of the block returned to a
collector, it is worth 40 gp and weighs 30 pounds.

Area 1-17. Advisor’s Crypt:

If the characters break open the hidden passage from the Promenade
(in Area 1-7), read or paraphrase the following (see fig. 17):

After breaking through the ancient brick and stone wall, you see a ten-foot-
wide walkway through a large sand floor. The room expands to roughly
fifty-feet by fifty-feet. The walkway proceeds thirty-five feet, with north and
south walkways extending out after twenty-five feet, creating a large cross-
roads in the room. The walkway is completely flat and level. The air is stale
and dry, with no discernable airflow.

From the entry area, you can make out large stone blocks at each of the north
and south “crosses” in the walkway. A small dais or platform seems to be
directly opposite the entry, about forty-five feet away.

If the characters toss any objects into the sand, or disturb it in any
way, read or paraphrase the following:

As you disturb the sand floor, initially nothing happens. Within moments,
the sand sucks down, forming a small sinkhole roughly one foot in diameter
and one or two feet deep. It slowly begins to fill back in with sand, like water
flowing in, and a deep, slow moaning or grumbling is heard from what seems
like a great distance.

If the characters approach the southern block (in Area 1-17), read or
paraphrase the following (see fig. 18):

This is obviously some form of burial sarcophagus. The intricate carvings and
details show funerary rites, prayers to various gods for safety in the afterlife,
and several cat motifs. The sarcophagus is inlaid with many colorful if not
precious stones, and if looked at carefully, seem to make obscure but faintly
recognizable patterns. There are no visible seams or cracks in the block.

Sandbox. This room is the largest you have encountered. It is filled
wall-to-wall with sand, with flat stone tiles providing the only defined
walkways in the chamber. The air is dry, stagnant, and does not seem
to have any flow besides the concealed passage. Anyone making a
successful DC 12 Intelligence Check determines the chamber has been
sealed without airflow for a long time.

The sand is quite unusual. It has a natural beige coloration, although
there are several strains of grey, white, and occasionally light blue/tur-
quoise material mixed in as well. If the sand is contacted, it initially
drops away as if a hole of some kind opened beneath where it was
touched or prodded. It slowly fills in, like the sand is liquid. Much

of the material mixed into the sand is magnetic and disturbing the
surface tension of the sand causes it to be sucked “down”. Once a hole
is created, the weak magnetism breaks its bonds, and the material
“flows” back to its normal state of equilibrium.

Magnetized. The dangerous aspect of the quicksand-like nature of the
magnetized sand is if a PC contacts the sand with a metallic object
like a sword, or worse yet a shield — the magnetism can grab hold

of the object and begin dragging the character into the sand. If a PC
probes the sand with a mostly-metallic object of weight (judge’s dis-
cretion, but swords, axes, polearms qualify; not spears or javelins), the
object is “grabbed” by the magnetic fields below the sand (and below
this level of the dungeon) and dragged under. If the character lets go
of the object, it is lost to the sands. If the object is held, the character
must make a successful DC 12 Strength Check to retain possession.
This check is modified the longer the object is in contact with the
sand. For every round the PC probes the sand, the DC increases by +1.
The sand is 25 feet deep.




This magnetism also affects armor and shields, albeit slightly differ-
ently. The magnetism is less focused on objects with larger surface
area. A shield requires a successful DC 12 Strength Check to avoid
the pull. The Strength Check for a full suit of metal armor is DC 15
to avoid being stuck to the sand. Armored characters captured by the
magnetism are safe for the 1st and 2nd rounds, and at the end of the
second round they begin being pulled under the sand. The draw is
noticeable while walking the stone pathway, so characters in metal
should be aware there is danger here. If a character is drawn below the
sand, they begin to suffocate, requiring a DC 15 Fort save once under
the sand. If this is failed, the character cannot breathe, and can hold
their breath for 1 minute per point of Stamina over 13. If the character
is under the sand, and can no longer breathe, they are reduced to o hp.
If the character is at o hp for 3 rounds, they perish.

The Pathway. The pathway is made of solid stone (the walkways are
actually 25 feet tall, but it would be quite difficult for the characters to
know this) and stable. The walking surface is flat and level, with only
minor blemishes to its surface. The path is raised 2-6 inches above the
surrounding sand.

Characters on the walkway bearing metal objects feel the pull of

the magnetic sands; the pull is significantly stronger depending on
the abundance of metal each character is carrying. If characters stay
more than 5 feet away from the edge of the pathway, the pull is easily
overcome.

If combat is engaged in this room, and characters fight on the path-
way, the situation gets more unpredictable. Any character wearing
chain mail or heavier armor (any mostly metal armor) must make

a successful DC 13 Reflex save for each round of combat. A failure
means that the character maneuvered too close to the edge of the
pathway and must deal with the magnetic sand (see Magnetized). The
pathway leads to the Advisor’s Crypt, Area 1-18, the Consort’s Crypt,
and Area 1-19, the Wellcap.

The Advisor’s Sarcophagus. This magnificent stone block is inlaid and
carved with funerary rites, glyphs of power, felines of several types,
and semi-precious stones. The entire block is a facade for the sarcoph-
agus beneath. If the exterior is carefully chipped away, the pieces can
be returned to a large city for a substantial reward. The exterior is AC
15, and 15 hit points per square foot. Characters making a successful
DC 15 Dexterity Check or DC 12 Disable Trap/Doors Check can chip
the sides at the corners, giving the characters slabs of decorative stone
to return (see Treasure).

Inside the exterior stone facade is a plain reed casket. It is significant-
ly smaller than the stone sarcophagus, only 5 feet long and 2 feet wide.
If the casket is opened, the techno-mummy inside opens its eyes and
rises to attack its tomb defilers! The advisor attacks all living creatures
in the crypt room, moving to cut off escape and taking advantage of
the sand’s magnetic properties if possible (the mummy is not magnet-
ic in any way, so the sands do not affect it in combat).

Advisor, Techno-mummy: Init -1; Atk slam +4 melee (1d6); AC
13; HD 8d8; MV 20’; Act 2d20; DCC SP damage reduction s,
blindsight (senses all living beings within 30 feet), dread, rotting
touch, unliving, vulnerable to fire; SV Fort +6, Ref +o, Will +6;
AL C.

MCC SP immune to mind control, EMP proof, mutation check
+4 extra senses, infravision, temporary invulnerability, biohazard,
dread, rotting touch, unliving.

Treasure. The 2 ends of the exterior of the Advisor’s Crypt are 25
square feet each (worth 1,000 gp and weighing 1,250 pounds), while
the 2 sides are 50 square feet each (worth 2,000 gp and weighing 2,500
pounds). Removing the pieces of the crypt would be an engineering
marvel, but adventuring parties are clever! The advisor has no person-
al wealth.

