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S
eeking the favor of a powerful wizard, the party 
agrees to steal an artifact from a rival’s sanctum. 
The wizard requires, however, that PCs “feed” the 

artifact lawful blood to imprison its contents. Both wizard 
and party are being manipulated by a bored, mischievous 
quasit who desperately wants a change in scenery. The 
characters unknowingly entertain the demon by surviving 
YRPLWLQJ� IHOLQHV�� VOHHSOHVV� QLJKWV�� DQG� KRUULÀF� FRQVWUXFWV�
as they volunteer blood for the quest, eventually facing a 
moral dilemma with life-threatening consequences.

7KLV� DGYHQWXUH� LV� GHVLJQHG� IRU� ���� ÀUVW� OHYHO� FKDUDFWHUV��
Having at least one cleric and at least one lawfully aligned 
PC is recommended. A mix of alignments makes things 
more interesting, but isn’t essential. The quest promises 
valuable rewards, while the PCs make a powerful enemy.
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E
lzemon the Quasit is a minor demon who enjoys 
mischief, the screams of the tortured, and caus-
ing physical, spiritual, and mental anguish to 

mortals. Currently, Elzemon serves the wizard Nekros the 
Grotesque, who bound him to guard and “feed” his prized 
artifact, Yarafad’s Box. Nekros was not careful enough in 
the wording of Elzemon’s binding, however, and the bored 
quasit has been able to convince Nekros’ rival, Rhalabhast 
of Many Eyes, to send some hapless adventures to obtain 
the Box. If they fail, Elzemon gets entertainment and pos-
sibly more lawful blood. If they succeed, Nekros’ poorly 
worded binding of Elzemon is broken. Either way, the qua-
sit wins. His role in this adventure is to invisibly torment 
the PCs with his Infernal Band of Deception, hampering 
WKHP�HQRXJK�WR�IXOÀOO�KLV�ELQGLQJ��EXW�QRW�WRR�PXFK�WR�GH-
stroy them.

Elzemon the Quasit: Init +4; Atk claw +3 melee (1d6+2); 
$&�����+'��G���KS�����09���·��Á\���$FW��G����63�,QYLVLEOH�
DW�ZLOO��,QIHUQDO�%DQG�RI�'HFHSWLRQ��VHH�EHORZ���69�)RUW�����
Ref +6, Will +5 (immune to Will effects unless true name is 
known); AL C.

Infernal Band of Deception: This magical ring has had 
many bearers, most notably Zengith the Claw. Elzemon 
won the ring in a bet that he could fool a cleric of Justicia 
to arrange some murders of Justicia’s monks. The Infernal 
Band grants a cantrip�FRUUHVSRQGLQJ�WR�D�VSHOO�FKHFN�RI�����
three times a day for chaotic PCs, once a day for neutral 
PCs, with spell failure and automatic minor corruption for 
lawful PCs. It also grants phantasm corresponding to a spell 
FKHFN�RI�����RQFH�SHU�GD\�IRU�GHPRQ�RU�GHPRQ�ERXQG�3&V��
One must know the Demonic language to mentally activate 
this last power.

Yarafad’s Box is a cylindrical container, 3’ in both height 
and diameter, designed to hold a human-sized creature 
�VHH�DUHD��D���0DGH�RI�VRPH�XQLGHQWLÀDEOH��OLJKWZHLJKW�PD-
terial both metallic and slightly elastic, its outside is caged 
ZLWK�D�ÀQH�QHWZRUN�RI�SLSHV�UDGLDWLQJ�OLNH�VSRNHV�IURP�D�

FHQWUDO� UHVHUYRLU��:KHQ� WKLV� UHVHUYRLU� LV�ÀOOHG�ZLWK�EORRG�
from a living lawful being, the pipes create a “holy prison” 
WKDW� FRQÀQHV� FKDRWLF� FUHDWXUHV�� HVSHFLDOO\� WKRVH� WKDW� WHOH-
port or are incorporeal. The Box must be fed daily with 5 hp 
of lawful blood, otherwise its ability to block teleportation 
or incorporeal beings fails. Gurgling, sputtering noises oc-
cur when feeding is necessary. Currently the Box contains a 
shadow (see DCC RPG rulebook, page 425). The PCs have 
to transport it for 5 days, providing 25 hp of living law-
ful blood, or else the shadow escapes. In this adventure, 
the shadow is meant to stay imprisoned. Unless the PCs 
are both extremely well-equipped and lucky, the shadow 
would annihilate them.

�$�%+$*�(�*��"�

Area Type Encounter

1 P Puzzle: “When the dead look to 
the sky”

2 C/T 5 Tirgefrabs 
  Weakened stairs

3 P/C Mystic Bridge
  3 Colossal Leeches

4a P Yarafad’s Box

4b P Trapped secret door

5 (3) P/C Mystic bridge
� � )DQJVLJKW�VZDUP
  Colossal leeches

6 (2) C Tirgefrabs

7 (1) C 8 minor servitors

Any P/C Elzemon

&"�/�(��$*(%�+�*�%$

The adventure begins with the PCs meeting the wizard 
Rhalabhast of Many Eyes. The judge may determine how 
the meeting occurs, but possible hooks are wizards and 
elves seeking new spells, or the party needing sagely ad-
vice or information from his network of magical spies. 
Rhalabhast is happy to help the PCs, but he requires service 
IURP�WKHP�ÀUVW�

7KH�ZL]DUG�VWDUHV�DW�\RX��KLV�ÀQJHUV�FUHDWLQJ�D�WHPSOH�RYHU�KLV�
QRVH�DV�KLV�WKXPEV�FUDGOH�KLV�EHDUGHG�FKLQ��$IWHU�DQ�XQFRPIRUW-
DEO\�ORQJ�PRPHQW�RI�VLOHQFH��KH�VD\V��´$�ULYDO�RI�PLQH��1HNURV�WKH�
*URWHVTXH��KDV�VRPHWKLQJ�WKDW�,�GHVLUH��DQG�,�ZDQW�\RX�WR�JHW�LW��
6XFFHHG��DQG�,�ZLOO�EHVWRZ�ZKDW�\RX�VHHN��<RX�PXVW�JR�WR�WKH�ZD-
WHUIDOO�DW�%RXOGHU�&OLII��:KHQ�WKH�GHDG�ORRN�WR�WKH�VN\��D�ZD\�LQWR�
WKH� FOLII�ZLOO� DSSHDU��(QWHU�� DQG� LQVLGH�1HNURV·� VDQFWXP�\RX·OO�
ÀQG�D�F\OLQGULFDO�ER[��%ULQJ�PH�WKLV�ER[�XQRSHQHG��DQG�,·OO�KROG�
XS�P\�SDUW�RI�WKH�EDUJDLQ��7KHUH�LV�«�D�FRPSOLFDWLRQ��<RX·OO�QHHG�
WR�SURYLGH�WKH�ER[�D�VLJQLÀFDQW�DPRXQW�RI�OLYLQJ�ODZIXO�EORRG�WR�
NHHS�LWV�FRQWHQWV� LQVLGH��8QGHU�QR�FLUFXPVWDQFH�VKRXOG�\RX�OHW�
WKH�ER[·V�SULVRQHU�HVFDSH��7KDW�ZRXOG�EH�D�IDWDO�HUURU�µ
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Boulder Cliff (area 1) is a three-day journey from their en-
counter with Rhalabhast. If they ask him what is inside the 
Box, he refuses to tell them, “for their own protection.” If 
they ask about encountering Nekros, he assures them that 
1HNURV�LV�DZD\�IURP�KLV�6DQFWXP�DQG�ZLOO�QRW�UHWXUQ�IRU�
weeks. If asked about “When the dead look to the sky,” he 
says that it is the information he was given, but does not 
know what it means. The mere possession of the Box is de-
sirable for any wizard, but Rhalabhast’s true motivation is 
to obtain the shadow imprisoned within, study it, and pos-
sibly convert it to a familiar. Upon receiving the Box and 
shadow, Rhalabhast stays true to his word and rewards the 
PCs with information, one or two spells, or whatever was a 
big enough “carrot” to motivate the party. If the party has 
let the shadow escape, Rhalabhast will be very, very angry.

Area 1 – The Bear and the Waterfall: 7KH�JDUJDQWXDQ�
VWRQHV�RI�%RXOGHU�&OLII�ORRP�DKHDG��WKH�VKDGRZV�RI�FUDFNV�DQG�FUH-
YDVVHV�VHHPLQJ�WR�IRUP�MDJJHG�IDFHV��$�ZDWHUIDOO�SOXPPHWV�IURP�
DERYH��IHHGLQJ�D�GDUN�SRRO�IURP�ZKLFK�D�ULYHU�FRQWLQXHV�LWV�FRXUVH��
$W� WKH� FOLII·V�EDVH�� WKH� VLFNO\�VZHHW� VPHOO� RI�GHDWK�ZDIWV� IURP�D�
EHDU·V� GHFD\LQJ� FRUSVH� DQG� WKH� VKUHGGHG� UHPDLQV� RI� VL[� IDLOHG�
KXQWHUV��7KH�URWWHG�ZHDSRQV�DQG�DUPRU�VXJJHVW�WKH�PHOHH�LV�GH-
FDGHV�ROG��\HW�WKH�ERGLHV�DUH�VRPHKRZ�VXVSHQGHG�LQ�WKHLU�GHFD\�

)ROORZLQJ�5KDODEKDVW·V�KLQW��WKH�3&V�PXVW�PDQLSXODWH�DOO�
bodies (including the bear!) so that they look at the sky. 
This causes a boulder in the cliff’s base away from the river 
WR�URWDWH�DQG�UHYHDO�D�SDVVDJH��'&����,QW�FKHFN�WR�ÀQG�LI�WKH�
bodies are not manipulated). The corpses are cursed with a 
temporal rot; any appendage that touches them automati-
cally rots (1 hp damage per round of contact), but returns 
to normal one hour later. Note that characters seeking the 
proverbial “passage behind the waterfall” end up disap-
pointed and wet.

Area 2 – Downward Spiral: 7KH�VHFUHW�SDVVDJH�RSHQV�LQWR�
DQ�LPPHQVH�FKDPEHU�ZKRVH�RSSRVLWH�VLGH�LV�EH\RQG�\RXU�YLVLRQ��
<RX�VWDQG�RQ�D�VWRQ\�SODWIRUP�IURP�ZKLFK�URXJKO\�KHZQ�VWDLUV�
GHVFHQG�VSLUDOLQJ�DORQJ�WKH�FKDPEHU·V�FXUYHG�ZDOO��7KH�VWDLUV�FDQ�
FRPIRUWDEO\�ÀW� WKUHH� DEUHDVW�� EXW� WKHUH� LV�QR� UDLOLQJ� WR�SUHYHQW�
IDOOLQJ�RII�WKH�HGJH�LQWR�WKH�DE\VVDO�GDUNQHVV��

Clever PCs that choose to look up rather than down may 
VSRW�D�OHGJH���·�DERYH�WKHP��'&����,QW�FKHFN�WR�VSRW��'&����
6WU�RU�$JL�FKHFN�WR�FOLPE���)LYH�WLUJHIUDEV�JXDUG�WKH�VWDLUZD\�
from here. It is a two-day journey descending the stairs to 
area 3. The tirgefrabs attack the PCs twice with hit-and-run 
tactics during their descent (once each day). If one is killed 
RU�WKH\�LQÁLFW����RU�PRUH�FRPELQHG�SRLQWV�RI�6WUHQJWK�DQG�
6WDPLQD�GDPDJH��WKHQ�WKH\�ÁHH��7KH\�IDYRU�DWWDFNLQJ�3&V�
who are not holding torches.

Tirgefrabs are man-sized, hairless, toothless, claw-less, 
emaciated-looking cats with bulbous black eyes. Despite 
their weakened appearance, they are excellent climbers, 
stealthy, and fast. They rely on projectile vomiting to con-
TXHU�SUH\�E\�GUDLQLQJ�6WUHQJWK�DQG�6WDPLQD��3&V�UHGXFHG�
WR���6WUHQJWK�DUH� LQFDSDEOH�RI�PRYHPHQW��ZKLOH� WKRVH� UH-
GXFHG� WR� �� 6WDPLQD� IDLQW� DQG� UHPDLQ� XQFRQVFLRXV�� 2Q� D�
critical hit, rather than using Crit Table M, rule that tirge-

frab vomit enters the victim’s mouth, causing the retching 
PC to be prone and helpless for 1d8 rounds. A cleric with a 
3 HD lay-on-hands check heals 1d3 vomit damage.  

Tirgefrabs (5): Init +4, Atk paw +2 melee (1d3) or vomit; 
$&�����+'��G���KS���HDFK��09���·��$FW��G����63�YRPLW����
PLVVLOH� ��G��6WU����G��6WD� ORVV����·� UDQJH��&ULW�FDXVHV��G��
URXQGV�KHOSOHVVQHVV���69�)RUW�����5HI�����:LOO�����$/�1�

After six hours of descent the PCs encounter a weakened 
SRUWLRQ�RI�WKH�VWDLUV��'&����,QW�FKHFN�WR�VSRW���5HÁH[�VDYHV�
are necessary based on PCs’ positions: outer edge close to 
the wall (DC 5), center (DC 9), inner edge (DC 14). Those 
that fail fall to their deaths as the stairs collapse under any 
VLJQLÀFDQW�ZHLJKW��$���·�ORQJ���·�ZLGH�SDWK�UHPDLQV�DORQJ�
the wall.

Elzemon invisibly goads the PCs to annoyance, trying to 
weaken them with sleep deprivation. When PCs camp on 
WKH�VWDLUZD\�DIWHU�WKH�ÀUVW�GD\�RI�GHVFHQW��(O]HPRQ�XVHV�KLV�
Infernal Band of Deception twice to keep the party on edge 
and interrupt their sleep. Judges may use the Harassment 
Table below or come up with their own clever tortures. 
1RWH�WKDW�(O]HPRQ�LV�WRR�JUHDW�DQ�DUWLVW�WR�UHSHDW�D�VSHFLÀF�
harassment. Each PC must make a Will save (see below) 
WR�UHWDLQ�WKH�EHQHÀWV�RI�D�JRRG�QLJKW·V�UHVW��L�H��UHVWRULQJ���
hp and/or 1 ability point (except for Luck), regaining lost 
spells, resetting deity disapproval, etc). 
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Harassment Table (d6)

�� 6LQLVWHU� FKXFNOLQJ� WKDW� FUHVFHQGRV� LQWR� K\VWHULFDO�
laughter. (DC 15)

�� 6RXQGV�RI�FKLOGUHQ�VFUHDPLQJ�IRU�KHOS���'&����

3 A sleeping PC awakens taking 1d3 damage from a 
IUHH]LQJ�FKLOO���'&����

4 The sound of a giant boulder tumbling down the 
VWDLUV�IURP�DERYH���'&����

5 A deep voice repeatedly shouts, “Who invades my 
domain?” (DC 15)

6 A high cackling voice exclaims, “I see you!” The 
voice describes the party members in detail. (DC 15)

Area 3 – Mystic Bridge: $IWHU�GD\V�RQ� WKH� VWDLUV��\RX�GH-
VFHQG�RQWR�WKH�EDVH�RI�WKH�F\OLQGULFDO�FKDPEHU��6HOI�LOOXPLQDWLQJ�
ZLWK�D�GLP�SDOOLG�JORZ��WKH�ÁRRU�UHYHDOV�LWVHOI�WR�EH�D�VWUDQJH�ÁDW�
EULGJH�OHDGLQJ�IURP�DOO�VLGHV�WR�D�WDOO�JXDQR�PRXQG�LQ�WKH�FHQWHU��
7KH�EULGJH�VSDQV�D�ODNH�RI�VSDUNOLQJ�JROGHQ�OLTXLG����IHHW�EHORZ��
5LSSOHV�RQ�WKH�VXUIDFH�EHWUD\�PRWLRQ�XQGHUQHDWK��DQG�RFFDVLRQDO-
O\�D�FUHDWXUH·V�EDFN�HPHUJHV��LWV�VNLQ�D�VKLQ\�EODFN�VSRWWHG�VZLUO-
LQJ�RFKUH�JUHHQ�UHPLQLVFHQW�RI�EORZQ�JODVV��$�ZUHWFKHG�RGRU�DNLQ�
WR�URWWHQ�HJJV�ULVHV�IURP�WKH�ODNH��

The material and construction of the bridge are mystical 
LQ�QDWXUH�DQG�XQLGHQWLÀDEOH��:L]DUGV�DQG�HOYHV�UHFRJQL]-
LQJ�WKH�EULGJH�DV�RQH�RI�1ROORQDSLD·V�0\VWLF�)RUPV��'&����
spell check to recognize) gain +3 to spell checks while on it. 
PCs must balance over a minimum of three narrow regions 
to reach the guano mound in the center (area 4). Judges are 
encouraged to make a PC handout from the map. Charac-
ters who fail a DC 13 Agility check fall into the lake. Elze-
mon invisibly tries to knock unguarded PCs from the nar-
row parts when crossing. If he succeeds with a claw attack 
WKHQ�WKH�YLFWLP�PXVW�PDNH�D�'&����5HÁH[�VDYH�RU�IDOO�RII�
the bridge. Note that characters stabilized via a rope, pole, 
linked arms, etc., are easier to hit (+2). Elzemon also severs 
ropes that support hanging PCs.

