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INTRODUCTIONIntroduction
 Present in these pages are three relatively short but 

very difficult dungeons: The Sorcerer’s Citadel, “Ra’s 
Evil Grin” and The Pit of Despair. Each dungeon 
presents a perfect place to hide an item for which your 
party may be questing — whether a powerful magic 
weapon or some famous artifact. Each dungeon contains 
such an item as its final treasure: a sphere of annihilation, 
the Globe of Arden and the Sword of Karith (a +5 holy 
avenger longsword), respectively. 

The three adventures can be run independently or 
can be linked together as part of a larger quest, possibly to 
retrieve some multipart item. Or, to reward a party with 
one item of even greater power, the DM can replace each 
item found at the conclusion of the three adventures with 
a piece of a triune key. When fully assembled, the key 
could permit access to a final location where the party can 
find this greater item. Ultimately, the final use of these 
insidious dungeons is up to the DM.

As the name of this module implies, each of these 
three dungeons culminates in an encounter with either 
a demon or devil. In The Sorcerer’s Citadel, the party 
must fight both an intoxicating erinyes and, in the 
final encounter, a group of horned devils (now called 
“cornugons” in Third Edition). In “Ra’s Evil Grin,” 
the party comes face-to-face with possibly the greatest 
physical threat presented in any of these three dungeons 
— a vicious type V demon (now called a “marilith”), 
named Dendorandra. In The Pit of Despair, the party 
(unknowingly at first) encounters a demon of a differ-
ent type—a wicked type IV demon (“nalfeshnee”) of 
super-genius-level intellect who is the agent behind a 
grand evil deception.

Designed for characters of 9th and higher levels, 
the dungeons in this module progress in difficulty to 
challenge characters up to 13th level. The Sorcerer’s 
Citadel is the easiest (yet by no means easy), and The 
Pit of Despair the most challenging. In addition to 
requiring high-level characters, each scenario is designed 
to challenge PCs of all classes. Rogues and clerics will 
not sit idly by while their party’s wizards and paladins 
quest for their proverbial grails. Each quest must be a 
team effort to be successful; a less-diverse party will 
have a difficult — if not impossible — time achieving 
the final goal.

All of the adventures presented in this module 
should be the culmination of important quests. Such 
quests require lengthy travel and triumph over great peril. 
Resist the urge to allow PCs to conveniently teleport 
to a dungeon’s location. Instead, set these dungeons 
in remote and inaccessible areas of the game world. 
Wilderness encounters for each of the three adventures 
are available as free downloads on the Product Sup-
port page of the Necromancer Games web site (www.
necromancergames.com).

This module’s adventures also afford a DM and 
his or her party an opportunity to take a break from 
their regular campaign and instead use pre-generated 
characters, also available as a free download from the 
Necromancer Games web site. This approach is appealing 
for several reasons. First, it lets your players run high-level 
adventures without spending the years required to build 
characters up to that level through multiple campaigns. 
Second, using pre-generated characters allows players to 
experience the fun and danger of these perilous dungeons 
without risking the lives of characters that they have 
been playing for years and to whom they’ve developed 
attachments. Having no ties to pre-generated characters, 
players may also exercise less restraint when roleplaying 
such characters, which can lead to interesting choices. 
For example, in The Pit of Despair, demonic influences 
tempt a paladin, who retrieves a magic sword, to become 
a Blackguard and slay his good-aligned compatriots. The 
chances that a player, who has been roleplaying her heroic 
paladin for years, would be tempted by such an offer are 
slim indeed. But playing a pre-generated paladin in a 
one-shot adventure…that’s another story.

In any case, we at Necromancer Games hope that 
your players find these adventures as challenging and 
exciting as all the players and playtesters who have at-
tempted them over the years. Their experience, summed 
up as follows, may be helpful to your PCs: “You can run 
if you want, but you’ll just die tired.”

A Note About Monster Statistics: Monsters detailed 
in this module are described using an “abbreviated stat 
block” format. It includes a quick reference to information 
DMs need to run combat but does not list every monster 
detail or special ability unless unique to that particular 
monster. Refer to the MM (or the Creature Collection 
where appropriate) for more details on each monster, 
particularly for any of the demons or devils encountered. 
Familiarity with the special powers of the dangerous 
monsters in this module is a necessity. The abbreviated 
stat block format includes the following information:

Monster Name (Number): CR [challenge rating]; 
SZ [size and type]; HD [hit dice]; hp [hit points]; Init 
[initiative modifier]; Spd [speed]; AC [armor class]; Atk 
[attack bonus] (with damage and weapon in parenthesis); 
Face/Reach [face and reach for the monster’s attacks, if 
more that 5 x 5/5]; SA [special attacks, if any] (details 
in parenthesis); SQ [special qualities, if any] (details 
in parenthesis); AL [alignment]; SV [saving throw 
bonuses]; Attributes [Strength through Charisma].

Skills: [lists skills relevant to the encounter]. Feats: 
[list feats].

Spells: [lists spells].
Possessions: [lists relevant possessions].
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The Sorcerer’s Citadel
Introduction

Designed for a high-level (9+) party, this adventure 
will challenge players seeking a powerful magic item 
of the DM’s choosing. A sphere of annihilation has been 
provided, but any appropriately powerful item can be 
substituted as the final objective, as suits the DM’s 
campaign. Though the adventure is designed to test 
every type of character class, a rogue with a high Dis-
able Device skill is essential, as is a wizard or sorcerer 
able to cast 5th level spells. This adventure culminates 
in an encounter with devils—horned devils to be pre-
cise, now known as “cornugons” or by their original 
name, “malebranche”—and a forcecage behind which 
is secreted the sphere of annihilation.

The sphere of annihilation is hidden deep within the 
tower-and-dungeon complex of Crane the Sorcerer. 
Originally set atop a high mountain in a secluded and 
wild part of the world, the tower and dungeon can be 
relocated to meet the DM’s requirements. Crane, an 
introvert, stayed as far away from civilization as pos-
sible, as is detailed below. DM’s will notice that the 
tower and dungeon (excluding the central chamber) 
do not present many difficulties for a high-level party 
— thus lulling PCs into a false sense of security before 
the final encounter. The central chamber, however, is 
very, very nasty and will test even the most stalwart 
group’s mettle.

The Legend of Crane the Sorcerer
Crane, a lawful-neutral sorcerer of great power was 

obsessed with all things lawful. He paid homage to the 
gods of law, whether evil or good. He was a great sci-
entist and created numerous constructs, such as golems 
and homonculi. His other interests ran to the diabolic. 
Crane studied the use of extraplanar creatures as servants 
and messengers. He also developed a firm knowledge of 
trap building and alchemy. He acquired and learned to 
control a sphere of annihilation, with which he carved a 
dungeon beneath his mountaintop tower.

About 100 years ago, Crane set off to do battle with 
a group of chaotic-evil sorcerers, known as the Violet 
Brotherhood, whose black arts were linked to the foul 
demon frog-god, Tsathogga. Though mightier than any 
individual evil sorcerer, Crane could not prevail against 
all of them working in concert. Overcome by his foes, 
he cursed his own arrogance with his final breath. Yet 
he had taken a great precaution: fearing that, in magical 
combat, his foes might seize control of his sphere and 
turn it against him, Crane had decided not to use his 
magical globe of blackness against the Violet Brother-
hood. Instead, he sealed his sphere within his tower and 
protected it with powerful magic. It awaits discovery 
there today, its former master now long dead.

Sages consulted by the PCs offer the following 
cryptic warning: “Far up in distant mountains lies the 

Tower of Crane—master of darkness, lord of noth-
ingness. Long is the path, and dangerous. Beware, 
adventurer, for peril lies both inside and out, both in 
between and beyond.”

Reaching the Tower
Crane the Sorcerer’s tower rises above the mist-

shrouded summit of a distant mountain embedded within 
a faraway mountain range. The surrounding area is wild, 
and finding the tower is an arduous undertaking; just 
reaching this desolate part of the world should require a 
night or more of roleplaying. A list of suggested wilderness 
encounters appropriate for the journey to Crane’s tower 
is available as a free download from the Product Support 
page of the Necromancer Games web site.

The Tower of  
Crane the Sorcerer

Before you rises Crane the Sorcerer’s tower, 
shrouded in a chilling, damp mist. The cylindrical tower, 
made of a smooth, dark stone, tapers gradually from the 
base to its peak, where it is crowned with three sharp 
spires of uneven height. There are no openings of any 
kind in the dark walls of the tower.

Some 100 or more feet from the tower itself is a 
depression of worked stone, set into the surrounding 
earth and accessed by a downward-sloping ramp. Inside 
the depression is what appears to be an archway which 
leads to the tower’s interior.

The black stone of which the exterior of the tower 
is constructed is not native to this plane, but was im-
ported by Crane’s infernal servants. The tower itself 
measures over 160 feet tall at the tip of its tallest spire. 
The walls are unnaturally smooth and extraordinarily 
difficult to scale (Climb DC 40), as there are no avail-
able handholds. The walls of the tower and the floors 
between each level are some five feet thick and have 
been enchanted with an immunity to spells of any type, 
including passwall and disintegrate, except those spells 
specifically cast by Crane himself. The stone also proves 
impervious to any physical weapon or tool of less than 
+5 enchantment (the result of a wish). Nonmagical 
weapons or tools striking the stone shatter immediately, 
and their wielder suffers damage equal to that which 
would have been inflicted against the tower. Magical 
weapons and tools of less than +5 enchantment suffer 
the same fate, though they are given a save on d% equal 
to 20 times their enchantment bonus. A successful save 
means the magical weapon or tool does not shatter, but 
the wielder still takes damage as noted above.

An unknown magical ward (again, the result of a 
wish) prevents magical ingress or egress of any kind; that 
option is reserved for Crane and those to whom he gave 
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permission (which, because of his death, can no longer 
be obtained). Anyone attempting magical entry into 
the tower is stricken as per a maze spell (courtesy of a 
permanent contingent maze spell cast by Crane). When 
freed from the maze, the person reappears on this plane 
in the middle of the Poisoned Corridor (see below).

Five levels comprise the tower’s interior — four 
above ground, the fifth below. The upper levels contain 
various living spaces appointed with the requisite crea-
ture comforts. Everything within the tower’s interior lies 
shrouded beneath a thick layer of dust. All doors and 
trapdoors within the tower are locked and of average make 
and, unless otherwise noted, have the same surprisingly 
pedestrian characteristics detailed below.

Locked Wooden Oak Door or Trapdoor: 2 in. 
thick; Hardness 5; hp 20; Break (DC 23), Open Lock 

(DC 25). 

Wandering Monsters
The tower contains no wandering monsters, 

because creatures that have tried to enter died 
in the poisoned corridor. Local monsters have 

learned of the poisoned corridor by hard 
experience and do not venture near 
the tower. Thus, the party can camp 
within 100 yards of the tower in 
relative safety. But don’t tell the 
PCs that. Stress the darkness and 

lack of vision caused by the 
cold mists of the mountain 

top and the eerie shadow 
cast by the spires of the 
tower.
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the first 60 feet — creatures slain by the poison of the 
corridor, as described below. All mundane equipment 
has long since rotted or rusted beyond usefulness.

The Poisoned Corridor
The citadel’s entrance is the most deadly element of 

the fortress’ defense system, which Crane set up to protect 
his treasures. The floor, walls and ceiling of the corridor 
comprise a magically poisonous trap. Anyone touching 
these surfaces must make a Fortitude save (DC 20) or 
take 1d6 points of temporary Constitution damage per 
round of contact. A similar save must be made one min-
ute later, whether or not the initial save was successful 
and regardless of whether the person is still within the 
corridor. DMs must record the number of rounds a PC 
is inside the corridor and/or in contact with it.

Any material contacting an individual’s skin, 
including boots and gloves, magically transmits the poi-
son. Double-layering clothing or walking across stones, 
blankets or other items strewn along the floor does not 
prevent contact with the magical poison; such objects 
magically “conduct” the poison to any living being in 
the corridor. To successfully negotiate the corridor, 
PCs must avoid contacting any part of it. When Crane 
occupied the tower, guests forbidden magical entrance 
were carried down the corridor by the flesh golems who 
are immune to poison. Magical flight or levitation pro-
vides the most obvious way down the poisoned corridor, 
though a character doing so will most likely crash into 
the invisible wall of iron (see area 3, below).

Magically Poisonous Corridor: CR 10; 1d6 tem-
porary Con damage per round of contact plus a similar 
save one minute later; Fortitude save (DC 20) negates 
1 round of damage, and a save must be made for each 
round of contact; Search (DC 30); Disable Device 
(not possible).

A careful search of the debris (Search DC 20; 
requires 10 rounds and a detect magic spell) turns up a 
few interesting items of treasure. Touching the items 
requires a Fortitude save against the magical poison, as 
described above. These items lose their toxicity when 
removed from the corridor. 

Treasure: The skeletal debris has three items worth 
noting: a scroll of two arcane spells (shades, hold monster), 
a potion of heroism and a stone of good luck.

The Invisible Wall and Door
As the PCs hasten down the corridor they notice in 

the distance the end of the passage: a mundane-looking 
wooden door with iron bindings, set into the far wall. 
What they do not see, unless they make a Spot check, 
is the invisible wall of iron with its invisible arcane-locked 
iron door, which completely blocks their access to the 
door they see at the end of the corridor.

One hundred fifty feet down the passage (30 feet 
before its end) is an invisible arcane-locked door (the arcane 
lock cast at 18th level) set into a permanent invisible wall of 

The only threats to a party camped outside the 
tower are 2 flesh golems, created long ago by Crane to 
guard the archway leading to the poisonous corridor. 
With Crane’s death, the golems went berserk. They now 
wander the surrounding wilderness, though they never 
stray more than five miles from the tower. They attack 
any creatures they see. Roll for wandering monsters every 
three hours while the PCs camp outside the tower on 
1d20 with the following results:

1-2 1d2 flesh golems. Since there are only 
two of these creatures, no more than two can 
be encountered. Once both are killed, treat 
this result as “No encounter.”

3-7 Strange grunts, shouts and shrieks off 
in the distance. The berserk flesh golems utter 
these fearsome noises, and the sounds should 
unnerve the PCs. Once both golems are killed, 
treat this result as “No encounter.”

8-20 No encounter.

Berserk Flesh Golems (2): CR 7; SZ Large Con-
struct (7 1/2 ft. tall); HD 9d10; hp 65; Init –1; Spd 30 
ft. (can’t run); AC 18; Atk +10 melee (2d8+5 [x2], 
fists); Reach 10 ft.; SA berserk (attack on sight); SQ 
construct, damage reduction (15/+1), magic immunity; 
AL CN; SV Fort +3, Ref +2, Will +3; Str 21, Dex 9, 
Con —; Int —; Wis 11; Cha 1.

Skills: Listen +4, Spot +4. Feats: None.
Possessions: Each golem “wears” a strange amulet 

bearing the rune of Crane the Sorcerer. PCs can use 
these amulets to prevent the invisible door’s cloudkill 
trap from triggering (see below). The amulet is otherwise 
not magical. Woven into the flesh of the golems, the 
amulets must be “surgically” removed after the golems 
have been killed.

The Entrance Passage
The stone-lined ramp descends some 12 feet to a 

flat-bottomed depression. Set into the far wall of this 
depression is a simple, unadorned archway approximately 
five feet wide and eight feet high. The cold, swirling 
mists seem to collect at the bottom of this depression. 
From the top of the slope, shapes can be seen lying just 
inside the archway, on the floor of the corridor beyond. 
Just inside the archway lie several animal and human-
oid skeletons of all sizes. Debris surrounds them, some 
of which appears to be equipment that has long since 
rotted or rusted. The passageway beyond seems to be 
constructed entirely of seamless white stone. The sides 
of the walls appear perfectly smooth and show no chips 
or tool marks. The corridor stretches on, beyond the 
range of normal vision, sloping slightly downward.

Crane created this corridor using his sphere of an-
nihilation. The corridor extends 180 feet, but the skeletal 
remains of birds, animals, monsters and humans litter 
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iron. Anyone flying down the corridor likely collides with 
the barrier and suffers 1d4 damage (+1 damage for every 
5 feet of movement rate over 15 feet per round), unless 
the person flying down the hallway sees the door (Spot 
DC 25, with an appropriate minus based on movement 
rate). In addition, there is a 50% chance (+1% for each 
foot of movement rate above 15 feet per round) that any 
person thusly striking the door is stunned for 1d4 rounds 
(a Fortitude save at DC 20 negates stun) and momentarily 
drops to the floor, contacting the poisoned surface. The 
only clue to the invisible barrier’s presence is the small 
pile of debris at its base — dust blown down the corridor 
from outside and detritus from birds and other flyers who 
previously “encountered” the wall. If a PC notices the debris 
and triggers a Spot check, give that PC a +2 circumstance 
bonus to their Spot check to notice the door and wall.

If that weren’t trouble enough, the door is trapped 
and will release poison gas as per a cloudkill spell if it is 
opened by anyone other than Crane or someone wearing 
his amulet (which can be obtained from the berserk flesh 
golems; see above). In addition, brute force or any kind 
of magic used against the door triggers the trap. Failing 
a roll to pick the lock or disable the trap by more than 5 
also triggers the trap. Note: the amulets do not open the 
door; they simply prevent the trap from springing if the 
door is successfully unlocked. Crane endowed the golems 
with the amulets so that they could successfully convey 
his guests into the tower without setting off the cloudkill 
trap. At first, the cloudkill gas fills 30 feet of the corridor 
directly in front of the door. Then it billows forward at a 
rate of 10 feet per round, ultimately filling 90 feet of the 
corridor. The cloud lasts for 18 minutes before dissipating. 
The trap is permanent, resets instantly and can be trig-
gered an unlimited number of times until it is disabled. 
Once the trap is disabled, the door may be opened safely. 
However, after the door is opened and closed, the trap 
automatically resets itself and must be disabled again; 
otherwise, opening the door again triggers the trap. PC’s 
cannot permanently disable the trap, short of a wish cast 
by a wizard of higher level than Crane.