Area 1-18. Consort’s Crypt:

If the characters approach the northern block (in Area 1-18), read or
paraphrase the following (see fig. 19):

This is obviously some form of burial sarcophagus. The intricate carvings
and details show funerary rites, prayers to various gods for safety in the
afterlife, and several snake motifs, intertwining and writhing upon the stones.
They almost look lifelike, as if they could animate at any time. The sarcoph-
agus is inlaid with striations of gold, copper, bronze, and other metals. There
are no visible seams or cracks in the block.

The air is colder immediately next to the sarcophagus and smells lightly of
jasmine and spices.

The Sandbox and the Path, These are described in Area 1-17, Advisor’s
Crypt.

The Consort’s Sarcophagus. All previous sarcophagi pale in compar-
ison to this masterpiece. The carvings are master-quality, and the
inlaid precious metals are worth a king’s ransom. The carvings display
funerary rites, glyphs of power, and snakes of several types. The
entire block is a facade for the sarcophagus beneath. If the exterior is
carefully chipped away the pieces can be returned to a large city for a
substantial reward. The exterior is AC 15, and 15 hit points per square
foot. Characters making a successful DC 15 Dexterity Check or DC

12 Disable Trap/Doors Check can chip the sides at the corners, giving
the characters slabs of decorative stone to return (see Treasure).

Inside the exterior stone facade is an exquisitely woven reed casket.
It is significantly smaller than the stone sarcophagus, only s feet long
and 2 feet wide, and has an iron padlock clasping several lengths of
iron chain. If the chains are removed — opening the lock requires a
successful DC 16 Pick Locks Check — the techno-mummy inside the
casket begins to stir; characters feel an overwhelming presence affect-
ing their minds! The consort attacks all living creatures in the crypt
room, using its mental powers to cut off escape and taking advantage
of the sand’s magnetic properties if possible (the mummy is not mag-
netic in any way, so the sands do not affect it in combat).

Consort, Techno-mummy: Init +1; Atk slam +4 melee (1d6); AC
13; HD 8d8; MV 20’; Act 2d20; DCC SP damage reduction s,
blindsight (senses all living beings within 30 feet), dread, rotting
touch, spells (spell check +6: magic shield, sleep, ESP, forget, ray of
enfeeblement, gust of wind, transference, darkness, word of command),

unliving, vulnerable to fire; SV Fort +6, Ref +o, Will +6; AL C.

MCC SP immune to mind control, EMP proof, mutation check
+4 empathy, extra senses, infravision, mind control, telepathy, temporary
invulnerability, biohazard, dread, rotting touch, unliving.

Treasure. The 2 ends of the exterior of the Advisor’s Crypt are 25
square feet each (worth 2,500 gp and weighing 1,250 pounds), while
the 2 sides are 50 square feet each (worth 5,000 gp and weighing 2,500
pounds). Removing the pieces of the crypt would be an engineering
marvel, but adventuring parties are clever!

The consort was buried with a fraction of its wealth from life. It
wears a golden torc of intertwined snakes worth 2,500 gp and 8 rings
worth a total of 3,500 gp. Inside the reed casket

are silk sheets worth 200 gp.




Area 1-19. Wellcap:

If the characters proceed down the eastern walkway (in Area 1-19),
read or paraphrase the following (see fig. 20):

The squat dais at the end of the walkway is a roughly circular five-foot
diameter platform. It appears to be formed from the same clay as the walls
but smoothed and glazed. Geometric shapes cover the upper surface — their
purpose beyond your grasp.

Upon close inspection, you notice a seam between the base of the dais and
the stone floor. There is no airflow, scents, or sounds emanating from the
seam. Water does not flow into the crack if any is poured around the dais.

The Sandbox and the Path. These are described in Area 1-17, Advisor’s
Crypt.

Glazed Cap. The clay comprising the cap is a hardened version of the
clay plaster used everywhere else in the tomb. The baked clay was
also coated in timeless oil, so it has maintained its strength and luster
through the ages.

The seam separating the cap and the surrounding floor is obvious,
although its purpose is unclear. It is too narrow to place fingers in
although a thin tool could be used to probe it. The shapes and glyphs
on the cap are not deep enough to give much purchase to manipulate,
rotate, or move the cap. The cap is AC 15, 25 hit points, takes 500
damage from physical weapons, and is immune to all damage from
attacks that inflict less than s points. It is completely resistant to all
forms of magic.

Sealed Portal. If the glazed cap is broken and separated, the clay
coating reveals a metallic portal beneath. The door is hinged on one
side and has a circular wheel in the center. The door sits flush to the
surrounding floor tiles, an airtight seal. There is no obvious lock or

keyhole.

The hinges and wheel mechanism are both coated in timeless oil to
maintain their function. If the wheel is turned (requiring a successful
DC 18 Strength Check; 2 characters may grasp the wheel at a time,
gaining a +2 bonus on the roll), a blast of air escapes once the seal is
broken. Unidentifiable smells emerge from the darkness, something
akin to pungent perfume, with a definite alchemical property.

The portal covers a shaft or well leading off into darkness. The walls
of the shaft are metallic, and metal rungs form a ladder leading down,
further into the crypt.

End of the Line

The Wellcap is the completion of this adventure. A description of the
passage leading further underground is provided here, and you are
encouraged to devise additional adventures for your group, or you can
wait patiently for the next installment in the Tales of the Black Tower
series.

The Wellcap is an excellent foil for the party. If you do not have more
material for them to proceed into, just let them know they cannot
open the portal, or require some code or key they must find in another
location. While this is the end of this adventure, it is only the begin-
ning of adventures in The Black Tower!
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Appendix A: New Monsters

DEVOURING SCARAB SWARM

Devouring Scarab Swarm: Init +3; Atk swarming bite +2 melee
(1d6); AC 12; HD 2d8; MV 40’ or climb 20’; Act special; DCC SP
bite all targets within 10’ x 10’ space, half damage from non-area
attacks, devour (reduce any unliving creature to nothing in 1d4

rounds); SV Fort +3, Ref +3, Will +0; AL N.

MCC SP bite all targets within 10’ x 10’ space, half damage from
non-area attacks, devour (reduce any unliving creature to nothing
in 1d4 rounds).

The devouring scarab swarm is a malign mechanical version of a
standard swarm of insects, created in a laboratory by Kersete in ages
past to dispose of debris of all kinds. The insects are individually
non-threatening, but as a swarm, they inflict horrendous damage. The
swarm can occupy another creature’s space and vice versa, and the
swarm can move through any opening of 1” diameter or more. A scar-
ab swarm can reduce any unliving creature to nothing in 1d4 rounds.
The swarm can eat through metal, glass, and ceramics in an additional
1d4 rounds. The only material the scarabs do not eat is stone, but they
do burrow through it.

The moving swarm is a mesmerizing experience when it’s not coming
towards you. The swarm is attracted to high pitch sounds which could
be used to distract it. Unfortunately, the frequency at which adventur-
ers scream is also quite attractive to the creatures!

