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paths of the dead, and two bottles of elemental 

imprisonment (one painted blue and the other 

red). A white, empty clay bottle lies on the floor 

next to the table. The bottle’s cork is lying 

nearby. The bottle is also a bottle of elemental 

imprisonment. It was a prison for the steam 

mephit before he was released by curious 

goblins. Geoff used the mephit to steam-clean 

clothing. 

The blue bottle of elemental imprisonment 

contains a small water elemental (for 

washing cloth) while the red bottle contains a 

magma mephit (for drying). The creature 

inside is released if the cork is removed and 

cannot be captured again without the proper 

key phrase (unknown to the characters). Both 

the elemental and mephit are angered after 

their long years of imprisonment and attack if 

released. If released together, they attack each 

other over any other targets. The red bottle 

feels slightly warm while the blue bottle is 

slightly cool to the touch. Any character 

holding the red bottle up to his ear can hear 

the mephit inside grumbling about his state in 

Ignan, the language of the Plane of Fire (very 

similar to the popping and crackling of fire). 

The mephit cannot hear anything outside the 

bottle. 

Wardrobes. The wardrobe doors are 

emblazoned with the faces of demons (similar 

to the famous demon face appearing in the 

classic Tomb of Horrors adventure). The 

handles for the wardrobe are found in the 

demons’ mouths. A door to one of the 

wardrobes was left slightly ajar by the previous 

goblin exploration. Both wardrobes contain 

exquisite robes and cloaks, most with dark 

colors and a death motif, although there is one 

extremely comfortable pink bathrobe. 

Developments 
If anything in the room is touched or anyone 

steps upon the dais, two skeletons and a 

goblin zombie (same stats as zombie but 

Small size) arise from behind the sarcophagus 

and attack. 

If the skeletons and zombie are defeated, the 

specter of Geoff rises through the lid of his 

sarcophagus. Unlike most specters, Geoff 

retains some restraint toward the living and 

does not immediately attack (neutral 

alignment). He is also able to speak an ancient 

form of the Common tongue, In a hollow voice, 

he demands to know who dares to interrupt 

his rest. If the characters explain themselves, 

he does not attack but instead seeks to enlist 

their aid. He tells them that a robe was stolen 

from his wardrobe and that a steam mephit 

named Hoover escaped from his bottle. Geoff 

will forgive the characters for their trespass 

and reward them for their efforts if they 

retrieve his robe and the mephit. The mephit 

can be captured with his bottle and use of the 

magical activation phrase: “clato barrata 

nicko.” Geoff also offers to loan the characters 

his key to the paths of the dead and instruct 

them on its use. If the party does not agree to 

Geoff’s deal, he attacks. 

If the characters return the Robe of the 

Dread Tailor, the key, and the captured mephit, 

the specter rewards them with their choice of 

an exquisite pair of soft leather boots, a black 

leather bag with small silver skull adornments, 

or a dark blue cloak that shimmers in the light. 

All are magical, but Geoff does not remember 

their powers. He was always more concerned 

with style than the power. The characters 

must choose without touching the items. The 

boots are boots of elvenkind, the bag is a bag 

of holding, and the cloak is a cloak of protection. 

If the characters return without the robe or 

mephit, but have a reasonable excuse, Geoff 

still rewards them with a beautiful silver 

brooch, embedded with black opals, worth 100 

gp. 

Neither Geoff nor the tomb’s guardians can 

leave the tomb. Any dead bodies left in the 

tomb will rise as the tomb’s new guardians 

(zombies) after only an hour. 

Treasure 
The goblin zombie has a leather pouch 

containing 10 (3d6) cp and a rabbit’s foot. It is 

unlikely but possible that the characters may 
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steal bottles of elemental imprisonment 

containing an uncontrollable water elemental 

and magma mephit. It is more likely that the 

party is loaned the use of a bottle of elemental 

imprisonment to capture the steam mephit, 

Hoover, and the key to the paths of the dead. 

As a reward for retrieving his lost items, 

Geoff will present the characters with boots of 

elvenkind, a bag of holding, a cloak of 

protection, or a brooch worth 100 gp. 

Encounter Difficulty 
This encounter has a medium difficulty. If 

there are only four characters, remove a 

skeleton. If the majority of characters are 2nd 

level, add three additional skeletons. 

6. Common Area
This large chamber is lit by torchlight and 

echoes with the hoots and howls of four 

goblins. Two of the little beasts are watching 

the others ride the captured ostriches! The 

ostrich riders are armed with sharpened 

wooden stakes and are charging back and 

forth at crude stuffed dummies. 