Invisible Arcane-locked and Cloudkill Trapped 
Iron Door and Invisible Wall of Iron: CR 8; 5 in. 
thick; Hardness 10; hp 180 (immune to spells and magic 
weapons or tools less than +5); Spot (DC 25); Break 
(DC 38), Open Lock (DC30). Like the tower’s exterior 
walls, the door and wall are immune to magic weapons 
and tools of less than +5, are immune to spells, cannot 
be bypassed by teleport, etc. The door’s trap releases 
poison gas, as per a cloudkill spell cast by an 18th level 
caster. Search (DC 30); Disable Device (30).

Once it bypasses this door, the party can safely travel 
the remaining 30 feet of the corridor to the normal, locked 
door — the entrance to Level 1 of the tower. This last 
stretch of corridor is not trapped with poison.

Locked Mundane Oak Door with Iron Bindings: 
2 in. thick; Hardness 5; hp 20; Break (DC 23), Open 
Lock (DC 25).

Tower Level 1
The tower’s basement is a large circular room about 

40 feet in diameter. Set in the center of the room is a 
spiral, wooden staircase, which leads to a trapdoor in 
the ceiling. Barrels and boxes fill the room. A thick ac-
cumulation of dust has settled on the room’s contents. 
This level contains various barrels, boxes and preserved 
foodstuffs stacked neatly along the walls of the room. A 
wooden staircase leads up to a locked trapdoor and Level 
2 of the tower. Nothing of value is present here.

Tower Level 2
This level appears to be a sitting room. Several 

pieces of beautifully crafted furniture tastefully ap-
point the room, which is further accented by rich 
tapestries. Again, a layer of dust covers everything. 
The masterwork-quality furniture can be removed by 
ambitious adventurers and sold in a city for 3d6 x 100 
gp per piece. The magical fireplace, constructed of the 
same stone as the exterior walls, does not emit smoke 
when kindling is burned. Another wooden staircase 
leads up to a locked trapdoor and Level 3 of the tower. 
Nothing else of real value is present here.

Tower Level 3
This level of the tower is Crane’s alchemical workshop. 

Opened and stoppered vials, jugs and bottles; pots, bowls, 
mortars, pestles and crucibles; many rusted tools, like pliers, 
scoops and tongs; braziers, censers, candles, oil lamps and 
bits of coal; a scale with weights; parchment, quills and 
inkpots; and glass piping, brass fittings and support apparatus 
litter four tables. Six locked cabinets stand against the walls, 
lined with shelves. Materials present in this laboratory 
would require several wagon trips to transport. There are, 
however, a number of rare, semimagical and valuable items 
here, and the total setup would fetch well over 25,000 gp 
if sold to a wizard. Another wooden staircase leads up to 
a locked trapdoor and Level 4 of the tower. 

Randomly sampling alchemical materials can be very 
dangerous. If a PC does so, roll d% with the following 
results: 01-12: Deadly poison (Fortitude save DC 20 or 
lose 2d6/2d6 temporary Con); 13-25: Imbiber loses all 
body hair, though fingernails and toenails grow rapidly 
for 2 weeks; 26-35: Imbiber becomes delusional (believing 
that he is invisible, can fly, etc.) for 2d4 hours; 36-50 Mild 
poison (Fortitude save DC 12 or lose 1d2/1d2 temporary 
Str and Con); 51-80: No effect; 81-95: Tastes great! 
Imbiber is immune to fear for 2 hours; 96-99 Imbiber 
gains 1d3 temporary Str for 1 day; 00: Imbiber gains 1 
point of a random characteristic permanently.

A locked, trapped safe is hidden in a secret 
compartment behind one of the cabinets. This safe 
contains some of Crane’s monetary wealth as well as 
a few potions.

Secret Compartment with “Floor Transforms to 
Acid” Trap: CR 6; Spot (DC40; if the cabinet is moved, 
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DC 22); Search (DC 30); 2 in. thick; Hardness 5; hp 20; 
Break (DC 20); triggering the trap coats a 10 ft. x 10 ft. 
area in front of the compartment with magical acid, caus-
ing 5d6 damage and ruining any footwear, regardless of 
make. The victim suffers 1d6 damage per round until the 
acid is neutralized with alcohol or some other base liquid. 
Reflex save (DC 20) negates (character jumped out of 
range); Search (DC 28); Disable Device (DC 30).

PCs find the locked safe inside the secret compart-
ment.

Locked Safe with Cloudkill Trap: CR 5; 4 in. thick; 
Hardness 10; hp 120; Break (DC 45); Open Lock (DC 
30); triggering the trap fills the room with a cloud of 
gas, as per a cloudkill spell cast by an 18th level caster; 
Search (DC 30); Disable Device (DC 30).

Treasure: The safe contains 12,200 gp; six matched 
100 gp gems (aquamarines); 4 potions: hiding, protection 
from elements (cold), nondetection and oil of slipperiness; 
and a strange black talisman hanging from a pure 
adamantine chain. This talisman, a ruby-eyed, silver-
tongued dragon twined around a ball, weighs four ounces 
and is exquisitely crafted of stone similar to that of the 
tower’s exterior. It could be sold for as much as 1,000 gp. 
It detects faintly as magical, but does not reveal its true 
nature until the party reaches Room N of the dungeon. 
This talisman — a talisman of the sphere — doubles the 
wearer’s intelligence and level bonus when attempting 
to control a sphere of annihilation. In addition, this talis-
man is the key to freeing the sphere from the forcecage 
that contains it.

Tower Level 4
This room appears to be Crane’s bedroom, and it 

is lavishly furnished with tapestries, silk curtains and 
incense burners. The curtains around the canopied bed 
have been drawn back, revealing a beautiful woman 
of about 25 years, clothed in a fine red, silken robe, 
nestled amid the bedclothes. Pots of strange plants rest 
on tables around the room, filling the space with strange 
and exotic fragrances. Well-tended pots of blue lotus 
flowers clutter every table surface. Pollen from these 
flowers permeates the room, and any sudden or violent 
movement or disturbance stirs up a pollen cloud.

The beautiful woman is in reality a polymorphed 
erinyes devil, named “Melissa” (her real name is 
Vaa’rankariziaalia). Melissa, once his consort, was sum-
moned to this plane and bound to this room by Crane. 
She cannot leave the room, though she can summon 
friends, as noted below. These summoned friends are 
exempt from the prohibition against entering the tower 
by magical means. Crane wanted Melissa to summon 
help to defend his tower. However, she is bound never 
to summon them when Crane is present. She wears a 
robe of blending (+15 on Hide checks). Her beauty is 
flawless, and she is friendly if approached. 

Hearing the approach of the PCs, Melissa disturbed 
the blue lotus flowers, filling the entire room with the 

narcotic pollen; all PCs entering the room are subject 
to its effects. Upon her discovery, Melissa engages the 
party in a dialogue, biding time until the pollen has taken 
effect. She rises from the bed and pretends to tend the 
potted plants as she speaks to the party, releasing more 
clouds of blue lotus pollen every round.

This room contains no stairs. A secret trapdoor 
(Spot DC 20) in the ceiling, eight feet above the floor, 
leads to Level 5 of the tower. 

Blue Lotus Flowers (CR 4): Blue lotus pollen 
has a narcotic effect on whoever inhales or ingests it, 
requiring a Fortitude save (DC 13) to avoid becoming 
drowsy and enjoying sometimes euphoric hallucinations. 
Effects occur one minute after inhalation. In addition, 
anyone thusly affected suffers a –2 to Strength and 
Dexterity and a –4 to saves versus illusionary magic 
(such as the hallucinations caused by the pollen) and 
Melissa’s charm powers. The pollen-induced hallucina-
tions seem very real, appearing and disappearing at the 
DM’s discretion. Whenever anyone under the influ-
ence has an adrenaline surge (becomes angry, enters 
combat, etc.), his hallucinations intensify, becoming 
more pronounced and horrific. Such a subject suffers an 
additional-2 hallucination modifier to all attack rolls. 
In addition, the subject imagines that 1d4 hallucina-
tory beasts attack him. Thusly afflicted PCs attack the 
hallucinatory dangers instead of actual dangers, unless 
the actual dangers attack them directly. Treat these 
additional images as though created by a mirror image 
spell. The hallucinatory effect of the pollen lasts 1d4 
hours. Any temporary ability damage is regained when 
the narcotic effects wear off. For additional details on 
blue lotus flowers, see the Creature Collection, page 
124, published by Sword and Sorcery Studios.

Melissa the Erinyes Devil: CR 6; SZ Medium 
Outsider [Law, Evil]; HD 6d8+6; hp 38; Init +1; Spd 30 
ft., fly 50 ft. (average); AC 20; Atk +8 melee (1d4+2 
[x2], claws), +7 ranged (rope, entangle); SA spell-like 
abilities, charm person, entangle, gating; SQ cold and 
acid resistance (20), damage reduction (10/+1), darkvi-
sion (120 ft.), fire and poison immunity, spell resistance 
(22), tongues; AL LE; SV Fort +6, Ref +6, Will +7; Str 
14, Dex 13, Con 13, Int 14, Wis 14, Cha 22.

Skills: Concentration +12, Escape Artist +8, Hide 
+10, Intuit Motive +12, Move Silently+10, Search +9, 
Spot +10. Feats: Dodge, Mobility.

SA—Entangle (Su): Melissa disguises her rope as 
the silk belt of her red robe. 

Possessions: In addition to her robe of blending, 
Melissa wears a ring of limited alignment masking, which 
is enchanted to make lawful-evil creatures appear law-
ful neutral.

Tactics: As mentioned, Melissa disturbs the blue 
lotus flowers before the PCs enter the room. All PCs 
entering the level must save versus the effects of the 
pollen. Since veteran players should be immediately 
suspicious of the “trapped maiden” gag, DMs need to 
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use a different tactic with Melissa. First, she detects as 
lawful neutral, which should throw players off the track, 
since most disguised demons and devils use lawful-good 
disguises. Second, players are much less likely to kill 
something that is played well by a DM. Don’t suc-
cumb to the “helpless, seductive woman lying on bed” 
routine. Though she is beautiful, she is clothed and not 
obviously vamping the party. Instead, try playing her as 
pissed off when the party enters. Think “Princess Leia,” 
not “Mata Hari.” She might voice her doubts about the 
party’s power or competence: “Oh great. A group of 
adventurers finally gets past the poison corridor, but it 
must have been dumb luck. By the looks of you people, 
I will never be freed from this accursed tower.” She may 
even aggressively grab one of the PCs, saying “I need 
you to free me from this place!” 

Once discovered, Melissa uses her charm ability 
against the dumbest-looking, non-paladin fighter in 
the party (she uses her innate detect- alignment ability) 
as she speaks with the party, though she does not give 
him any commands yet. She tells the party that she is 
Crane’s consort and that he extended her life with potions 
of longevity. She explains that she was a rival sorceress 
who lost a magical duel to Crane, and his prize was her 
servitude. Now that Crane is dead, she demands that the 
party free her from her captivity, her debt having been 
honorably satisfied. Of course, Melissa is just biding her 
time until the hallucinations begin. After one minute 
of real time, the fun starts. Melissa, familiar with the 
onset of the pollen-caused hallucinations — having 
seen Crane’s reaction many times — knows which PCs 
have been affected.

Once the hallucinations begin, affected PCs begin 
seeing demon images. Melissa then hides using her robe 
of blending, goes invisible and teleports without error 
to another side of the room. She uses both her robe 
of blending and her invisibility in case someone in the 
party can see invisible. She then uses her charm person 
ability (which she can do while hiding and invisible) 
by telepathically instructing her victims to kill those 
who are not charmed. She then sits back and enjoys 
the ensuing slaughter. Note: Melissa’s poison immunity 
makes her immune to the pollen’s effects. If attacked 
directly, Melissa simply teleports without error around 
the room at will. She uses her entangle power against 
any paladins in the party, attacking from her invisible 
hiding place. She then teleports to another location and 
goes invisible. Melissa refrains from using her gate ability 
until the battle goes against her.

Treasure: Melissa wears a collar of finest gold and 
rubies, which functions as her soul gem and radiates 
evil, though it is masked by her ring of limited alignment 
masking. The collar is worth 11,000 gp, but whoever 
possesses it will be visited by a barbazu in one month’s 
time, at night, when he is asleep and helpless. Other-
wise, the bedroom furnishings are worth over 3,000 gp 
if transported and sold. 

Secret Locked Trapdoor in the Ceiling: Spot 
(DC30); Search (DC 20, ceiling only); 2 in. thick; Hard-
ness 5; hp 20; Break (DC 20); Open Lock (DC 20). 

Tower Level 5
The walls of the tower’s top level slope inward to 

meet at a pinnacle, creating a pyramid-shaped room. In 
the north wall, a trapped, secret door opens into a 5 ft. x 
5 ft. room with a glowing crystal archway on the opposite, 
facing wall. This is a two-way portal that teleports anyone 
entering it to the dungeon of Crane. Those passing 
through this portal emerge through a similar portal in 
Room A of the dungeon (see below). A vacuum trap 
protects this secret door. If the trap is not disabled before 
the door is opened, the magic portal sucks all the air from 
the room, suffocating the PCs, and the trapdoor through 
which the PCs accessed this level closes itself airtight and 
locks with an arcane lock (cast at 18th level).

Vacuum-trapped Secret Door: CR 5; Spot (DC30); 
Search (DC 20, ceiling only); 2 in. thick; Hardness 5; 
hp 20; Break (DC 20); Open Lock (DC 20). The trap 
deals suffocation damage (see Suffocation in the DMG). 
A Reflex save (DC 15) allows PCs to hold their breath; 
otherwise, Constitution checks (DC 10) begin immedi-
ately. Search (DC 28); Disable Device (DC 30).

The Dungeon of  
Crane the Sorcerer

To protect his sphere, Crane hid it in a magically 
sealed chamber (Room N), to which he bound three 
devils as guards. Opening the seal to this chamber 
requires a fully assembled medallion, the four pieces 
of which Crane hid among the trapped and construct-
populated corridors of his dungeon. No other way of 
opening the sealed chamber will succeed. (Download 
a free picture of this medallion from the Necromancer 
Games’ web site.). 

There are no wandering monsters in Crane’s dungeon.

Entering the Central Chamber
Crane dispersed the medallion’s four parts through-

out the dungeon, thus securing the central chamber’s 
integrity against intrusion — however unlikely the 
possibility. Fitting together tightly, the four pieces form 
a 10-inch-high flaming-sun-shaped medallion. Each 
magically sealed door to the central chamber bears 
an indentation into which a PC inserts the assembled 
medallion. Magic runes, read before the medallion’s 
placement (using a read magic spell), activate the me-
dallion, causing it to glow with a blue light. This glow 
lasts only 90 seconds, during which time the medallion 
must be placed in the door.

If a PC fails to set a glowing medallion in the door (i.e., 
the 90 seconds have elapsed or the runes were not read), 
that PC takes 6d6 points of damage. No save is allowed, 
and spell resistance does not apply. Three doors leading 
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to the central chamber (Room N) are false doors; placing 
the medallion into these doors causes damage as described 
above, even if the PCs observed the proper procedure. 
Only the door in Room L opens into the central cham-
ber. If the medallion is used correctly on that door, the 
glowing blue light engulfs the entire door, and it opens. 
The runes may be read a maximum of twice per day, after 
which they fade from existence for 12 hours.

The central chamber’s walls and associated doors, like 
those of the tower’s exterior, are immune to spells and to 
weapons and tools of less than +5 enchantment and may 
not be damaged. Literally, the only way to enter the central 
chamber is by placing the properly assembled medallion 
into the one, true door.

A. The Door Below 
A magically sealed stone door, runes scratched across its 

surface, looms before the PCs. Arcane locked at an 
18th level of ability, the door can only be 
forced opened with a knock or dispel 
magic spell. Alternatively, tracing 
the runes on the door with a 
finger causes the runes to 
glow brightly, unlocking 
the door.

Arcane-locked 
Stone Door: 2 in. 
thick; Hardness 10; 
hp 80; Break (DC 38), 
Open Lock (DC40).

B. Guardians at  
         the Gate 

Beyond the locked door is a 
corridor leading into a trapezoidal 
room, its walls and floor constructed of 
red-veined white marble. Dominating the 
room are two awe-inspiring statues of large cats, sculpted 
from black stone. The southern and southwestern walls 
feature doors. If either unlocked door is opened, the two 
statues animate and attack until slain, at which time they 
become statues again. The statues pursue the PCs if they 
run, though the statues cannot open doors.

Panther Statues (2): CR 5; SZ Huge Animal; HD 
8d8+24; hp 60; Init +2; Spd 40 ft.; AC 14; Atk +11 
melee (2d4+3 [x2], claws) and +6 melee (2d6+7, bite), 
+6 melee (2d6+3, rake); SA spring; SQ scent; AL N; 
SV Fort +9, Ref +8, Will +3; Str 25, Dex 15, Con 17, 
Int 2, Wis 12, Cha 10.