The lake is somewhat acidic; consequently, for every third 
round of exposure, PCs lose 1 hp, and metallic armor and 
weapons (except those made of mithril) lose 1 point AC bo-
nus and maximum damage is reduced by 1, respectively. 
Immune to the lake’s acidity, three colossal leeches (DCC 
53*�UXOHERRN��SDJH������JXDUG�1HNURV·�ODLU�DQG�DWWDFN�DQ\�
PC falling off the bridge.

Colossal Leeches (3): Init -2; Atk bite +4 melee (1d6 plus 
EORRG�GUDLQ���$&�����+'��G���KS���HDFK��09���·�RU�VZLP�
��·��$FW��G����63�EORRG�GUDLQ��DXWRPDWLF��G��GPJ�SHU�URXQG�
DIWHU�ELWH���69�)RUW�����5HI�����:LOO�����$/�1�

Area 4 – Guano Mound: +DYLQJ�FURVVHG�WKH�P\VWLF�EULGJH��
\RX�VWDQG�LQ�IURQW�RI�D�KHPLVSKHULFDO�PRXQG�RI�JXDQR�URXJKO\���·�
LQ�GLDPHWHU��'RXEOH�GRRUV��PDGH�RI�D�KDUG�JODVV\�RSDTXH�PDWHULDO��
OHDG�LQVLGH�

The doors are locked (DC 12 pick lock check to open). They 
PD\�EH�EDVKHG�GRZQ�ZLWK����SRLQWV�RI�EOXGJHRQLQJ�GDP-

age, but PCs take 1d6 damage from the doors’ shards each 
attempt. PCs thinking they can burrow through the guano 
DURXQG�WKH�GRRUV�ÀQG�DQ�LPSHQHWUDEOH�VWRQH�VWUXFWXUH�XQ-
derneath. If any are able to view the top of the mound (via 
climbing or some other means) they see that it is pocked with 
small holes. These holes lead to dormant fangsights (area 5) 
that do not respond until PCs exit with Yarafad’s Box.

Area 4a – Yarafad’s Box: The doors open into a chamber 
VKDSHG� OLNH� D� ÀYH�SRLQWHG� VWDU�� $� SHQWDJUDP� RI� LQODLG� VLOYHU�
DGRUQV�WKH�REVLGLDQ�ÁRRU�ZLWK�D�SHQWDJRQ�VWHSSHG�SODWIRUP�LQ�WKH�
FHQWHU��$WRS�WKH�SODWIRUP�LV�DQ�LYRU\�ZKLWH�F\OLQGULFDO�FRQWDLQHU�
URXJKO\���IHHW�LQ�KHLJKW�DQG�GLDPHWHU��,WV�RXWVLGH�LV�FDJHG�ZLWK�D�
ÀQH�QHWZRUN�RI�FRSSHU�SLSHV�UDGLDWLQJ�OLNH�VSRNHV�IURP�D�FHQWUDO�
RSHQ�UHVHUYRLU��ZKLFK�UHFHLYHV�GULSV�RI�EORRG�IURP�D�SLSH�GHVFHQG-
LQJ�IURP�WKH�FHLOLQJ��7KLV�SLSH�IROORZV�WKH�FHLOLQJ�WR�D�ZDOO��DW-
WDFKLQJ�WR�D�VHULHV�RI����PHWDOOLF�FORVHWV�VXUURXQGLQJ�WKH�URRP��
WKHVH�FORVHWV�DUH�DOVR�LQWHUFRQQHFWHG�E\�SLSHV��7KH�GULSSLQJ�VORZV�
ZKLOH�UDVS\�ODERUHG�EUHDWKLQJ�HFKRHV�LQ�WKH�FKDPEHU�

When the PCs enter the mound, Elzemon leaves to call 
EDFN�WKH�6HUYLWRUV�WKDW�KH�VHQW�IRU�PRUH�ODZIXO�EORRG��DUHD�
7), and does not appear again until area 6. PCs searching 
IRU�WKH�EUHDWKLQJ�ÀQG�LW�HPDQDWLQJ�IURP�RQH�RI�WKH�FORVHWV�
(all are unlocked):

7KH� FORVHW� FRQWDLQV� D�PDQ�ZLWK� VPDOO�SLSHV� HPHUJLQJ� IURP�KLV�
ZULVWV��WKLJKV��DQG�QHFN��+LV�H[VDQJXLQDWHG�ERG\�VOXPSV�LQ�LWV�
FKDLQHG�UHVWUDLQWV��:LWK�KLV�G\LQJ�EUHDWK��KH�UDLVHV�KLV�KHDG�WR�
ORRN�DW�\RX�DQG�H[FODLPV��´%OHHG� IRU�WKH�%R[��RU�HOVH� LW�ZLOO�HV-
FDSH�µ��

3&V�RSHQLQJ�RWKHU�FORVHWV�ÀQG�ERXQG�H[VDQJXLQDWHG�FRUSV-
es with pipes intact, although three appear to have been 
killed recently via claw wounds (Elzemon ensuring that 
PCs will need their own blood to feed Yarafad’s Box). The 
PDQ·V�FORWKHV�LQGLFDWH�KH�LV�D�PRQN�RI�-XVWLFLD����OHYHO���+H�
dies before PCs can heal him. Merciful judges may allow 
the party to revive him if no lawful PCs exist to feed the 
Box. With his death, Yarafad’s Box begins to make gurgling 
noises, and the party has 5 rounds to decide who will con-
tribute lawful blood. The day’s 5 hp may be given all at 
once or in increments. If at least 1 hp of lawful blood hasn’t 
been put in the reservoir in 5 rounds’ time, the shadow im-
prisoned within escapes and attacks. The Box weighs only 
���OEV��EXW�LWV�VL]H�PDNHV�LW�YHU\�FXPEHUVRPH�IRU�D�VLQJOH�
PC to carry.

Shadow: Init +3 (able to always surprise); Atk debilitating 
WRXFK����PHOHH����6WU���$&�����+'��G���KS�����09�Á\���·��
$FW��G����63�VWDON�SUH\�WR�JXDUDQWHH�VXUSULVH��LQFRUSRUHDO��
LPPXQH�WR�QRQ�PDJLFDO�ZHDSRQV��XQ�GHDG�WUDLWV��69�)RUW�
����5HI������:LOO�����$/�1��

Area 4b – Nekros’ Secret Study: 7KLV� VPDOO�� VRPHZKDW�
6SDUWDQ�FKDPEHU�KROGV�D�EHG��D�GHVN��DQG�WZR�VHWV�RI�VKHOYHV�FRQ-
WDLQLQJ� ERRNV�� VFUROOV�� PRUWDU� DQG� SHVWOH�� DOHPELF�� UHWRUW�� DQG�
PLVFHOODQHRXV�DOFKHPLFDO�VXEVWDQFHV��2Q�WRS�RI�WKH�GHVN��DPLGVW�
YDULRXV�SLHFHV�RI�SDUFKPHQW��UHVWV�D�KDQGOHG�EXFNHW��PDGH�FRP-
SOHWHO\�RI�JODVV�

Clever PCs noting that no wizard’s accoutrements are pres-



&397��

ent in area 4a may discover a trapped secret door leading 
WR�WKLV�FKDPEHU��'&����ÀQG�WUDSV�FKHFN�WR�GLVFRYHU��'&����
GLVDEOH�WUDSV�FKHFN�WR�GLVDEOH�RU�WDNH��G�����ÀUH�GDPDJH����
6HDUFKLQJ�RQH�VHW�RI�VKHOYHV�UHYHDOV�D�VFUROO�ZLWK�D��VW�OHYHO�
wizard spell, written in the troglodyte language. The oth-
er set of shelves contains three vials of “processed” tirge-
frab vomit, one two-foot long cylinder of solid lead (may 
be used as club), a large canine tooth (from a hell-hound), 
and a box of spores from a giant mushroom. Note that the 
tooth and spores are useful as potion ingredients for high 
level wizards. The processed tirgefrab vomit is poisonous 
LI�LPELEHG��'&����)RUW�VDYH���G��WHPSRUDU\�6WUHQJWK�GDP-
age on successful saves; failure results in 1d4 permanent 
6WUHQJWK� GDPDJH�� 6WUHQJWK� SHUPDQHQWO\� UHGXFHG� WR� ]HUR�
causes death.

The desk drawer contains two key pieces of parchment. The 
ÀUVW�GHWDLOV�WKH�PHFKDQLFV�RI�<DUDIDG·V�%R[��VSHFLÀFDOO\�WKH�
need of 5 hp of lawful blood per day, as well as details of 
the blood-draining closet network that Nekros constructed. 
The second is a note suggesting advice on binding a qua-
sit named “Elzemon” to service. It reveals that the quasit 
becomes visible if exposed to lead (taking 1d4 damage per 
round of exposure), and also notes that it is immune to Will 
effects unless its true name is spoken. While the lead cyl-
inder is an effective club for exposing Elzemon, ingenious 
PCs could use the glass bucket to draw some of the lake’s 
acid; judiciously applying the acid to the cylinder weakens 
it such that a course lead powder can be made. The lead 
club yields enough powder for 5 rounds worth of invisibil-

ity-dispelling quasit-harming missile attacks.

Area 5 – Fangsights Attack: $V�\RX�FURVV�WKH�EULGJH�EDFN�
WRZDUG�WKH�VSLUDO�VWDLUZD\��D�KLJK�SLWFKHG�VFUHHFKLQJ�HUXSWV�IURP�
WKH�VDQFWXP��6ZDUPLQJ�IURP�WKH�JXDQR�PRXQG·V�SHDN��D�FORXG�
RI�SLQN��ÁHVK\�JUDSHIUXLW�VL]HG�JOREV�EHJLQV�WR�UDFH�LQ�\RXU�GLUHF-
WLRQ��(DFK�RUE�ÁLHV�ZLWK�EDW�ZLQJV�DQG� LV�KDSKD]DUGO\�FRYHUHG�
ZLWK�PXOWLSOH�W\SHV�RI�H\HV�DQG�IDQJHG�PRXWKV��DV�LI�FRQVWUXFWHG�
UDQGRPO\�IURP�YDULRXV�FUHDWXUHV��

7KH�IDQJVLJKWV�DWWDFN�3&V�DV�WKH\�DWWHPSW�WR�FURVV�WKH�ÀUVW�
narrow portion of the bridge. If the swarm successfully bites 
a PC, then it coalesces around the victim trying to knock 
him prone. If a PC is on a narrow portion of the bridge 
when knocked prone, then he falls into the lake. Note that 
leeches are still present if not previously dealt with. The 
swarm is especially vulnerable to the lake’s acid. The glass 
bucket from area 4b is useful here, as one bucket-full of lake 
´ZDWHUµ�FDXVHV��G���GDPDJH�WR�WKH�VZDUP�RQ�D�VXFFHVVIXO�
splash attack. PCs may also opt to lead the swarm into area 
4a to avoid being knocked off of the bridge. With planning, 
the party can even trap the fangsights in area 4a by leading 
them in, then carefully withdrawing and closing the door. 
)LQDOO\��WKH�IDQJVLJKW�VZDUP�LV�D�́ SHUYHUVLRQ�RI�QDWXUHµ�DQG�
is considered “unholy” (i.e., turn-able) to neutral clerics.

Fangsight Swarm: Init +5; Atk swarming bite +3 melee 
��G���� FRDOHVFH���$&� ����+'� �G��� KS� ����09�Á\� ��·��$FW�
�G����63�ELWH�DOO�WDUJHWV�ZLWKLQ���·�[���·�VSDFH��FRDOHVFH��'&�
���5HI�VDYH�RU�EH�NQRFNHG�SURQH���69�)RUW�����5HI�����:LOO�
-1; AL C.

(���(��$��*���)*��()

The spiral stairway is intended to be a tension-inducing trek through darkness with no apparent end in sight. The 
diameter is so large that neither mundane light sources nor PC infravision can see across the spiral to the other side. 
In playtests, some players grew anxious during the descent, and attempted to deduce the stairway’s length and how 
far they had descended. Here are some details that may help if players attempt such feats.

7KH�PDS�QRWHV�WKDW�WKH�GLDPHWHU�LV�����IHHW��ZKLOH�RQH�VSLUDO�GHVFHQGV�����IHHW��6LQFH�WKH�FLUFXPIHUHQFH�RI�D�FLUFOH�LV�
URXJKO\������WLPHV�WKH�GLDPHWHU��WKH�GLVWDQFH�DURXQG�RQH�VSLUDO�LV�������IHHW��RU�������PLOHV��7KH�VORSH�RU�JUDGH�RI�WKH�
VWDLUZD\�LV�JLYHQ�E\���������
DUFWDQ������������ZKLFK�LV�URXJKO\���GHJUHHV��7KLV�PHDQV�WKDW�HDFK�LQGLYLGXDO�VWDLU�LV�
DERXW����WLPHV�DV�ORQJ�DV�LW�LV�WDOO��6LQFH�WKH�FKDPEHU�LV��������IHHW�GHHS�ZLWK�HDFK�VSLUDO�GHVFHQGLQJ�����IHHW��WKHUH�
PXVW�EH�����VSLUDOV�IURP�WRS�WR�ERWWRP��7KXV�WKH�WRWDO�OHQJWK�RI�WKH�VWDLUZD\�LV������PLOHV������WLPHV�WKH�OHQJWK�RI�RQH�
VSLUDO��2QH�FDQ�DOVR�WKLQN�RI�WKH�VWDLUZD\�DV�D�ULJKW�WULDQJOH�ZLWK�KHLJKW�����IHHW�DQG�K\SRWHQXVH������PLOHV��ZKLFK�LV�
´UROOHGµ�LQWR�D�EDUEHU�SROH�RI�GLDPHWHU�����IHHW�DQG�KHLJKW��������IHHW�

'&&�DVVXPHV����PLOHV�SHU�GD\�RQ�ÁDW�ODQG��'&&�S��������VR�LI�WKH�VWDLUZD\�ZHUH�ÁDW�WKHQ�WKH�WUDYHO�WLPH�ZRXOG�EH�
roughly 1.4 days (32.8/24). However, people move more slowly on stairs, and while a 5 degree grade isn’t that steep, 
LW�ZLOO�VORZ�3&V�GRZQ�E\�URXJKO\�����GHVFHQGLQJ�DQG�����DVFHQGLQJ��$OORZLQJ�PDUJLQ�IRU�ÀJKWV��GLVWUDFWLRQV��FDUH-
ful exploration, rests, etc., we round the travel time to 2 days for both descent and ascent. 