The room is overlooked by a ledge 15 feet 

above the floor. A tunnel on the ledge leads 

deeper into the lair. The ledge’s steep and 

crumbling escarpment requires a successful 

DC 20 Strength (Athletics) check to climb. 

However, a better option to reach the ledge is 

to climb the natural staircase nearby (which 

does not require a check). 

The ceiling of the chamber is 30 feet high at 

its tallest point. The ground is dotted with 

stalagmites large enough to be used as cover. 

Some areas are covered with loose gravel and 

crumbling rock that act as difficult terrain. 

Cooking fire. A metal shield, beaten into the 

shape of a bowl, is hung over a large fire. A 

stew of various unidentifiable ingredients is 

bubbling in the makeshift pot. The stew is 

edible by the characters, but tastes horrible. 

Next to the fire are a bent ladle and a small 

empty cask marked as beer in dwarvish. The 

beer was the first spoils of war enjoyed by the 

goblins the night before. 

Developments 
If the characters are noticed, the goblins 

attack! The mounted goblins are armed with 

simple lances that only cause 1d10 points of 

piercing damage instead of the normal 1d12 

points. Additionally, the ostriches are not 

trained as mounts so the goblins only gain the 

following benefits for mounted combat: 

 The rider has advantage on melee attack

rolls against any unmounted creature that is

smaller than his ostrich.

 On a successful DC 10 Wisdom (Animal

Handling) check, the goblin may direct the

ostrich to perform one of three different

actions: Dash, Disengage, or Dodge.

Treasure 
The majority of goblins have small, filthy 

pouches containing 7 (2d6) cp and 2 (1d4) sp 

each. One of the goblin riders has a pouch 

containing 3 (2d6) cp and 10 (3d6) sp. Two of 

the pouches also contained a broken candle 

and a wooden spoon respectively. 

Encounter Difficulty 
This is a hard encounter. If there are only four 

characters, remove a watching goblin. If the 

majority of characters are 2nd level, add three 

watching goblins. 

7. Barracks
This cave acts as a barracks for most of the 

goblins. Lice-infested furs are piled 

haphazardly across the floor, but the room is 

otherwise empty. 

8. Wandering Goblin
A goblin happens to walk around the corner 

with an empty bucket as the characters 

approach this intersection. Allow the players to 

roll initiative, but the goblin acts first. He 

drops the bucket, races to area 9 and bars the 

door. 

9. The Dread Tailor
This cave is a storage room for the goblins. 

Warned by the fleeing goblin from area 8, the 





Oddities & Odysseys: The Dread Tailor 

Page 21 of 24 

both the disguise self and protection abilities 

of the robe have been activated. 

During a combat turn, the upper goblin may 

attack with one of the costume arms, causing 

1d4 points of slashing damage on a successful 

hit. If the upper goblin takes damage in 

combat, he must succeed on a DC 15 

Dexterity (Acrobatics) check or the costume’s 

makeshift frame collapses and he falls prone 

behind the lower goblin. If the two goblins 

separate, the disguise self spell ends. 

Goblin Tunnels. Two small tunnel mouths 

can be found in this cave. A goblin fleeing the 

battle may crawl into one to escape. The 

tunnels are not wide and only a Small creature 

can fit. The two tunnels join together after 

roughly ten feet and continue to area 10. 

Treasure 
After the battle, the characters will have 

possession of the Robe of the Dread Tailor. The 

stolen merchandise in the crates can be 

returned to Goodmeadow for a 75 gp reward. 

These goblins are the lieutenants of the band 

and as such, own a better share of the gang’s 

loot. Each goblin has 14 (4d6) sp. 

Encounter Difficulty 
This encounter has a medium difficulty. If 

there are only four characters, remove the 

goblin with the scorpions. The goblin from 

area 8 will instead be the lower goblin in the 

Dread Tailor costume. If the majority of 

characters are 2nd level, add three additional 

goblins hiding behind crates. However, these 

goblins do not have any scorpions. 

10. Da Boss’s Chamber
This private room is claimed by the goblin boss. 

The wooden door is not barred and no one is 

inside. A pile of furs and a soiled pillow lie on 

the floor next to a pile of goblin clothes, a helm, 

and a filthy, slightly-rusted chain shirt. (The 

helm is in decent condition and can later be 

identified in Goodmeadow as belonging to one 

of the slain caravan guards. The chain shirt 

belongs to the goblin boss in area 11.) 