Skills: Jump +9, Listen +5, Move Silently +5, 
Spot +5, Track +8. Feats: Multiattack, Improved Trip, 
Improved Grapple. 

SA—Spring (Ex): If a panther leaps upon a foe 
during the first round of combat, it can make an all-out 
attack even if it has taken a move action; it also can 
make a grapple attack as a free action.

C. The Sword Room
A brightly-glowing sword floats in midair in this 

room, which is carved entirely from black stone. 
This sword is an animated object (cast at 18th level). 

It immediately attacks anyone entering the room. A 
successful dispel magic allows the sword to be taken as 
treasure. “Killing” the sword destroys it. Magical cold 
makes it brittle (AC drops to 17; loses damage resistance 
ability). This +2 longsword of wounding cannot leave the 
room while animated. A 10 ft. x 10 ft. pressure plate at 
the room’s center activates a poison gas trap. A secret 
door on the east wall leads to Room D. 

Animated Longsword of Wounding: CR 6; SZ 
Small Object; HD 3d8; hp 24; Init +10; Spd Fly 60 ft. 
(excellent); AC 23; Atk +11/+6 melee (1d8+2, sword 
plus wounding); SA wounding; SQ damage resistance 
(10/+3), fire resistance (30), magic immunity (except 

magical cold), poison immunity; AL N; 
SV Fort +4, Ref +10, Will +0; Str 11, 

Dex 22, Con —, Int —, Wis 11, 
Cha —.

Skills: Spot +15, Track 
+15. Feats: Blindfight, 
Multiattack. 

SA—Wounding (Ex): 
Each sword-inflicted 
wound bleeds for 1 point of 
damage per round in addi-
tion to any normal damage 
dealt by the weapon. 
Multiple wounds have 

a cumulative effect (e.g., 2 
wounds result  in 2 points of 

blood loss per round). Making a 
successful Heal check (DC 15) or 

applying any form of magical healing 
can stop the bleeding. 

Poison Gas Trap: CR 8; no attack roll necessary. 
The trap floods the whole room with burnt othur fumes 
(see Poisons in the DMG); Search (DC 21); Disable 
Device (DC 25).

Secret Door: Spot (DC30); Search (DC 20); 2 in. 
thick; Hardness 5; hp 20; Break (DC 20); Open Lock 
(DC 20). 

D. The Statue Room 
Two minotaur statues, 10 feet apart, occupy this 

room. A five-foot-diameter circle of red stones surrounds 
each statue. The south door features glowing runes. The 
west wall also contains a door. Both doors have intricate 
locks. The minotaurs are just what they appear to be: 
statues. The glowing runes read “Hall of Pools,” if read 
magic is used on them. Both doors are locked.

Locked Wooden Doors: 2 in. thick; Hardness 5; 
hp 25; Break (DC 28), Open Lock (DC 25). 
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E. Gone Forever 
In the center of the corridor, a trap plunges PCs 

into a pit linked to the astral plane. Magic has no effect 
after the 100-foot mark (allowing about 2 rounds for 
action). Anyone falling beyond that point risks being 
lost forever on the astral plane. Rescuing people thusly 
trapped requires plane travel abilities. A secret door 
leads past the pit to Room F. The door at the corridor’s 
west end is one of the central chamber’s false doors. See 
“Entering the Central Chamber,” above. 

Pit Trap (Bottomless): CR 8; no attack roll neces-
sary (lost on astral plane). Reflex save (DC 20) avoids; 
Search (DC 20); Disable Device (DC 20). 

Secret Door: CR 2; Spot (DC30); Search (DC 20); 
2 in. thick; Hardness 5; hp 20; Break (DC 20); Open 
Lock (DC 20). 

F. The Big, Mean Statue 
Large iron statues, fully 10 feet tall and shaped as warriors, 

line this room on all sides, surrounding a raised dais in the 
center. Upon the dais rests a rune-encrusted golden triangle, 
intricately carved, its center accented with a jewel. The golden 
triangle is the first piece of Crane’s medallion. 

A single iron golem, standing near the east entrance, 
guards against the piece’s theft. The amulet piece is 
trapped with a fireball trap. Touching either the amulet 
or the dais triggers the trap. Note: if injured, the golem 
touches the dais and triggers the fireball trap to heal 
himself. Should the party emerge through Area E’s secret 
door, it can outrun the golem, who does not pursue the 
party through the secret passage to the north. Otherwise, 
if the amulet is disturbed, the golem positions itself to 
block the east exit and exhales his poison gas. When 
any person enters the room, the golem animates.

Fireball trap: CR 4; casts fireball spell centered on 
the dais (10d6); Reflex save (DC 23) for half damage; 
Search (DC 25); Disable Device (DC 30). 

Iron Golem: CR 10; SZ Large Construct (12 ft. 
tall); HD 18d10; hp 99; Init –1 (Dex); Spd 20 ft. (can-
not run); AC 30; Atk +23/+18 melee (2d10+11, large 
iron sword, crit 19-20); SA breath weapon (Fortitude 
save (DC 17) or suffer 1d4 points of temporary Con-
stitution damage); SQ construct, damage reduction 
(50/+3), darkvision (90 ft.), magic immunity; AL N; 
SV Fort +6, Ref +5, Will +6; Str 33, Dex 9, Con —, 
Int —, Wis 11, Cha 1.

Secret Door: CR 2; Spot (DC30); Search (DC 20); 
2 in. thick; Hardness 5; hp 20; Break (DC 20); Open 
Lock (DC 20). 

G. Corridor of the Red Madness
When the PCs penetrate the paltry defenses of 

the simple wooden door to this corridor, they enter a 
zigzagging hallway with walls and ceiling composed of 
a red, spongy material. Small holes in the red matter 
emit curling wisps of reddish gas.

Locked Wooden Door: 2 in. thick; Hardness 5; hp 
25; Break (DC 28), Open lock (DC 25).

The red-colored, spongy material that constitutes 
this corridor’s walls and ceiling puffs out a small cloud of 
reddish gas with each touch or vibrational disturbance. 
The walls are so sensitive that even loud speech causes 
the material to pump out vision-obscuring quantities 
of this dreadful gas. Inhaling the gas, however, has a 
single, terrible consequence: total insanity!

Gas of Madness (CR 6): Touching the spongy 
material causes it to release gas in 10-foot-radius area. 
Sonic and other vibrations can cause multiple sections 
of the spongy material to vent gas. Anyone within the 
gas’ area of effect must make a Fortitude save (DC 20) 
or suffer the effects of the gas: a horrible, mindless 
madness. Those struck insane grasp their head, fall to 
their knees and begin to scream—setting off another 
round of gas release. A victim’s skin takes on a reddish 
sheen. Anyone stricken with madness must make a 
second Fortitude save (DC 20) or the insanity becomes 
permanent — curable only by a heal, limited wish, wish 
or miracle spell. Success, however, only means that 
the insanity lasts for 1d20 hours, though it too may be 
healed as described above.

H. Hall of Pools 
This long hall is dotted every few yards with pools of 

bubbling, blue-green liquid. A huge set of double doors at 
the hall’s far end seemingly bleeds this liquid; it drains into 
the various pools through a series of channels carved in the 
floor. Strange writing and a bas-relief carving of a scepter, 
covered in gold leaf with small ruby chips simulating drip-
ping blood, ornament the door. A hollow sconce, next to 
the bas-relief scepter, appears large enough to receive an 
object of a size similar to the bas-relief scepter.

While the liquid’s surface ripples only an inch or 
so below the level of the floor, the pools themselves 
measure over eight feet deep. This strange liquid actu-
ally constitutes some odd form of Earthpower, welling 
up from the depths. Any mortal touching so much as 
drop of this potent fluid becomes dizzy, finding it almost 
impossible to walk. Failing a Fortitude save (DC 20) 
renders the subject unconscious for 1d6 days. 

In the final pool is secreted a golden scepter, eight 
feet below the surface. If the scepter is fished out, placing 
it into the sconce beside the bas-relief carving opens 
the door. The scepter then vanishes, returning to its 
resting place at the bottom of the pool.

The double doors at the hall’s far end enjoy the 
same defensive immunities as the exterior walls of 
Crane’s tower. Short of a wish or miracle spell, only by 
inserting the scepter into the sconce can the doors 
be opened, as previously described. The strange writ-
ing (Celestial) decorating the door details this curse, 
explaining that “None shall pass till the curse of the 
earth god is lifted.”
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I. The Pit 
Centered in the room, a 15-foot-square, covered 

pit rises about one foot above floor level. The cover 
—magically preserved leather — is pulled taut and is 
lashed down securely. At the bottom of the shallow, 
five-foot-deep pit, the PCs find a locked secret hatch; 
opening it reveals a 2-foot-long mahogany box with 
extremely detailed carvings along its entire surface. 
Within the small casket is hidden the second piece 
of Crane’s medallion. The north wall’s unlocked door 
leads to one of the central chamber’s false doors; it does 
not open, even with the fully assembled amulet. See 
“Entering the Central Chamber,” above. 

Secret Hatch: CR 2; Spot (DC30); Search (DC 
20); 1 in. thick; Hardness 8; hp 20; Break (DC 20); 
Open Lock (DC 20). 

J. “Seven Years Bad Luck”
When the PCs open the door adjoining Room B they 

hear the tinkling and jangling of glass, as though the room 
beyond were full of wind chimes. Multiple shiny objects 
reflect light back to the PCs, like a room full of twinkling 
stars. Dangling from the ceiling by long strands of thread, 
are thousands of shards of glass — as though a huge mirror 
had been broken and its remnants hung in this manner. 
From the ceiling 15 feet above, the shards dangle to every 
level of the room, to just about two feet above the floor. 

Moving through the room requires a Reflex save 
(DC12) to avoid the shards. Small characters get a +2 
on this save, since they can stoop beneath even the 
lowest-hanging shards. If a shard is broken or crudely 
mishandled, it explodes, giving off a thin wisp of smoke. 
This epicenter explosion initiates a chain reaction 
among the other shards, causing them all to shatter. 
The acrid smoke causes blindness and limits a person’s 
ability to speak more than a whisper unless a Fortitude 
save is made (DC 25). This effect lasts 2d4 days.

There is an invisible secret door in the ceiling, 
shielded from view by the hanging shards (it’s easier to 
locate if the hanging shards have been destroyed or if 
their support threads are carefully parted and secured). 
The door leads to a small chamber wherein a silver 
pedestal supports a red-crystal staff. PCs can use the 
staff to form a crystal bridge in Room M. An image of 
a bridge spanning a river is inscribed on the staff.

Invisible Secret Door: CR 5; Spot (DC 38); Search 
(DC 20 after glass is moved or destroyed); 1 in. thick; Hard-
ness 5; hp 20; Break (DC 20); Open Lock (DC 20). 

A corridor behind the pedestal heads south. This 
corridor leads to one of the central chamber’s false doors; 
it does not open, even with the fully assembled amulet. 
See “Entering the Central Chamber,” above.

K. The Final Guardian
Daggers, swords and shards of metal lie piled in the 

room’s center. The PCs can feel a slight breeze. As the 

PCs enter, the breeze stiffens and a whirlwind suddenly 
forms, lifting the metal shards and weapons from the 
pile and sets them spinning through the air. 

Crane created this, his final construct—called a 
Searing Wind—to guard the entrance to the strange 
Earthpower cavern (Room M) he discovered late in 
his life. This creature will not leave the room; it was 
programmed only to protect this room. For additional 
information on the deadly Searing Wind, refer to page 
166 of Creature Collection, by Sword and Sorcery 
Studios. The locked southwestern door, made of iron, 
is trapped with a poison needle. A secret door leads 
to the north. 

Searing Wind: CR 10; SZ Huge Construct (12 ft. 
tall); HD 12d12+120; hp 198; Init +7; Spd Fly 50 ft. 
(good); AC 30; Atk +16 melee (1d8+6 [x1d12 attacks], 
metal pieces and weapons); Reach 10 ft.; SA barbed 
whirl; SQ construct, darkvision (90 ft.); AL N; SV Fort 
+18, Ref +7, Will +4; Str 22, Dex 16, Con 30, Int 3, 
Wis 10, Cha 0

Skills: Listen +12, Spot +12. Feats: Improved 
Initiative.

SA—Barbed Whirl (Su): Each round the Searing 
Wind is in combat, roll 1d12 to determine the number of 
melee attacks it can make that round. Roll each attack 
separately; due to the wind’s dispersed nature, divide its 
attacks equally among all PCs within its reach.

Locked Iron door: 2 in. thick; Hardness 10; hp 
60; Break (DC 48), Open Lock (DC 25). 

Poison Needle Trap: CR2; +8 ranged (1 plus 
Poison); Search (DC 22); Disable Device (DC 20). 
Note: The needle is coated with greenblood poison 
(see Poison in the DMG). 

Secret Door: CR 2; Spot (DC 30); Search (DC 
20); 2 in. thick; Hardness 5; hp 20; Break (DC 20); 
Open Lock (DC 20). 

L. The Central Chamber’s 
        Entrance Hallway

Mirrors line the walls, floor to ceiling, along the 
corridor, but the view they offer is strangely distorted. 
A large rune-etched door marks the hallway’s far end. 
At the corridor’s 30-foot mark, a mirror of life trapping 
is affixed to the ceiling. A Will save (DC 19) avoids 
the effects of the mirror (see the DMG for more details 
on this wondrous object). Shattering the mirror from 
the outside releases everything trapped inside. Crane 
imprisoned a black pudding, 2 wraiths and a rival 
wizard named Meldeth in it before placing it here. No 
one knows how Crane ensnared the wraiths, as undead 
cannot normally be trapped by such an item. 

A final inhabitant of the mirror, a poisoned and 
severely wounded wizard named Toth A’karon, dies 
from the poison in his veins as soon as he is released 
from stasis (no statistics provided). All creatures im-
mediately attack the characters. Toth A’karon has the 
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third piece of Crane’s medallion. Barely alive, he uses 
his dying breath to relinquish the medallion piece to 
the PCs.

The command word for the mirror is “Seriwog.”
Wraiths (2): CR 6; SZ Medium Undead (Incor-

poreal); HD 5d12 ; hp 32; Init +7; Spd 30 ft., Fly 60 
ft. (good); AC 16; Atk +5 melee (1d4, touch, plus 
1d6 Con drain); SA constitution drain; SQ daylight 
powerlessness, incorporeal, spawn, turn resistance 
(+2), undead immunities, unnatural aura; AL LE; SV 
Fort +1, Ref +4, Will +4; Str —, Dex 16, Con —, Int 
14, Wis 14, Cha 15.

Skills: Hide +11, Intimidate +10, Intuit Direction 
+6, Listen +12, Search +10, Spot +12. Feats: Alertness, 
Blindfight, Combat Reflexes, Improved Initiative.

Black Pudding: CR 8; SZ Huge Ooze; HD 
10d10+40; hp 95; Init +0; Spd 20 ft., Climb 20 ft.; AC 
14; Atk +8 melee (2d6+4, buffet, plus acid); SA acid, 
constrict, grab; SQ blindsight (60 ft.), ooze; AL N; SV 
Fort +7, Ref +3, Will +3; Str 17, Dex 10, Con 19, Int 
-, Wis 11, Cha 1.

Meldeth, the Evil and Insane Wizard of the Violet 
Brotherhood, Human Male Wiz9: CR 9; SZ Medium 
Humanoid; HD 9d4+18; hp 46; Init +2; Spd 30 ft.; AC 
15; Atk +5 melee (1d4+1, dagger); SQ insane; AL CE; 
SV Fort +5, Ref +5, Will +6; Str 13, Dex 15, Con 15, 
Int 18, Wis 3, Cha 6.

Skills: Alchemy +16, Concentration +14, Hide +8, 
Knowledge (arcana) +16, Scrye +16, Spellcraft +16, 
Wilderness Lore (forest) +7. Feats: Combat Casting, 
Iron Will, Maximize Spell, Scribe Scroll, Silent Spell, 
Spell Mastery (4), Still Spell.

Spells Prepared (5/6/6/5/4/2): 0 — dancing lights, 
daze, flare, read magic, resistance; 1st —color spray, 
grease, magic missile (x2), shield, spider climb; 2nd 

—invisibility, Melf’s acid arrow, mirror image, protec-
tion from arrows, see invisible, web; 3rd — displacement, 
fly, lightning bolt, slow, vampiric touch; 4th — confu-
sion, minor globe of invulnerability, phantasmal killer, 
stoneskin (already cast); 5th — summon elemental 
(fire), teleport.

SQ—Insane (Ex): Immune to all mind-influencing 
spells due to insanity; will attack everyone in a room, 
including monsters, until slain.

Possessions: Robes, spellbook, dagger, wand of 
fireballs (6d6) (12 charges), jade unholy symbol of the 
frog-god Tsathogga (causes an unhallow effect in a 60-foot 
radius cast at 8th level, 12 charges),+1 cloak of resistance, 
ring of fire resistance, map to the Stoneheart Mountain 
Dungeon with a cryptic reference to the Temple of the 
Frog (detailed in the dungeon module The Tomb of 
Abysthor from Necromancer Games).

Once the PCs assemble all the parts of Crane’s 
medallion, they can open the door to Room N. See 
“Entering the Central Chamber,” above. 

M. The Earthpower Cavern 
The secret door leads to a small cavern through 

which flows a stream of weird, shimmering blue-green 
liquid. Across the river towers a huge statue of a 20-armed 
man, a sword in each hand; inscribed in his chest is a 
rune symbolizing an unknown lawful-good earth god 
of battle. In front of the statue, is a 20-foot-diameter 
pool of red liquid.