Scarab swarms can sense all objects within 30 feet, including invisible
or incorporeal targets. However, the swarm is held at bay by strong
acrid scents. This does them no harm, but they avoid any area with an
acidic scent. Ammonia, urine, and acidic compounds can hold scarab
swarms at bay if poured on the floor as a barrier. The tiny constructs
are not particularly hardy, and once they begin their function (clear-
ing debris), they begin a slow disintegration of their atomic structure.
Ironically, as cleanup creatures, this reduces them to a fine grey dust
or ash over the course of 24 hours.
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EXO SKELETON
“Extended eXistance cOunterpart”

EXO Skeleton: Init +1 (d16); Atk halberd +3 (1d10+1); AC 15;
HD 3d8; MV 30’; Act 1d20; DCC SP infravision 60’, immune to
mind-altering spells; SV Fort +3, Ref +3, Will +o; AL C.

MCC SP immune to mind control, EMP proof, mutation check
+4 extra senses.

EXO skeletons are scientifically created simulacra designed to replace
the need for living creatures to perform mundane tasks. While EXO
skeletons are mindless, they do have a technology that guides their
actions. The skeleton can make a coordinated attack when within

30 feet of another skeleton. This allows the skeletons to use combat
actions to close ground, avoid attacks, or any other action to improve
its combat prowess. Treat the EXO skeleton as an intelligent foe with
regards to combat tactics.

Typically, these automata are used for unpleasant, or in some cases
dangerous work (refuse collection, mining, soldiering, etc.) Like
animated objects, the EXO skeletons continue to perform their last
ordered tasks to the best of their ability until given another com-
mand. The EXO skeletons are capable of some limited independent
action although they typically have 3-4 innate commands (known

as Behavior Laws, or BLs, for short) that they cannot normally defy.
Normal EXO skeletons lack the ability to communicate although
some advanced designs may be able to communicate in different ways
(writing, speech, or some other method).

An EXO skeleton does not require food, drink, sleep, or air. It does

need to self-recharge for 1 hour every week; during that time, it can-
not perform any tasks, but it can accept commands to carry out at a
future time.

Very rarely, an EXO skeleton encounters a situation where it has

a conflict with one of its Behavioral Laws. In these situations, the
skeleton must make a DC 10 Personality Check. If the skeleton fails
the check, it acts in accordance with its BL and continues with its
programming. If the construct fails its check, it has gained a degree of
independent thought, and it can act free-willed. These episodes of free
will rarely last more than 24 hours but on occasion may be permanent
(judge’s discretion).



LAMIA

Lamia: Init +1; Atk claws +4 melee (1d6); AC 16; HD 6d8; MV
50’; Act 2d20; DCC SP charm person, suggestion (spell check +4),
touch drains Personality; SV Fort +3, Ref +3, Will +4; AL C.

MCC SP mutation check +10 domination, touch drains Personal-
ity.

Lamias are horrid, centaur-like creatures, with a comely female torso
that merges into a powerful four-legged leonine form. Its sharp black
claws show its predatory nature, as does its purring hunger for hu-
manoid flesh. A lamia always follows chaos and evil, seeking to cause
maximum mayhem and disorder. Lamia’s can cast charm person 2/day,
and suggestion once per day, typically used to lure prey into the lamia’s
lair for feasting. In addition to spells, the lamia’s claw attack drains 1
point of Personality permanently from the victim, unless a successful
DC 12 Will save is made. Any victim whose Personality falls to 3 or
lower becomes the lamia’s slave.

NIGHT HAG

Night Hag: Init +o; Atk bite +3 melee (1d6); AC 12; HD 7d8; MV
20’; Act 2d20; DCC SP immune to non-magical weapons or natu-
ral attacks from creatures of 3 HD or less; half damage from fire,
acid, cold, electricity, gas; magic resistance (spells cast at a night

hag have a 25% chance of failure), souldream, spells (as wizard of
level 1d3+3); SV Fort +3, Ref +3, Will +4; AL C.

MCC SP mutation check +10 assimilation, mutation check +4
regeneration, souldream, wetware (as shaman of level 1d3+3).

Night hags are subversive semi-demons, loathsome creatures bent on
corrupting mortals. Night hags were once wicked fey, but their foul
nature had them exiled to the lower planes where they degenerated
into demons. If a night hag encounters a humanoid while they sleep,
the hag can torment the person ethereally and invade their dreams.
The hag fills her victim’s sleep with fear and illusions in the hope

of tricking it into performing evil acts in the waking world. Each
morning after a hag’s souldream, the character must make a DC 13
Will save. Success allows the character to go about their day normal-
ly; failure indicates the character must commit an evil act. If they do
not, they lose 1 point of Stamina the next evening during their sleep,
wracked with guilt and torment. The hag returns to its victim every
night until the victim either expires in its sleep or commits 7 evil acts.
If the hag has driven her victim to commit 7 evil deeds, she traps its
corrupted soul in her soul bag for transport to Hell.

A night hag carries two very rare magical items that are bound to her,
a heartstone and a soul bag. The lustrous black heartstone is a gem that
allows a night hag to become ethereal while it is in her possession and
grants her the souldream ability. A hag without her hearthstone can-
not use her souldream ability until the stone is returned. The touch of
a heartstone on a humanoid cures any disease.

When an evil humanoid commits 7 evil acts and later dies because

of a night hag’s influence, the hag catches the victim’s soul in a black
sack made of stitched flesh. A soul bag can hold only one evil soul at a
time. Typically, once a character’s soul has been captured, they leave
behind a soulless husk, devoid of anima. If the victim’s allies retrieve
the bag before 2 days have passed, they can return the soul to the body.
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RAKSHASI

Rakshasi: Init +2; Atk claws +3 melee (1d4) and bite +3 melee
(1dg); AC 20; HD 7d8; MV 40’; Act 2d20+1d16; DCC SP immune
to non-magical weapons or natural attacks from creatures of 3
HD or less; magic resistance (level 1-3 spells cast at a rakshasi
have a 909 chance of failure), spells (as wizard of level 1d4+s,
spell check at +6 with illusions); SV Fort +2, Ref +2, Will +s5; AL
C.

MCC SP mutation check +8 assimilation, regeneration, mutation
check +10 domination, metamorph, mutation check +15 illusion gen-
eration, wetware (as shaman of level 1d4+5), wetware resistance
(level 1-3 wetware cast at a rakshasi have a 9096 chance of failure).

The rakshasi (singular and plural) is a wicked semi-demon that em-
ploys subtle illusion and misdirection in its attempted dominion over
all other beings. Few creatures ever see the fiend in its true form, for
it can take on any guise it desires although it prefers a guise of power:
a noble, ruler, or rich merchant. A rakshasi’s true form combines the
bodily features of a human and the head of an animal: elephant, go-
rilla, hawk, ibis, lion, or tiger, predominantly. A rakshasi escapes the
lower planes to feed its appetite for humanoid flesh and evil schemes.
It selects its prey with care, taking pains to keep its presence in the
world a secret. For rakshasi, death on the Material Plane means an
agonizing and torturous return to the lower planes, where its essence
remains trapped until its body reforms - a process that takes years.