Playtests have proven that some players will want to calculate the 32.8 miles associated with their two-day journey. 
)RU�D�PHGLHYDO�VRFLHW\��JHRPHWU\�DQG�WULJRQRPHWU\�DUH�IDLU�JDPH��EXW�IRUFH�SOD\HUV�WR�MXVWLI\�KRZ�3&V�KDYH�VXFK�
specialized knowledge. Prohibit players from using calculators, cell-phones, etc., to deduce the aforementioned di-
mensions. One playtester realized that the 5 degree grade was very shallow, and thought that he had enough rope 
WR�EH�ORZHUHG�GRZQ�WR�WKH�QH[W�VSLUDO��ZLWK����IHHW�RI�URSH�DQG�D�WRUFK��KH�FRXOGQ·W�HYHQ�VHH�WKH�QH[W�VSLUDO�����IHHW�
EHORZ��3RVW�JDPH��DQRWKHU�SOD\WHVWHU�QRWHG�WKDW��������IHHW�ZDV�URXJKO\�WZLFH�DV�GHHS�DV�WKH�GHHSHVW�FDYH�RQ�(DUWK��
+RZ�FRXOG�D��������IRRW�VKDIW�H[LVW"�1HNURV�HPSOR\HG�D�ODUJH�HDUWK�HOHPHQWDO��'&&�S��������HDUWK�HOHPHQWDOV�GLJ�DW�
WKH�VDPH�UDWH�DQ�XQDUPRUHG�KXPDQ�ZDONV��VR�D��������IRRW�VKDIW�LV�DQ�KRXU·V�ZRUWK�RI�GLJJLQJ�
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Area 6 – Upward Spiral: 7KH�QRZ�IDPLOLDU�URXJKO\�KHZQ�
VWDLUV�DVFHQG�IURP�WKH�P\VWLF�EULGJH��VSLUDOLQJ�DORQJ�WKH�FKDP-
EHU·V�FXUYHG�ZDOO��$V�WKH�ODVW�RI�\RX�EHJLQV�WKH�FOLPE��WKH�ÁRRU·V�
GLP�SDOOLG�JORZ�IDGHV� WR� WKH�DE\VVDO�GDUNQHVV� WKDW�ZLOO�EH�\RXU�
FRPSDQLRQ�IRU�WKH�QH[W�WZR�GD\V�

PCs must make the two-day journey up the staircase feed-
LQJ�OLYLQJ�ODZIXO�EORRG�WR�<DUDIDG·V�%R[��$IWHU�WKH�ÀUVW�GD\�
of climbing, any remaining tirgefrabs resume hit-and-run 
tactics once per day while the party remains on the stair-
way. Elzemon returns whenever the PCs attempt an eight-
hour rest to continue his sleep-depriving antics (see area 
2), harassing the party twice during their sleep. If the party 
has kept the Box closed, Elzemon invisibly tries to convince 
PCs to open it, e.g., claiming to be a messenger from the 
party cleric’s deity. He only pesters the party while they 
camp, otherwise spending his time outside with his servi-
tors (area 7). 

Area 7 – The Hunting Party Returns: %RXOGHU� &OLII�
ORRPV�DERYH�DQG�EHKLQG�DV�\RX�H[LW�1HNURV·�6DQFWXP��$SSURDFK-
LQJ�DORQJ�WKH�ULYHU�EDQN�DUH�HLJKW�PLQLDWXUH�URWXQG�KXPDQRLGV��
PDUFKLQJ�WZR�ZLGH�DQG�IRXU�GHHS��FDUU\LQJ�D�PRWLRQOHVV�KXPDQ�
PDQ�RQ� WKHLU� VKRXOGHUV��$W�ÀUVW�JODQFH�� WKH� FUHDWXUHV� VHHP�WRR�
VPDOO�WR�EH�D�WKUHDW��EXW�WKHLU�VKDUS�FODZV��WHHWK��EDUEV��DQG�VSLQHV�
GLVSHO�VXFK�D�QRWLRQ��$V�D�GLVHPERGLHG�YRLFH�VKRXWV��´*RUJH�RQ�
WKHLU�ÁHVK�µ�7KH\�GURS�WKH�KXPDQ�ERG\�DQG�UXVK�KXQJULO\�WR�\RX�

Elzemon orders his hunting party of minor servitors to at-
WDFN��EXW�GRHV�QRW� WDNH�SDUW� LQ� WKH�FRPEDW��+H� IXOÀOOV�KLV�
binding to Nekros by having the servitors try to kill the 
PCs, yet hopes that the party succeeds so that his binding is 
broken. Minor servitors are lesser forms of servitors (DCC 
RPG rulebook, page 425). These were ordered to assist El-
zemon in guarding and feeding Yarafad’s Box, and it was 
they who kidnapped all the victims found in area 4a. Al-

WKRXJK�WKHVH�IHDUVRPH�FUHDWXUHV�ÀJKW�WR�WKH�GHDWK�ZLWKRXW�
morale checks, they can be turned by lawful and neutral 
FOHULFV��7KH\�DWWHPSW� WR�SDUDO\]H�DOO�SDUW\�PHPEHUV�ÀUVW��
after which they gnaw on the helpless PCs who witness a 
TPK little bite by little bite. Any lawful PCs are momen-
tarily spared, only to give their lives to Yarafad’s Box back 
in area 4a.

Minor Servitors (8): Init +3; Atk claw +3 melee (paralysis) 
RU�ELWH����PHOHH���G����$&�����+'��G�����KS����09���·��$FW�
�G����63�SDUDO\VLV��'&����)RUW�VDYH��RU�SDUDO\]HG�IRU��G��
GD\V���FDQWULS��VSHOO�FKHFN������69�)RUW�����5HI�����:LOO�����
AL C.

If the party is successful at killing or turning the servitors, 
then read the following to the players:

7KH� VDPH� GLVHPERGLHG� YRLFH� WKDW� FRPPDQGHG� WKH� DWWDFN� VD\V��
´:HOO�GRQH��<RX�KDYH�EHHQ�QRW�RQO\�HQWHUWDLQLQJ�EXW�KHOSIXO��,�
WKLQN� WKH� FOHULF� RYHU� WKHUH� LV� IDLU� SD\PHQW�� 3HUKDSV�ZH·OO�PHHW�
DJDLQ��)DUHZHOO�µ�7KH�PDQ�WKDW�ZDV�GURSSHG�E\�WKH�GHPRQLF�FUHD-
WXUHV�OLHV�PRWLRQOHVV�QHDU�WKH�ULYHU�EDQN�VWDULQJ�DW�\RX��DQG�\RX�
JHW�WKH�IHHOLQJ�WKDW�KH�LV�VWLOO�DOLYH��

With the party’s removal of Yarafad’s Box, Elzemon is no 
ORQJHU�ERXQG�WR�1HNURV��DQG�KH�KDSSLO\�ÁHHV�WR�ÀQG�PRUH�
opportunities for mischief. The man the servitors dropped 
is Valbris, an Acolyte of Choranus (level 1 lawful cleric, hp 
����)RXU�KRXUV�DIWHU�UHVFXH��KLV�SDUDO\VLV�ZHDUV�RII��9DOEULV�
urges the party to deliver the Box to his temple. He offers 
one suit each of banded mail and half-plate armor (both hu-
PDQ�VL]HG��IURP�WKH�WHPSOH�DUPRU\�����JS�SHU�3&��DV�ZHOO�
as healing for the party while they travel with him to the 
temple. He does not heal them if they don’t help him.

The PCs must decide whether to betray Rhalabhast and 
give the Box to the temple of Choranus, or forgo Valbris’ 
offer and stay true to Rhalabhast’s deal. Either decision 
results in a three-day journey during which the Box must 
continue to be fed. The judge must ensure that the party re-
alizes their choice has consequences for their future. Rhal-
DEKDVW�GHÀQLWHO\�VHHNV�YHQJHDQFH�LI�EHWUD\HG��DQG�&KRUD-
nus does not forget being denied Yarafad’s Box.

The judge should consider the alignments, deities, and pa-
trons of the PCs, and bestow bonuses and penalties to Luck 
DSSURSULDWHO\��)RU�H[DPSOH��RQH�PD\�LPSRVH�SHQDOWLHV�RQ�
lawful characters who betray Rhalabhast, unless they fol-
ORZ�&KRUDQXV�VSHFLÀFDOO\��&KDRWLF�FKDUDFWHUV� VKRXOG� ORVH�
Luck if they yield the Box to Valbris. Neutral PCs have no 
moral obligation to help either side, although Luck bonuses 
should go to all PCs who stay true to Rhalabhast, except 
for followers of Choranus; they should receive bonuses 
for siding with Valbris. Unless the party is morally united, 
a lively debate among the PCs is probable. Regardless of 
their decision, the PCs have a powerful enemy that affects 
their future fates. 
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Division II, Full Lethal, Charity Event
For Level 6-8 Characters
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Xcrawl, the game that can dance you to death with 
a Twerker Berserker©, is proud to present Dungeon 
Detonation 2014! Now powered by the mighty Path$nder 
gaming engine, Xcrawl is more fun than ever! Tis another 
ultra fun challenge designed to make your players cry for 
mercy and laugh out loud in the same breath! Strap on 
your armor, cue your theme music, call your agent, and 
tell them to arrange you a date for the Grammies. It’s time 
for victory and your own line of action $gures… or death. 
Or worse: calling your old boss and seeing if they still need 
someone to work lunch shi# at the expo.

BACKGROUND
Dungeon Detonation 2014 is brought to you by !e 
Evocation Project, an eclectic consortium of industry 
insiders who are trying to create a new revenue-stream 
building paradigm in professional sports entertainment: 
to wit, an independent Xcrawl concern that will allow 
them to synergize back revenue over%ow while expanding 
into new overseas market opportunities.  In other words, 
it’s a money funnel that is going to make a lot of former 
middle managers extremely rich – if they can put on the 
greatest crawl the world has ever seen. To kick o" their new 
production company, they are doing a charity fundraiser 
for the Jose Villalobos House, gratis. !e idea is to bring 
in a record-breaking windfall for the high-pro$le charity; 
they can then begin a series of for-pro$t crawls that will 
e"ortlessly attract the best sponsors, talent, and teams. 

!e MC for the $rst Dungeon Detonation is Buster Vinter, 
AKA DJ Mister Mayhem. Vinter is the “face” of the crawl, 
but while he had some input into the trappings of the 
contest, most of the actual design comes from his nominal 
assistant, Gretta Pillsburry. Pillsburry is an amazing trap-
and-challenge designer, but she lacks con$dence in front 

of a camera, so she remains behind the scenes and allows 
the funny and charismatic Vinter to play organizer and 
host of Dungeon Detonation. Before the crawl begins, each 
player can make a Knowledge (Xcrawl) roll for the inside 
scoop on the DJ (DC 23). Success indicates that they have 
heard the rumor that Mister Mayhem is only the “face” of 
the adventure. 

Gretta Pillsburry is shrewd, cunning, passive-aggressive, 
humorless, and just a bit bloodthirsty. She privately would 
love to see her designs copied by other DJs, so she could 
a"ect outrage and declare herself wronged in front of the 
larger Xcrawl community. 

Two months before the crawl, the team is contacted by a 
representative of the Dungeon Detonation, and o"ered a 
chance to play in the charity event. Assuming the players 
agree, they receive contacts within three days of making 
their decision. Vinter doesn’t meet personally with the 
team before the adventure, hoping to avoid any questions 
that he might not be able to answer without checking with 
Pillsburry $rst. 

OVERVIEW OF THE CRAWL
!is adventure is designed for Path!nder characters of 
levels 6-8. In Dungeon Detonation, the players take on the 
roles of a hard-core Xcrawl squad, trained and tested and 
ready for superstardom. !is is a high-pro$le charity event, 

so it’s a great way for the team to get some real exposure. If 
the team wins the Dungeon Detonation 2014, they are well 
on their way to being the hottest team in the league!
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Dungeon Detonation 2014 is a one level, fully-lethal charity 
event. Five teams are challenging the dungeon, one right 
a#er another. !e charity aspect works thusly: for every 
gold piece in treasure and prizes the team wins, one gold 
piece is donated from a group of registered sponsors to the 
Jose Villalobos House for War Widows and Orphans. !e 
team that earns the most money for the Jose Villalobos 
House is declared the winner of the contest. 
!e beginning crowd DC is 21. Any grandstanding check 
must beat a 21 to be successful. 
!e crawl has a variable treasure encounter – the Double 
Down! Room, where the players can choose how many 
encounters they $ght before they go on. !e PC team 
must face and defeat at least the "rst three double-down 
encounters, and not “hit the button” and surrender, in 
order to win the crawl! If the characters quit the room 
before they defeat at least three challenges, or if they “hit 
the button” and escape the room (thus earning no treasure), 
one of the other teams is declared winner of the contest, 
and the members of the PC team each earn a -1 penalty 

to their Temporary Fame score. If the PC team faces at 
least three challenges and does not surrender the room, 
and obviously doesn’t all die or get disquali$ed before the 
end, their team is declared the winner and each member 
who completes the dungeon earns +1 point of Temporary 
Fame. Also, if the characters don’t win any money in the 
Bang A Gong! Room they might also not out-earn the 
other team (GM discretion). 
!ere are $ve teams competing for the top prize: Smash 
and Grab (Portland), !e Diamond Dogs (Bad Street 
USA), !e Alabama Slammas (Mobile), and the High 
Street Bombers (Salem). If the PC team does not win, 
Smash and Grab takes the top prize. 
!e event takes place in the Indianapolis Memorial Sports 
Complex in Indiana. Unless otherwise noted, all doors are 
security doors (DC 20 to bash down), and ceilings are 10’ 
high. !e walls of the corridors are lined with hovering 
AVS monitors, which generally project either static or 
dynamic advertisements when they are not in use by a DJ 
or referee. 

XCRAWL GLOSSARY
AVS: An AVS (Arcane Video Screen) is a magical two-
way screen and camera. DJs can communicate with their 
characters via the AVS. All AVSs are networked, and while 
there are some live cameramen most of the recording 
comes through these handy dandy technomagical 
timesavers. Few things can hurt them and characters are 
not allowed to attack them. 
Banned Equipment: !e following items are banned for use 
in Xcrawl: guns, acid, poison, lockpick guns, and mundane 
explosives other than standard alchemist’s $re. Note that 
magical spells and items and that replicate these e"ects are 
perfectly acceptable.  !ere are limits on how many magic 
items and scrolls a character may take into the crawl but all 
magical equipment they $nd in the dungeon can be used. All 
the pre-generated characters for Dungeon Detonation 2014 
are in compliance. For a complete list of banned equipment, 
along with all the rules of Xcrawl’s game-within-a-game, 
see the Maximum Xcrawl Core Book.
Break Room: Crawlers are safe in any break room. DJs 
may not put any hazards in a break room. 
Disquali"ed: Disquali$ed characters cannot return to the 
dungeon – not even on later levels. If the characters are 
unclear of their instructions or have other problems they 
can call for a ref at any time. Note that calling a ref does 
not mean the action pauses! 
Fame: A character’s fame score determines how popular 
they are at any given moment. Crawlers with a high 
fame are celebrities who receive VIP treatment and high 
appearance fees. Fame is a new rule for Xcrawl and the 
full rules can be found in the Maximum Xcrawl core book. 
Mojo: !e Mojo is the spirit of teamwork that lets crawlers 
on cohesive teams take their performance to the next level. 
!e Mojo Pool is a bonus pool that allows characters to 

help their teammates through di&cult situations.
NoGo: !ere are NoGo doors throughout the dungeon. 
Characters may run through them to escape danger but if 
they do so they are disquali"ed. 
Non-Com Badge: A non-com badge has two functions. 
First, it tells characters that whomever wears one is not a 
target and may not be attacked (nor may they attack or 
hinder in any way, including aiding monsters). Characters 
who attack anything in a non-com badge are disquali"ed. 
Creatures struck while wearing a NonCom badge are 
instantly teleported to a nearby hospital or in-house 
emergency facility. 
Referee: !ere are referees around throughout the crawl. 
!eir word is law. If a character breaks the rules they 
typically get one warning. Characters who disobey the ref 
are disquali"ed. 
Standard Appearance Fee: A character’s Standard 
Appearance Fee equals his current fame score multiplied 
by 250 gp.  Note that this counts as monies earned “outside” 
the crawl – it cannot be used to purchase new equipment. 
Surrender: Intelligent monsters may surrender, but it is up 
to the characters whether or not they accept their surrender. 
Handlers remove surrendered monsters from the dungeon. 
Note that the ref can call a room before all of the monsters 
are dead once it is obvious they have no chance of winning. 
Characters may not ignore a referee’s orders. 
Treasure: Crawlers can win all kinds of ni#y stu" for 
beating monsters, including gold, equipment, and fabulous 
prizes. Keep in mind that the characters only receive 
magic items and other dungeon equipment at the time of 
winning. Everything else is distributed a#er the dungeon 
is over. Magic Items are normally brought to the crawlers 
from backstage and presented by models. 
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LET THE CRAWL BEGIN! 
Day of Crawl: !e dungeon takes place on August 
16, 2014. !e team is required to be at the Indianapolis 
Memorial Sports Complex at 12:30 PM. 