Crane discovered this natural cavern while carving 
out his dungeon. This cavern, linked to a now-unknown 
earth god, was once sacred to clerics of that sect. The river 
that winds through this cavern is two feet deep and can be 
crossed easily (though at great cost). It radiates a strange 
antimagic effect; no magic functions within 20 feet of 
either bank. Spellcasters innately notice this antimagic 
aura. The red-crystal staff, found in the secret chamber 
above Room J, forms a crystal bridge fording the river if 
waved over the liquid. The staff is the only magic item 
immune to the liquid’s antimagic power. The liquid loses 
this antimagic ability when removed from the stream. Any 
characters crossing the river by any means other than the 
red-crystal bridge are stricken as though a Mord’s disjunction 
had been cast on them and their possessions.

The giant statue — natural rock carved into the 
form of a 20-armed man — bears the weight of the ages 
upon his brow. Its expression inspires knee-bending 
humility, sadness and awe. At the monolith’s feet is a 
two-foot-deep pool of opaque, dark-red-brown liquid 
that is very poisonous (Fortitude save DC 22 or lose 
2d6/2d6 Con). Any characters moving to within 10 
feet of any part of the monolith notices that the statue’s 
eyes quickly pulse with blue light. If the warning is not 
heeded, the statue fires two rays of lightning at the trans-
gressor’s feet. Should the character persist, the statue 
fires directly at them (+11 touch attack, 2d8 electrical 
damage) once every 3 rounds. Any good cleric may ap-
proach the statue without recrimination and is immune 
to the effects of the poison. The fourth piece of Crane’s 
medallion lies hidden in the pool of the poisonous red 
liquid. Fishing the piece of the medallion out with a 
tool requires a Dex check (DC 20), with one attempt 
per round. While fishing, PCs count as flat-footed for 
rolls to be hit by the statue’s rays of lightning. 

N. The Central Chamber 
When the medallion is properly inserted, the door 

ignites with searing blue light; its shape alters, forming 
a misty archway. The archway reeks with the the stench 
of sulfur and brimstone. The room beyond is carved from 
living rock. Smoke and haze in the room obscures vision. 
At the far end is a strange glowing cube. Three men in 
black robes are present in the room. They are actually three 
cornugon devils. When they see the PCs, two immedi-
ately disappear. The third approaches cautiously. As he 
gets closer, he announces, “You are not my master!” He 
then transforms into his devil guise and attacks.
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Crane bound these three horned devils (also known 
as “cornugons,” or by their original name “malebranche”) 
to this room to guard his sphere of annihilation. Ordered 
to destroy all but Crane who enter the room, they will 
neither negotiate nor bargain. If a priest casts banish-
ment, dismissal or gate or if a wizard casts banishment, 
freedom or gate, the cornugons let the spell work (miss 
SR and saves on purpose), because it frees them from 
Crane’s spell of binding. 

Due to the magically burning brimstone, vision in 
this rather featureless room is limited to 50 feet. PCs 
fighting in heavy armor must make Con checks (DC 
6+1 per round over 6) or lose 1 point of Str, Dex and 
Con from heat exhaustion after 6 rounds in the room. 
Barefoot PCs take 1 point of damage per round from the 
hot floor. The distant glowing cube, a (windowless-cell) 
forcecage, contains Crane’s sphere of annihilation. See 
treasure, below.

Ignus, Alnus and Femus—the Cornugon Dev-
ils (3): CR 12; SZ Huge Outsiders [Law, Evil]; HD 
10d8+30; hp 75; Init +1; Spd 30 ft., fly 50 ft. (average); 
AC 24; Atk +9 melee (1d4+5 [x2], claws), +14/+9 melee 
(1d6+5, whip plus stun), +9 melee (1d4+2, bite) and 
+9 melee (1d3+2, tail plus wounding); Reach 10 ft.; SA 
spell-like abilities, fear aura, gating, stun, wounding; SQ 
cold and acid resistance (20), damage reduction 20/+2, 
darkvision, fire and poison immunity, regeneration (2/
round), spell resistance (25); AL LE; SV Fort +10, 
Ref +7, Will +9; Str 21, Dex 12, Con 17, Int 
18, Wis 14, Cha 14.

Skills: Bluff +13, Concentration +12, 
Hide +6, Intuit Motive +13, Listen +13, 
Move Silently+12, Search +13, Spot 
+13. Feats: Cleave, Power Attack, 
Sunder.

Tactics: Very intelligent, the 
devils coordinate their attack. They 
all attempt to gate in 1d6 barbazus to 
handle the brunt of combat, while they 
attack lightly armored individuals first. They 
concentrate their efforts on one victim until 
that person is dead. One tactic: teleport 
onto the victim, stun and grapple him, 
then teleport him to the far side of the 
room to tear him apart. If attacked by 
multiple opponents, they cast fireball on 
their own position. They target wizards 
first, followed by clerics and thieves, and 
only thereafter fighters. Another tactic: 
create a major image of themselves in the 
opposite direction to divide the party’s atten-
tion. The demons make no attempt to use the 
sphere of annihilation.

Treasure: Hovering in the center of the 
room, a permanent windowless cell forcecage 
contains Crane’s sphere of annihilation — a 

two-foot-wide ball of absolute nothingness. Details of 
this artifact are given in the DMG. To get the sphere, 
the forcecage must be brought down in one of two ways. 
First, destroy the forcecage with magic as per the spell 
description. Second, controlling the sphere, a PC can 
use it to destroy the forcecage from within (for which 
the dragon talisman, secreted in Tower Level 3’s hidden 
safe, might be useful). Of course, this may happen ac-
cidentally if a character fails her attempt to control the 
sphere and it slides toward her, destroying the forcecage 
on contact. But then an uncontrolled sphere of annihila-
tion would be loose….

The room contains no 
other treasure.
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RA’S EVIL GRIN“Ra’s Evil Grin”
Introduction

Designed for a high-level (11+) party, this module 
challenges adventurers seeking a powerful magic — the 
Globe of Arden. Any appropriate powerful item can 
be substituted as the final objective, as suits the DM’s 
campaign. This dungeon culminates in a battle with 
Dendorandra, an extraordinarily powerful type V demon 
(now known as a “marilith”).

As a lead-in to this adventure, the DM may use a 
map from another treasure hoard showing the location 
of the globe (detailed more fully in “The Legend of the 
Globe of Arden,” below) or a priestly tome describing 
Arden, the long-dead avatar of Ra, and the wondrous 
powers of an unknown artifact called the Globe of Arden. 
Such a tome might mention that the globe emits rays as 
intense as those of the sun, destroying all they touch. In 
any event, DMs should require consultation with sages 
or use of a legend lore spell to determine the location and 
history of the globe and dungeon. A sage could also provide 
a map to the dungeon’s location, referenced in the “The 
Legend of the Globe of Arden,” below. Originally set on a 
small, remote island far across the sea, the dungeon can 
be relocated to meet the DM’s requirements.

DMs will notice that the dungeon provides numer-
ous puzzles, a few traps and only two monsters. Those 
monsters, though few in number, should ably challenge 
and threaten even the most combat-hardened party — 
particularly after the party encounters all the vicious 
creatures that inhabit the Island of the Globe.

The Legend of the  
Globe of Arden

Using legend lore or consulting sages uncovers the 
following information about the god, Arden, and the 
Globe of Arden. DMs should read this information to 
their players. 

In days long past, the peoples of the southern lands 
worshiped the sun god, Arden. Legend says that the 
gods of darkness destroyed Arden during divine combat. 
Arden’s followers gathered their slain god’s remains, 
storing them in his temples.

Legends tell that one such relic, the Globe of Arden, 
was originally the left eye of the god himself — ripped 
from its socket by Tsathogga, a vile frog-demon, during 
Arden’s final, hopeless battle. However, the eye retained 
the  powers of the sun, and the demonic servants of 
Tsathogga, attempting to steal it, were disintegrated 
by the power it contained. Priests of Arden eventually 
recovered the eye, which had solidified into a strange 
sphere seemingly made of cloudy, white glass, and re-
named the divine artifact the Globe of Arden.

With Arden’s destruction, his following waned. Yet 
the preserved relics — elements of his divine being — 

prevented Arden’s foes from overcoming his temples. 
What the relics could not prevent, however, was the 
treachery of Asari. Then a high priest of Arden at the 
temple where the globe was stored, Asari grew jealous 
and bitter over his loss of personal power, which followed 
the destruction of his deity. His spell powers failing and 
followers dwindling, he entertained the overtures of the 
frog-god Tsathogga, who promised to restore Asari’s 
earthly power. As his final act of betrayal, Asari stole 
the Globe of Arden from the temple’s inner sanctuary 
and fled before the priests detected his treachery. He 
delivered the globe to the demon-priests who took the 
relic and hid it in a foreign and unpopulated land—a 
remote island, the legends say—in a complex designed 
to hide the globe from Arden and his followers. Rumors 
suggest that the demon-priests of Tsathogga, a god of 
water and darkness, fashioned the complex’ entrance to 
mock Arden, a god of air and light. Legends also caution 
that Asari, the fallen priest, received great rewards from 
the gods of evil: renewed earthly power and the gift of 
unlife. The followers of Arden, now greatly reduced in 
number and power, were unable to recover the globe, 
and it fell out of all human reckoning.

After countless years’ passage, the sands of the southern 
deserts have long since consumed the “civilization” that 
once thrived there, while men and elves inhabit what were 
once the “unpopulated foreign lands” of Arden’s time.

There exists an ancient map that allegedly depicts 
a possible location of the island on which the globe was 
hidden. The coastline of those once “foreign lands” 
seems to correspond to an area of the currently civilized 
world, though no other maps refer to this island, nor 
have sailors spoken of it. The map also features these 
cryptic words, written in a long-forgotten language:

On an island within an island,
Beyond a door that is not a door—
Shielded by the grin of the hated sun—
Lies the Globe of Arden, the eye of a dead 
god,
Stolen long ago by the traitor Asari.

Perhaps this map holds a key to locating the ancient 
and powerful Globe of Arden…

In addition, characters making a Religion check 
(DC 30) or consulting sages who specialize in ancient 
religions can obtain the information about Arden. Arden 
was once worshiped on this plane of existence as a lesser 
avatar of the sun god, Ra. He was commonly depicted as 
a hawk-headed, muscular man, wearing a short skirt of 
precious metals and jewels. He projects searing beams of 
sunlight from his eyes. His staff is tipped at one end with 
a bronze sphere, representing the sun and emblazoned 
with an ankh, and at the other end with a bronze hawk 
head. Arden also wields a bronze shortsword. Evil deities, 
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Tsathogga the frog-demon among their number, long 
ago destroyed Arden, but his worshipers gathered and 
treasured his remains as relics. Ages have passed, however, 
since Arden was worshiped on this plane.

Arriving at the  
Island of the Globe

The party may have acquired the ancient map from 
a previously looted treasure hoard or from the sage who 
related the globe’s legend. Obtaining the map might also 
constitute an adventure in its own right. Such an adven-
ture is encouraged, though not detailed here. The map 
depicts an island located south of normal trade routes, off 
the coast of a sparsely populated area north of a southern 
jungle. Thick jungle and swampland cover the island. A 
large mountain, rising from the center of the island, is 
reflected in the waters of a lake to its south. Within that 
lake, a stone outcrop rises above the water’s surface. On 
that inner island lies the entrance to the dungeon.

This module presumes that the PCs have gained 
the map and traveled overland to a coastal city near 
the island. From the denizens of this city, skirting the 
northern border of a vast jungle, PCs can hire a boat to 
convey them to the island. DMs should spend multiple 
game sessions detailing this epic journey, foreshadowing 
trials yet to come.

If you wish to avoid the above trek, you may instead 
simply begin the module with the PCs having arrived 
at the island of the globe, passed through the perils of 
the island and found the inner lake and the rock out-
crop on which the dungeon entrance is located. If so, 

proceed to “The Dungeon Entrance,” below. If you wish 
a more detailed wilderness adventure, both traveling 
to the island and on the island of the globe itself, a list 
of suggested wilderness encounters as well as a map of 
the island and the encounters that can be had there are 
detailed as a free download from the Product Support 
page of the Necromancer Games web site.

The Dungeon Entrance
Once the PCs reach the lake’s central island on the 

Island of the Globe, they immediately notice an unnatural 
depression ringed with 10-foot-tall, rune-covered stone 
pillars—the only evidence of a humanoid presence on 
the island. The pillars, heavily worn, have endured the 
passage of what must have been centuries. The runes are 
no longer legible. The pillars surround a deep hole, 30 
feet in diameter and nearly 20 feet deep. Approaching 
the edge of the depression, more evidence of humanoid 
craftsmanship can be seen: the depression, lined with 
reflective tiles, has thousands of crystal beads set into 
its surface. PCs descending into the depression notice 
an inscription encircling a tiny ruby set in black stone. 
The inscription, shimmering in the sunlight, reads, 
“Beware the noontime sun if you know not the puzzle 
behind RAS EVIL GRIN, which is tossed in the center 
of stone.” Each PC perceives the inscription as written 
in their native language. Strangely, the inscription has 
not eroded over time.

The DM should write out the inscription and dem-
onstrate how it fully encircles the small ruby; carefully 
capitalize all the letters of “RAS EVIL GRIN” to assist 
the PCs in solving the puzzle. If the party does not solve 
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the puzzle by noon, determine whether anyone remains 
in the depression when the sun reaches its zenith.

At noon, the sun’s intense rays strike the central 
ruby and trigger the trap: the ruby-refracted light bounces 
around the reflective, bead-encrusted depression, heat-
ing it to an incredible temperature. Treat any person in 
the depression when the trap is triggered as hit with a 
destruction spell each round he remains in the depression. 
The intensified sunbeams lance around the depression 
for 10 rounds, after which the sun’s angle changes and 
the heat rays subside. The only way to defeat this effect 
and enter the dungeon is to solve the puzzle of RAS 
EVIL GRIN. Tsathogga’s priests created this trap to 
mock Arden, the sun god — harnessing the power of 
the sun to destroy those followers of Arden attempting 
to liberate the globe hidden within the dungeon.

“Ra’s Evil Grin” Trap: CR 10; disintegration, as 
per a destruction spell, of anyone and anything inside 
the depression for each round they remain therein; no 
attack roll required. Spot (not applicable); Search (not 
applicable); Disable Device (impossible). Only solving 
the puzzle will deactivate the trap.

Solving the Puzzle: “RAS EVIL GRIN” is an 
anagram for “A SILVER RING.” Once the PCs figure 
this out, the rest of the solution should follow easily. 
The PCs need only “toss” a silver ring in the “center 
of stone” — that is, place a silver ring inside the letter 
“O” of the word “stone,” since that letter is the center 
of the word “stone.” 

Helping the Players Along: If the PCs can’t figure 
this puzzle out, encourage them to read the inscrip-
tion closely. A successful Spot check (DC 15) allows 
someone to notice a fine, silvery dust in the letter ‘O’ 
of the word ‘stone.’ Failing to grasp this obvious a clue, 
the PCs don’t deserve the Globe of Arden (or whatever 
magical goodie awaited their discovery).

The Gems and Beads: An unknown type of magical 
protection prevents the amplified heat from damaging the 
gems and beads. Nor can the gems be pried out or removed 
in any way. PCs attempting such a theft must make a save 
check (DC 15) for any prying tool used for this action. The 
item gets a +1 on its save if it is a masterwork item or a 
magic weapon; it gets a +2 for each “plus.” If the save fails, 
the item breaks; if it succeeds, the item remains whole.

Opening the Phase Door: Having solved the puzzle, 
the players must still wait until noon. If the PCs have 
properly placed a silver ring in the “O” of “stone,” when 
the sun reaches its zenith, a small crystal cylinder rises 
from the floor of the tiled depression. The noon sun’s 
light strikes the ruby set in the depression’s center, and 
a dazzling beam of energy immediately shoots from 
it, striking the crystal cylinder and refracting into a 
multicolored shower of light. This rainbow strikes the 
far wall of the depression and creates a shimmering 
doorway—a phase door that penetrates 10 feet of solid 
stone and opens into the catacombs below. When the 
sun passes its zenith, the phase door remains.

Unlike the phase door spell, an unlimited number 
of persons and creatures can pass through the door. 
In addition, the priests of Tsathogga enchanted the 
rocks that comprise the island; PCs cannot teleport or 
use other, similar means to enter or exit the dungeon 
(though teleporting within the dungeon is allowed). In 
addition, the priests enchanted the depression’s walls 
to resist all spells except disintegrate. Thus, the only way 
into or out of the dungeon is the phase door or use of a 
disintegrate spell.

The phase door remains open for 24 hours, until the 
following noon. At that time, the cylinder drops into its 
housing, and the depression again heats like an oven, 
trapping any PCs still inside the dungeon complex. By 
recovering the Globe of Arden, the PCs could use its 
disintegrate power to blast a way out at the location of 
the phase door, since the stone there is only 10 feet thick. 
If the Globe of Arden is replaced with a different magic 
item, provide a scroll of disintegrate with the final treasure 
or create an alternative exit. The priests of Tsathogga 
intended that nothing ever leave this dungeon.

The Dungeon of the Globe
The phase door penetrates 10 feet of solid stone, 

extending from the depression to this location. From 
this point, the PCs can re-enter the phase door and re-
turn to the depression. The phase door, however, only 
remains open for 24 hours — from noon until noon. 
Remember: the only passages from the dungeon to the 
outside world are the phase door or a disintegrate spell. 
Teleporting is impossible.