When the Rakshasi is reborn, it has all the memories and knowledge
of its former life, and it seeks retribution against the one who slew it,
or it might punish its killer’s family, friends, or descendants. Rakshasi
can typically only be affected by the most powerful spells (level 4 or s;
level 1-3 have a 9096 chance of failure), and they can only be hit with
magical weapons with a single exception; crossbow bolts that have
been blessed by a cleric or shaman are the bane of the rakshasi - they
are instantly killed by such weapons.

26 | CrypT OF THE SCIENCE WizarRD DCC

SPHINX

Sphinx: Init +1; Atk claws +4 melee (1d6); AC 18; HD 10d8; MV
40’ or fly 60’; Act 2d20; DCC SP roar, spells (as cleric of level
1d3+3, wizard of level 1d3+2); SV Fort +4, Ref +2, Will +4; AL L.

MCC SP healing (as healer of level 1d3+3), mutation check +4
empathy, extra senses, wings, mutation check +10 eidetic memory,
sonic generation, life force transference, wetware (as shaman of level
1d3+2).

A sphinx is a highly magical desert creature, bearing the head of a
humanoid male or female, or rarely another beast such as a ram or
raptor, on a lion’s body. It sometimes has the wings of a majestic
eagle, other times not. Outwardly stern, it often begins conversations
with riddles or questions. Beneath this exterior, a sphinx has a noble
heart. It has no wish to lie or deceive, although it doesn’t give away
answers readily. A sphinx tests the courage and intelligence of sup-
plicants, not only by forcing them to complete quests but also with
its complex riddles. Those who pass its tests may be rewarded with
sage-like knowledge.

The noble sphinx can emit a booming roar. The power of the roar
differs depending on how close the victim is, either causing fear to all
within 100 feet, causing paralysis for 1d4 rounds within 30 feet, and
closest roar causes the loss of 2d6 points of Strength and stunning
for 1d6 rounds to those within 20 feet. A DC 15 Fort save negates the
effects of the roar. A successful save grants immunity to ALL the
sphinx’s roar effects. If the target loses Strength, it returns at the rate
of 1 point per round.

Sphinxes are accomplished spell casters, casting clerical and wizard
spells.



TECHNO-MUMMY

Techno-mummy: Init -1; Atk slam +4 melee (1d6); AC 13; HD
8d8; MV 20’; Act 2d20; DCC SP damage reduction s, blindsight
(senses all living beings within 30 feet), dread, rotting touch,
unliving, vulnerable to fire; SV Fort +6, Ref +o, Will +6; AL C.

MCC SP immune to mind control, EMP proof, mutation check
+4 extra senses, infravision, temporary invulnerability, biohazard,
dread, rotting touch, unliving.

These mummies are prepared with technology and science, not dark
magic or curses. The undead creatures are created in scientific labo-
ratories in places where technology has evolved to an extremely high
level. While some may be the result of medical experiments failing,
or chemical interactions gone awry, they are usually part of a larger
meticulous plan. Unlike the “more common” mummies, dark necro-
mantic rituals have no part of their creation. Observing the mummy’s
animation fills all onlookers with a sense of nihilism and dread. Any
viewer within 30 feet must make a successful DC 15 Will save. If the
save is failed, the viewer is frightened and suffers a -2 penalty to all
rolls for 1 minute. If the save is failed by 5 or more, the viewer is ren-
dered unconscious for the same duration. The mummies can “see” all
living beings within 30 feet, including invisible or incorporeal targets.

The chemicals and preservatives used to prepare the techno-mummy
have potentially damaging effects upon living tissue. Any character
striking the mummy with a weapon (melee or ranged) releases a cloud
of chemicals that surround the creature in a 5-foot radius. Anyone
entering the radius must make a DC 16 Fort save. If successful, the

chemicals are merely an irritant, and all further melee attacks are
made at a -1 penalty. If the save is failed, the character inhales the tox-
ins and must make a new DC 13 Fort save every round for 4 additional
rounds. Every failure of this save inflicts 2d6 points of toxic shock.

The techno-mummy makes a single attack with its rotting, disfigured
fist. If the target is a living creature, it must succeed on a DC 15 Fort
save or suffer chemical burns from the mummy’s preservative fluids.
The fluids do not mix well with living flesh; the afflicted target can’t
regain hit points normally, and its hit point maximum decreases by
1d6 for every 24 hours that elapse. If the chemicals reduce the target’s
hit point maximum to o its body turns to chemical sludge. The afflic-
tion lasts until removed by a neutralize poison spell or similar effect.

Techno-mummies do not rot or decay normally. They are well-pre-
served and last for thousands of years, if not forever. Rarely, a
techno-mummy retains some of its memories from when it was living
and thus has the basic goals and drives as it did in life. They are all
Chaotic and thoroughly evil. Some of these creatures turn on their
creators, but others follow commands and plans, attempting to aid
their “masters”. Some of these creatures may retain a semblance of
their former skills if they were adventurers (the parameters of these
abilities are left to the judge’s discretion).

|27



28 | CrypPT OF THE SCIENCE WizarRD DCC



Appendix B: New Items

The following items are new discoveries of a technological or scientif-
ic nature. If such items do not fit into your campaign, they are easily
explained with similarly magical properties. If they unbalance your
campaign, feel free to remove them and use any magic item you see fit
to duplicate their effects.

Nanite: Nanite is a highly malleable substance able to take the form
of any material. The substance is crafted to the form desired, and
then a manufacturing process stabilizes it to remain in its new form
permanently. Nanite’s native form is like clay, and master craftwork-
ers can create objects of amazing complexity out of it. Nanite does
not change spatial properties, so enough must be used for the result
desired. Example: a fist-sized ball of nanite could not be used to build
a boat (unless you want a fist-sized boat). Once the nanite is stabilized
into its final form, it cannot be used again. Nanite is extremely rare
and would be quite sought after if its existence became widely known.

Timeless Oil: This clear, thick oil is used to coat objects to resist the
passage of time. Items coated in timeless oil are shielded from the
ravages of time, do not age, and are effectively in a permanent state
of stasis. One dose of the oil can protect 1 object of up to 1 cubic foot.
The effects are permanent. The oil does not affect living matter, nor
does it affect consumables such as foodstuffs or drinks. The oil is
incompatible with magic items, and if used on a magic item, there is a
50% chance of 1 of 2 effects: either the magic is drained from the item,
dispelling it permanently, or the oil has no effect and is wasted.

MCC Artifacts

Artifacts, their activation, and additional details are found in the Mu-
tant Crawl Classics rulebook. They are reprinted here for convenience.