Area 1-1 – Green Room: You are ushered into 
the green room – part locker room, part video production 
headquarters, and part canteen. A bank of lockers lines the 
north wall, some sized for medium and some sized for small 
individuals. A row of plush benches face them. Each of you 
sees a locker with your own name across the top.  On the 
western wall is a bu"et table, loaded with what appears to 
be a mix of Asian food and cupcakes. #ere is a door on the 
south wall that must be the door to the dungeon. #ere is 
an AVS over the door, currently playing a video you are all 
familiar with, a clip from Empire 1 Sports that talks about 
the history and development of Xcrawl. A referee stands in 
front of it, talking on a hand-held radio. #ere are several 
other people in the room, including two attendants working 
the bu"et table, a live cameraman !lming your entrance, 
and a young man with a clipboard and headset microphone 
who beckons you over.

!e man with the headset mic introduces himself Aiden 
Brown, a young production assistant for the crawl assigned 
to liaise with the PC team. He lets the team know how the 
crawl begins. 

Okay, so, it is now…12:32. Are we all synchronized? Good. 
So at 2:25 I’ll need you all to assemble in front of that 
door. Remember your blocking – that AVS over the door 
is going to bring you to twenty-!ve million homes and 
our distinguished live audience, so smaller people in front 
where we can all get a good look at you. If any of you want 
hair and makeup let me know, I can bring somebody in. 

Now, at 2:30 you get introduced. Mister Mayhem is going 
to ask a few questions of the team, nothing complicated, 
no surprises. Just answer and be yourselves, con!dent 
and bold. Remember, the Emperor and all the Gods are 
watching! When the ref gives you the signal you can start. 
Any questions?

Aiden Brown answers rules and procedures questions, but 
pointedly refuses to give any details of the dungeon, such 
as the challenges they might be facing or any treasure that 
might lie ahead. If the characters request hair and makeup, 
stylists are brought in and they get the characters looking 
their best. Any characters who have styling done receive 
a +1 on any Cha based checks during the intro and $rst 
room. 

!e characters can spend their time before the interview 
begins as they wish, but they may not leave the Green 
Room. Crawlers who do so are disquali$ed. Crawlers trying 
to glean details about the dungeon from the sta" receive a 
formal warning; those who persist are disquali$ed. 

At 2:25 Aiden Brown hustles the team to their positions 
in front of the door. !e AVS switches to the Opening 
Ceremonies.

#e camera pans over a huge crowd, spotlights tracing !gure 
eights over them while they cheer and whistle and clap. #e 
camera eventually focuses on center stage, where a slick 
announcer, a bald black man in a tuxedo and white tie, 
gestures for silence. “Lords and Ladies and good people of 
America, you have been introduced to the challenges. You 
have seen the treasure. Now, let’s meet the man of the hour. 
He promises destruction and chaos and all the outrages of 

Is Xcrawl the one where Rando 
Cardrissian is my dungeon wingman?  
A windmill full of corpses! In Xcrawl the players take on the roles of superstar athletes taking their chances in a 
live-on-pay-per-view death sport. Xcrawl is short for Xtreme Dungeon Crawl. !e concept is simple enough: !e 
Dungeon Judge (DJ) creates a dungeon, then stocks it with monsters, secret doors, traps, treasure, and prizes. !e 
Crawlers must face or bypass every challenge – defeating monsters, avoiding obstacles, discovering secret rooms, 
and confronting whatever other challenges they $nd. !ere are o#en win conditions that the players must complete, 
such as $nding certain objects or rescuing fair maidens and handsome celebrities (who, of course, aren’t in any real 
danger…usually). DJs have a great deal of leeway in creating their dungeon but most run fair games – DJs who make 
their dungeons too di&cult, or too easy, eventually lose their high-pro$le, in%uential, extremely lucrative jobs.

Xcrawl is a sport and the challenges are manufactured, but the danger is nonetheless real. Xcrawl is lethal. !ere 
are no second chances. Citizens of the North American Empire tune in every week to watch their favorite players 
get eaten, petri!ed, decapitated, and driven insane …the nation’s hunger for blood and mayhem grows with every 
contest.

If you play Path!nder, you know the mechanics of Maximum Xcrawl. !e upcoming new core rulebook Maximum 
Xcrawl, introduces new character classes and systems, but you can play this adventure with just the Path!nder Core 

Book and this module. 
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battle. He is a madman, a bloodthirsty beast, a gentleman. 
Ladies and gentlemen, it is my great honor to present the 
Man of the Hour…DJ Mister Mayhem!” 

#e announcer points back at the stage while the live 
orchestra plays a triumphant fanfare. 

Nothing happens. 

#e announcer looks perplexed. He signals for the orchestra 
to play it again. Again, they play the fanfare. Suddenly the 
back wall of the stage explodes! A !re truck, lights $ashing 
and sirens wailing, bursts through the back wall, sending 
bricks and plaster and wire everywhere. #e announcer 
and the members of the orchestra leap away to avoid being 
mowed down. #e truck skids to a halt just before it strikes 
the microphone stand. #e door opens, and a !gure falls 
out. It’s DJ Mister Mayhem, in a rockabilly yellow suit with 
orange $ames on the cu"s. He stands up and dusts himself 
o" as the crowd cheers, looking dazed. A moment later his 
eyes focus, he grins, and takes the microphone. 

“#ank you! #ank you all for coming! Say, how did all of 
you people get into my room?” #e crowd laughs. “Lords 
and ladies and good people of #e Empire, I am your 
master of ceremonies for tonight’s entertainment, DJ Mister 
Mayhem. And I am here to rock! Your! World! Welcome to 
the Dungeon Detonation 2014!” 

Big cheer.

“As you already know, the Dungeon Detonation is a one-
level event. And its going to feature all the skin-ripping, 
man-slaying action you want…but this time it’s for a good 
cause! Today all of our teams play for the Jose Villalobos 
House for War Widows and Orphans.” Huge, sustained 
cheer. Mayhem solemnly nods and puts his hands up, trying 
to go on. #e auditorium quiets a few long moments later. 
“#ank you all so very much. And to that end the Dungeon 
Detonation is making dreams come true for our honored 
widows and orphans by pledging one gold piece to the 
Jose Villalobos house for every gold piece that our brave 
adventurers win today! But we need your support at home 
as well. Please, give whatever you can, even if it’s just a few 
copper pieces. Call the number at the bottom of your screen 
and pledge whatever you can to this amazing charity.”

A graphic shows a toll-free number for pledgers to call. It 
crawls across the bottom of the screen. 

“Well, now we know why we are !ghting today. It’s time 
to get ready for true dungeon-battle mayhem in the !nest 
tradition of Xcrawl. I have a dungeon full of death just 
waiting to get sprung on some unsuspecting idiots who have 
no idea what…” He looks up; the AVS is now split screen, 
with your team on the right. He looks embarrassed, then 
smiles.

“…what, well hello there! Lords and Ladies, let me introduce 
my special guests, the [PC TEAM NAME]!”

Mister Mayhem goes on to ask the group a few questions 
– how they are feeling, how long they have been teamed 

up, that sort of thing. If you want to lengthen the intro you 
could have him do a brief (or not so brief) interview with 
each of the individual players. 

When the interviews are over, the DJ continues. 

“Let’s have a big hand for our heroes! Now, without further 
ado let’s get to the dungeon. [PC Team Name], your quest 
is simple. You must !nd your way to every challenge, face 
every threat and obstacle. Some rooms have special rules, so 
pay attention to instructions. You will face combat, traps, 
secret doors, and other challenges. So buckle up and get 
ready for a wild ride through the mind of Mayhem!

“At this point I declare this contest open. From this moment 
forward, your lives are forfeit in the service of the Empire. I 
call on Mighty Apollo to watch over this contest; may each 
of you demonstrate the courage and strength that de!ne our 
Empire. But Mayhem waits around every corner and if you 
die…you die!”

#e AVS over the door turns green; the referee gives you the 
nod. 

Area 1-2 – First Door: !e door to the dungeon 
is locked (Open Locks DC 26) but not trapped. Once they 
open it, read or paraphrase the following:

You see a hallway approximately sixty feet long, with a door 
at the end. About halfway down, there is a passageway that 
branches le%. #e walls are covered in AVS displays that 
show advertisements, some static, some dynamic. 

Area 1-3 – Bang A Gong: If the characters listen at 
the door to Area 1-3, they automatically hear the sound of 
a roaring crowd and a classic 70’s glam song playing. !e 
door is not trapped. 

#e door opens on to a huge arena room. You step out 
from under some kind of sca"olding and !nd yourself in a 
huge space with a crowd of perhaps !ve thousand people 
watching. #e room is painted in psychedelic colors, and 
you see a $ashing phrase painted in funky lettering in two 
dozen places, writ small and large and in dozens of groovy, 
$ashing colors: BANG A GONG! Overhead you see a huge 
three-sided AVS scoreboard, slowly revolving in a circle. You 
see all of your names and stats listed, but for some reason 
you are listed as the Blue Team. #ere is a blue line painted 
on the $oor !ve feet in front of the edge of the stairway, 
and as you step to it the scoreboard $ashes STAY BEHIND 
BLUE LINE. 

You look back at the sca"olding and see that you have 
stepped out under a giant staircase with a safety rail that 
runs along the west wall of this room, at the top of which is 
a landing and what appears to be a giant red gong hanging 
against the wall, Dungeon Detonation 2014 logo on its 
center. #ere is another staircase on the opposite wall that 
runs just the opposite. In the center of the room is an anvil, 
and hovering to either side of it are two spheres, one red and 
one blue. 

#e AVS springs to life in one huge continuous animation. 
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You see DJ Mister Mayhem there, addressing you directly. 
“Welcome one and all to our !rst challenge – Bang! A! 
Gong!” #e crowd cheers and whistles. “#ank you, thank 
you. And let’s have a big hand for the Blue Team!

“Now, this room is going to be simplicity itself. #e Blue 
Team has to rush to the center of the room and grab the blue 
sphere. #e sphere is a special Omni Weapon – take it and 
concentrate on the melee weapon of your dreams, and the 
sphere will become that weapon! With your dream weapon 
in hand, make it up the opposite staircase and use the Omni 
weapon to bang that gong, and just like that you won the 
room! Simple, right?

“Well, maybe not so simple. Lords and Ladies, let’s have a 
big hand for tonight’s opponents. Indianapolis, I give you…
the Red Team!” 

Out from under the opposite stairway from you comes 
a group of armored humanoid warriors. #ey are huge – 
nearly seven foot tall each, you think – wearing customized 
half-plate armor. #eir helmets are snarling tiger heads, 
cunningly cra%ed and obviously expensive. #ey bristle 
with weaponry. With them is a kobold in dark robes. #e 
kobold follows them out $oating !ve feet o" the ground. 
#e warriors all stand behind a red line just in front of the 
staircase, with the kobold in between them. 

!e crawlers can make a Knowledge (Xcrawl) roll to see 
if they recognize the red team’s sorcerer: on a 15 or better 
they recognize him as F’nagh, the famous kobold sorcerer 
that has played in dozens of Xcrawl matches over the years. 
On a 20 or better, they know that his spellcasting is geared 
more towards hindering movement and hampering combat 
than direct damage. On a 25 or better they have heard the 
rumor that there is no single “F’nagh,” that whenever one 
dies they just train up a new one, give him the robes and 
tattoos, and put him in the games. On a 30 or better, they 
know that F’nagh himself started that rumor to confuse 
his enemies – he is just a powerful and lucky survivor-type 
who takes living to retirement seriously. 

“Okay,” continues Mister Mayhem, “Here’s the complication 
– while you are trying to bang the blue gong, #e Red Team 
needs to grab the red sphere, turn it into their champion 
weapon, get past the blue team defenders to bang the red 
gong! And to make it interesting…”

#e DJ’s face disappears from the AVS. In his place you see 
two animated “applause” meters, one red and one blue. 

“We divided the entire arena into the red seats and the 
blue seats. Let’s see who can cheer the loudest! One…two…
THREE!”

#e crowd cheers like mad, half of them waving red glow 
sticks, half of them waving blue. #e Applause Meters both 
go up, $uctuating as the applause wanes and waxes. 

“#e power of the weapons is tied to the applause meters! 
So the louder you get the crowd to cheer, the stronger your 
weapon will be, and the weaker your opponent’s weapon 
will be. 

“If the Blue Team bangs their gong !rst, the room is over, 
they win the gold AND they get to keep their wonderful new 
blue weapon. If the red team bangs their gong !rst…well, 
sorry to say that there will be no gold and no prize for this 
room, and a nasty surprise as well.”

“So, teams behind your lines until the buzzer. Everyone 
ready? In the name of Emperor Ronald I it’s time to BANG A 
GONG!” #e buzzer sounds and the crowd surges to its feet! 

!e read team warriors are %inds, and there is one for 
every player on the PC team. !e %inds are a cunning 
group of dungeon survivors all handpicked by F’nagh. 
!ey are masters of the dirty trick maneuver and the 
disarm, and will try to neutralize key members of blue 
team while they send somebody up the stairs to get to the 
gong. Play the %inds strategically – their plan is to have 
one %ind get up to the red gong while another actually 
activates the red sphere, then the activator will simply toss 
the weapon to his ally by the gong who will strike it and 
win the room. Of course they realize that plans never go 
like you want, so depending on circumstances, the %inds 
might try to climb up the sca"olding, disarm whoever has 
the blue omni-weapon and just play keep-away with it, use 
Improved Dirty Trick to impede select crawlers,  grapple 
and pile on the crawler with the weapon, etc. If the stairs 
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are blocked, one might try to climb the sca"olding to get 
around defenders (Climb DC 15). Played correctly you can 
tie up the adventurers for a long time with this bunch. 

Likewise, F’nagh will do everything in his power to impede 
the players. His $rst move is always casting mage armor on 
himself. If he is not attacked in the $rst round, he will cast a 
grease spell over the area where the spheres hover, then use 
slow (if he can get enough blue team in a nice group to make 
it worth it) or his wand of hold person against individuals. If 
he is attacked, his next move is to cast stoneskin on himself, 
then mirror image if attacks persist. He will do his best to 
win the room but his goal is survival – he will surrender, 
play dead, sacri$ce one of the %inds, or take any other 
dishonorable act in order to survive. He does, however, 
receive a huge gold bonus if his side wins so he will play 
hard. F’nagh and the %inds used in concert can make this an 
extremely challenging room as they have an array of skills, 
feats, and magic at their disposal. 

!e spheres are both omni weapons. Once they are 
grasped, it takes a full round action to transform one into a 
weapon. With these particular items, only melee weapons 
can be created. Also, the characters cannot touch the red 
sphere before it is transformed into a weapon – their hands 
slide right through as if it were an illusion. (It is – the real 
red sphere will be teleported in an instant before a %ind 
reaches for it.)

!e Omni weapons start o" at +2. However, once both 
spheres are made weapons, their relative power is decided 
by crowd applause, with half the arena cheering for blue 
and the other half for red. At the beginning of each 
round, the character holding the Omni weapon makes a 
Charisma check against the %ind holding their weapon (+1 
bonus for the %ind), and check the di"erence in the die 
results against this chart to see how powerful the weapons 
become that round. With a high enough roll a weapon also 
gains special bonuses, and those bonuses stack (see below):

Check Result
Within 3  Both weapons stay the same (+2 total 
bonus)
4-8  Winner +3, Loser +1
9-12 Winner +4 and bonus, Loser +0
13-16 Winner +4 and double bonus, loser -1
17+ Winner +5 and triple bonus, loser -2

Bonuses:
1st: Weapon is %aming for one round (+1d6)
2nd: Weapon causes paralysis for one round on a successful 
hit (Fort save DC 17 to resist)
3rd: Weapon knocks victims back 5’-30’ with a successful 
strike (1d6 x 5’)

!e PCs can a"ect these rolls. For one round a#er any 
successful Grandstanding check from anyone on the team, 
the PC team gets a +2 bonus weapon versus weapon roll, 
cumulative.  