When living matter passes through the phase 
door, an alarm spell triggers in Rooms 3 and 9, alerting 
Asari and Dendorandra, respectively, to the presence 
of intruders.

1. The Shifting Hallway
The corridor at this point contains large scrape 

marks on the floor, as if a huge stone block had been 
dragged over the hallway’s paving stones. Any dwarf, 
gnome or person with the Craft (stone) skill most 
likely recognizes that a block within this corridor shifts 
(Stonework or Craft [stone] check at DC 5). Further 
examination (DC 10) reveals which block: the east-
ernmost 10-foot stone block in the south wall shifts, 
apparently sliding north and south. 

The Stone Trigger: Careful search of the general 
area (Search DC 16, Spot DC 22) reveals a stone trig-
ger or button set in the north wall, about 4 feet up the 
wall, at “A” on the map. The button, a one-cubic-foot 
stone block, can be pushed inward. Currently flush with 
the wall, pushing the button inward sets the blocks in 
motion. The button resets itself, flush to the wall, in 
one round. Pushing the button again causes the blocks 
to move in the opposite direction. If the blocks are 
moving when the button is pushed, the blocks stop for 
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one round, then begin to move backward to their last 
position. There is no limit to the number of times the 
button may be pushed. However, there is a 1% chance 
(non-cumulative) each time the button is pushed that 
the button sticks and the mechanism malfunctions. 
The pressure plate at area “D” also triggers the blocks, 
as described in Room 2, below.

The Shifting Blocks: Once the trigger at “A” is 
pushed, two blocks within the corridor shift. The first 
is block “B” —60 feet of solid stone. It moves from 
its southern position (marked on the map as the solid 
block “B”), sliding 10 feet per round northward until it 
comes to rest against the far northern wall. The block’s 
position when at rest at the north end is marked with 
dashed lines and the letter “B” on the map.

The second is block “C” —30 feet of solid stone. 
Unlike block B which slides north and south, block C 
moves up and down. Initially in its down position, block 
C fills the corridor at the area marked “C.” When the 
button is pushed, the block rises until flush with the 
ceiling. It takes 5 rounds for block C to either rise to 
the ceiling or return to the floor.

The blocks always move in tandem. They are always 
either “closed” (block B in its southern position and 
block C flush with the floor of the corridor) or “open” 
(block B in its northern position and block C flush 
against the ceiling). The two positions are named for 
their relation to Room 2. If the blocks are in the open 
configuration, the PCs can access Room 2; in the closed 
configuration, the blocks prevent access. 

When initially encountered, the blocks are in the 
closed position, as described above. Pushing button “A” 
causes the blocks to shift to the open position—block 
B moves northward and block C rises to the ceiling. 
Because block B is still shifting by the time block C 
has stopped, the characters do not initially notice 
block C.

Finding Block C: If the characters venture down 
the hallway when the blocks are in the open position, 
the characters may spot block C (Search DC 14, Spot 
DC 20). In addition, any dwarf, gnome or person with 
the Craft (stone) skill can make a check (DC 10) to 
detect the location of block C, even though it is in its 
housing, flush with the ceiling. A further check (DC 
15) reveals that the block moves up and down.

Getting Caught Between the Blocks: If someone 
triggers the pressure plate at area “D” (see Room 2, 
below), the blocks return to the closed position. If 
the blocks are in the closed position when the plate is 
triggered, there is no effect. It is therefore possible that 
characters may be caught between the moving blocks 
if the plate is triggered when they are trying to escape 
the room.

After triggering the pressure plate (see below), the 
characters should make a Listen check (DC 10). Those 
who succeed hear the sound of grinding stone and realize 
that the stone blocks are moving; they can then make 

a Dexterity check (DC 12) to react this round. Any 
characters failing the Listen or subsequent Dexterity 
check cannot move during the first round that the 
blocks are in motion.

The blocks return to their original, closed position. 
Block B moves 10 feet per round until it returns to its 
original southern position. Block C descends 1/5th of the 
distance from the ceiling to the floor per round until 
it is flush with the floor of the corridor, which takes 5 
rounds. Characters may be unable to exit the north/south 
corridor to the west, where the button is, because block 
B has moved back into place and closed off the passage; 
the characters may also be unable to pass descending 
block C, either into or out of Room 2.

Moving Past Block B: Presuming the blocks are in 
the open position when the pressure plate is triggered, the 
characters have 3 rounds to escape through the corridor 
to the west (presuming they are able to move the first 
round, which requires the Listen and Dexterity checks 
detailed above). During the first and second rounds, 
because block B is not yet obstructing the exit to the 
western corridor, anyone may move freely through the 
passage. However, on round 3, the shifting stone block 
begins to block the passage; by the end of the round, the 
passage is fully blocked. Anyone attempting to move 
through the passage into the western corridor during 
this round must make a Reflex save (DC 20). Those 
making the save tumble through the aperture just as 
the block closes off the corridor. Those failing the save 
are caught between the moving block and the opening 
and suffer massive damage; they must make a Fortitude 
save (DC 35) or be cut in half, killed instantly. Those 
who make the save still take 6d10 points of damage, 
managing to wiggle through the gap into the western 
corridor by sheer determination. Such PCs, their legs 
broken and useless, require assistance to move until 
fully healed.

Moving Past Block C: Presuming block C is in 
its raised, open position when the pressure plate is 
triggered, it takes 5 rounds for the block to descend 
fully to floor level. For the first two rounds, PCs can 
move under the descending block with no difficulty, 
requiring only a little crouching. On the third round 
of block C’s descent, PCs passing under must make a 
Reflex save (DC 12). Success means they can move 
their full base movement under the block, and failure 
means they can only move half their base movement 
under the block. Running is impossible. On the fourth 
round, PCs must make a Reflex save (DC 25). Success 
means they can move half their full base movement 
under the block, and failure means they are trapped 
under the block and cannot move. Small characters can 
add +2 to their saves, while Large characters suffer a –2. 
On the fifth round, the block settles flush against the 
floor. Any PCs trapped beneath must make a Fortitude 
save (DC 35) or be crushed and killed instantly. Those 
who make the save take 6d10 points of damage and 
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continue to save and take damage every round they 
are trapped under the block.

“Caught in the Middle”: A PC who can’t quite 
make it out might get caught between block B moving 
south and block C descending. Obviously, block B 
comes to rest against block C, crushing any PCs caught 
in the middle. A PC in this situation normally has a 
few rounds of helpless immobility to contemplate his 
certain doom. Because block B only moves 10 feet per 
round, it takes six rounds for block B, after it prevents 
access to the western corridor, to come to rest against 
block C. Anyone caught between the blocks must 
make a Fortitude save (DC 35) or be crushed and killed 
instantly. Those who make the save take 6d10 points 
of damage and continue to save and take damage every 
round they are crushed between the blocks.

Stopping the Blocks: Physically preventing the 
blocks’ movement is impossible. Pushing stone trigger 
“A” stops the blocks’ movement and resets them to 
their last position. Thus, if the blocks were open and 
someone triggered pressure plate D, an alert character 
could reach stone trigger at “A” and push it, sending 
the blocks—which were on their way to the closed 
position—back to the open position. Remember: after 
pushing stone trigger “A,” the blocks remain still for 
one round before reversing direction.

Experience: Set the challenge rating of these 
blocks carefully. Pushing the button, watching the 
blocks move but never exploring anything shouldn’t 
be worth anything above CR 2 for the characters. If 
the trap is triggered, jeopardizing the PCs’ lives, DMs 
should consider treating the trap as CR 10 or more 
depending on the degree of peril.

2. The False Globe and the Block Trap
Dozens of skeletons are piled in this room. Several 

wear scraps of rusty armor; all have parts missing. Scratches 
and scrawling on the walls give evidence that some must 
have died here. You see tooth marks on some of the 
bones. Perhaps these skeletons represent previous quests 
to recover the globe; or perhaps they are the servants of the 
priests of Tsathogga—entombed here once they finished 
constructing the labyrinth that houses the globe, so that 
no one would ever learn its hiding place.

False Globe: At the far, eastern end of the room, 
an altar sits atop a dais, radiating evil. Symbols of the 
demon frog-god Tsathogga adorn the walls. A glowing 
globe sits upon the altar. Cautious PCs might feel as 
though this quest has proved too easy; their suspicion 
is warranted — this is a trap. The globe, enchanted 
with Nystul’s magic aura, radiates magic. It also radiates 
good. Anyone touching the false globe triggers the trap. 
Touching the globe to disarm the trap does not trigger 
it, unless the attempt fails by 5 or more.

False Globe with Chain Lightning Trap: CR 10; 
damage as per a chain lightning spell cast at 18th level (18d6 
damage to the person touching the false globe, and up to 9 

bolts of 9d6 damage to anyone within 30 feet), no save for 
the person touching globe but Reflex save (DC 18) for half 
for all others; Search (DC 30); Disable Device (DC 30).

Pressure Plate: Located in front of the altar at 
area “D” on the map is a pressure-plate trap, triggering 
the blocks at Room 1 to return to their “closed” posi-
tion. See Room 1, above, for details on how the stone 
blocks move.

Pressure Plate: CR 4; 100 lb or more triggers blocks 
at Room 1 to return to “closed” position; Search (DC 
25); Disable Device (DC 30).

3. The Evil Chapel
The door opens revealing an evil chapel with an 

altar carved in the form of a many-armed snake woman. 
Thirteen white stone pillars stand in a half circle in front 
of the blood- and skull-covered altar. A single priest 
chants arcane words as a silver glow envelops his body. 
Then all goes black.

The priest is Asari—the fallen high priest of Arden 
who long ago stole the Globe of Arden and delivered it 
to the priests of Tsathogga. Tsathogga rewarded Asari’s 
treachery with eternal life as a powerful mummy, mak-
ing him a consort to Dendorandra, the type V demon 
(marilith). The chapel area detects as evil, and because 
of its utter evil, turning of the undead is impossible 
within its confines. In addition, all divine spellcasting 
has a 20% chance of failure, except that of chaotic 
evil priests. 

Asari, the Mummy Priest, Cle9 (Tsathogga): 
CR 12; SZ Medium Undead; HD 6d12+9d8; hp 95; 
Init -1; Spd 20 ft.; AC 26; Atk +12/+7 melee (1d6+3, 
buffet plus disease); SA spells, death touch, despair, 
mummy rot, smite good; SQ damage reduction (5/+1), 
resistance to blows, vulnerable to fire; AL CE; SV Fort 
+7, Ref +3, Will +12; Str 17, Dex 8, Con —, Int 12, 
Wis 18, Cha 15.

Skills: Concentration +12, Hide +5, Listen +5, 
Move Silently+9, Scry +12, Spellcraft +12, Spot +8 
(+13). Feats: Alertness, Armor Proficiency (heavy), 
Combat Casting, Spell Penetration.

Divine Spells (6/5/5/4/3/1): 0— guidance, inflict 
minor wounds (x3), resistance, virtue; 1st — bane, 
doom, endure elements, entropic shield, obscuring 
mists; 2nd — desecrate, hold person (x2), shatter, sound 
burst; 3rd — bestow curse, deeper darkness, meld into 
stone, protection from elements; 4th — poison, spell 
immunity (magic missile, fireball), summon monster 
IV; 5th—insect plague.

Domain Spells (Destruction/Water): 1st — obscuring 
mist, 2nd — fog cloud, 3rd — contagion, 4th — inflict 
critical wounds, 5th — circle of doom.

Domain Powers: Death Touch (touch attack, roll 9d6; 
if total equals or exceeds the target’s current hit points, 
he dies. No save); Smite Good (1/day can attack a good-
aligned creature at +4 to attack and +9 damage).
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Possessions: Plate mail armor, eyes of doom, helm of 
awareness (magical helm that adds +4 awareness bonus 
to all Spot and Search checks), silver unholy symbol 
of Tsathogga, cursed robe of vermin (worn by Asari, but 
it has no effect on him).

Tactics: Asari begins combat by protecting himself 
from fire using his protection from elements spell, then 
casting entropic shield, desecrate and spell immunity as the 
party enters. The alarm spell, triggered by the PCs at the 
phase door, warned Asari of their arrival. After using his 
insect plague and summon monster IV (3 dretches) spells, 
Asari advances to attack. Remember: Asari can use the 
eyes of doom each round as a free action. Asari uses meld 
into stone if seriously threatened and reappears a few feet 
away to resume his attack. He also enjoys using his fog 
cloud and obscuring mist.

The Altar: If Asari is killed, the face of the many-
armed snake woman animates, and a female voice 
intones, “Little men, your powers are nothing to me. 
I would have destroyed all of you long before this, but 
I enjoy breaking such miserable creatures as you with 
my bare hands. Humans beg so wonderfully, shrieking 
and crying as I slowly pull them apart!” Looking at a 
spellcaster in the group, the female voice adds, “Perhaps 
I shall use you a replacement for my last companion 
— the one you so thoughtlessly destroyed.” The statue 
then resolidifies amid distant laughter.

4. The Maze
It should be obvious to the PCs that they are about 

to enter a maze. Navigating this maze ultimately leads to 
area 8. The maze does not present much difficulty and 
can be navigated by normal means. Note that, to pass 
through the doors at area 7, the secret door at Room 5 
must eventually be discovered.

The maze is divided into three sections:
•	 Section	4A	leads	eventually	to	the	doors	at	

area 7. No monsters roam this section.
•	 Section	4B	leads	nowhere;	2 ochre jellies 

wander around this section. (There is a 1 
on 1d6 chance per 5 rounds of encounter-
ing one of the jellies.)

•	 Section	4C	of	the	maze	leads	to	the	secret	
door at Room 5, below.

Ochre Jellies (2): CR 5; Large Ooze; HD 6d10+27; 
hp 85; Init –5; Spd 10 ft., climb 10 ft.; AC 4; Atk +5 
melee (2d4+3, slam plus 1d4 acid); Face/Reach 5 ft. 
x 10 ft./10 ft.; SA acid, constrict, improved grab; SQ 
blindsight (60 ft.), ooze, split; AL N; SV Fort +4, Ref –3, 
Will –3; Str 15, Dex 1, Con 15, Int —, Wis 1, Cha 1.

Skills: None. Feats: None. 

5. Traps and Keys
A secret stone door, locked and trapped, bars 

entrance to this small room. Opening the secret door 
without disabling the trap triggers it. 

Secret Spear Trapped Stone Door: CR 3; 1 in. 
thick; Hardness 8; hp 20; Search (DC 20); Break (DC 
30); Open Lock (DC 25). Spear Trap: Three spears fire 
out through the secret door when opened, +12 ranged 
(2d8 [x3], crit x3); Search (DC 20); Disable Device 
(DC 20). Note: 200 ft. max range; target(s) determined 
randomly from those in its path.

Behind the secret door, on the far wall of this 
area, are four hooks, from each of which hangs a large 
key — one made of silver, one of bronze, one of lead 
and one of brass. PCs need them to open the iron doors 
at area 7.

6. The Second False Globe
A secret stone door, locked and trapped, bars en-

trance to this small room, which holds a second false 
globe. Opening the secret door without disabling the 
trap triggers it. 

Secret Spear Trapped Stone Door: CR 3; 1 in. 
thick; Hardness 8; hp 20; Search (DC 20); Break (DC 
30); Open Lock (DC 25). Spear Trap: Three spears fire 
out through the secret door when opened, +12 ranged 
(2d8 [x3], crit x3); Search (DC 20); Disable Device 
(DC 20). Note: 200 ft. max range, target(s) determined 
randomly from those in its path.

Opening the secret door reveals a small chamber. Its 
walls are barren and crudely worked, and the chamber’s 
floor is unworked earth. Rudely placed in a stone basin 
set in the east wall, shrouded by a black cloth covered 
with evil runes, sits what appears to be an orb. The vile 
black cloth cannot mask the light emanating from the 
orb beneath. 

The writing on the cloth, in Abyssal, appears to be 
some sort of curse of darkness. The cloth detects as evil 
and as magic. However, this is all a ruse (again), as the 
cloth is falsely enchanted to detect as evil and magic. 
Touching the cloth triggers the equivalent of a poison 
spell (1d10/1d10 temporary Con damage, Fortitude 
save DC 17 negates).

The orb beneath glows with a bright holy light, as 
if radiating a daylight spell and good. This globe, like 
its predecessor, is enchanted with Nystul’s magic aura. 
Anyone touching the second false globe triggers the trap. 
Touching the globe to disarm the trap does not trigger 
the trap, unless the attempt fails by 5 or more.

False Globe with Chain Lightning and Slay Living 
Trap: CR 8; damage as per a chain lightning spell cast 
at 18th level (18d6 damage to the person touching the 
false globe, and up to 9 bolts of 9d6 damage to anyone 
within 30 feet), no save for person touching globe, but 
Reflex save (DC 18) for half for all others; the person 
touching the globe is also stricken as per slay living spell 
(person touching globe is instantly slain, Fortitude save 
DC 17 avoids instant death but victim suffers 3d6+18 
points of damage); Search (DC 30); Disable Device 
(DC 30).
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Northern Secret Door: At the north end of the 
chamber, a second secret door, this one expertly hidden 
and unlocked, opens into a passage that leads to the 
iron portals at area 7, below.

 Expertly Hidden Secret Door: CR 5; 3 in. thick; 
Hardness 8; hp 45; Search (DC 35); Break (DC 35).