Cureshot: When activated and applied to the skin, a violet serum is
injected into the recipient’s bloodstream which cures or removes any
poison, disease, or radiation damage.

Tech Level: 4

Complexity Modifier: 3

Power: Self

Dazer Pistol: This scarab-shaped pistol emits a pulsing beam of pink-
red energy that can stun the nervous system of any organic creature or
the neural network of any artificial lifeform.

Tech Level: 4

Complexity Modifier: 4

Power: F-Cell (20 charges)

Medishot: When activated and applied to the skin, a viscous amber
gel is injected into the recipient’s bloodstream which heals 2d8 hit
points of damage.

Tech Level: 4

Complexity Modifier: 3

Power: Self

Memory Medallion: When activated, the data crystal in this medal-
lion replays a detailed audio/visual recording of all events that took
place during the predictive reverie and transmits the recording to the
wearer telepathically.

Tech Level: 4

Complexity Modifier: 2

Power: Self

Quantum Bit: The Quantum Bit creature is a sentient chunk of folded
4-dimensional space that appears as a hovering 1-foot area of non-Eu-
clidian geometry which constantly bends into and out of itself. The
Quantum Bit bonds with whichever character present has the highest
combined Intelligence and Personality score. Because the Q-Bit exists
along the entirety of its own timeline, it can be asked any yes/no
question up to three times per day, and it unerringly answers with
perfect accuracy and precision. Its only responses are “yes-yes-yes”
and “no-no-no.”

Quantum Bit: Init: +o0; Atk none; AC 24; HD 1d20, 10 hit points;

MYV 80’ flying; SP confers +10 hit points to master when within
100’; SV Fort +10, Ref +12, Will +20.
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New Magic Item

Amphora of the Leokampoi

This 16” tall ceramic jar is decorated with the image of a bizarre fish-tailed lion known amongst esoterists as a leokampus. A fierce water spirit,
the leokampoi are sometimes summoned by thaumaturges to fuel elemental magics. One of these creatures has created a portal to the elemental
plane of water, empowering its wonderous properties.

When the lid of the amphora is removed, a trickle of fresh water runs from its mouth at a steady rate of 1/2 gallon (roughly 1.8 liters) per min-
ute. This stream does not stop until the lid has been replaced. This magic is the least powerful of the amphora’s abilities, and usable simply by
opening the lid. A successful spell check summons forth more potent magics. Spellburn may increase the result of the roll further. Compare the
spell check to the associated table. Non-wizard/elf classes may attempt to control the amphora but do so with a dio and may not add their level
to the check. However, they may sacrifice themselves and spellburn as wizards and elves to achieve greater control.

General

Misfire

12-13

User may choose any result at or below the rolled spell

check.

Roll 1d4: (1) the portal to the plane of water erupts, shoot-
ing drowning waves in all directions. Everyone within a
30’ radius must make a DC 13 Reflex save or be knocked
prone. Prone characters must make an additional DC 13
Fort save. Failure indicates drowning, losing 1d4 points of
Stamina per round (2) user drawn through the elemen-
tal portal to the plane of water. The plane is entirely
composed of water; unless the character has some ability
to breathe underwater, they lose 1d6+1 Stamina per round
(3) caster develops scaled skin, webbed fingers, and
cutaneous respiration. Caster must submerge themselves
in water for one hour per day or suffer -1d4 to all rolls

(4) tidal wave explodes from the amphora, dealing 3d8
damage to everything in a 50’ radius (DC 13 Fort save

for half), extinguishing flames and ruining non-water-
proofed items (Luck check if item’s status questionable)

Lost, failure, and worse! Roll 1d6 modified by Luck: (o or
less) corruption + misfire, (1-2) corruption, (3+) misfire.

Failure. The amphora may not be used again until it has
recharged for 24 hours. 1 point of spellburn recharges the
item enough for one use.

A short blast of water fires from the amphora in a 20’
long line. Any creature struck by the stream must make
a DC 12 Strength check or be knocked prone. The stream
terminates upon striking an object or reaching its length,
whichever comes first. The blast extinguishes small fires
(up to campfire size) and moves unattended objects fewer
than 10 pounds 1d1o feet (straight back or determine
randomly).
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14-17

18-19

20-23

24-29

30+

The amphora creates a refreshing sweet water that
quenches the thirst of 1d4+2 people for 7 days and heals
the imbiber 1 HD of lost hit points.

The caster summons forth a shield of swirling waves
that grants a +3 AC, immunity to normal fires, and a +1
to saves vs magical flames. Upon summoning, the caster
can apply the shield to themself or one ally within 10’.
The shield lasts for 1d3 turns.

The amphora releases a geyser of water that continues
until the lid is replaced (the lid is not affected by the tor-
rent of water). As an action, the wielder may spray a 15’
cone, dealing 1d3+1 points of damage to creatures in range
and knocking them prone unless a DC 20 Strength check
is made. Creatures knocked prone are also pushed to the
mouth of the cone. The geyser moves any unattended
items weighing under 200 lbs. Anyone who remains in
the cone or attempts to move towards the caster must
succeed on a DC 20 Strength check or suffer the above
effects.

The caster summons an 8 HD water elemental. The
elemental remains for 2 hours and obeys whoever wields
the amphora. If the wielder directly harms the elemental,
the summoning is broken, and the creature returns to its
native plane. If the amphora is dropped, the elemental
continues with its last given order and then remains still
upon its completion.

Sentient drowning waters emerge from the amphora,
targeting the caster’s enemies within 100’. Those targeted
by the swirling waters must make a DC 20 Strength
check or be engulfed. Creatures beginning their turn
engulfed must succeed on a DC 16 Stamina check or
begin to drown. Once drowning, the creature loses 1d6
Stamina per round. An engulfed creature may repeat a
failed Strength check on their turn, after checking for
drowning or taking the appropriate Stamina loss. The
waters remain for 1 turn and continue to attack foes of
the summoner until they successfully drown a creature,
the duration is met, or they are destroyed. The waters are

only vulnerable to fire, have AC 16, and 2d8 hit points.



New Artifact
Amphora of the Leokampoi

Tech Level: 5
Range: Variable
Effect: Water control, as detailed below

Power: Self

Complexity Modifier: 4

This 16” tall ceramic jar is decorated with the image of a bizarre
fish-tailed lion known as a leokampus. The leokampoi are a highly
scientific race of fish-people, sometimes known by the colloquial name
“Atlanteans”, because of their great kingdom of Atlan. The leokampoi
are starfarers and explorers and have a vast knowledge of space travel
and universal gates.

The amphora is vessel containing a micro-gate in its interior, a worm-
hole to an oceanic planet. The amphora can provide fresh or salt water
on command, and how it differentiates mediums is unknown.