Once the whistle blows, the red team does everything they 
can to make it to their omni weapon, get past the defenders, 
and bang the red gong. If they bang the red gong before the 
blue team bangs their gong, the crawlers get no money, and 
have to give back the blue omni weapon at the end of the 
room (assuming they actually created it). Worse, when the 
red gong gets struck the players have to deal with Mister 
Mayhem’s nasty surprise – another group of %inds, fresh 
and ready to $ght, enter the arena from the same door the 
$rst group came through (the same number of %inds that 
the crawlers had to $ght originally). At this point it’s a $ght 
to the death or surrender. 

Assuming the blue team hits their gong $rst, an airhorn 
sounds and confetti rains from the ceiling – blue team 
has won the room! Mister Mayhem appears on the AVS to 
congratulate the players, then the announcer comes on to 
tell the people what they won. 

Treasure: !e winners take home 10,000 gp. !ey also get 
to keep that Omni Weapon (now in its permanent form 
and no longer reacting to crowd noise a#er the encounter, 
becoming permanently +2), and 6 potions: invisibility, 
spider climb, barkskin, eagle’s splendor, fox’s cunning, 
bear’s endurance. In addition, each team member wins a 
$ve thousand unit classic record collection from Empire 
Record and Tapes.

Flinds, 4th level Fighters CR 8
XP 4,800
CE Medium humanoid (gnoll)
Init +2; Senses darkvision 60 ft.; Perception +3 
DEFENSE
AC�����WRXFK�����ÀDW�IRRWHG���������'H[�����QDWXUDO�����DUPRU�
hp������G����G����
Fort +10, Ref +3, Will +2 
OFFENSE
Speed 20 ft.
Melee�PDVWHUZRUN�ÀLQGEDU�������G����                                                                               
Ranged�PDVWHUZRUN�ORQJERZ����RU���������G���[��
Space 5 ft.; Reach 5 ft.
STATISTICS
Str 19, Dex 14, Con�����Int 12, Wis 15, Cha 12
Base Atk +5; CMB���������GLVDUP�ZLWK�ÀLQGEDU������ZLWK�'LUW\�7ULFN���
CMD 21
Feats�&RPEDW�([SHUWLVH��,PSURYHG�'LUW\�7ULFN��,PSURYHG�'LVDUP��3RLQW�
Blank Shot, Power Attack, Rapid Shot
Skills�,QWLPLGDWH�����3HUFHSWLRQ���
SQ %UDYHU\���
Languages Giant                                                                                                                       
Gear ���FRPSRVLWH�VSRUWV�DUPRU��PDVWHUZRUN�ÀLQGEDU��PDVWHUZRUN�ORQJ�
ERZ�ZLWK����DUURZV����potion of cure serious wounds ���G����
$�ÀLQGEDU�LV�D�RQH�KDQGHG�H[RWLF�PHOHH�ZHDSRQ�WKDW�GHDOV��G��SRLQWV�RI�
GDPDJH�DV�D�0HGLXP�ZHDSRQ�DQG�KDV�WKH�GLVDUP�TXDOLW\��
Dirty Trick: You can attempt to hinder a foe in melee as a standard ac�
WLRQ��7KLV�PDQHXYHU�FRYHUV�DQ\�VRUW�RI�VLWXDWLRQDO�DWWDFN�WKDW�LPSRVHV�D�
SHQDOW\�RQ�D�IRH�IRU�D�VKRUW�SHULRG�RI�WLPH��([DPSOHV�LQFOXGH�NLFNLQJ�VDQG�
LQWR�DQ�RSSRQHQW¶V�IDFH�WR�EOLQG�KLP�IRU���URXQG��SXOOLQJ�GRZQ�DQ�HQHP\¶V�
pants to halve his speed, or hitting a foe in a sensitive spot to make him 
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VLFNHQHG�IRU�D�URXQG��7KH�*0�LV�WKH�DUELWHU�RI�ZKDW�FDQ�EH�DFFRPSOLVKHG�
ZLWK�WKLV�PDQHXYHU��EXW�LW�FDQQRW�EH�XVHG�WR�LPSRVH�D�SHUPDQHQW�SHQDOW\��
DQG�WKH�UHVXOWV�FDQ�EH�XQGRQH�LI�WKH�WDUJHW�VSHQGV�D�PRYH�DFWLRQ��
,I� \RXU�DWWDFN� LV� VXFFHVVIXO�� WKH� WDUJHW� WDNHV�D�SHQDOW\��7KH�SHQDOW\� LV�
OLPLWHG� WR� RQH�RI� WKH� IROORZLQJ� FRQGLWLRQV�� EOLQGHG�� GD]]OHG�� GHDIHQHG��
entangled, shaken, or sickened.
7KLV�FRQGLWLRQ� ODVWV� IRU��� URXQG��)RU�HYHU\���E\�ZKLFK�\RXU�DWWDFN�H[�
FHHGV�\RXU�RSSRQHQW¶V�&0'��WKH�SHQDOW\�ODVWV���DGGLWLRQDO�URXQG��7KLV�
SHQDOW\� FDQ� XVXDOO\� EH� UHPRYHG� LI� WKH� WDUJHW� VSHQGV� D� PRYH� DFWLRQ��
7KH�¿QGV�KDYH�WKH�*UHDWHU�'LUW\�7ULFN�IHDW��VR�WKH�SHQDOW\�ODVWV�IRU��G��
URXQGV��SOXV���URXQG�IRU�HYHU\���E\�ZKLFK�WKHLU�DWWDFN�H[FHHGV�WKHLU�RS�
SRQHQW¶V�&0'��,Q�DGGLWLRQ��UHPRYLQJ�WKH�FRQGLWLRQ�UHTXLUHV�WKH�WDUJHW�WR�
spend a standard action.

F’nagh, 8th level Sorcerer CR 8
XP 4,800
/(�6PDOO�KXPDQRLG��NREROG�
Init�����Senses darkvision 60 ft.; Perception +9 
DEFENSE
AC�����WRXFK�����ÀDW�IRRWHG���������DUPRU�����'H[�����QDWXUDO�����VL]H��
+4 shield)
hp������G�����
Fort +6, Ref�����Will���
Imune magic missiles; Resist�¿UH��
OFFENSE
Speed 30 ft.
Melee�FODZV������G����
Sorcerer Spells Known �&/��WK��FRQFHQWUDWLRQ�����
�WK����GD\��±�IHDU��ZDOO�RI�¿UH�
�UG����GD\��±�GLVSHO�PDJLF��À\��VORZ  
�QG����GD\��±�LQYLVLELOLW\��PLUURU�LPDJH��UHVLVW�HQHUJ\��VFRUFKLQJ�UD\
�VW����GD\��±�burning hands, grease, mage armor, magic missile, obscur-
LQJ�PLVW��UD\�RI�HQIHHEOHPHQW�������������������������������������
���DW�ZLOO����bleed, ghost sound, light, mage hand, message, prestidigita-
tion, resistance
STATISTICS
Str 6, Dex 16, Con 14, Int 13, Wis����Cha 22
Base Atk +4; CMB +1; CMD 15
Feats�&RPEDW�&DVWLQJ��(PSRZHUHG�6SHOO��,PSURYHG�,QLWLDWLYH��6SHOO�)R�
cus (Enchantment)
Skills� &UDIW� �WUDSPDNLQJ�� ���� ,QWLPLGDWH� ����� .QRZOHGJH� �DUFDQD�� ����
3HUFHSWLRQ�����6SHOOFUDIW�����6WHDOWK������8VH�0DJLF�'HYLFH����
SQ EORRGOLQH�DUFDQD������GDPDJH�WR�¿UH�VSHOOV�
Languages�&RPPRQ��.REROG��*LDQW����������������������������������������������������������������������������������������������������������
Gear Wand of hold person, scroll of stoneskin, +2 cloak of resistance, +4 
bracers of armor��6XSHU�'DUN�*RJJOHV��FDQFHOV�/LJKW�6HQVLWLYLW\���WKUHH�
potions of cure serious wounds���G������0LQRU�broach of displacement 
(25% miss chance)

Area 1-4  - “TNT who?”: !e door at the end of 
this hallway is a fake trap door. It looks exactly like the 
other doors in the dungeon, and if characters listen to it 
they hear laughter coming from the other side (Perception 
DC 18). If they listen extremely closely, they may notice 
the fact that the laughter is on a twenty second loop (DC 
30). !e door is locked (Disable Device DC 22 to open) 
and trapped. If the door is opened or an attempt to bash 
it down is made before the trap is disarmed, an arcing 
blast of electricity $res down the hallway, passing through 
anyone in the hallway and only stopping $ve feet before 
the door to the Green Room (area 1-2). Anyone caught in 
the blast takes 8d6 of electrical damage (Re%ex save DC 20 
for half damage). Behind the door is only a brick wall with 
an elaborate gra&ti mural, depicting Mister Mayhem with 
his hands on a dynamite plunger while cherubs and angels 
%y away for cover. 

Area 1-5 – Secret Door: !e only exit to the rest 
of the dungeon is the secret door in the southeast corner 
of the Bang A Gong! Room (1-3), hidden behind an AVS 
advertisement for Greatladle’s Superior Condensed Soup 
(Perception DC 20 to $nd). !e door is not locked or 
trapped. 

Area 1-6 – Break Room: Players listening at the 
door to room 1-6 might hear music playing from the other 
side (Perception DC 22). 

#e door opens up on a break room. It is a nicely appointed 
rest area with several couches around a table, a bu"et with 
fruit, cookies, and beverages, a huge co"ee urn, and an AVS 
playing advertisements for the crawl. #ere is a paramedic 
here in a beige uniform and NonCom badge, standing 
behind an examination table. She puts down her Sudoku 
book as you enter.

!e team may spend up to a half hour here before they get 
a warning for delay of game. !ey can eat, rest, clean their 
armor, use the rest rooms, or spend their time however 
else they care too. Paramedic Cori Redford will treat any 
injured crawlers who ask for aid (total First Aid check +11, 
includes masterwork $rst aid kit). Redford is volunteering 
at this crawl, and also works for the international charity 
Doctors Without Boundaries. She will hit the team up for 
a donation if she thinks she can do it without upsetting 
anyone. 

Area 1-7 – Hang ‘Em High!: !ere is a trap in this 
hallway, south of the passage to the break room (Perception 
DC 26 to spot, Disable Device DC 27 to disarm). !ere 

The Gong that Roared
Dungeon Detonation adventure debuted at Gen Con 2013, and the Bang a Gong room was an exciting part of the 
competition. It was also the scene of a Gen Con Xcrawl $rst – a full combat round where none of the PCs could act 
due to paralysis, having their pants pulled down, being blinded by a %ung spatter of blood, or recovery from a dirty 

kick to the groin. How you livin’, Space Oddity?
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is a pressure plate in the %oor, which is connected to a 
di&cult-to-spot motion sensor on the ceiling. !e $rst 
character over sets the trap, but it does not actually spring 
until the last character in the marching order walks over 
the spot marked X on the map…at which point a specially 
animated ultra-masterwork noose $res down out of a 
trapdoor in the ceiling. !e noose attacks the last character 
in line (determine randomly if two walk abreast), striking 
with a CMB of +15. If it strikes it automatically constricts 
and hoists the character four feet o" the %oor, constricting 
for 1d10 + 4 points of damage per round and giving the 
victim the strangled condition. !e ensnared can $ght 
their way out with our without help (CMD 20 for purposes 
of breaking the grapple), or the rope can be cut (hardness 
of 6, hp 25, AC 5 against slashing weapons, AC 24 vs. 
piercing). Keep in mind that the rope keeps the victim 
four feet o" the %oor – not only will this make attacking it 
more di&cult, but it makes escape from it more di&cult as 
the victim cannot brace himself to reverse the grapple (-4 
CMB to victim). 

Area 1-8 – Special Tripwire Door: !is door 
is not locked but it is trapped (Perception DC 26 to $nd, 
Disable Device DC 24 to remove). If this door is opened or 
bashed down before the trap is disarmed, the paralysis that 
a"ects the hill giants in the B and C position of Area 1-9 
is canceled, and they can both react to the battle however 
they see $t. !e specialist who disarms the trap will know 
it’s disarmed, but won’t know the nature of the trap. 

Area 1-9 – Balls of Steel: #e door opens on a 
large chamber seemingly lit by synchronized strobe lights. 
#e chamber is 20’ across, and to your right you see a set of 
four oversized steps, each 3’ tall. Twenty feet beyond that is 
another set of stairs with the same dimensions. #e chamber 
takes a le% at that point, keeping the same oversized 
proportions, but there at the juncture you see some kind 
of giant in heavy chain armor and an oversized helmet. 
#ere is a neat stack of what appear to be spiky steel balls 
next to him, and he holds another in his hands. #ere is an 
oversized warhammer strapped across his back. He bellows 
at you and prepares to throw.”

!ere are three hill giants in this area, at positions A, B, 
and C on the map. !e hill giants at B and C are held by 
controllers o" stage until there are crawlers in the giant’s 
visual range, or once they are attacked or damaged in any 
way. !e giant at position B is held stock still and cannot 
move or attack until he can see an adventurer (i.e., one 
comes around the corner, about at position A), and C can’t 
move until an adventurer comes around the corner where 
B is standing. !ey cannot react to invisible creatures, so a 
crawler might get lucky and get a free shot on one before it 
is released to attack. 

Note that if the characters missed the door trap at Area 
1-8, all three giants are free to move and attack at will, and 
they will team up and work together to bring the party 
down fast and $nally. 

!e giants are heavily armed and armored, enraged at 
their predicament, and dimwitted – they $ght to the death, 

neither giving nor asking quarter. !ey hurl steel balls 
until there are adventurers in melee range, then switch to 
warhammers. 

Once all three giants are defeated, the walls of the room 
come alive with AVS screens. Mister Mayhem, pictured 
riding a Radio Flyer wagon down a staircase, congratulates 
the players, and announcer Lloyd Calvin tells the team 
what they have won. 

Treasure: !e team wins 10,000 gold pieces and a robe 
of lethal items. !is is similar to a robe of useful items, 
but everything it has is dangerous: masterwork garrote, 
3 masterwork daggers, a masterwork long spear, one 
poisoned arrow (Fort SV DC 16 or 1d6 CON damage/ 1d6 
CON damage), and a bomb with a 4-second fuse (explodes 
in a 30’ radius for 6d6 damage, Re%ex save DC 16 for half 
damage). In addition, each character wins membership in 
the Imperial Wine of the Month Club for life. 

Hill Giants (3) CR 8
XP 3,200
CE Large humanoid (giant)
Init�±���Senses�ORZ�OLJKW�YLVLRQ��3HUFHSWLRQ����
DEFENSE
AC�����WRXFK����ÀDW�IRRWHG��������DUPRU��±��'H[�����QDWXUDO��±��VL]H�
hp�������G�����
Fort +11, Ref +2, Will +3
Defensive Abilities rock catching 
OFFENSE
Speed 40 ft. (30 ft. in armor)
Melee�ZDUKDPPHU����������G�������RU���VODPV�������G����
Ranged�VWHHO�EDOO������G������
Space 10 ft.; Reach 10 ft.
Special Attacks rock throwing (120 ft.) 
STATISTICS
Str 25, Dex����Con 19, Int 6, Wis 10, Cha��
Base Atk�����CMB +15; CMD 24
Feats�&OHDYH�� ,QWLPLGDWLQJ�3URZHVV��0DUWLDO�:HDSRQ�3UR¿FLHQF\��ZDU�
KDPPHU���3RZHU�$WWDFN��:HDSRQ�)RFXV��JUHDWFOXE�
Skills�&OLPE������,QWLPLGDWH������3HUFHSWLRQ���
Languages Giant 

Area 1-10 – The Big Decision: #ere are two 
doors here at the top of the passageway. #e door on the le% 
has a picture of a d20, except instead of numbers every face 
has a skull and crossbones. #e door on the right has an Exit 
sign on it. 

Both doors are locked (Disable Device DC 27), but neither 
door is trapped. 