7. Riddles at the Gate
A set of great iron portals bars the PCs way. The 

two doors, constructed of the finest material, are en-
graved with arcane writings. In the center of each door 
is an elaborate, rune-etched lock with several strange 
keyholes.

Each door is built from 4-inch-thick magical iron 
with 1-inch-wide internal channels that run both 
horizontally and vertically, through which adamantine 
bars have been inserted. These bars slide away when 
the locks are disengaged. The lock on the right-hand 
door causes the vertical bars to retract, and the lock on 
the left-hand door causes the horizontal bars to retract, 
thus unlocking the door. Attempting to pick the lock, 
instead of using the four keys from Room 5, triggers the 
trap. In addition, using the keys improperly subjects the 
PC(s) to electrical damage.

Trapped, Locked Adamantine-reinforced Iron 
Portals: CR 5; 4 in. thick; Hardness 15; hp 130; dam-
age resistance (20/+5); spell resistance (immune to all 
spells except wish and miracle); Break (DC 50); Open 
Lock (DC 40); any failed attempt to pick the lock 
results in the character being stricken by a slay living 
spell (Fortitude save DC 17 avoids instant death, but 

victim suffers 3d6+18 points of damage); failing to use 
the keys in the proper manner or force the door subjects 
the PC to 2d6 electrical damage, no save.

Each of the two doors has four keyholes and a riddle that 
explains how to unlock it. Once both halves are opened, the 
doors can be swung wide into the cave at area 8.

The Riddle on the Right-hand Door: Four colored 
metal plates in symbolic shapes comprise the lock in the 
door’s center. The shaped plates, each with a keyhole 
at its center, are as follows: a brass table, a lead sword, a 
bronze coffin, and a silver diamond. Each lock appears 
designed to accept a normal-sized key. Surrounding the 
locks is the following inscription written in magical 
runes (requiring read magic): 

One man makes me, does not need me.
One man buys me, does not use me.
One man uses me, does not see me.

Solution: The answer to the riddle is “coffin.” When 
the bronze key is inserted into the coffin-shaped bronze 
lock, it slides back to reveal a second, coffin-shaped 
silver lock. If this is in turn opened with the silver key, 
it reveals a coffin-shaped lead lock, which when opened 
in turn reveals a coffin-shaped brass lock. Each lock must 
be opened with the key of similar metal. Using the keys 
in any other manner causes 2d6 electrical damage. Once 
all four locks are opened, the characters hear a loud, 
grinding sound, as the vertical interlocking adamantine 
bars within the doors slide away. PCs cannot yet open 
the doors until the left-hand door is unlocked.
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The Riddle on the Left-hand Door: Four, square 
faceplates comprise the locks in the door’s center — one 
each of silver, lead, bronze and brass. Surrounding the 
locks is the following inscription, written in magical 
runes (requiring read magic):

I fall first the heaviest, and then heaviest from a 
man’s purse.

Solution: The answers are “lead” (because it is the 
heaviest of the four metals) and “silver” (because coins 
are made of it). Only by inserting and turning the lead 
key in the lead lock and the silver key in the silver lock 
does this half of the door unlock. Using the keys in any 
other manner causes 2d6 electrical damage. Once both 
locks are opened, the characters hear a loud, grinding 
sound as the horizontal interlocking adamantine bars 
within the doors slide away. PCs cannot yet open the 
doors until the right-hand door is unlocked. 

Once both doors are unlocked — both sets of 
adamantine bars have withdrawn — they swing open 
freely, all traps disabled.

8. The Gloomy Cavern
This cave contains large piles of bones, loose rocks, 

rusty swords, armor and the rotten remains of packs and 
other soft goods. An eerie, howling wind blows through 
this place and an otherworldly light emanates from Room 
9. There are no monsters here. The demon in Room 9 
can create animated servants from these bones.

Treasure: In one of the piles of bones, a detect 
magic spell reveals a +2 large wooden shield beneath a 
large pile of rusty metal.

9. The Guardian
A set of stairs, hewn from the red stone of the liv-

ing rock of the cave itself, descends about 30 feet to a 
room of roughly worked stone. Strange crystals are set 
into its walls. A huge pile of silver and gold glitters and 
shines in the center of the room.

The monster in this room, initially invisible, attacks 
once the PCs get close, revealing herself. Tsathogga 
commissioned Dendorandra the type V demon (known 
as a “marilith” in the Third Edition rules) to guard the 
Globe of Arden. She knows that she will suffer eternal 
torment should she fail in her task.

Dendorandra the Type V Demon (Marilith): CR 
12; SZ Large Outsider [Chaos, Evil]; HD 9d8+45; hp 
85; Init +2; Spd 40 ft.; AC 29; Atk +16/+16/+11 melee 
(1d8+8, +3 longsword of speed), +14 melee (1d8+6 [x3], 
+1 longswords), +14 melee (1d8+6 [x2], +1 longspears) 
and +11 melee (4d6+7, tail, touch attack plus con-
strict); Reach 15 ft. constrict, 10 ft. with longspears, 
5 ft. with swords; SA spell-like abilities, gating, grab, 
constriction; SQ cold and fire resistance (20), damage 
reduction (20/+2), darkvision (120 ft.), electricity and 
poison immunity, spell resistance (25); AL CE; SV Fort 

+11, Ref +8, Will +10; Str 21, Dex 15, Con 21, Int 18, 
Wis 18, Cha 16.

Skills: Spellcraft +14, Move Silently +12, Concen-
tration +14, Hide +14, Bluff +13, Intuit Motive +14, 
Search +14, Spot +15, Listen +14, Scry +14. Mariliths 
gain a +8 bonus to listen and spot checks. Feats: Cleave, 
Power attack, Multi-attack.

Tactics: Dendorandra relishes combat. She fights 
with four longswords and two longspears in her six 
arms — one is a +3 longsword of speed, named Xpatias 
(literally “frogsticker” in Abyssal). The remaining 
swords and spears are all +1. Prior to the encounter, 
Dendorandra activates her magic circle against good, see 
invisibility, unholy aura and polymorph self abilities. She 
assumes the form of a loathsome horsefly. She buzzes 
around, choosing her victim. She uses unholy blight on 
the party and shifts back into her true form. She then 
animates 12 skeletons to encircle the party, if possible, 
and herd it into her next attack. Dendorandra begins 
the melee with a cloudkill effect on her position, since 
she is immune to poison and thus unaffected. She also 
attempts to gate in 1d4 hezrous to occupy the fighters 
(she prefers hezrou demons, as they fear her blades and 
serve her willingly, joining her in the frenzied blood-
lust). She attacks lightly armored individuals first and 
concentrates on one victim until that person is dead. 
If she can grab and constrict someone, she teleports him 
away and kills him before returning. Dendorandra can 
teleport 500 pounds’ worth of items. If wounded to over 
half her hit points, she teleports into the large cavern 
and animates more skeletons to help her (12 per round). 
In this evil complex, Dendorandra cannot be turned. 
If a priest tries to turn her or if someone hits her with 
holy water, she flies into a rage and blindly attacks that 
person until one or both are slain. 

DM Note: Do not underestimate the power of her 
constriction attack since it deals 4d6+7 damage per 
round plus possible unconsciousness! 

Xpatias, Longsword of Speed +3: Int 15, Wis 13, 
Chr 18, Ego 22, speaks, reads and telepathically commu-
nicates in Common, Infernal and Celestial. The wielder 
gets one additional attack at her best attack value each 
round. Of chaotic-neutral alignment, any chaotic (good, 
neutral or evil) PC may use Xpatias. Non-chaotic creatures 
touching Xpatias suffer 1d4/1d4 temporary Con damage 
(Fortitude save DC 22 avoids) as if poisoned each time 
they touch the sword. It also has the following powers: 
The wielder has free use of the Blindfight feat and can 
see invisible. The sword detects amphibians within 100 
feet and drives the wielder into a rage against those 
amphibians (like the barbarian power) if an ego test is 
failed (Will save at DC 22). The wielder can cast shield 
on his person twice per day. The sword’s special purpose 
is to slay amphibians, including hezrou demons, and its 
special power is hold monster on all hits on amphibians 
(normal save applies, as per the spell).
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Treasure: Other than the very magic sword, the 
pile of gold and silver consists of 4,000 gp and 20,000 
sp. Under the pile of coins, a secret hatch opens into a 
passage — a 3-foot-diameter crawlspace of tiled stone 
— leading to Room 10. There is no magical way to 
detect the secret door. 

Secret Hatch: CR 2; Spot (DC30); Search (DC 
25); 1 in. thick; Hardness 8; hp 30; Break (DC 30); 
Open Lock (DC 25).

10. The Treasure Room
A dim glow can be seen at the end 

of the tiny passage leading to this room. 
The PCs emerge into a 5-foot-square 

room containing a chest and a silver cof-
fer. Both vessels look to be thousands of 
years old and are covered with ancient and 

arcane runic and hieroglyphic inscriptions. 
Fine locks of ancient construction on both 
items look untouched, as though undisturbed 
for centuries.

Treasure: Both vessels are locked 
and trapped. The chest, made of iron, is 
worth 1,000 gp intact. The coffer, made 
of mithril silver, is worth 4,000 gp intact. 
Their value drops to 1/5 the estimate if 
they are broken open. 

The Chest: The chest contains the 
following 10 gems, sized from 1 carat to as 
large as a fist: a 10,000 gp uncut corundum 
sphere (the largest item); a 1,000 gp ruby; 
a 3,000 gp sapphire; a 6,000 gp emerald; a 
2,000 gp garnet; a 8,000 gp opal; a 6,000 
gp topaz; a 4,000 gp aquamarine; a large 
piece of jade worth 4,500 gp; and a 2,500 
gp black opal. 

Locked Iron Chest: 1 in. thick; 
Hardness 10; hp 40; Break (DC 30); 
Open Lock (DC 25). Poison Gas Trap: 
CR 10; releases burnt othur fumes filling 
a 10-foot-radius sphere (see Poisons in 
the DMG); Search (DC 21); Disable 
Device (DC 25).

The Coffer: The coffer cannot be 
magically opened with an open/close or 

knock spell due to the unknown pro-
tective runes of a magic-retarding 

nature. Inside the coffer is an 
odd, unidentifiable and glow-
ing gem, about 12 inches in 

diameter, made of a milky-
glasslike substance. This 

is (finally) the Globe of Arden — a 
powerful artifact! 

Locked Mithril Coffer: 1 in. thick; Hardness 
15; hp 40; Break (DC 40); Open Lock (DC 35). Light-
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ning Blast Trap: CR 5; 5-foot-wide, 50-foot-long blast 
(10d6); no save because of the room’s size; Search (DC 
26); Disable Device (DC 25).

The Globe of Arden: The globe has the following 
powers:

•	 The	globe raises its owner one experience level 
while floating around his head (like an Ioun stone).

•	 It	continuously	casts	daylight (its owner can-
not cancel this effect, though the globe can be put in 
a sealed container, which negates the daylight but also 
prevents use of any of the globe’s powers).

•	 It	can	cast	shocking grasp (3/day) at its owner’s 
level.

•	 It	can	cast	commune (1/month) with the god 
Arden.

	•	 It	can	cast	searing light (1/day) and sunbeam (1/
day) at the its owner’s level.

When the globe’s owner uses any of these powers, she 
loses all body hair permanently. The globe also has an 
incredible primary power (which can only be discerned 
by legend lore): it can cast a disintegrate beam (1/week). 
The user must invoke the name of Arden or Ra to use 
this power then make a ranged touch attack. Any target 
hit must make a Fortitude save (DC 31). If the save fails, 
the object hit is utterly destroyed. If the save is success-
ful, the target instead takes 10d10 points of damage and 
makes a massive damage check (see the DMG). If the 
ranged touch attack misses its target, the attack still hits 
a randomly determined target. If used against nonliving 
matter, the beam disintegrates 20 cubic feet of it. Oth-
erwise, the ray functions as per a disintegrate spell. Each 
time the primary power is used, the globe’s owner loses 
one point of Constitution permanently unless a success-
ful Constitution check (DC 22) is made. Evil creatures 
touching the globe suffer 5d6 damage with no save.
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PIT OF DESPAIRThe Pit of Despair
Introduction

 Designed for a high-level (13+) party, this module 
details an adventure to recover the Sword of Karith, a +5 
holy avenger longsword. Not the straight-forward hack-
and-slash treasure hunt your players will be expecting, 
this adventure is instead a trap laid by the forces of evil 
to corrupt and destroy their greatest enemy: paladins. 

At the direction of Orcus, the demon-god of un-
dead, a type IV (“nalfeshnee”) demon named Caanara 
misappropriated the Sword of Karith and hid it in a desert 
temple, called the Temple of the Justicars. Adding to 
his villainy, Caanara also replaced the Sword of Karith 
with an unholy sword, which Orcus heavily enchanted 
to mimic the Sword of Karith. Knowing paladins simply 
cannot resist a holy quest to recover a lost, magic sword, 
the forces of evil have created a win-win situation. 
Up-and-coming paladins attempting to find the temple 
and recover the sword will either be killed outright 
during their quest or be utterly corrupted when they 
inadvertently recover the unholy sword, believing it 
to be the Sword of Karith. This adventure, then, has 
two possible outcomes: either the PCs all die or they 
recover an evil and corrupting unholy sword. Cruel 
treatment of the characters, you say? Evil? Wicked? 
Dastardly? Exactly.

DMs thus must be at their most deceptive, skirting 
that thin line between gunning for your players and 
running a complex deception fairly. DMs must run this 
adventure with an understanding that it was crafted by 
extraordinarily intelligent deity-like demons whose goals 
are deception, corruption and slaughter. For instance, 
do not refer to this adventure as The Pit of Despair. 
Instead, call it The Temple of the Justicars or The 
Quest for the Sword of Karith. Do nothing to tip off 
the do-gooding heroes to the presence of the trap.

The party’s initial trip to the Temple of the Justicars 
most likely results in their defeating the demon guard-
ians and recovering the false holy sword, thus corrupting 
the party’s paladin. This unlucky soul will then need 
to perform an act of atonement to cleanse himself of his 
unwilling sins and recover his paladinhood once he 
realized his corruption. Learining that the destruction 
of the false holy sword is the only means of atonement, 
the PCs no doubt attempt a second trip to the temple, 
where they return with the unholy sword in an attempt 
to destroy it along with the demon Caanara, and recover 
the true Sword of Karith.

DMs should feel free to replace Orcus, the demon-
god of undead, and Thyr and Muir, the god of law and 
the goddess of virtue and paladins, respectively, with 
those gods most appropriate to their campaign. For more 
information on Thyr and Muir, visit the “Product Sup-
port” page of the Necromancer Games web site (www.
necromancergames.com) and key in the product support 
password for this module.

The Legend of the  
Holy Sword of Karith 
For the Players

PC paladins are familiar with the legend of Karith—
a heroic paladin of old who roamed the lands as a 
champion of good, wielding a wondrous sword of great 
power. Consulting a sage or casting a legend lore spell 
reveals the true history of Karith and his holy sword. 

Many years ago, a paladin of great renown, named 
Karith, roamed the world, righting wrongs, slaying drag-
ons and protecting the innocent. The deeds of this great 
man border on the unbelievable. In fact, most common 
folk consider them great exaggerations, if not outright 
myth. In truth, Karith was less famous than he should 
have been, having done deeds far greater than even the 
most superstitious or pious would believe.

Karith wielded the mighty sword, Entrancacor, 
which in the ancient dwarven tongue means “slayer of 
demons.” The finest dwarven smiths and enchanters 
forged this sword for the Holy Order of the Justicars—
the paladins of the goddess Muir—over 1,000 years ago. 
Legend holds that no greater weapon was ever forged, 
before or since. Tales tell of demon armies recoiling 
from a lone man wielding this sword. The sword was 
passed from grandmaster to grandmaster within the 
holy order over many generations, and Karith was the 
last grandmaster of the Justicars.

As Karith neared the end of his life, the gods of good 
bade him wait patiently for his successor to appear. How-
ever, no paladin of the order then living was sufficiently 
worthy of bearing the sword and becoming grandmaster. 
Some held promise, yet none sufficiently distinguished 
himself from his peers. The high priests of the temple of 
Thyr and Muir—the god of law and the goddess of virtue 
and paladins, respectively —communed with their gods 
and were instructed to have faith. After several years 
passed with no worthy successor appearing, a female 
celestial of Muir visited the priests. In angelic splendor, 
the celestial instructed the high priests to relinquish the 
sword into her keeping. She revealed her plan to set 
the sword in a temple, hidden in a valley deep within 
a distant desert, where it would await discovery by a 
paladin worthy to retrieve it and bear it forth again. By 
its recovery, the celestial told the priests, they would  
know the new grandmaster of paladins. Legends call the 
resting place of the sword the “Temple of the Justicars.” 
Though many brave paladins have attempted the sword’s 
recovery, to this day, none has succeeded.

For the DM
The avatar mentioned above, who retrieved and 

hid the sword, was unrelated either to Thyr or Muir, 
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and was instead Caanara, a type IV, “nalfeshnee” 
demon, sent by Orcus to steal the sword and place it 
beyond the reach of those serving Thyr and Muir. A 
master of deception, Orcus also gave his demon a false 
sword, called Entranhumani (“slayer of humans”), with 
which to dupe and despoil any paladins who successfully 
locate the hiding place of Entrancacor. Orcus bound 
his demon to the sword’s resting place and commanded 
him to guard it. DMs should remember that nowhere 
in the legends are these demons mentioned; instead, 
convince any questing paladin that his god’s avatar took 
the sword. The PCs should expect a “quest to find a 
sword belonging to the good guys” adventure, not an 
evil trap set by the worst enemies of law and good.