When the lid of the amphora is removed, a trickle of fresh water runs
from its mouth at a steady rate of 1/2 gallon (roughly 1.8 liters) per
minute. This stream does not stop until the lid has been replaced. This
is the least powerful of the amphora’s abilities, and usable simply by
opening the lid. A successful artifact check brings forth more potent
“flows”. Glowburn may increase the result of the roll further. Any
classes may attempt to control the amphora.

Successful activation allows the following other “flows”, at the user’s
discretion:

* A short blast of water fires from the amphora in a 20’ long line.
Any creature struck by the stream must make a DC 12 Strength
check or be knocked prone. The stream terminates upon striking
an object or reaching its length, whichever comes first. The blast
extinguishes small fires (up to campfire size) and moves unattend-
ed objects fewer than 10 pounds 1dro feet (straight back or deter-
mine randomly).

* The amphora creates a refreshing sweet water that quenches the
thirst of 1d4+2 people for 7 days.

* The amphora releases a geyser of water that continues until the
lid is replaced (the lid is not affected by the torrent of water). As
an action, the user may spray a 15’ cone, dealing 1d3+1 points of
damage to creatures in range and knocking them prone unless a
DC 20 Strength check is made. Creatures knocked prone are also
pushed to the mouth of the cone. The geyser moves any unattend-
ed items weighing under 200 lbs. Anyone who remains in the cone
or attempts to move towards the caster must succeed on a DC 20
Strength check or suffer the above effects.

|31



AR

i

St
s




—\ A RN, <\






























| 43



Appendix C: Legal

This product contains Open Game Content, which may only be used under and in terms of the Open
Game License Version 1.0a, distributed by Wizards of the Coast, Inc. Open Game Content includes all
new monsters and all game mechanics (including the methods, procedures, processes and routines to the
extent such content does not embody Product Identity).

Product Identity includes “SGP,” “Skeeter Green Productions,” “Tales of the Black Tower,” “Kersete,”
“Crypt of the SCIENCE-WIZARD,” “Esh”, artwork, cartography, and all logos and trade dress con-
tained herein.

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 wor!

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, sym-
bols, 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, royaltyfree, nonexclusive 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 coadaptability 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 regula-
tion 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.oa Copyright 2000, Wizards of the Coast, Inc. Sys-
tem Reference Document 5.0 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. Cord-
ell, Chris Sims, and Steve Townshend, based on original material by E.Gary Gygax and Dave Arneson.

DCC RPG, copyright © 2012 Goodman Games, all rights reserved, visit www.goodman-games.com or
contact info@ goodman-games.com

This product is based on the Dungeon Crawl Classics Role Playing Game, published by Goodman
Games. This product is published under license. Dungeon Crawl Classics and DCC RPG are trademarks
of Goodman Games. All rights reserved. For additional information, visit www. goodman-games.com or
contact info@goodman-games.com.

This product is based on the Mutant Crawl Classics Role Playing Game, published by Goodman Games.
This product is published under license. Mutant Crawl Classics and MCC RPG are trademarks of Good-
man Games. All rights reserved. For additional information, visit www.goodman-games.com or contact
info@goodman-games.com.
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3 small sacks
2 waterskins
hammer

6 spikes

die+1)
crossbow +1d4 (1d6+deed die)
range (80/160/240) (d16 init)

20 crossbow bolts
battleaxe +1d4+1 (1d10+deed die+1)

(d16 init)

Level

Combat Basics

L 0 -

UL,

U

Initiative:
Action dice:
Attack:
Crit die:
Crit table:

Melee Attack Melee Damage

N\

leather armor (-1 Ch) (d8 fum)
shield (-1 Ch)

\J\"/

Armor Hit Points
Class 17

Y/

N

7\

Max:

/.

Dwarf Abilities

Infravision
Underground skills: smell gold/gems, find construction
warhammer

2

D

Y

Missile Attack

H
z

—
"»
5

Lucky weapon:
Mighty Deeds of Arms
Shield Bash (d14 action die)

Character Portrait or Symbol

Modifier: +1

Raised by Wolves!
Unarmed attack rolls

3 Intelligence
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Name

Apprentice EIf

Title
N 30

Class

\J

Armor Hit Points
Class Max:

Occupation

Alignment Speed
2

Level XpP

Combat Basics
Initiative: +1
Action dice: 1920
Attack: +1
Crit die: 1d8
Crit table: [l

longsword melee +2 (1d8+1)
dagger melee +2(1d4+1)
longbow ranged +2 (1d6)
ranged (70/140/210) (d16 init)
20 arrows

Ulthar - Grey Cat familiar - focal

hp 4, AC 14, R +2, F+1, W+1

+1 atk, 1d3 dmg

infra 120", +1 spellcheck when focus,
moves very silent (+4 to elf move silent)

-4 to caster’'s max hp if cat dies

Equipment

backpack
black grimoire
4 candles
flint and steel
lantern

4 flasks of oil

leather (-1 Ch) (d8 fum)

Melee Attack Melee Damage

Elf Abilities

Base spell check:

+4  Familiar:

Cat - Focal

"X

— ;//Illlﬁl.fll o

Patron(s): The Three Fates 21
Corruption:

— \
3
Sy
by
N
3
M

EIf traits: iron vulnerability, heightened senses, Luck mod to
one level 1 spell

Other notes:

Character Portrait or Symbol

Spell Name Level Check
Patron bond +4

Invoke patron ( 2 /day) +5
find familiar

Mercurial Effect & Notes
pg 148

pg 348
pg 141
pg 136
pg 144
pg 152
pg 153

Suider Bite c. languages +4
pider Bite!

+1 vs. poison

magic missile +4

read magic +4

ropework +4
blade of Atropos +5
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Explorer Weapons | Equipment ____IAQ
Name Title short sword melee +2 (1d6) belt
. short sword melee +2 (1d6) 4 belt pouches
Weaver Halfl ing 25 shortbow ranged +3 (1d6) 2 empty flasks
°00=§9ﬂm°= Class >~mn==.-0-.—ﬂ O@OQQ ranged (50/100/150) (d16 init) 3 flasks of oil
10 arrows mirror
2 thieves' tools
Level XP waterskin

W\

Hit Points

Max:

Armor
Class

Combat Basics

Initiative: +1
Action dice: 1d20
Attack: +2

Crit die: 1d8
Crit table: 1

Nice Clothes

Wild Child
+5' speed

+2 +0

Melee Attack Melee Damage

Missile Attack Missile Damage

Character Portrait or Symbol

Halfling Abilities

Infravision
Stealth: o
Lucky

Two-weapon fighting
e Action dice d16+d16
e Crit on nat 16
e Fumble only on 2x 1
o If Agi >16, use normal rules

& ‘1
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Apprentice | Weapons | quig
Title club melee +2 (1d4+1) Backpack
. blackjack melee +2 (1d3+1/2d6+1) crowbar
Thief Law 30 dagger melee +2 (1d4+1/1d10+1) flint & steel
°00=uu9ﬂm°= Class >~mﬂ5-ﬂ-05ﬂ O@Q&A— dagger ranged +3 (1d4) grappling hook
range (10/20/30) +1 dam at short range holy symbol
2 garrote melee +2 (2/3d4+1) lantern
Level XP 3 flasks of oil
50' rope
. thieves' tools
ege g= +