Area 1-11 – Roll Them Bones!: #e door leads 
to a short hallway, beyond which you enter into a round 
room with a domed ceiling. Rather than standard stadium 
seating, here are only private boxes, and they all seem to be 
!lled with children, who cheer as you enter. In the center 
of the room is a gigantic “pool,” with three foot high walls. 
#e pool is !lled with polyhedral dice – thousands and 
thousands, of every color, shape and size. Floating at the 
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top of the room is a three-sided rotating AVS, $ashing three 
words on every side: ROLL FOR INITIATIVE!

Characters who are familiar with the tabletop 
Dungeonbattle game will recognize both the dice and the 
phrase as elements of that game (Knowledge: Xcrawl DC 
18).

DJ Mister Mayhem has designated this a special kids’ 
room. !e audience, all extremely well o" children of 
aristocratic families, are very excited and easy to please – 
the crowd DC in this area is only 15. However, these are 
the children of the rich and in%uential, and inappropriate 
behavior, such as o"ensive or non-patriotic language, or 
inappropriate gestures, might land adventurers in very hot 
water with some very powerful people (GM’s discretion). 

!e surface dice are all standard, plastic dice of every size, 
shape, and quality. If your players ask if any of them are 
di"erent, use that opportunity to mess with them a bit. 
Describe a few di"erent dice that might stand out, but be 
sure to give them choices to fret over. 

Hiding at the bottom of the pool is a dice golem, which 
remains inert until an adventurer chooses a die and rolls it. 
Once a die is cast, the golem rises to its feet and attacks. It 
is a straightforward combatant, but a persistent one. Even 
if the characters try to retreat into Area 1-9 or further, it 
relentlessly chases them down, attacking any it can get its 
giant, die-formed mitts on. !e only exception is if the 
party runs back to the break room (Area 1-6) – if they go 
that far it waits patiently for them to come out. It $ghts to 
the death in any case. 

Once the golem is destroyed, the AVS %ashes a big 
congratulations to the players. !e announcer reads o" the 
prizes, and an 11-year-old girl in a fabulously expensive 
dress and tiara enters the arena from the NoGo door, 
%anked by two wizards guild bodyguards with staves. 
Astute observers might recognize her as the young Lady 
Gwendolyn Reischl, eldest daughter of the Denver Reischls 
(Knowledge: Nobility DC 18 – she has been in the news 
lately). Characters who politely show correct deference 
(Diplomacy check DC 20) might $nd themselves thought 
of favorably by one of the richest and most in%uential 
families in the North American Empire, and possibly 
crushed on by a child who could grow up to be the most 
powerful woman in the world. 

Dice Golem CR 11
XP 12,800
N Large construct
Init�±���Senses darkvision 60 ft.; Perception +0 
DEFENSE
AC�����WRXFK����ÀDW�IRRWHG�����±��'H[������QDWXUDO��±��VL]H�
hp��������G������
Fort +4, Ref +3, Will +4
DR����DGDPDQWLQH��Immune construct traits, magic 
OFFENSE
Speed 20 ft.
Melee 2 slams +22 (2d10+9)
Space 10 ft.; Reach 10 ft.
Special Attacks�GLVWRUW�SUREDELOLW\
STATISTICS
Str�����Dex 9, Con����Int����Wis 11, Cha 1
Base Atk +14; CMB +24; CMD 33
SPECIAL ABILITIES
Immunity to Magic (Ex)�$�GLFH�JROHP�LV�LPPXQH�WR�DQ\�VSHOO�RU�VSHOO�OLNH�
DELOLW\�WKDW�DOORZV�VSHOO�UHVLVWDQFH��,Q�DGGLWLRQ��FHUWDLQ�VSHOOV�DQG�HIIHFWV�
IXQFWLRQ� GLIIHUHQWO\� DJDLQVW� WKH� FUHDWXUH�� DV� QRWHG� EHORZ��$� confusion 
spell slows a dice golem (as the slow spell) for 2d6 rounds, with no sav�
ing throw.
Distort Probability (Su)�7KH�'LFH�*ROHP�LV�VXUURXQGHG�E\�D�SUREDELO�
LW\�GLVWRUWLQJ�¿HOG�� IRUFLQJ� LWV�RSSRQHQWV� WR� UH�UROO�����G��� UROOV� �VDYHV��
DWWDFNV�� VNLOO� FKHFNV�� HYHU\� URXQG� DXWRPDWLFDOO\� DV� D� IUHH� DFWLRQ��7KH�
*ROHP�FDQ�FKRRVH�DQ\�UROO�LW�ZDQWV�GXULQJ�WKDW�URXQG��EXW�LI�LW�KDV�FKRLFHV�
OHIW�RYHU�DW�WKH�HQG�RI�WKH�URXQG�WKH\�DUH�ORVW��DQG�QRW�WUDQVIHUUHG�WR�LWV�
QH[W�URXQG�

Treasure: !e characters win 10,000 gp, and a magic d20. 
!e magic d20 acts as a stone of good luck, and additionally 
allows the player of the character who holds it to cause one 
d20 result per session to be re-rolled, be it their own roll, an 
ally’s roll, or a GM roll. If the roll is an attack roll the re-roll 
must be declared before the damage is rolled. In addition, 
each character wins an entire set of signed 1st Edition 
Dungeonbattle books and a set of silver masterwork dice. 

Area 1-12 – The Blooper Reel: !e door to this 
passage is locked (Disable Device DC 25) and trapped 
(Perception DC 29 to spot, Disable Device DC 28 to 
disarm). If the adventurers try to open the door before the 
trap is disarmed, two things happen. First, the door springs 
shut and a security bar with a massive lock springs out of 
the wall on either side of the door and clamps securely. It 
has a huge, complicated-looking lock in its center. At the 
same time, a massive AVS activates over the door and 

Did You Know?
Did you know that in the world of Xcrawl, the modern day lethal dungeon sport was inspired by the table top 
game Dungeonbattle, which in turn was inspired by the stories of the Heroic Age of real dungeoncrawls, as told by 
a talking sword discovered in the 1970’s? For more details on this improbable chain of events see the Maximum 

Xcrawl core book!
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begins to play a horribly embarrassing clip of the team. 
It’s a worst-of compilation of all the most humiliating 
moments from the team, both in-game and out-of-game. 
Training footage, negative press coverage, combat fumbles, 
junior high yearbook pictures, cringe-worthy home video 
. . . the producers have spared no expense. Everyone on the 
team loses 1d4 points of Temporary Fame as their worst 
moments get made public.

!e video plays until the second lock is opened. !e 
second lock is a nightmare that actively works against the 
crawler, sucking-up lock-picks and resetting parts of itself. 
It takes three successful Disable Device checks (DC 26, 28, 
and 29) to open the lock. !e video is three minutes long, 
and if the crawlers can’t get the door open by then the lock 
disengages, the bar recedes into the wall and the team can 
continue. 

If the door is bashed down, the secondary lock fails and 
the video plays on every AVS in for its full three minutes, 
with the same result. 

Area 1-13 – How Bad Do You Want It?: #is 
room has no audience, just multiple AVS screens along the 
walls that play advertisements for the crawl sponsors. #e 
main feature of this room is a wide, twisting pool, like an 
arti!cial river, that bisects the room. It looks to be about 25’ 
wide. On the other side of the water hazard is an oversized 
treasure chest with three spotlights on it. 

Crawlers who go up to the edge of the pool and peer in see 
a massive grouping of Arkansas Devil Fish, all staring right 
back at the crawlers. !e $sh – three swarms of them, in fact 
– are ravenous alpha-predators of the delta. Anyone falling 
into the water gets attacked by all three swarms.

A character with exceptional leaping ability might try to 
leap over the river (Athletics DC 25). A clever tactician 
might notice that there is one part of the curved river 
where one could leap a slightly shorter distance by going 
diagonally (Tactics check DC 20 to spot the shortest leap 
route, changing the Athletics DC to 23). 

!e chest is locked (Disable Device DC 27) and trapped 
(Perception DC 28 to spot, Disable Device DC 24 to 
disable). If the chest is opened before the trap is disabled, a 
jet of %ame destroys the chest contents, but does no injury 
to the crawlers. 

Treasure: !e chest contains a scroll of cure serious 
wounds x2, and a manual of bodily health +2.

Arkansas Devil Fish Swarm CR 2
XP 600
1�'LPLQXWLYH�DQLPDO��DTXDWLF��VZDUP�
Init +2; Senses�ORZ�OLJKW�YLVLRQ��NHHQ�VFHQW��3HUFHSWLRQ�����
DEFENSE
AC�����WRXFK�����ÀDW�IRRWHG��������'H[�����VL]H�
hp������G����
Fort +4, Ref +5, Will +2
OFFENSE
Speed swim 40 ft.
Melee swarm 1d6 
Space 10 ft.; Reach 0 ft.
Special Attacks�GLVWUDFWLRQ��'&�����
STATISTICS
Str 4, Dex 15, Con 12, Int 2, Wis 13, Cha 2
Base Atk +2; CMB����CMD��
Feats�(QGXUDQFH��6NLOO�)RFXV��3HUFHSWLRQ�
Skills Perception +10, Swim +10
SPECIAL ABILITIES
Keen Scent (Ex) 'HYLO�¿VK�WUDFN�E\�VFHQW�LQ�D����IRRW�UDGLXV�DQG�GHWHFW�
EORRG�IURP�DV�IDU�DZD\�DV���¶
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Area 1-14 – Tell Them What They’ve Won, 
Don Pardo: !e production team is watching this 
hallway, ready to set up the $nal message from the DJ. 
Once the entire team is past the midway point of the 
hallway, they feel the building rumble. Using a mix of 
physical e"ects and arcane illusions, it seems that the 
ceiling falls in behind the party, blocking their exit. DJ 
Mister Mayhem, wearing a Non-Com badge and a hard 
hat, comes down with the rubble, dusty and disheveled but 
seemingly unharmed. A#er dusting himself o", he goes 
over to congratulate the players. He lets them know that 
this is the last room coming up, and that there is no trap 
on the $nal door. !en he walks back to the rubble, climbs 
over a few rocks, and is then seemly sucked into the ceiling. 

Area 1-15 – Double or Nothing: !e door to 
this room is locked (Disable Device check DC 25). Crawlers 
attempting to listen at the door likely hear a booming 
heavy metal soundtrack (Perception DC 16). 

#is is a medium-sized room with only a small audience 
– perhaps some two thousand VIP guests watching from 
behind force walls. #ey cheer as you enter. You see a 
massive AVS along the south wall, with all of your names 
and your statistics listed, and a clip plays your best moments 
from the Bang-A-Gong room. In the center of this room is a 
horrifying monster, a scaly six-headed lizard beast, its jaws 
trailing smoke as it roars at you from six horrible maws. 
It scrapes the $oor beneath its feet, as if it is preparing to 
charge. 

!e creature is a six-headed pyro-hydra, and it charges 
to the attack as soon as the team enters. Assuming that 
the PCs manage to defeat the hydra – as soon as it goes 
below zero hit points, it disappears (reappearing in Mister 
Mayhem’s menagerie, to be healed and prepped for its 
next $ght if possible, although the players have no way of 
knowing this). Once it is gone, Mister Mayhem appears 
on the AVS. He drops through an acoustic tile ceiling in a 
cloud of plaster dust and split wires, dusts himself o", then 
addresses the room.

“Hey, was that exciting or what? And the !ght wasn’t bad 
either. Lords and ladies, how about a great big Dungeon 
Detonation hand for the beast slayers!” 

!e crowd gives them a big cheer. 

“Let’s give them some treasure. Lloyd Calvin, tell them what 
they’ve won!” 

#e announcer appears on screen. For defeating the 
pyrohydra, the [TEAM NAME] wins ten thousand gold 
pieces! A quiver of deadly magical arrows! And each 
member of the team wins a Gypsyland 2301A 650cc touring 
motorcycle! And remember, for every gold piece in cash and 
prizes the team wins, we donate one gold piece to the Jose 
Villalobos House for War Widows and Orphans.”

#ey play a brief but thrilling advertisement for your new 
motorcycle – which looks to be an amazing machine – while 
a sultry supermodel enters to present you with your arrows. 
#e 1-800 number for the charity crawls across the bottom 
of the screen during the commercial. 

!e masterwork quiver has a set of 20 +2 arrows. 

Mister Mayhem then returns to center screen. “Okay, the 
room can end now if you want it to – you can just go on and 
!nish out the rest of the dungeon, and none may call you 
cowards. Or… you can bet all of the treasure you just won 
and go –” here he points to the audience, who chant along 
with him – “DOUBLE! OR! NOTHING!

“#at’s right. If you decide you want to take another try, we 
are going to send two more monsters in – some real doozies 
too! If you defeat them we double the gold, and give you some 
great new prizes to go along with it! But if they prove too 
much for you, you only have to call “uncle.” #en we teleport 
those baddies back to their cave, and you get nothing! You 
lose all of the treasure you have won in this room so far, 
including any le%over arrows and that sweet quiver, and 
get nothing else. And remember – the winner of this crawl 
is going to be whoever earns the most money for charity! 
Decision time, boys and girls. Walk out now, or risk it 
double or nothing?” #e crowd cheers their encouragement, 
gives the thumbs up, and most call out “Double or nothing!” 
A few say “Hold!”

If the characters choose to end the room here, the crowd 
boos them and they all lose 2 points of temporary fame, 
but can continue the dungeon normally. 

If they choose to go for the Double or Nothing, the room 
continues. Mayhem congratulates them on their bravery, 
then counts down $ve seconds, giving the group a chance 
to move or cast a spell or some other one-round action. At 
the end of this, two chimeras are teleported into the room. 
!e teleportation is controlled from o" stage, and the crew 
will put them someplace to maximize their chances in the 
$ght. 

“How can we spin this?”
Crawlers will inevitably be interviewed a#er the match, and the humiliating video is certain to come up. A player 
who laughs it o" and acts like a good sport about the whole thing can mitigate some of its damage (Diplomacy 
check DC 23; success “heals” one point of the Temporary Fame “damage” they took). Crawlers who whine, rant, 

or swear revenge lose another point of Temporary Fame.
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Assuming the players win, Mister Mayhem comes on 
screen again and congratulates them. He has announcer 
Lloyd Calvin tell them what they have won for defeating 
the chimeras: 20,000 gp, a +2 battle harmonica*, and a pair 
of season tickets to the Indiana Nightmares Football Team 
for each member of the team. 

Mayhem then makes the team the same o"er as previous: 
the characters can $ght a group of four monsters for a 
chance at double their gold amount, and more magic 
treasure. !ey may still cry “uncle” during the encounter, 
ending it while sacri$cing all of their gold. He also tells 
them that they will keep making this o"er for as long as 
the characters are willing, but he promises them that at 
some point the new monsters will be “far above what they 
will be able to handle,” and they will be forced to cry uncle. 
If they quit now, the crowd cheers politely, and they lose 
no fame. 

!e players can continue as long as they feel they are able 
to go on, risking their gold every time. If they ever cry 
uncle they lose all of the gold they would have won, plus 
all the magic items and prizes. 

Wave 3 Monster: Four skeletal mages (who appear in the 
corner of the rooms and open up with spells). Treasure: 
40,000 gp, a pearl of power (2nd level), plus each member 
wins a Telluride 2014 Imperial 4x4 SUV. !ey also get a 
huge round of applause and each earns a temporary point 
of fame. 

Wave 4 Monster: 8 shadow masti"s. Treasure: 80,000 gp, 
a metamagic rod (quicken spell, 3x/ day), and each player 
wins an 8 day all-inclusive vacation for two in the Kingdom 
of Australia. !ey get a massive round of applause and 
three temporary points of fame. 

Wave 5 Monster: 16 Trolls in plate mail. Treasure: 160,000 
gp, and each character wins either a +2 omni weapon or a 
+2 omni armor** (player’s choice), and each character wins 
a one pound bar of pure platinum**(courtesy of Count 
Cameron Hays).