Goblin Tunnel. A small tunnel in the corner 

of the cave leads to area 9. The tunnel is not 

wide and only a Small creature can fit. 

Treasure 
Hidden under the furs is a sack filled with the 

gang’s entire treasure hoard: 14 (4d6) cp, 35 

(1d6 x 10) sp, 3 (1d6) gp, and a costume white 

gold and diamond necklace worth 5 gp. 

11. Sauna
Wisps of steam escape around the corners of 

the fur hung before the doorway to this room. 

The goblin boss, Da Boss, and the steam 

mephit, Hoover, are relaxing on fur-padded 

boulders inside. Hoover is like most steam 

mephitis but has learned to speak Common as 

well as Aquan and Ignan. Da Boss is drinking 

from a silver ewer in the shape of a swan. It 

contains the last of the dwarven beer 

mentioned in area 6. The goblin is nude and 

lying next to him is his scimitar and wooden 

shield. Da Boss has the same stats as a goblin 

boss except he is only AC 14 and has 28 (8d6) 

hit points. 

Large hot stones are piled in a shallow pit in 

the center of the room. A bucket hung over the 

pit is attached to a rope held by the mephit. 

Every so often, the mephit will give the rope a 

quick tug and send a small amount of water 

onto the hot rocks, generating a wave of steam. 

Developments 
When the characters enter, Da Boss scoops up 

his scimitar and shield while Hoover dumps 

the bucket onto the hot rocks and fills the 

entire room with thick steam. All creatures 

other than Hoover suffer disadvantage to 

attack rolls and vision is reduced to five feet. 

Being the embodiment of steam, Hoover is 

invisible until the stream dissipates after two 

rounds. 

Cornered, the goblin boss fights to the death. 

Hoover will only fight to the death if the 

characters have his bottle of elemental 

imprisonment from area 5. If they do not and 

the goblin boss is killed, the mephit offers to 

lead them to the tomb in exchange for his 
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freedom, claiming that there are numerous 

treasures buried there. 

Treasure 
The silver ewer of the goblin boss is worth 25 

gp. 

Encounter Difficulty 
This is a hard encounter. If there are only four 

characters, the goblin boss is still recuperating 

from the caravan ambush, losing his 

multiattack ability and 7 hit points. If the 

majority of characters are 2nd level, add three 

goblins. 

Conclusion 
After retrieving the ostriches, defeating the 

goblin boss and Hoover, and taking the Robe of 

the Dread Tailor from the goblins, the 

characters are hailed as heroes by Torath 

Dannell. He will translate their scroll as well 

as host a banquet in their honor at the 

Dreaming Boar. 

If the characters agree to the terms offered 

by Geoff in his tomb but do not honor the 

agreement, they have made a new enemy. 

Although he cannot leave the tomb, he will get 

his revenge. The key to the paths of the dead 

acts as a beacon to undead. Trouble follows 

the party as long as they have the key in their 

possession. 

Rewards 
Award standard XP for defeated foes. The 

characters should also be awarded for 

overcoming the following challenges: 

 For burying the bodies of the murdered

merchant guards: 100 XP.

 For locating and disarming traps: 100 XP per

trap.

 For convincing the nothic to show the way to

the goblin lair: 250 XP.

 For sharing a personal secret to convince the

nothic: 100 XP to the character.

 For honoring the agreement with the specter:

200 XP.

 For capturing the steam mephit in his bottle:

50 XP.

 For retrieving the ostriches: 100 XP.

 For ending the threat of the Dread Tailor:

150 XP.

Assuming a party of five characters, the

minimum total award for each character 

participating in this adventure is 60 

experience points. The maximum total award 

for each character participating in this 

adventure is 410 experience points. 

The average amount of treasure collected 

from the minimum number of encounters is 8 

cp, 4 sp, and 2 gp. The average amount of 

treasure collected from the maximum number 

of encounters is 2 cp; 4 sp; 13 gp; crates of 

goods worth 75 gp; a costume gold bracelet 

worth 5 gp; a gold bracelet worth 25 gp; a 

silver ewer worth 25 gp; a bag of holding, boots 

of elvenkind, a cloak of protection, or a brooch 

worth 100 gp; and a potion of healing. 

Afterword 
This adventure represents well over 80 hours of 

work and I hope you enjoyed it.. 

Thank you for your purchase! 

Kerry Jordan 

November 2017 