Initiative: % strange looking rock

Aveacks 1 ___ Armor |
Attack: +1

- - leather (-1 Ch) (d8)
- - Crit die: 1d12
Armor Hit Points Crit tabl %
rit table:
Class Max: _10 R y -

Melee Attack Melee Damage

+2 +1
Luck Die at Disable trap +1
Missile Attack Missile Damage Backstab +3 H.Q-.“Q document +2
Sneak silently +5 Disguise self +2
Hide in shadows +_/ Read languages +0
Character Portrait or Symbol Pick pocket +5 Handle poison +1
Climb Cast spell
sheer surfaces +7 from scroll a0
Pick lock +5
Find trap +5
Resisted Temptation
+1 Will save
@
—— o
AT —

e

Z (90




>

- (€ 1> A A A 2y, »  J () » -
< 4
/ S Name Title awl melee +1 (1d4/1d10) shoehorn
e . blowgun ranged +3 (1d3/1d5) thieves' tools
G Cobbler Thief Neutral 30 range (20/40/60)
Occupation Class Alignment Speed garrote +1 (1/3d4)
2
Level XP
T | Treasure
Initiative: +2
Avrion dieer 12  Armor
4 Attack: +1
PR = . 1d12 clothing
’ Armor Hit Points M-.WH M-M.— i y
rit table:
1 Class Max: 9 — >
+1 +0 —
. Luck Die at Disable trap +5
Missile Attack [l Missile Damage Backstab + 1 Forge document +’/
Sneak silently +’/ Disguise self +0
) Hide in shadows +5 Read languages +_ 2 K
Character Portrait or Symbol Pick pocket +7 Handle poison +0 A‘ A
Climb Cast spell ‘
sheer surfaces +7 from scroll al2
Pick lock +5
Find trap +3
Lucky sign /.:I!..\..
All saves ik
g~ P
@
—— o
AT —
» / »
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Champion | Weapons N Equipment |
Name Title .ﬂ%:ﬁo% melee +1d4+1 (1d8+deed die Chicken - "Poulsbo"
Farmer Warrior 30 3 javelins ranged +1d4 (1d6+deed die Backpack
i Alignment Speed 1) 50' rope
°Oﬂ=~99ﬂn°~v Class 8 P range (30/60/90) +1 dam at short range grappling hook
2 hammer
Level XP 4 spikes
crowbar
chicken feed
Initiative: +2 M_%M”M mmﬁmm_
Action dice: 1d20
Attack: +1d4
ce = i -3 Ch) (d12 fum)
= = Crit die: d14 hide armor (
Armor Hit Points
Crit table: Il
Class Max: 20 — (

7 Modisier: +(

/7
'z

Struck by Lightning
Reflex saves

Melee Attack Melee Damage

Character Portrait or Symbol

-1

Modifier:

Critical threat range:

19-20

Lucky weapon:_SpPear (pitchfork)

Add class level to initiative, Mighty Deeds of Arms

2 -~
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Shaman
Title
Wizard 30

Name
F-teller

Alignment Speed
2

Level

Occupation Class

XpP

Combat Basics
Initiative: +0
Action dice: 1d20

it die: 1d8
Armor Hit Points nu.mn die: _—
Class 6 Crit table: |

Max:

dagger melee +0 (1d4-1
3 darts ranged +1 (1d4)
range (20/40/60)

0 77
i

Equipment (Q
Backpack
3 candles
flint & steel
Tarot Deck
ink
4 sheets of parchment
chalk

Clothing

Melee Attack Melee Damage

Strength

Modifier: -1

Missile Damage

Character Portrait or Symbol

Raging Storm
+1 Spell Damage

Wizard Spells & Abilities

Base spell check: _*1d20+4

Familiar:

Patron(s): Sezrekan

Corruption:

Other Notes:

Spell Name
animal summoning 1

+1 to spell damage (lucky sign)
Spells

Level Check Mercurial Effect & Notes

pg 129 cannibal magic 23

choking cloud

pg 134 stolen knowledge 17

magic missile

pg 144 no change

magic shield

pg 146 material magic 15

invoke patron

pg 144 no change

patron bond

pg 148 no range (1/day +1) 18

read magic

pg 152 count of ten 08

Wizard
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PSH Medic

Character Name

Class/Title

(©)

Hit Points

1

Strength
Hzc&mmﬁ

J{

XP

Agility
Hgommmmﬁ

Missile
Damage

Missile
Attack

Stamina
H?—o&mmﬂ

Combat Basics

Initiative:  +1

Personality
ch&mnﬁ +3

Action Dice: 1d20

Crit Die: 1d8

Crit Table: 11

Intelligence
Hgommmmﬁ +0

Luck
Tﬁc.&mmﬁ +2

ERE@E

-

Artifact Check

Max Tech Level: 4

Birth Sign / Lucky Roll
The CPU: Initiative +2

Weapons & Armor Equipment & Treasure

Staff melee +1 (1d4)
Sling ranged +0 (1d4)
range (40/80/160)

3 torches
medical bag (bandages,
ointments, poultices, etc.)
flint & steel
30 sling stones backpack
3 waterskins

clothing

Healer Abilities

Naturopathy 1d4 (x4/day)
Medical Artifacts +1d
Al Recognition +2
Artifacts
Check Effect
1 Accelershot +1d4 Agility for 1 hour
1 Cureshot removes poison
1 Medishot heals 2d8 hp
1 Radshot heals 1d6 radiation/radiation protection for 24 hours

1 Stimshot +1d4 Strength for 1 hour
=)

Artifact

PURE STRAIN HUMAN

HEALER S
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Character Name

Hit Points

Strength

Hzc&mmﬁ +2

Class/Title

XP

Agility

Hgommmmﬁ +1

Missile
Damage

Missile
Attack

Stamina

H?—o&mmﬂ +2

Combat Basics

Initiative: +1

Personality

ch&mnﬁ +0

Action Dice: 1d20

1d8
Crit Table: Il

Crit Die:

Weapons & Armor
spear melee +3 (1d6+2)
2 handaxes ranged +2 (1d4)

range (10/20/30)
+2 damage at short range

Equipment & Treasure
Small shiny plastic necklace
3 torches

flint and steel
backpack

50' rope
grappling hook
3 waterskins

Intelligence

Hgommmmﬁ +1

Luck

Tﬁc.&mmﬁ +1

Artifact Check

Max Tech Level: 4

Birth Sign / Lucky Roll

The Accenerant= +5' move

Manimal Abilities

Mutation Check
Carapace

Death Field Generation

bite melee +4 (1d4+2)
Pack Mentality - +1 to attack per manimal on single target
glowburn (physical stats, 1 to 1)
Mutations & Defects