If the characters actually beat 16 fully-kitted trolls and ask 
for more, you are on your own. Seriously, they get a huge 
round of applause – like a $ve-minute standing ovation 
– and each wins 1 point of permanent fame and 5 points 
of temporary fame. Mister Mayhem comes on screen, 
congratulates the players – and then declares that he is out 
of monsters for this event, earning him a chorus of boos 
and catcalls from the crowd (also he loses 2 points of Fame, 
which has no e"ect on game play but which becomes a part 
of the PC team’s legend forever). 

6-Headed Pyrohydra CR 7
XP 3,200
1�+XJH�PDJLFDO�EHDVW��¿UH�
Init +1; Senses�GDUNYLVLRQ����IW���ORZ�OLJKW�YLVLRQ��VFHQW��3HUFHSWLRQ�����
DEFENSE
AC�����WRXFK����ÀDW�IRRWHG��������'H[�����QDWXUDO�����VL]H�
hp������G��������IDVW�KHDOLQJ��
Fort +9, Ref�����Will +4
Immune�¿UH
Weaknesses�YXOQHUDELOLW\�WR�FROG�
OFFENSE
Speed 20 ft., swim 20 ft.
Melee���ELWHV������G�����
Space 15 ft.; Reach 10 ft.
Special Attacks� SRXQFH�� ��EUHDWK�ZHDSRQV� ����IW�� FRQH��'&����� �G��
¿UH��
STATISTICS
Str�����Dex 12, Con�����Int 2, Wis 11, Cha 9
Base Atk +6; CMB +11; CMD� ��� �FDQ¶W� EH� WULSSHG� 
Feats� &RPEDW� 5HÀH[HV�� ,URQ� :LOO�� /LJKWQLQJ� 5HÀH[HV 
Skills Perception +11, Swim +11; 5DFLDO� 0RGLÀHUV +2 Perception 
SQ�K\GUD�WUDLWV��UHJHQHUDWH�KHDG�
SPECIAL ABILITIES
Fast Healing $�K\GUD¶V�IDVW�KHDOLQJ�DELOLW\�LV�HTXDO�WR�LWV�FXUUHQW�QXPEHU�
RI�KHDGV��PLQLPXP�IDVW�KHDOLQJ�����7KLV�IDVW�KHDOLQJ�DSSOLHV�RQO\�WR�GDP�
DJH�LQÀLFWHG�RQ�WKH�K\GUD¶V�ERG\�
Hydra Traits $�K\GUD�FDQ�EH�NLOOHG�E\�VHYHULQJ�DOO�RI�LWV�KHDGV�RU�VOD\�
LQJ� LWV�ERG\��$Q\�DWWDFN� WKDW� LV�QRW�DQ�DWWHPSW� WR�VHYHU�D�KHDG�DIIHFWV�
WKH�ERG\��LQFOXGLQJ�DUHD�DWWDFNV�RU�DWWDFNV�WKDW�FDXVH�SLHUFLQJ�RU�EOXG�
JHRQLQJ�GDPDJH��7R�VHYHU�D�KHDG��DQ�RSSRQHQW�PXVW�PDNH�D�VXQGHU�
attempt with a slashing weapon targeting a head. A head is considered 
D�VHSDUDWH�ZHDSRQ�ZLWK�KDUGQHVV���DQG�KLW�SRLQWV�HTXDO�WR�WKH�K\GUD¶V�
+'��7R�VHYHU�D�KHDG��DQ�RSSRQHQW�PXVW�LQÀLFW�HQRXJK�GDPDJH�WR�UHGXFH�
the head’s hit points to 0 or less. Severing a head deals damage to the 
K\GUD¶V�ERG\�HTXDO�WR�WKH�K\GUD¶V�FXUUHQW�+'��$�K\GUD�FDQ¶W�DWWDFN�ZLWK�D�
VHYHUHG�KHDG��EXW�WDNHV�QR�RWKHU�SHQDOWLHV�
Regenerate Head (SU)�:KHQ�D�K\GUD¶V�KHDG�LV�GHVWUR\HG��WZR�KHDGV�
UHJURZ�LQ��G��URXQGV��$�K\GUD�FDQQRW�KDYH�PRUH�WKDQ�WZLFH�LWV�RULJLQDO�
QXPEHU�RI�KHDGV�DW�DQ\�RQH�WLPH��7R�SUHYHQW�QHZ�KHDGV�IURP�JURZLQJ��DW�
OHDVW���SRLQWV�RI�DFLG�RU�¿UH�GDPDJH�PXVW�EH�GHDOW�WR�WKH�VWXPS��D�WRXFK�
DWWDFN�WR�KLW��EHIRUH�WKH\�DSSHDU��$FLG�RU�¿UH�GDPDJH�IURP�DUHD�DWWDFNV�
FDQ�DIIHFW�VWXPSV�DQG�WKH�ERG\�VLPXOWDQHRXVO\��$�K\GUD�GRHVQ¶W�GLH�IURP�
ORVLQJ�LWV�KHDGV�XQWLO�DOO�DUH�FXW�RII�DQG�WKH�VWXPSV�VHDUHG�E\�DFLG�RU�¿UH�
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Chimeras (2) CR 7
XP 3,200
&(�/DUJH�PDJLFDO�EHDVW
Init +5; Senses�GDUNYLVLRQ����IW���ORZ�OLJKW�YLVLRQ��VFHQW��3HUFHSWLRQ�����
DEFENSE
AC�����WRXFK�����ÀDW�IRRWHG��������'H[�����QDWXUDO��±��VL]H�
hp������G������
Fort +9, Ref�����Will +6 
OFFENSE
Speed����IW���À\����IW���SRRU�
Melee�ELWH����� ��G������ELWH����� ��G������JRUH����� ��G��������FODZV�
+12 (1d6+4)
Space 10 ft.; Reach 5 ft.
Special Attacks�EUHDWK�ZHDSRQ��XVDEOH�HYHU\��G��URXQGV�
STATISTICS
Str 19, Dex 12, Con�����Int 4, Wis 13, Cha 10
Base Atk +9; CMB +14; CMD 25 (29 vs. trip)
Feats� +RYHU�� ,PSURYHG� ,QLWLDWLYH�� ,URQ� :LOO�� 6NLOO� )RFXV� �3HUFHSWLRQ���
7RXJKQHVV
Skills�)O\�����3HUFHSWLRQ������6WHDOWK��������LQ�VFUXEODQG�RU�EUXVK��
5DFLDO�0RGLÀHUV����3HUFHSWLRQ�����6WHDOWK�LQ�VFUXEODQG�RU�EUXVK
Languages�'UDFRQLF�
SPECIAL ABILITIES
Breath Weapon (SU)�$�FKLPHUD¶V�EUHDWK�ZHDSRQ�GHSHQGV�RQ�WKH�FRORU�
RI�LWV�GUDJRQ�KHDG��DV�VXPPDUL]HG�RQ�WKH�WDEOH�EHORZ��5HJDUGOHVV�RI�LWV�
W\SH��D�FKLPHUD¶V�EUHDWK�ZHDSRQ�LV�XVDEOH�RQFH�HYHU\��G��URXQGV��GHDOV�
�G��SRLQWV�RI�GDPDJH��DQG�DOORZV�D�'&����5HÀH[�VDYH�IRU�KDOI�GDPDJH��
7KH�VDYH�'&�LV�&RQVWLWXWLRQ�EDVHG�

Skeletal Mages (4) CR 5
XP 1,600
Human skeletal mage necromancer 3
NE Medium undead
Init +6; Senses�GDUNYLVLRQ����IW���3HUFHSWLRQ���
DEFENSE
AC�����WRXFK�����ÀDW�IRRWHG��������DUPRU�����'H[�����QDWXUDO�
hp�������+'���G���G�����
Fort +2, Ref +4, Will���
Defensive Abilities channel resistance +4; DR���EOXGJHRQLQJ��Immune 
cold, undead traits
OFFENSE
Speed 30 ft. 
Melee� PZN� GDJJHU� ��� ��G������±����� FODZ� ±�� ��G��� RU� ��
claws +4 (1d4+1) or spectral hand� ��� WRXFK� �E\� WRXFK� VSHOO� 
Ranged� UD\� ��� UDQJHG� WRXFK� �E\� VSHOO� 
Special Attacks channel negative ener�
J\� �'&� ���� ��GD\�� FRPPDQG� XQGHDG� RQO\� 
Arcane School Spell-Like Abilities (CL 3rd; concentration +6) 
6/day—grave touch (1 round) 
Spells Prepared (CL 3rd; concentration +6) 
2nd—ghoul touch��'&������VFRUFKLQJ�UD\, spectral hand
1st—chill touch� �'&������mage armor, magic missile, UD\�RI�HQIHHEOH-
ment��'&����
0th (At Will)—detect magic, mage hand, UD\�RI�IURVW, read magic, touch 
of fatigue��'&����
Opposition Schools (QFKDQWPHQW��,OOXVLRQ
STATISTICS

Str 12, Dex 15, Con�����Int 16, Wis 12, Cha 15
Base Atk +2; CMB +3; CMD 15
Feats�&RPEDW�&DVWLQJ��&RPPDQG�8QGHDG�� ,PSURYHG�,QLWLDWLYH��6FULEH�
6FUROO��6LOHQW�6SHOO��6SHOO�)RFXV��QHFURPDQF\���7RXJKQHVV��:HDSRQ�)L�
nesse
Skills�,QWLPLGDWH�����.QRZOHGJH��DUFDQD�������.QRZOHGJH��UHOLJLRQ�������
3HUFHSWLRQ�����6HQVH�0RWLYH�����6SHOOFUDIW������6WHDOWK����
Languages�$E\VVDO��&RPPRQ��'UDFRQLF��8QGHUFRPPRQ
SQ�DUFDQH�ERQG��VNXOO�

Shadow Mastiffs (8) CR 5
XP 1,600
1(�0HGLXP�RXWVLGHU��HYLO��H[WUDSODQDU�
Init +6; Senses darkvision 60 ft.; Perception +10 
DEFENSE
AC�����WRXFK�����ÀDW�IRRWHG��������'H[�����QDWXUDO�
hp������G������
Fort�����Ref�����Will +5
Defensive Abilities�VKDGRZ�EOHQG�
OFFENSE
Speed 50 ft.
Melee�ELWH�������G����SOXV�WULS���WDLO�VODS������G����
Special Attacks�ED\�
STATISTICS
Str 19, Dex 15, Con�����Int 4, Wis 12, Cha 13
Base Atk +6; CMB +10; CMD 22 (26 vs. trip)
Feats�,PSURYHG�,QLWLDWLYH��,URQ�:LOO��3RZHU�$WWDFN
Skills Perception +10, Stealth +11, Survival +10
Languages Common (cannot speak) 
SPECIAL ABILITIES
Bay��6X��:KHQ�D�VKDGRZ�PDVWLII�KRZOV�RU�EDUNV��DOO�FUHDWXUHV�ZLWKLQ�D�
����IRRW�VSUHDG�H[FHSW�HYLO�RXWVLGHUV�PXVW�VXFFHHG�DW�D�'&����:LOO�VDYH�
RU�EHFRPH�SDQLFNHG�IRU��G��URXQGV��7KLV�LV�D�VRQLF��PLQG�DIIHFWLQJ�IHDU�
HIIHFW��$�FUHDWXUH�WKDW�VXFFHVVIXOO\�VDYHV�FDQQRW�EH�DIIHFWHG�E\�WKH�VDPH�
PDVWLII¶V�ED\�IRU����KRXUV��7KLV�LV�D�PLQG�DIIHFWLQJ�IHDU�HIIHFW��7KH�VDYH�
'&�LV�&KDULVPD�EDVHG�
Shadow Blend �6X��,Q�DQ\�FRQGLWLRQ�RI�LOOXPLQDWLRQ�RWKHU�WKDQ�IXOO�GD\�
light, a shadow mastiff disappears into the shadows, giving it conceal�
PHQW������PLVV�FKDQFH���$UWL¿FLDO�LOOXPLQDWLRQ��HYHQ�D�OLJKW�RU�continual 
ÀDPH�VSHOO��GRHV�QRW�QHJDWH�WKLV�DELOLW\��D�GD\OLJKW spell, however, does. 
$�VKDGRZ�PDVWLII�FDQ�VXVSHQG�RU�UHVXPH�WKLV�DELOLW\�DV�D�IUHH�DFWLRQ�

Trolls, armed to the teeth (16) CR 13
XP 1,600
CE Large humanoid (giant)
Init +2; Senses�GDUNYLVLRQ����IW���ORZ�OLJKW�YLVLRQ��VFHQW��3HUFHSWLRQ����
DEFENSE
AC�����WRXFK�����ÀDW�IRRWHG���������'H[�����QDWXUDO�����EUHDVWSODWH��±��
VL]H�
hp������G�������UHJHQHUDWLRQ����DFLG�RU�¿UH�
Fort +11, Ref +4, Will +3 
OFFENSE
Speed 30 ft.
Melee�ELWH������G��������FODZV������G������RU�PDVWHUZRUN�JUHDW�D[H����
��G������[��
Space 10 ft.; Reach 10 ft.
Special Attacks�UHQG����FODZV���G�����
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TACTICS
During Combat� 7UROOV� DUH� VLQJOH�PLQGHG� EHUVHUNHUV� LQ� FRPEDW��7KH\�
attack the nearest foe without hesitation and don’t stop until that foe 
LV�GRZQ��7KHVH�WUROOV�KDYH�PDVWHUZRUN�JUHDW�D[HV��WZR�GDJJHUV��DQG�D�
KHDY\�PDFH��
Morale�%HFDXVH�RI�WKHLU�UHJHQHUDWLYH�DELOLWLHV��WUROOV�DUH�IHDUOHVV��(YHQ�
ÀDPHV�RU�WKH�SUHVHQFH�RI�DFLG�GRQ¶W�VORZ�WKHP�GRZQ²WKH\�DOZD\V�¿JKW�
to the death.
STATISTICS
Str 21, Dex 14, Con 23, Int 6, Wis 9, Cha 6
Base Atk +4; CMB +10; CMD 22
Feats�,QWLPLGDWLQJ�3URZHVV��,URQ�:LOO��6NLOO�)RFXV��3HUFHSWLRQ�
Skills�,QWLPLGDWH�����3HUFHSWLRQ���
Languages Giant 

* !e +2 battle harmonica is a magical musical instrument 
that gives pro$cient jammers or bards a +2 on performance 

checks while using that instrument. !e harmonica is 
really just an example – the prize instrument should be 
one that the player is pro$cient with, i.e. a +2 battle guitar 
or +2 tuba. If they are a “vocal only” type of performer, 
make it a +2 magic mic, which works remotely through 
any crawl sound system that connects through the AVS 
network. 

** See the description of the omni weapons in 1-2. Omni 
weapons and armor take the form of any ordinary armor 
chosen when they are activated for the $rst time, and 
remain $xed in that form therea#er. !e variable bonuses 
described in 1-2 are aspects of the room, not the weapons 
themselves.