The methods by which the PCs discover the exact 
location of the Pit of Despair are up to the DM. The 
holy sword’s hiding place is a well-kept secret. Because 
demons do not want a powerful enemy running around 
slaughtering their kind with so powerful a weapon, 
even they go to great pains to keep the location a 
mystery — however fond they are of using the ruse to 
destroy up-and-coming paladins. And there are never 
any survivors of failed quests to question—their deaths 
mistakenly attributed to the paladin’s excess pride or 
arrogant belief in his own worthiness to bear the sword. 
When in reality he was yet another victim of Orcus’ 
and Caanara’s treachery and deception.

Consultation with a sage is, perhaps, the best way 
to set the adventure in motion. The sage could direct 

the PCs to a secluded sect of Muir’s priests. Those 
priests, should they deem the party’s paladin worthy, 
provide him with a copy of a map to the Valley of the 
Temple of the Justicars — the rumored hiding place of 
the Sword of Karith. They also inform the paladin that 
the legends reveal that “only someone who is prayerful 
and devout and who sees with the eyes of faith can find 
the entrance to the Temple.” 

Other methods of discovering the location of the 
Pit of Despair include a treasure map, a holy text found 
secreted away in a vast library, a message scratched 
onto an abandoned shield or breastplate, a divinely 
bestowed vision, or consultation of the oracle at Rap-
pan Athuk.

Traveling to the  
Temple of the Justicars

After learning the location of the Temple of the 
Justicars, as described above, the PCs must travel to 
the edge of the desert and beyond to the Valley of the 
Temple. DMs should make this an arduous journey 
fraught with danger to provide the right “feel” for a 
holy quest.

To reach the general location of the Pit of Despair, 
the party must travel through a wilderness stretching 
180 miles beyond the last human settlement. The first 
120 miles involve traveling to the edge of the desert 
and should be dangerous, though not overly so. Once 
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the PCs reach the edge of the desert, they must then 
travel an additional 60 miles through it until they reach 
the Valley of the Temple.

DMs wishing to avoid a prolonged wilderness trek can 
proceed directly to the section entitled, “The Entrance to 
the Pit of Despair,” below. However, DMs are encouraged 
to run wilderness encounters as the PCs travel to the Valley 
of the Temple. This increases the “epic quest” feeling of 
the adventure, making the PCs more likely be duped when 
they recover the false holy sword after their major battle 
in the Pit. Otherwise, the PCs might get suspicious if 
the quest is too easy. A free download is available from 
the Product Support page of the Necromancer Games 
web site detailing appropriate wilderness encounters 
for the trek to the Valley of the Temple, including 
an encounter with evil priests, a vampire-led group of 
undead and a blue dragon servant of Orcus.

The Entrance to  
the Pit of Despair

The PCs have traveled miles through the desert 
and have finally reached this forsaken place—the Val-
ley of the Temple. Their map guides them into a cleft 
in the red-rock wall. They travel the narrow path in 
the shade of the looming walls for over an hour, and 
emerge from between the two large walls of rock into 
a small canyon, open to the sky. 

The canyon ends in a worked wall of red stone, 
similar to that of the surrounding rock. The floor of 
the canyon is sand. Worked-stone entrances are set 
into the wall at various heights. The entrances all have 
the same general appearance: a 10-foot-high archway 
flanked by bas-relief statues of knights in mail. There 
is no detail that distinguishes one from the other. They 
do not detect as evil, good or magic.

To access the entrances—which do not have ledges 
in front of them—the PCs must find a way to climb the 
face of the canyon wall, which is nearly vertical. They 
can do this by climbing (Climb check at DC 25; DC 
20 in the corners of the canyon) or using magic, such 
as dimension door, fly, levitate or teleport.

Climatic conditions in the Valley of the Temple run 
to extremes: unbearably hot during the day (exceeding 
110° at noon) and freezing cold at night (dipping below 
0° from 1 am to 3 am). This inhospitable region offers 
no source of water and no natural source of shade to 
shield the PCs from the sun. The DM should consult 
the rules regarding Heat Dangers and Cold Dangers in 
the DMG. In addition, the PCs may run short of food 
or water. If so, consult the rules for Starvation and 
Thirst Dangers in the DMG. Strong winds also plague 
the valley. Check once every hour on 1d20 with the 
following results: 1-10: no wind, 11-15: moderate wind, 
16-17: strong wind, 18-19: severe wind, 20: windstorm. 
The winds in the canyon only last for 3d10 minutes. 
Any time strong or severe winds arise, there is a 50% 

chance that a dust storm accompanies them. In addi-
tion, any windstorm is always accompanied by a dust 
storm, with a 75% chance of a greater dust storm. The 
winds themselves, of extreme temperature, do nothing 
to reduce the effects of heat or cold. See the DMG under 
Weather Hazards for the game effects associated with 
these winds and dust storms. 

Wandering Monsters: Aside from the weather, one 
other danger threatens the PCs. There is a 1 on 1d10 
chance per hour during the hours of darkness that 1d6 
huge monstrous scorpions descend into the canyon 
to attack the PCs. There is an endless supply of these 
scorpions. They infest the surrounding hills.

Huge Monstrous Scorpions: CR 6; SZ Huge Vermin 
(20 ft. long, 10 ft. wide, 3 ft. tall); HD 16d8+32; hp 112; 
Init +0; Spd 50 ft.; AC 18; Atk +15 melee (1d8+5 [x2], 
claws) and +10 melee (2d4+2, sting plus poison); Face/
Reach 10 ft. x 20 ft./10 ft.; SA improved grab, poison, 
squeeze; SQ vermin; AL N; SV Fort +12, Ref +5, Will 
+5; Str 21, Dex 10, Con 14, Int —, Wis 10, Cha 2.

Skills: Climb +16, Hide +4, Spot +11. Feats: 
None.

False Entrances: All of the obvious entrances are 
false entrances, leading to caves and passages but not to 
the Temple of the Justicars. Each such cave has a 1-3 on 
1d6 chance of being occupied by 1d4 huge monstrous 
scorpions, which immediately attack the PCs. Each cave 
also houses a sarcophagus of marble, carved to represent 
a knight in mail on the stone lid. Each such sarcophagus 
has a 1-4 on 1d6 chance of containing the remains of a 
knight in full plate mail with a sword (of random type) 
and shield. If remains are present, there is a 1 on 1d6 
chance for each that the mail or the sword is enchanted. 
If enchanted, roll 1d6: 1-4: the item is +1, 5-6: the item 
is +2. These remains are, in fact, the corpses of paladins 
killed during their quest to recover the Sword of Karith. 
The demons have “entombed” the remains to look like 
the final resting place of revered heroes. The demons 
find this false reverence very entertaining.

The Real Entrance to the “Temple of the Jus-
ticars”: The actual entrance to the Pit of Despair is 
hidden from mortal eyes. Only a paladin under the 
effects of a both a prayer (or who is performing some 
similarly extreme action, putting her in the proper 
religious frame of mind) and a true seeing spell even 
has a chance to see the entrance. Such a paladin must 
still make a Spot check (DC 20) to see the entrance. 
Powerful magic prevents any other means of detecting 
the entrance, short of a wish or a miracle. Even find the 
path does not reveal the entrance. Once the real entrance 
is exposed, that paladin can thereafter see the entrance 
as plainly as the false ones. She can direct others to pass 
through the entrance.

The DM should make it very difficult—though not 
impossible—to locate the true entrance. Let the party 
search for several days and suffer the temperature ex-
tremes and begin to despair and contemplate abandoning 
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the quest. After no fewer than 3 days’ searching, the DM 
might take pity on the party and give it the following 
clue: between midnight and 2 am, a faint glow can be 
seen (Spot DC 25 without true seeing) from the portion 
of the cliff face where the true entrance is located. This 
clue doesn’t let the PCs see the actual entrance; it just 
gives them a hint that there is something there they 
haven’t discovered. They still need to cast true seeing 
and prayer on a paladin to see the real entrance. If the 
PCs still can’t find the entrance, prod them to the 
proper solution by reminding them of the words of the 
priests that “only someone prayerful and devout and 
who sees with the eyes of faith can find the entrance 
to the Temple.”

Once located, the entrance threshold may be 
crossed at will. There are no doors, locks or traps on 
the entrance. A winding, 10-foot-diameter, roughly 
worked tunnel leads 120 feet to area 1.

Note: Because the Pit of Despair is a source of con-
flict between good and evil deities, any spells, such as 
commune, divination or find the path, cast in an attempt to 
learn the location of the entrance or the consequences 
of future actions will have no result. DMs might imply 
that Thyr and Muir want the PCs to find and recover the 
sword on their own merits, without guidance. Remind 
them: this is a test of faith and virtue, which can only 
be surmounted by noble, unguided, individual action. In 
reality, Orcus himself is watching the PCs and actively 
disrupting any contact with their good-aligned deities; 
he cannot, however, interfere with miracle spells.

The Pit of Despair
Three areas comprise the Pit of Despair. The first, 

a large underground amphitheater resembling a temple 
to Thyr and Muir, functions as the false “Temple of the 
Justicars.” The second area, the pit itself, contains a false 
avatar of Muir (really an altered nalfeshnee) and the un-
holy sword. The final area, an evil altar room, contains an 
unholy shrine to Orcus, with the Sword of Karith encased 
in blackest stone. The first two areas are enchanted with 
a strong magic that both masks alignment and projects 
a lawful-good alignment. This enchantment does not 
mask the alignment of the demons (though the unholy 
sword masks Caanara’s alignment). Additional shields 
prevent detection of the third area.

1. The “Temple of the Justicars”
The entrance room is a large temple, designed to resemble 

an amphitheater. Three, tiered series of pews lead down to a 
flat central area that features an altar. A recessed area at the 
far side of the room is lined with columns, ending with a statue 
of Muir. The recess contains a large pit, 30 feet across, around 
which mists swirl, obscuring view within. The only inhabitants 
of the chamber—five robed priests of Muir—chant and dance 
around the pit. The walls of the amphitheater and the pillars 
are worked with images of knights in full armor.

The First Visit
At first glance, the room resembles a temple of 

Muir — austere and dignified with clean, white marble 
columns, altars and statues. Holy runes and glyphs cover 
the walls. Careful inspection reveals subtle defacement 
of the holy images (Knowledge [religion] check at DC 
15), vaguely suggesting an evil presence. The room 
detects as good; however, the dancing priests clearly 
detect as evil — because they are, in fact, 5 type I 
“vrock” demons dancing their Dance of Ruin. They 
attack immediately.

PCs making an Intelligence check (DC 15) notice 
that the priests are a little too tall to be human. Cler-
ics and paladins making a Knowledge (religion) check 
(DC 20) realize that the priests’ dance is not of any 
known ritual in the worship of Thyr or Muir. PCs mak-
ing a Knowledge (demons) check (DC 20) recognize 
the dance as the Dance of Ruin, as do PCs making a 
Knowledge (religion) check (DC 25).

Type I “Vrock” Demons (5): CR 13; SZ Large 
Outsider [Chaos, Evil]; HD 8d8+24; hp 60; Init +2; Spd 
30 ft., fly 50 ft. (average); AC 25; Atk +11 melee (1d8+4 
[x2], claws), +9 melee (1d6+2, bite), +9 melee (1d4+2 
[x2], rake); Reach 10 ft.; SA spell-like abilities, dance 
of ruin, gating, screech, spores; SQ damage reduction 
(20/+2); cold, acid and fire resistance (20); darkvision; 
electricity and poison immunity; spell resistance (22); 
telepathy; AL CE; SV Fort +9, Ref +8, Will +8; Str 19, 
Dex 15, Con 17, Int 14, Wis 14, Cha 12.

Skills: Concentration +14, Hide +9, Knowledge 
(arcana) +12, Listen +13, Move Silently+13, Search 
+13, Sense Motive +13, Spellcraft +12, Spot +12. 
Vrocks gain a +8 bonus to listen and spot checks. Feats: 
Cleave, Multiattack, Power attack. 

Tactics of the Vrocks: When the PCs first enter 
the amphitheater, the vrocks, disguised as robed priests 
of Muir, are gathered in a circle dancing around the pit 
and chanting. They started their dance when the party 
passed through the hidden entrance, completing it the 
first round the party is fully within the room—which 
becomes the first round of combat. If the characters 
have not yet grown suspicious of the dancing priests, the 
immediate discharge of crackling evil energy convinces 
them. Once the Dance of Ruin effect occurs, the vrocks 
on subsequent rounds cast mirror image (round 2) and 
attempt to gate in 2d10 dretches each (35% change of 
success) (round 3), after which three vrocks teleport to 
their selected victims (spellcasters), use their Screech 
ability and attack. The two remaining vrocks use their 
mass charm ability to convince noncombatants that 
jumping into the pit is their only hope of escape. If 
the PCs engage them in combat (or if the vrocks’ mass 
charm ability fails), the vrocks switch to melee attacks 
and fight until slain, using Screech attacks. All vrocks 
use their special Spores attack every third round as a 
free action against any targets in range. They teleport 
around the room to maintain their combat advantage. 
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They focus their initial attacks on spellcasters and priests, 
dodging fighters and teleporting away from them. Once 
the spellcasters are eliminated, the vrocks concentrate 
on those heroic paladins. PCs killed in the Pit have 
their souls taken directly to the Abyss where Orcus 
himself feasts on them. They cannot be retrieved or 
raised without divine intervention, such as by a miracle 
spell, or by a wish or limited wish.

Dretch: CR 2; SZ Small Outsider [Chaos, Evil]; 
HD 2d8; hp 9; Init +0; Spd 20 ft.; AC 16; Atk +1 melee 
(1d4, bite), +3 melee (1d4 [x2], claws); SA spell-like 
abilities, gating; SQ damage reduction (5/silver); cold, 
acid and fire resistance (20); darkvision; electricity and 
poison immunity; spell resistance (SR 5), telepathy; AL 
CE; SV Fort +3, Ref +3, Will +3; Str 10, Dex 10, Con 
10, Int 5, Wis 11, Cha 11.

Skills: None. Feats: Multiattack.
Tactics of the Dretch: Dretches are pathetic, 

expendable pawns. If they are successfully gated in, the 
vrocks use the dretches to surround and occupy fighters 
while the vrocks concentrate on spellcasters. Immune 
to its effects, the dretches use their stinking cloud ability. 
They also use their darkness ability, which has no effect 
on the demons—they see right through it. They continu-
ously teleport around the room, distracting the fighters, 
so the vrocks can focus on killing the spellcasters. 

The Arrival of the “Celestial”: Caanara, the type 
IV “nalfeshnee” demon, bides his time at the bottom of 
the pit (area 2 on the map; where Caanara’s statistics 
are detailed). He monitors the battle between the PCs 
and the demons. If the characters kill three vrocks and 
it seems likely they will kill the remaining two, Caanara 
assumes the form of the female celestial of legend and 
ascends from the pit, bearing the unholy sword (see 
below). If, however, the PCs are losing the battle, 
Caanara might interfere, emerging from the pit as “divine 
intervention.” To maintain the charade, give the PCs 
a chance to defeat several demons, if possible. 

Once Caanara ascends from the pit, the room 
brightens with a blinding, holy light. The demons freeze. 
Blasting away the mists covering the mouth of the pit, a 
beautiful, shimmering female figure wearing white robes 
rises from the pit, as if freed from ages of captivity. She 
levitates above the pit and holds in her hand a brilliant 
silver sword, encrusted with gems and inlaid gold and 
glowing with a holy light. The vrocks recoil in terror, and 
the dretches melt away from her holy presence. Though 
she does not speak, each of the PCs hears a voice, so 
melodic and otherworldly it is almost painful. “May the 
goddess bless you for freeing me from my captivity,” the 
celestial says. “Many ages ago I built this temple to house 
the Sword of the Justicars. When I returned to these halls 
to await the coming of the next grandmaster, hordes of 
demons and evil priests overcame me, imprisoning me in 
that pit. Your presence distracted them, allowing me to 
break free.” She turns to the paladin in the party. “To you, 
great champion, I bestow this mighty weapon. Borne last 

by the great hero, Karith, and by all Justicar grandmasters 
before him, you are now chosen to succeed them. Hail 
to you, Grandmaster! May the lady of virtue bless you! 
Go forth and use this weapon to bring just retribution 
to creatures of evil and win glory for our lady’s name.” 
Her great task completed, the celestial disappears in a 
blinding flash.

The vrocks, party to Caanara’s deception, recoil 
from “her” in pretended fear. The vrocks release the 
gated dretches (which is why the latter seem to “bubble 
away” in the celestial’s holy presence), because they are 
not smart enough to “play along.” The vrocks work to 
convince the paladin and his party that they have, in 
fact, won the Sword of Karith and can return to the world, 
carrying with them an unholy sword, thereby despoil-
ing one of the world’s more promising paladins. When 
Caanara “disappears,” he really just teleports himself to 
area 3, where he remains. Remember: Caanara has a 
22 Intelligence and Wisdom, as well as very high Bluff 
and Diplomacy skills. Play him as though he really 
were Muir’s female celestial. The party should have no 
clue that this is a ruse — unless one of their number 
has true seeing (the true seeing on the paladin required 
to find the entrance should have long since worn off), 
in which case she sees Caanara as he truly is. If thusly 
discovered, Caanara and any remaining demons teleport 
to area 3.