-4 to Al recognition rolls

Effect

AC +5, Fort +3 , speed -10’ (passive) pg 42

1d20+2 pg 62-63

MANIMAL
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Mottled Deviant

Character Name

Class/Title

J{

XP

©

Hit Points

3

Strength
Hzc&mmﬁ +1

Agility
Hgommmmﬁ +0

Missile
Damage

Missile

Weapons & Armor

stone spear melee +2 (1d6)
stone javelin ranged +2 (1d6)

range (30/60/90)
+1 damage at short range

shield

Stamina
H?—o&mmﬂ +1

Combat Basics

Initiative: +1d3+1

Personality
ch&mnﬁ +1

Action Dice: 1d20
1d8

Crit Table: I

Crit Die:

Intelligence
Hgommmmﬁ +0

Luck

Tﬁc.&mmﬁ +2

@D

Artifact Check

Max Tech Level: 3

Birth Sign / Lucky Roll

The Hypospray = +2 to all healing

Equipment & Treasure
backpack
25' of string

"cowboy" hat with 2' feather
4 torches

2 waterskins

roxon jerky
10' chain

Mutant Abilities

Mutation
Taller

Mutant Horror (+1d3+1 to Init)
glowburn (physical stats, 1 to 1)
Mutations & Defects
Check Effect
8' tall, +2 Str, +5' Move, AC -2 (passive)
Gas Generation 1d20+2 pg 45
Regeneration 1d20+2 pg 55
Life Force Reflection 1d20+2 pg 69
Pyrokinesis 1d20+2 pg 76

-
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Character Name

®

Hit Points

1

Strength

Hzc&mmﬁ +2

Class/Title

XP

Agility

Hgommmmﬁ +1

Missile Missile
Attack Damage

Weapons & Armor Equipment & Treasure
steel pipe melee +3 (1d4+2) large sack
2 bandoliers

2 belt pouches
3 candles

shield flint and steel
3 waterskins

Stamina

H?—o&mmﬂ +1

Combat Basics

Initiative: +1

Personality

ch&mnﬁ +1

Action Dice: 1d20

Crit Die: \_ Q \_ N
Crit Table: 11

Intelligence

Hgommmmﬁ +0

Luck

ARG

Tﬁc.&mmﬁ +3

-

Artifact Check

Max Tech Level: 3

Birth Sign / Lucky Roll
The Glow - Fort Saves

Plantient Abilities

thorns ranged +2 (1d4)
double luck - using Luck gets 2 points of effect per point spent
hiding ability (55%) glowburn (physical stats, 1 to 1)
Mutations & Defects
Mutation Check Effect
Radiation Generation 1d20+2 pg 54
Amplimorph 1d20+2 pg 41
Holographic Skin  1d20+2 pg 48

PLANTIENT
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PSH Trailwalker

Character Name

Hit Points

1

Strength
Hzc&mmﬁ +0

mummm\ﬁn_m

XP

Agility
Hgommmmﬁ +1

Missile
Damage

Missile
Attack

Weapons & Armor

dagger melee +1 (1d4)
shortbow ranged +3 (1d6)

ranged (50/100/150)(d16 init)

16 arrows

leather armor (-1 Ch, d8 fum)
leather shield

Equipment & Treasure

leather rucksack

kinetic watch (always tells perfect time)

1 accelershot (+1d4 Agi for 1 hour)

30' carbon nano-cord
sonic spanner

Stamina
H?—o&mmﬂ +0

Combat Basics

Initiative: +1

Personality
ch&mnﬁ +1

Action Dice: 1d20

CritDie: 1d12
Crit Table: I

Intelligence
Hgommmmﬁ +1

Luck
Tﬁc.&mmﬁ +1

@@ E

-

Artifact Check

Max Tech Level: 4

Birth Sign / Lucky Roll

The Gatherer = +1 stealth/hiding rolls

Rover Abilities
Doors/Security Systems/Hide +3/+3++4

Artifacts

Artifact

Check Effect

<2,

PURE STRAIN HUMAN

ROVER S
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PSH Trooper

Character Name

®

Hit Points

3

Strength
Hzc&mmﬁ +2

mummm\-ﬁﬁ_m

XP

Agility
(Modifier:  +1

Missile
Damage

Missile
Attack

Weapons & Armor

zapper glove melee +7 (stun DC 18 Fort save)

short sword melee +4 (1d6+2)
shortbow ranged +3 (1d6)

range (80/160/240) (d16 init)
13 arrows

c-cell (11 charges)

leather armor (-1 Ch, d8 fum)

Stamina
H?—o&mmﬂ +2

Combat Basics

Initiative:  +1

Personality
ch&mnﬁ +0

Action Dice: 1d20

1d14
Crit Table: 1

Crit Die:

Intelligence
Hgommmmﬁ +0

Luck
Tﬁc.&mmﬁ +0

QREP®®E

-

Artifact Check

Max Tech Level: 3

Birth Sign / Lucky Roll

The ESPer = +0 to Will saves

Equipment & Treasure

bubble helmet
backpack
lantern
3 flasks of oil
flint and steel
50' rope
grappling hook
3 duralloy spikes
duralloy hammer
3 waterskins

Sentinel Abilities

Artifact bonus w/ weapons and armor +1d4
regen 1 Luck per day, Al recog +2
Artifacts
Check Effect

<,

PURE STRAIN HUMAN

SENTINEL S
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PSH Adept

Character Name

®

Class/Title

Hit Points

1

HRREE

-

Strength
Hzc&mmﬁ +0

J{

XP

Agility
Hgommmmﬁ +0

Missile
Damage

Missile

Weapons & Armor
staff melee +1 (1d6)
dazer pistol ranged +1

range 50'

Stun (DC 14/16/20 Fortitude save to resist)

(uses 1/2/3 units of c-cell power)

fur cloak (+2 AC)
c-cell (7 units left)

Equipment & Treasure

plastic card - codekey patron item

belt
4 belt pouches
medishot (2d8 damage)
ink
charcoal
chalk
6 sheets of parchment
2 waterskins

50" of string (marked in 5' increments)

\ J

Stamina
H?—o&mmﬂ +0

Combat Basics

+0

Initiative:

Personality
ch&mnﬁ +1

Action Dice: 1d20
1d6

Crit Table: |

Crit Die:

Intelligence
Hgommmmﬁ +2

Luck
Tﬁc.&mmﬁ +2

Artifact Check

Max Tech Level: 5

Birth Sign / Lucky Roll

The Survivor = +2 to all saves

Wetware Programs

Wetware Program

Check Effect
Patron Al Bond - roll result 28
Invoke Patron - TETRAPLEX, pg 235, 3/day, +1 to program check
Query -
regen 1 Luck per day, Al recog +2
Artifacts
Check Effect

1/day,

PURE STRAIN HUMAN - SHAMAN S