*** Worth 8,138 gp as of this writing. Remember when 
converting real world money to Xcrawl gold 1 gp = $3. 

7KLV�SULQWLQJ�RI�)UHH�53*�'D\������0RGXOH�LV�GRQH�
under version 1.0 of the Open Gaming License, and 
WKH�6\VWHP�5HIHUHQFH�'RFXPHQW�E\�SHUPLVVLRQ�
IURP�:L]DUGV�RI�WKH�&RDVW��,QF�'HVLJQDWLRQ�RI�
3URGXFW�,GHQWLW\��7KH�IROORZLQJ�LWHPV�DUH�KHUHE\�
GHVLJQDWHG�DV�3URGXFW�,GHQWLW\�LQ�DFFRUGDQFH�ZLWK�
Section 1(e) of the Open Game License, version 
�����'XQJHRQ�&UDZO�&ODVVLFV��'&&�53*��0LJKW\�
'HHG�RI�$UPV��VSHOO�FKHFN��/XFN�FKHFN��VSHOOEXUQ��
mercurial magic, corruption, disapproval, all 
VSHOO�QDPHV��DOO�SURSHU�QRXQV��FDSLWDOL]HG�WHUPV��
LWDOLFL]HG�WHUPV��DUWZRUN��PDSV��V\PEROV��GHSLFWLRQV��
DQG�LOOXVWUDWLRQV��H[FHSW�VXFK�HOHPHQWV�WKDW�DOUHDG\�
DSSHDU�LQ�WKH�6\VWHP�5HIHUHQFH�'RFXPHQW�
'HVLJQDWLRQ�RI�2SHQ�&RQWHQW��6XEMHFW�WR�WKH�
3URGXFW�,GHQWLW\�GHVLJQDWLRQ�DERYH��VXFK�VHFWLRQV�
RI�FUHDWXUH�VWDWLVWLFV�DV�GHULYH�IURP�WKH�65'�DUH�
designated as Open Gaming Content.
6RPH�RI�WKH�SRUWLRQV�RI�WKLV�ERRN�ZKLFK�DUH�
GHOLQHDWHG�2*&�RULJLQDWH�IURP�WKH�6\VWHP�5HIHU�
HQFH�'RFXPHQW�DQG�DUH�FRS\ULJKW��������������
:L]DUGV�RI�WKH�&RDVW��,QF��7KH�UHPDLQGHU�RI�WKHVH�
2*&�SRUWLRQV�RI�WKHVH�ERRN�DUH�KHUHE\�DGGHG�WR�
2SHQ�*DPH�&RQWHQW�DQG��LI�VR�XVHG��VKRXOG�EHDU�
WKH�&23<5,*+7�127,&(�³)5((�53*�'$<������
02'8/(��FRS\ULJKW��������*RRGPDQ�*DPHV��DOO�
ULJKWV�UHVHUYHG��YLVLW�ZZZ�JRRGPDQ�JDPHV�FRP�RU�
FRQWDFW�LQIR#JRRGPDQ�JDPHV�FRP´
)UHH�53*�'D\������0RGXOH�LV�FRS\ULJKW��������
*RRGPDQ�*DPHV��2SHQ�JDPH�FRQWHQW�PD\�RQO\�
EH�XVHG�XQGHU�DQG�LQ�WKH�WHUPV�RI�WKH�2SHQ�*DPH�
License.
23(1�*$0(�/,&(16(�9HUVLRQ����D
7KH�IROORZLQJ�WH[W�LV�WKH�SURSHUW\�RI�:L]DUGV�RI�WKH�
&RDVW��,QF��DQG�LV�&RS\ULJKW������:L]DUGV�RI�WKH�
&RDVW��,QF��³:L]DUGV´���$OO�5LJKWV�5HVHUYHG�
���'H¿QLWLRQV���D�´&RQWULEXWRUV´�PHDQV�WKH�
FRS\ULJKW�DQG�RU�WUDGHPDUN�RZQHUV�ZKR�KDYH�
FRQWULEXWHG�2SHQ�*DPH�&RQWHQW���E�´'HULYDWLYH�
0DWHULDO´�PHDQV�FRS\ULJKWHG�PDWHULDO�LQFOXGLQJ�
derivative works and translations (including into 
RWKHU�FRPSXWHU�ODQJXDJHV���SRWDWLRQ��PRGL¿FDWLRQ��
FRUUHFWLRQ��DGGLWLRQ��H[WHQVLRQ��XSJUDGH��LPSURYH�
PHQW��FRPSLODWLRQ��DEULGJPHQW�RU�RWKHU�IRUP�LQ�

ZKLFK�DQ�H[LVWLQJ�ZRUN�PD\�EH�UHFDVW��WUDQVIRUPHG�
RU�DGDSWHG���F��³'LVWULEXWH´�PHDQV�WR�UHSURGXFH��
OLFHQVH��UHQW��OHDVH��VHOO��EURDGFDVW��SXEOLFO\�GLVSOD\��
WUDQVPLW�RU�RWKHUZLVH�GLVWULEXWH���G�´2SHQ�*DPH�
&RQWHQW´�PHDQV�WKH�JDPH�PHFKDQLF�DQG�LQFOXGHV�
the methods, procedures, processes and routines 
WR�WKH�H[WHQW�VXFK�FRQWHQW�GRHV�QRW�HPERG\�WKH�
3URGXFW�,GHQWLW\�DQG�LV�DQ�HQKDQFHPHQW�RYHU�WKH�
SULRU�DUW�DQG�DQ\�DGGLWLRQDO�FRQWHQW�FOHDUO\�LGHQWL¿HG�
DV�2SHQ�*DPH�&RQWHQW�E\�WKH�&RQWULEXWRU��DQG�
PHDQV�DQ\�ZRUN�FRYHUHG�E\�WKLV�/LFHQVH��LQFOXGLQJ�
WUDQVODWLRQV�DQG�GHULYDWLYH�ZRUNV�XQGHU�FRS\ULJKW�
ODZ��EXW�VSHFL¿FDOO\�H[FOXGHV�3URGXFW�,GHQWLW\��
�H��³3URGXFW�,GHQWLW\´�PHDQV�SURGXFW�DQG�SURGXFW�
OLQH�QDPHV��ORJRV�DQG�LGHQWLI\LQJ�PDUNV�LQFOXGLQJ�
trade dress; artifacts; creatures characters; stories, 
VWRU\OLQHV��SORWV��WKHPDWLF�HOHPHQWV��GLDORJXH��
LQFLGHQWV��ODQJXDJH��DUWZRUN��V\PEROV��GHVLJQV��
depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual 
or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, 
WHDPV��SHUVRQDV��OLNHQHVVHV�DQG�VSHFLDO�DELOLWLHV��
places, locations, environments, creatures, equip�
PHQW��PDJLFDO�RU�VXSHUQDWXUDO�DELOLWLHV�RU�HIIHFWV��
ORJRV��V\PEROV��RU�JUDSKLF�GHVLJQV��DQG�DQ\�RWKHU�
WUDGHPDUN�RU�UHJLVWHUHG�WUDGHPDUN�FOHDUO\�LGHQWL¿HG�
DV�3URGXFW�LGHQWLW\�E\�WKH�RZQHU�RI�WKH�3URGXFW�
,GHQWLW\��DQG�ZKLFK�VSHFL¿FDOO\�H[FOXGHV�WKH�2SHQ�
*DPH�&RQWHQW���I��³7UDGHPDUN´�PHDQV�WKH�ORJRV��
QDPHV��PDUN��VLJQ��PRWWR��GHVLJQV�WKDW�DUH�XVHG�E\�
D�&RQWULEXWRU�WR�LGHQWLI\�LWVHOI�RU�LWV�SURGXFWV�RU�WKH�
DVVRFLDWHG�SURGXFWV�FRQWULEXWHG�WR�WKH�2SHQ�*DPH�
/LFHQVH�E\�WKH�&RQWULEXWRU��J��³8VH´��³8VHG´�RU�
³8VLQJ´�PHDQV�WR�XVH��'LVWULEXWH��FRS\��HGLW��IRUPDW��
PRGLI\��WUDQVODWH�DQG�RWKHUZLVH�FUHDWH�'HULYDWLYH�
0DWHULDO�RI�2SHQ�*DPH�&RQWHQW���K��³<RX´�RU�³<RXU´�
means the licensee in terms of this agreement.
���7KH�/LFHQVH��7KLV�/LFHQVH�DSSOLHV�WR�DQ\�2SHQ�
Game Content that contains a notice indicating that 
WKH�2SHQ�*DPH�&RQWHQW�PD\�RQO\�EH�8VHG�XQGHU�
DQG�LQ�WHUPV�RI�WKLV�/LFHQVH��<RX�PXVW�DI¿[�VXFK�
D�QRWLFH�WR�DQ\�2SHQ�*DPH�&RQWHQW�WKDW�\RX�8VH��
1R�WHUPV�PD\�EH�DGGHG�WR�RU�VXEWUDFWHG�IURP�WKLV�
/LFHQVH�H[FHSW�DV�GHVFULEHG�E\�WKH�/LFHQVH�LWVHOI��

1R�RWKHU�WHUPV�RU�FRQGLWLRQV�PD\�EH�DSSOLHG�WR�DQ\�
2SHQ�*DPH�&RQWHQW�GLVWULEXWHG�XVLQJ�WKLV�/LFHQVH�
��2IIHU�DQG�$FFHSWDQFH��%\�8VLQJ�WKH�2SHQ�*DPH�
Content You indicate Your acceptance of the terms 
of this License.
���*UDQW�DQG�&RQVLGHUDWLRQ��,Q�FRQVLGHUDWLRQ�IRU�
DJUHHLQJ�WR�XVH�WKLV�/LFHQVH��WKH�&RQWULEXWRUV�
JUDQW�<RX�D�SHUSHWXDO��ZRUOGZLGH��UR\DOW\�IUHH��
QRQ�H[FOXVLYH�OLFHQVH�ZLWK�WKH�H[DFW�WHUPV�RI�WKLV�
/LFHQVH�WR�8VH��WKH�2SHQ�*DPH�&RQWHQW�
��5HSUHVHQWDWLRQ�RI�$XWKRULW\�WR�&RQWULEXWH��,I�<RX�
DUH�FRQWULEXWLQJ�RULJLQDO�PDWHULDO�DV�2SHQ�*DPH�
&RQWHQW��<RX�UHSUHVHQW�WKDW�<RXU�&RQWULEXWLRQV�DUH�
<RXU�RULJLQDO�FUHDWLRQ�DQG�RU�<RX�KDYH�VXI¿FLHQW�
ULJKWV�WR�JUDQW�WKH�ULJKWV�FRQYH\HG�E\�WKLV�/LFHQVH�
��1RWLFH�RI�/LFHQVH�&RS\ULJKW��<RX�PXVW�XSGDWH�WKH�
&23<5,*+7�127,&(�SRUWLRQ�RI�WKLV�/LFHQVH�WR�
LQFOXGH�WKH�H[DFW�WH[W�RI�WKH�&23<5,*+7�127,&(�
RI�DQ\�2SHQ�*DPH�&RQWHQW�<RX�DUH�FRS\LQJ��
PRGLI\LQJ�RU�GLVWULEXWLQJ��DQG�<RX�PXVW�DGG�WKH�WLWOH��
WKH�FRS\ULJKW�GDWH��DQG�WKH�FRS\ULJKW�KROGHU¶V�QDPH�
WR�WKH�&23<5,*+7�127,&(�RI�DQ\�RULJLQDO�2SHQ�
*DPH�&RQWHQW�\RX�'LVWULEXWH�
���8VH�RI�3URGXFW�,GHQWLW\��<RX�DJUHH�QRW�WR�8VH�
DQ\�3URGXFW�,GHQWLW\��LQFOXGLQJ�DV�DQ�LQGLFDWLRQ�DV�
WR�FRPSDWLELOLW\��H[FHSW�DV�H[SUHVVO\�OLFHQVHG�LQ�
another, independent Agreement with the owner of 
HDFK�HOHPHQW�RI�WKDW�3URGXFW�,GHQWLW\��<RX�DJUHH�QRW�
WR�LQGLFDWH�FRPSDWLELOLW\�RU�FR�DGDSWDELOLW\�ZLWK�DQ\�
7UDGHPDUN�RU�5HJLVWHUHG�7UDGHPDUN�LQ�FRQMXQFWLRQ�
ZLWK�D�ZRUN�FRQWDLQLQJ�2SHQ�*DPH�&RQWHQW�H[FHSW�
DV�H[SUHVVO\�OLFHQVHG�LQ�DQRWKHU��LQGHSHQGHQW�
$JUHHPHQW�ZLWK�WKH�RZQHU�RI�VXFK�7UDGHPDUN�RU�
5HJLVWHUHG�7UDGHPDUN��7KH�XVH�RI�DQ\�3URGXFW�
,GHQWLW\�LQ�2SHQ�*DPH�&RQWHQW�GRHV�QRW�FRQVWLWXWH�
a challenge to the ownership of that Product 
,GHQWLW\��7KH�RZQHU�RI�DQ\�3URGXFW�,GHQWLW\�XVHG�LQ�
Open Game Content shall retain all rights, title and 
LQWHUHVW�LQ�DQG�WR�WKDW�3URGXFW�,GHQWLW\�
���,GHQWL¿FDWLRQ��,I�\RX�GLVWULEXWH�2SHQ�*DPH�
&RQWHQW�<RX�PXVW�FOHDUO\�LQGLFDWH�ZKLFK�SRUWLRQV�RI�
WKH�ZRUN�WKDW�\RX�DUH�GLVWULEXWLQJ�DUH�2SHQ�*DPH�
Content.
���8SGDWLQJ�WKH�/LFHQVH��:L]DUGV�RU�LWV�GHVLJQDWHG�

$JHQWV�PD\�SXEOLVK�XSGDWHG�YHUVLRQV�RI�WKLV�
/LFHQVH��<RX�PD\�XVH�DQ\�DXWKRUL]HG�YHUVLRQ�RI�WKLV�
/LFHQVH�WR�FRS\��PRGLI\�DQG�GLVWULEXWH�DQ\�2SHQ�
*DPH�&RQWHQW�RULJLQDOO\�GLVWULEXWHG�XQGHU�DQ\�
version of this License.
���&RS\�RI�WKLV�/LFHQVH��<RX�0867�LQFOXGH�D�FRS\�
RI�WKLV�/LFHQVH�ZLWK�HYHU\�FRS\�RI�WKH�2SHQ�*DPH�
&RQWHQW�<RX�'LVWULEXWH�
����8VH�RI�&RQWULEXWRU�&UHGLWV��<RX�PD\�QRW�PDUNHW�
or advertise the Open Game Content using the 
QDPH�RI�DQ\�&RQWULEXWRU�XQOHVV�<RX�KDYH�ZULWWHQ�
SHUPLVVLRQ�IURP�WKH�&RQWULEXWRU�WR�GR�VR�
���,QDELOLW\�WR�&RPSO\��,I�LW�LV�LPSRVVLEOH�IRU�<RX�WR�
FRPSO\�ZLWK�DQ\�RI�WKH�WHUPV�RI�WKLV�/LFHQVH�ZLWK�
respect to some or all of the Open Game Content 
GXH�WR�VWDWXWH��MXGLFLDO�RUGHU��RU�JRYHUQPHQWDO�
UHJXODWLRQ�WKHQ�<RX�PD\�QRW�8VH�DQ\�2SHQ�*DPH�
Material so affected.
���7HUPLQDWLRQ��7KLV�/LFHQVH�ZLOO�WHUPLQDWH�
DXWRPDWLFDOO\�LI�<RX�IDLO�WR�FRPSO\�ZLWK�DOO�WHUPV�
KHUHLQ�DQG�IDLO�WR�FXUH�VXFK�EUHDFK�ZLWKLQ����GD\V�RI�
EHFRPLQJ�DZDUH�RI�WKH�EUHDFK��$OO�VXEOLFHQVHV�VKDOO�
survive the termination of this License.
���5HIRUPDWLRQ��,I�DQ\�SURYLVLRQ�RI�WKLV�/LFHQVH�LV�
KHOG�WR�EH�XQHQIRUFHDEOH��VXFK�SURYLVLRQ�VKDOO�EH�
UHIRUPHG�RQO\�WR�WKH�H[WHQW�QHFHVVDU\�WR�PDNH�LW�
HQIRUFHDEOH�
���&23<5,*+7�127,&(
2SHQ�*DPH�/LFHQVH�Y�����&RS\ULJKW�������:L]DUGV�
RI�WKH�&RDVW��,QF�
6\VWHP�5XOHV�'RFXPHQW�&RS\ULJKW������:L]DUGV�
RI�WKH�&RDVW��,QF���$XWKRUV�-RQDWKDQ�7ZHHW��0RQWH�
&RRN��6NLS�:LOOLDPV��EDVHG�RQ�RULJLQDO�PDWHULDO�E\�
(��*DU\�*\JD[�DQG�'DYH�$UQHVRQ�
)OLQG�IURP�WKH�7RPH�RI�+RUURUV�&RPSOHWH��&RS\ULJKW�
������1HFURPDQFHU�*DPHV��,QF���SXEOLVKHG�DQG�GLV�
WULEXWHG�E\�)URJ�*RG�*DPHV��$XWKRU�6FRWW�*UHHQH��
EDVHG�RQ�RULJLQDO�PDWHULDO�E\�-��'��0RUULV�
)UHH�53*�'D\������0RGXOH��FRS\ULJKW��������
Goodman Games, all rights reserved, visit www.
JRRGPDQ�JDPHV�FRP�RU�FRQWDFW�LQIR#JRRGPDQ�
games.com
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