Treasure: The sword, Entranhumani, a +4 unholy 
reaver longsword: Int 14, Wis 13, Chr 17, Ego 27; telepa-
thy; Primary Powers: forget on wielder (3/day, removes 
all memory of last 5 minutes, no save), mask alignment 
(continuous, and radiates Law and Good), cause berserk 
rage (7/day); Extraordinary Powers: teleport to hands of 
user (1/day), feeblemind (2/day); Special Purpose: slay 
humans, slay living (3/day) on only humans struck. All 
abilities are as per the spells cast at 27th level. Method 
of destruction: It must be shattered against the altar 
on which it was forged, as long as that altar contains a 
holy sword (the players cannot have both!). Usable by: 
Paladins (or ex-paladins) and Blackguards only. The 
sword is incorporeal to all others; they cannot grasp it, 
though it cuts through them when used against them 
as a weapon. Note that this sword does no damage to 
demons unless wielded by a Blackguard! Short of a miracle 
or wish, the sword detects as a +4 holy avenger sword.

Once the paladin grasps the unholy sword and 
Caanara teleports, the vrocks make no attempt to engage 
him, instead resuming their attacks against his com-
panions. They flee from the paladin, acting as through 
afraid of him. If the paladin attacks them with the unholy 
sword, it seems to cuts through the vrocks like butter. 
They pretend to die. They shriek and teleport to area 3 
after they are struck twice by the sword. DMs should 
make fake rolls to convince PCs that this effect is some 
special power of the sword.

Conversion: At this point, the DM might choose 
to have the unholy sword tempt the paladin, suggesting 
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his conversion into a Blackguard (see the DMG). The 
sword tells the PC that if he converts right now to chaotic 
evil, accepts Orcus as his god and joins with the demons 
in slaying his companions, he can become a Blackguard 
at two bonus levels of experience above his current 
paladin level. In addition, the sword promises the PC 
demon servants of great power, a suit of +4 demon armor 
and a +5 shield. If accepted, the sword delivers on these 
promises, teleporting the newly converted blackguard to 
a far-off cave where these items are hidden. The PC 
gains two hezrou servants, which are bound to serve the 
wielder of the unholy sword. If the PC refuses to convert, 
the sword casts forget on him (no save), removing any 
memory of the solicitation from the wielder’s mind. Of 
course, attempting this conversion tips off the paladin’s 
player that the sword is not a holy sword and something 
is amiss. Only attempt this conversion with a trusted 
roleplayer who will not reveal the sword’s secret. DMs 
should roleplay this scenario away from the main group 
so that no one else is privy to the discussion. If other 
players ask questions, suggest that the sword was com-
municating privately with its new wielder, explaining 
its powers. Or you could decide to skip this conversion 
attempt and wait until the paladin leaves with the 
sword, as detailed below.

Return Visit
At some point in the future, when the PCs return to 

the Pit of Despair to destroy the unholy sword, they find 
3 vrocks waiting for them, scattered about the room. 
The vrocks immediately attack the party — teaming 
up against one victim, teleporting next to him, grabbing 
him and teleporting to the bottom of the pit where all 
three rip him to pieces. Then they teleport out and do 
it again.

2. The Pit of Despair
With the demons finally destroyed, the mist shroud-

ing the mouth of the pit dissipates. In the well below 
lies a massive treasure hoard. The pit, 40 feet deep and 
carved of stone, has no apparent exits.

The First Visit
Initially, the pit is shrouded with mists that serve 

no purpose save hiding Caanara from view. He lurks 
in the bottom of the pit, monitoring the battle above. 
If any PC is crazy enough to jump into the pit during 
combat, he encounters Caanara, who, if not expecting 
this action, will be in his original form. (If Caanara 
suspects a PC might enter the pit before defeating the 
demons, he changes into his celestial guise before his 
arrival and pleads with the PC to slay the demons so that 
“she” might be free and thus bestow the sword on the 
paladin.) If seen in his normal form, Caanara engages 
the PC in melee, using his meager skills. If the melee 
goes poorly, Caanara casts forget on the PC, removing 
any memory of the encounter, and teleports to area 3. 

Otherwise, Caanara acts as outlined above under “The 
Arrival of the ‘Celestial.’”

Caanara the Type IV “Nalfeshnee” Demon: CR 
16; SZ Huge Outsider [Chaos, Evil]; HD 11d8+44; hp 
93; Init +1; Spd 30 ft., fly 40 (poor); AC 27; Atk +15 
melee (2d4+6, bite), +13 melee (1d4+3 [x2], claws); 
Reach 15 ft.; SA spell-like abilities, gating, smite; SQ 
damage reduction 20/+2, cold, acid, and fire resistance 
(20); darkvision; electricity and poison immunity; know 
alignment; see invisible; spell resistance (24); telepathy; 
AL CE; SV Fort +11, Ref +8, Will +13; Str 23, Dex 
13, Con 19, Int 22, Wis 22, Cha 16.

Skills: Bluff +33, Concentration +28, Diplomacy 
+33, Hide +7, Knowledge (arcana) +16, Listen +20, 
Move Silently+12, Scry +19, Search +20, Sense Mo-
tive +26, Spellcraft +20, Spot +20. Nalfeshnees gain 
a +8 bonus to listen and spot checks. Feats: Cleave, 
Multiattack, Power Attack.

Treasure: 6,200 gp, 36,000 sp, a gold cup set with 
emeralds worth 7,000 gp, inlaid masterwork harp of sil-
ver and elven hair worth 4,000 gp, amulet of inescapable 
location (cursed, identifies as an amulet of non-detection), 
bracers of defenselessness +5 (cursed, identifies as +5 
bracers of deflection) and a periapt of foul rotting (cursed, 
identifies as a periapt of health). Unless a wish is used, 
the cursed nature of the items cannot be detected while 
the PCs are within the Pit.

Secret Door: The secret door to area 3 is very 
difficult to locate, having been concealed with power-
ful magic. No magic short of a wish or miracle allows 
its detection. A true seeing spell does not even allow 
automatic detection; instead, reduce the Search DC 
from 40 to 30. The secret door consists of an entire 
40-foot section of the wall. When opened, the door 
swings upward 90 degrees, triggering a trap—a symbol 
of death inscribed on the reverse side of the door—and 
sealing the pit’s mouth. If you wish, you could require 
a paladin be under the effects of prayer and true seeing 
spells to have a chance to detect the secret door, thus 
ensuring that the PCs leave the dungeon without find-
ing the secret door on their first visit.

Secret Locked Stone Wall with Symbol Trap: CR 
10; Search (DC 40, 30 with true seeing); 12 in. thick; 
Hardness 5; hp 80; Spell Resistance (SR 28); Damage 
Reduction (15/+4); Break (DC 40); Open Lock (DC 40). 
A symbol of death is inscribed on opposite face of door, 
revealed when door swings open (one or more creatures 
within a 30-foot radius up to a total of 150 hit points 
must make a Fortitude save [DC 22] or be slain).

False Ending
If the PCs do not find the secret door, the DM 

should smile, solicit feedback on how challenging 
the adventure was and congratulate the players on a 
job well done. Remark how incredible it was that the 
PCs defeated 5 vrocks (and possibly a blue dragon) to 
recover the Sword of Karith! Then take a break, quit for 
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the night or start the next adventure. The unholy sword 
will show its true colors later. Wait until the next play-
ing session before beginning corruption of the paladin. 
See “Atonement,” below.

Return Visit
Returning to destroy the unholy sword, the PCs find 

the Pit of Despair empty. Any treasure left by the party 
during its previous visit has been moved to area 3.

3. The Altar of Evil and Good
If the PCs find, open and survive the symbol of 

death-trapped secret door, they enter a large room. The 
secret wall, however, swings up and seals the pit’s mouth 
with a foot-thick lid of stone. The large room houses 
an evil altar carved from onyx set upon a black dais. 
Strangely, the onyx, partially transparent, reveals the 
fabled Sword of Karith, pulsing with a holy white light, 
sealed within the altar. 

At this point, the demons re-enter the picture, at-
tacking the PCs en masse. Their sole purpose: preventing 
retrieval of the holy sword. The forces of darkness include 
Caanara the nalfeshnee, as many vrocks as survived the 
initial encounter in area 1 above and 2 more vrocks if 
this is a return trip to the Pit of Despair. The party will 
also have to contend with as many dretches as the vrocks 
and nalfeshnee can summon. Unlike before, all demons 
now concentrate their attacks on whoever wields the 
unholy sword. They interpose themselves between the 
PC and the altar, preventing contact at all costs, even 
teleporting out of combat to do so.

During combat (but most likely after combat), the 
paladin can destroy the altar and unholy sword, thus 
freeing the holy sword, by striking the altar with the 
unholy sword. The impact shatters both objects instantly! 
Destruction of the evil altar and unholy sword nets each 
PC a 5,000 XP story award in addition to any combat 
experience.

Tactics of the Vrocks and Dretches: The vrocks 
act as described above in area 1, except that they all 
mirror image, gate in 2d10 dretches each (35% chance) 
and then Screech and attack. None uses its mass charm 
ability. All vrocks shoot Spores every third round as a 
free action against any targets in range. The dretches 
surround fighters.

Tactics of Caanara the Nalfeshnee: When encoun-
tered in this room —whether by a resourceful party on 
its first visit to the Pit of Despair or by a party returning 
to the pit to undo his treachery — Caanara uses all his 
powers to slay all PCs. He begins the encounter invisible. 
As soon as the secret wall is opened, he gates in 2d20 
dretches (automatic success). The next round he casts 
slow at the party, followed by mirror image and chaos 
hammer or his Smite ability until he is engaged. Once 
engaged, he teleports away and repeats the process until 
slain, possibly throwing in a greater dispelling or unholy 
blight as appropriate. He only fights hand-to-hand as a 

last resort, and even then he uses chill touch or feeblemind 
rather than his usual attacks. If reduced to less than 30 
hit points, Caanara teleports to area 1 (above the pit, 
which is now sealed off by the open secret door). There 
he gates in 4 vrocks, which he dispatches to finish off 
the party. Defeating Caanara should be a feat that all 
of the surviving PCs brag about for years.

Treasure: The holy sword, Entrancacor (inside 
the stone altar). The sword can be moved from the 
altar block either by simultaneously casting a wish and 
a miracle spell on the altar or by striking the altar with 
the unholy sword, Entranhumani, as described above. 
Doing so shatters the altar and unholy sword and frees the 
holy sword (the party can’t have both!). No other way to 
remove the sword exists. Entrancacor is a +5 holy avenger 
longsword: Int 14, Wis 13, Chr 17, Ego 28; telepathy; 
Primary Powers: dispel magic (3/day), see invisible at will, 
Sense Motive checks at +10; Extraordinary Powers: heal 
(1/day), true seeing (2/day); Special Purpose: slay demons, 
banishment (3/day) on demons struck. All abilities are as 
per the spells cast at 28th level. Method of destruction: 
Boil in the blood of three good dragons, killed within 
the hour, followed by taking the life of a good-aligned 
virgin with the sword. Usable by: Lawful-good-aligned 
outsiders, paladins and clerics of Muir only. The sword 
is incorporeal to all others, though it can cut through 
them if used against them in combat. 

Atonement
If the PCs are successfully duped into believing 

they have recovered the Sword of Karith, there is a 
strong chance that the paladin will fall under the evil 
sword’s sway. The PCs should have no encounters on 
their return trip. Returning to an area with a large (over 
50) population of humans, the PCs might begin to note 
changes in the sword wielder. The sword waits until 
a good-sized group of low-level victims are available 
and, in the presence of few of the paladin’s comrades, 
forces the character into a killing spree! Consider the 
common room of an inn or tavern, late in the evening 
after most PCs have retired and the paladin is telling 
the story of the sword’s recovery to some locals, an 
appropriate venue. Or, more despicably, wait until the 
paladin visits the local church to pray. The character 
must make a Will save (DC 27) against the sword’s ego 
or fly into a berserk, xenophobic rage (which he can-
not willfully come out of), looking for humans to slay, 
including other PCs who stumble upon the enraged 
paladin. After the event, the paladin collapses and 
awakens a few minutes later. In the interim, the sword 
casts forget on the character. Should the PC paladin 
make the Will save, the sword immediately casts forget 
on him (no save) — erasing any memory of the failed 
attempt to control the PC.

DMs can find this highly entertaining. Imagine 
a paladin waking amid the gory remains of a dozen 
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townsfolk — his sword bloodied and his paladin abilities 
no longer working. Any PC paladin succumbing to the 
will of the sword and committing the above-described 
atrocities loses his paladin status and cannot continue as 
a paladin without doing atonement. Any PC attempting 
to rid himself of the sword discovers that it continually 
teleports itself back to him.

The sword, of course, suggests an alternative. Af-
ter the PC’s paladinhood is lost, the sword tempts the 
paladin into becoming a Blackguard, as described under 
“Conversion,” above. The only catch: he must slay all 
of his good- or lawful-aligned companions. 

As DM, decide who might properly suggest atonement 
for such vile deeds. For example, require that the PC return 
to the priests of Muir from whom he obtained the map to 
the Temple of the Justicars. There, he can relate the story 
of the quest and its consequences. After much prayer and 
communing, the priests describe what must be done to 

restore paladinhood: the paladin must destroy the unholy 
sword! There is only one way for this to be done: it must be 
smashed upon the altar on which it was forged. That altar, 
the PCs are informed, is hidden within the Temple of the 
Justicars, but no one knows exactly where. When this is 
done — the PCs are promised — not only will the unholy 
sword be destroyed, but they will also free the true Sword of 
Karith. This act also restores the fallen paladin’s status. 

Most likely, amid feelings of doubt, hope and regret, 
the party gears up for a return trip to the Pit of Despair. 
Plan an appropriate number of wilderness encounters if 
it travels overland. Perhaps now the PCs might teleport 
to the canyon containing the temple’s entrance. Once 
the PCs arrive at the Pit of Despair for the second time, 
DMs should refer to the above sections in areas 1 and 
2 entitled “Return Visit” for details on how the Pit of 
Despair is different the second time around. Who knows. 
Maybe they will even succeed…
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Appendix 1: Open Game Content and Licenses

This printing of Demons and Devils is done under the Open Game License version 
1.0 and a draft version of the D20 System Trademark License by permission from Wizards 
of the Coast. Once finalized, subsequent printings of this book will incorporate final ver-
sions of both licenses. 

This publication contains Open Game Content, as defined below. Open Game 
Content may only be Used under and in accordance with the terms of the Open Game 
License as fully set forth in this Appendix.

Designation of Product Identity: The following items are hereby designated as 
Product Identity in accordance with Section 1(e) of the Open Game License, version 1.0: 
All Necromancer Games logos and identifying marks and trade dress, including but not 
limited to the Orcus logo and the phrase “Third Edition Rules, First Edition Feel,” as well 
as all Necromancer Games Product and Product Line names including but not limited to 
The Wizard’s Amulet, The Crucible of Freya, The Tomb of Abysthor, Bard’s Gate, Rappan 
Athuk, The Dungeon of Graves, Demons and Devils, The Sorcerer’s Citadel, “Ra’s Evil 
Grin” and The Pit of Despair; all Sword and Sorcery Studios logos and identifying marks and 
trade dress, including all Sword and Sorcery Product and Product Line names including but 
not limited to the Creature Collection; all artwork, illustration, graphic design, maps and 
cartography; the story, storyline, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations contained herein; the proper names 
of the following characters, creatures, groups, items and places and their descriptions and 
other accompanying text: the Globe of Arden, the Sword of Karith, Crane the Sorcerer, 
Dendorandra, the Violet Brotherhood, Tsathogga, Blue Lotus Flowers, the Medallion of 
Crane, Corean, Searing Wind, Meldeth, Toth A’karon, Arden, Asari, Xpatias, Karith, 
Caanara, Justicars, Temple of the Justicars, Thyr, Muir, Entrancacor, Entranhumani, though 
not their stat blocks (if any); and all text and description not otherwise designated as Open 
Game Content below. In addition, the creature names “Blue Lotus Flowers,” “Searing Wind,” 
and “Corean” though not their stat blocks, are used by permission from Sword and Sorcery 
Studios and are hereby designated as Product Identity. The above Product Identity is not 
Open Game Content and reproduction without the written permission of the copyright 
holder is expressly forbidden, except for the purpose of review.

Designation of Open Game Content: The following material is hereby designated 
as Open Game Content and may be Used pursuant to the terms of the Open Game License: 
all creature, character, item, spell, town, deity and trap “stat blocks” and their accompanying 
names, including the stat blocks and names of any such creatures, characters, items, spells, 
towns, deities and traps original to this adventure module, except for those specifically 
designated as Product Identity, above. 

OPEN GAME LICENSE Version 1.0. 
PERMISSION TO DISTRIBUTE THIS LICENSE IS MADE BY WIZARDS OF 

THE COAST. 
The following text is the property of Wizards of the Coast, Inc. and is Copyright © 

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

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

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

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

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

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

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

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

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

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

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

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

Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms 

of this License with respect to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may not Use any Open Game Mate-
rial so affected.

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

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

15 COPYRIGHT NOTICE 
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Collection Copyright 2000, Clark Peterson, Sword and Sorcery Studio.
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All Rights Reserved. 
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1.2. “Publication” means any distribution of material under the terms of this 

License.
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2. The License.
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3. Terms and Conditions.
3.1 Limitation of License
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3.1.2. No Publication distributed under the terms of this License may contain infor-
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3.2. Required Notices
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this License that you distribute.
3.3. Wizards of the Coast Logos and Trademarks.
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3.4.3. If an Electronic Publication cannot reproduce a graphic element (for example, 
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